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Formulation of the problem. In the days of highly
advanced technologies, gamification extends to all
spheres of life and becomes a new reality nowadays.

The modern education system corresponds to
technological progress. Among the top five educa-
tional trends, cited by Forbes magazine — distance
education, personalization, gamification, interactive
textbooks, learning through video games — these four

belong to gamification [3].

The rapid development of information and com-
munication technologies has had a huge impact
on the learning process in higher education. If
before the teacher was almost a unique tracer of
information accumulated by mankind, in modern
society the teacher’s ability to create an environ-
ment in which information received by students
can be transformed into knowledge and experi-
ence becomes more relevant.

In the conditions of information accessibility
of completely different and from time to time
unpredictable content, the student must learn to
critically evaluate and choose those sources of
knowledge that are relevant to solving a particu-
lar problem.

Such tasks can be confidently and effec-
tively solved by activity and communica-
tive approaches in learning. However, these
approaches are not able to solve the problem
of the motive for student entry into a particular
educational activity. Currently, this problem is rel-
evant in connection with the widespread use of
social networks that meet one of the main needs
of modern students — the need for communica-
tion. Pedagogical society emphasizes the follow-
ing trends: general demotivation, lack of desire to
work with information, ignorance of the principles
and methods of efficient use of time resources
and dependence on gadgets.

Nevertheless, the description of this problem
contains practically the key to its solution, which
means that it is necessary to give the student the
opportunity to learn with the help of game tech-
nologies.

The use of game technologies in the educational
process is not something new, but it is a well-
developed issue by both domestic and foreign
scientists.

Due to the development of technology and com-
puter networks, game theory has been enriched
with new ideas and more technological.
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Cmpimkuli po3sUMok iHghopMayitiHux ma Komy-
HikayitiHux mexHo/oaill  YuHUMb  Be/IuYe3HUl
BI/1UB HA HaBY&/IbHUU MPOYEC Y BULUX HaBYa/Tb-
HUX 3ak/1adax. SIKWo paHiwe suk/iaday si8s8cs
matbxe yHika/lbHUM mMPac/1simopoM HaKoMu4YeHol
J1I00CMBOM iHghopmayjii, mo 8 cy4yacHoMy cyc-
Mi/IbCMBi Gi/ibW aKmMyasibHOK cmae 30amHicmeb
BUK/1@0a4a cmsopumu cepedosulye, 8 KOMpomy

cational

categories.

IHgbopmayjisi, SIKy OmpuUMymb CMyoeHmMu Moxe
6ymu nepemsopeHa 8 3HaHHs1 ma 00C8i0.

B ymosax iHghopmayitiHoi docmyrnHocmi Yisko-
BUMO Pi3HO20 Ma Yac 8i0 Yacy Henepedbadysa-
HO20 KOHMeHMmy cmyoeHm MoBUHEH Hag4UMUCh
KpUMUYHO OUiHOBamu ma subupamu mi oxe-
penia 3HaHb, KOmpi € akmyasibHUMU O/15 BUpI-
WIeHHST MesHoI 3adaui.

Taxi 3a0a4i BresHeHO ma eeKmuUBHO MOoxe
supiwuumu  Gisi/ibHICHUL ma  KoMyHikamusHUl
nioxodu y Has4yaHHi. Ta sce X, OaHi nioxoou
He B8 3MO03i BUpILUUMU MPO6AEMU BUHUKHEHHSI
Momusy Bcmyry cmydeHma 8 my 4qu iHWy
Hasya/lbHy Oisi/ibHicmb. B daHull Yac ysi rnpo-
6riema akmyasisyemsCs 8 38513Ky 3 WUPOKUM
PO3MOBCIONKEHHSIM CoUjaslbHUX MepeX, siki pea-
J13YIoMb 00HY 3 OCHOBHUX MOMPE6 CydYacHux
cmyoeHmis — rompeby 8 KomyHikayi. [leda-
202i4He CyCri/IbemBOM MIOKPEC/IOE HACMYrHi
meHAeHUji: 3azasibHy Oemomusauito, Biocym-
HICmb 6aXaHHs1 npaytoBamu 3 iHghopmayjeto,
He3HaHHs1 MPpUHYUNi8 ma memoodis eghekmus-
HO20 BUKOPUCMAHHSI PECYpPCIB Yacy ma 3a/1ex-
Hicmb BI0 2adxemis.

Tum He MeHwe 8 oruci 0aHoi NPo6/eMU Mpak-
MUYHO | MicmUumMbCsl KoY 00 i’ pilueHHsl, wo
03Hauage, Wo mpeba damu MOX/IuBICMb CcMy-
0eHmMosi Hag4amucsi 3a OOIMOMO20K) 2POBUX
mexHosozit.

BuKopucmaHHs1 i2posux mexHosioaill 8 Has4aslb-
HOMY NPOYECi He € YUMOCh HOBUM, HamOMICMb
ye dobpe onpaybosaHe MUMaHHs 5K BIMYU3HSI-
HUMU, maK | 3apy6iKHUMU HayKOBUSIMU.

