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HEPCIIEKTUBA BUKOPUCTAHHA TEMMI®IKAIIIL B
MAPKETHUHI'OBI OCBITI B YKPAIHI

PROSPECTS FOR THE USE OF GAMIFICATION IN MARKETING
EDUCATION IN UKRAINE

B XXI cromiTTi nuudposizaiisi IpOXOAUTh 3aHAATO IBUJIKO Ta IPOHU3YE BCI raimysi
JIIOJICHKOTO KHUTTS, 1 OCBITA HE CTaJla BUHATKOM. Y CBITI, 1[0 TOCTIMHO PO3BUBAETHCS, Ta
JIe KOHKYpPEHIIisl Ha pUHKY OCBITU Ta MapKETUHTY O€3MEepPEPBHO 3pOCTAE, BUKOPUCTAHHS
reiimipikaiii crae Bce OUIbII BaXJIUBUM 1 TMEPCIEKTUBHUM I1HCTPYMEHTOM JJIs
MIJBUILIEHHS SKOCTI HapuaHHs. Lleit Meronm moske OyTH 0OCOOIMBO KOPUCHUM Yy cdepi
MapKEeTUHIOBO1 OCBITH, 1€ KPEAaTUBHICTb, aHAIITHKA Ta 3AaTHICTh aAANTyBaTUCS 