Ha gidmiHy B8i0 ieop y neda20eiyHoi epu €
cymmesa O3Haka — YimKO OkpecsieHa Mema
Has4aHHs ma BionosioHull it nedacoaiyHuli
pe3y/ibmam, a igposi fpulioMu suCMynaroms
SIK 3aci6 cmumy/isiyil cmy9deHmig 00 Has4asIbHOT
0isi/IbHOCMI.

B 383Ky 3 pO3BUMKOM MEXHIKU —ma
KOMITHOMEPHUX MEPEX, meopisi 2pu 36azamu-
J1acb HOBUMU idesiMu ma cmavia bisiblu mexHo-
JI02I4HOI0.

Tak, 3'98UBCs1 HOBUU MepMiH «2eliMucbikayis» —
BUKOPUCMAHHS €/IeMEHMIB, XapakmepHuUX o/1s
ousaliHy Bi0eoi20p B IHWUX KOHMeKcmax,
XapakmepHux 0s151 du3saliHy sideoieop 8 iHWUX
KOHMeKcmax.

KniouoBi cnoBsa:  eelimucpikayis, — suwyuli
Hasya/lbHUU 3ak/1a0, cmyoeHmuU MEeXHIYHUX crie-
yiansHocmed.

For the past few years, gamification has been
on the list of the ultimate trends in the learning pro-
cess of different categories of students. It is being
investigated by the specialists in academic and
corporate trainings and is studied by some edu-
institutions. Therefore, we believe that
we should take a closer look at this technology,
identify its features and differences from related
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Gamification is the use of game mechanics in
non-games situations to encourage certain behaviors
[2, p. 54-55]. In the context of the concept of the “New
Higher Education”, the information society equips
the Higher Institution with quite important functions,
namely developmental and social. The educational
process in higher institution growingly promotes the
introduction of information technology that radically
changes the process of mastering knowledge and
practical skills of the 1%t and 2" year students. The
younger student is the subject to social relations and
is determined by socially meaningful behavior and
responsibilities. Appropriate social situation should
promote and provide all the conditions for the orga-
nization of special activities in which students could
freely feel, be realized and confidently overcome new
trials. Thus, the game activity is a universal and effec-
tive factor of establishing a stable and effective learn-
ing process [5, p. 138].

Unlike games, pedagogical games have an essen-
tial feature — a clearly defined purpose of learning
and the corresponding pedagogical result, and game
techniques act as a means of stimulating students to
learning activities.

Thus, there is a new term “gamification” — the use
of elements specific to the design of video games in
other contexts, typical of the design of video games
in other contexts.

The purpose of the article. Therefore, the topical
issue today is the use of gamification at the English
lessons for students of technical specialties, which
will help to organize an active educational environ-
ment, provide various forms of integrated learning,
implement monitoring the development of students in
accordance with the Concept of the New Ukrainian
Education.

The purpose of this work is to expand the content
of the concept of gamification of the educational pro-
cess; identifying contributing features of the develop-
ment of learning motivation, consideration of the posi-
tion of the gamified lesson.

Analysis of recent research and publications.
The theoretical basis of the study consisted of the
work of scientists who studied deeply the issue of
gamification, namely: Akchelov E.O., Astafieva I.A.,
Isaeva Z.K., Krasnova T.I., etc.

Presentation of the main material. The process
of attracting the game as one of the most effective
ways to increase efficiency in various fields of activ-
ity is not a new trend of learning for highly developed
countries.

This phenomenon is called “gamification”. The
appearance of this term is associated with the name
British video game developer Nick Pelling, who used
it in 2002 in his own developments. At the same
time involving elements games in the composition
of educational technologies in the West universities
began in 2008, gaining wide popularity since 2010.
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Gamification is spreading in all spheres of life —
from professional activities to the education system
[6, p. 23-25].

The fact that modern youth was born in the era
also testifies in favor of gamification total computer-
ization, where the Internet, along with all electronic
devices and games is an integral part of life. There-
fore, it would be logical and expedient to use this fact
in educational process. Moreover, it should be noted
that the scope of game technology is in fact unlimited
to date.

However, it should be remembered that only the
introduction of game elements in foreign classes
languages are difficult to call the process of gamifi-
cation. First of all, the teacher must orient students
to achieve a clear goal, and then, if possible, to per-
sonify game content, given its four main components
[8, p. 140]: interaction (a wide range of techniques
that provide social interaction between users), the
dynamics of the use of an exciting scenario that would
attract users and stimulate their appropriate response
in real-time), mechanics (use of virtual rewards, sta-
tuses, points, levels) and other elements characteris-
tic of the gameplay) and aesthetics (creating a com-
mon gameplay) atmosphere that promotes emotional
excitement).

Growing interest in the introduction of gamifica-
tion in the educational process also explained by the
fact that gamification is one of the didactic properties
digital technologies along with multimedia, interactiv-
ity, nonlinearity text submission and informativeness
[8, p. 127]. Moreover, gamification contributes optimi-
zation of the educational process, implementing the
following didactic principles:

— consciousness and activity of students (instant
feedback and opportunity evaluation and self-evalua-
tion);

— clarity (multimedia-dynamic form of material
presentation);

— consistency and systematicity (gradual compli-
cation of game conditions and game material);

— individualization of learning (the possibility of
choosing an individual trajectories;

— availability and affordability (possibility to
choose independently complexity of educational
material);

— strength (involvement of students’ emotions)
[5, p. 128].

Gamification is the use of individuals elements
of games in non-game practices. For K. Salen and
E. Zimmerman, gamification differs from other game
formats in that its participants are focused on the
purpose of their real activities, rather than game
as such, where game elements are integrated into
real situations to motivate specific forms behav-
ior in specific conditions. The main components
of the game are:
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— action — the first steps to search and specific
activities;

— task completion — students feel satisfaction
from overcoming social challenges. It is this innate
desire that is used by the game developers, challeng-
ing players at every turn;

— risk — encouraging students to certain actions
related to risk and finding the right solutions;

— uncertainty — the creation of the winner’s
moment as a magical moment;

— emotional content — the formation of emotions
of emotion, embarrassment, happiness or disappoint-
ment, satisfaction of success as a confirmation of
one’s own value [7].

Let us Cconsider the structural elements of gamifi-
cation in the form of a pyramid at the following levels:

1) components of gamification: external attributes:
awards, badges, symbols, rating points, etc.);

2) principles of work (competition and interaction)
with game participants, expectation of victory, reverse
communication);

3) the dynamics of the game, the progress of the
player, the relationship between participants in the
game, emotions) [3, p. 29-31].

Elements of gamification can be applied at differ-
ent stages of educational activities such as holistic
lesson, structural element of the lesson, reusable.

A distinctive feature of gamification is permission
of making mistakes. So, students may not be afraid
of condemnation and punishment for mistakes, feel
themselves freely, that is, the fear of wrongdoing
disappears, and it is replaced by initiative and con-
fidence. Students can independently choose options
for action that encourages them to be active at com-
pleting tasks and forms a sense of responsibility for
their own actions [1, p. 120-122].

Using the system of points, badges (which note
achievements) and student ratings (leaderboards);
adding the plot and atmosphere of the game, deliver-
ing training information in a gradual mode, a notice-
able complication of the content from lesson to les-
son — all of these encourages students to make a
huge leap forward. This also includes opportunities
such as intrasystem interaction between users, pos-
sibility of the instant feedback and interactive educa-
tional videos where the plot differs depending on the
actions of the student; development of full-fledged
educational games that combine knowledge and
entertainment [10].

The advantages of gamification in the educational
process are obvious — genuine students’ interest,
their involvement in the process. Unlike traditional
forms of learning, the game contains a very important
component — entertainment nature. It is important to
note that gamification is not an immersion in three-
dimensional virtual world, not games during the edu-
cational process [1, p. 131]. It's just auxiliary tool to
increase cognitive activity and motivation.

Basic principles on which gamified education is
based:

Autonomy. In gamified education, as in the game,
the next step depends on the choice of the partici-
pant. Involvement of students in the educational pro-
cess and focus on the result increases when every-
one feels their importance, responsibility for the end
result.

Value. When building a game design, keep in mind
that education with game elements is radically differ-
ent from the game. Its purpose is the development
of the student, the acquisition of new knowledge and
skills useful in real life, professional activities.

Gradual increase of competence. The training
course is divided into several levels — from simple
to complex. The better the student copes with the
current part of the task, the more willing to continue
working on it. Upon completion of the next level, the
student receives an objective view of their own prog-
ress and an incentive to move forward.

Freedom to fail. Students should have a risk, but
lower than in regular games. At the same time, every-
one is given the opportunity to make several attempts
to succeed. It encourages experimentation, creation,
risk, but does not lead to disappointment, does not
distract from learning.

Operational feedback. Instant feedback in 24/7
mode helps you make game decisions quickly. This
speeds up the process of education, helps the stu-
dent to consolidate the material well.

Visual representation of progress, while perform-
ing a competitive function. Various virtual rewards
generate excitement, interest in the result, encourage
diligent learning.

Conclusions. Thus, gamification technology is
based on basic needs and desires of individuals.
Every person involved in the “game” — student, user —
feels part of a community.

Game forms make the educational process excit-
ing and interesting, and competition and reward
for achievement allow participants not only to raise
their status and get another form of self-disclosure,
but also get an incentive to show perseverance, the
development of creative abilities of a student.

If we talk about the conclusions of researchers in
general terms, the advantages of games are as fol-
lows: the gameplay has cognitive benefits, because,
as it turned out, games improve attention, ability to
focus and reaction time. Games have a positive effect
on motivation, because development through games
is part of the theory of “increasing intelligence”, which
speaks of the benefits of gradual learning and build-
ing achievement. Games have emotional benefits
because they elevate mood and strengthen a posi-
tive emotional state. With the help of educational
computer games you can get interested, activate the
cognitive activity of the student, to involve in the study
of a subject.
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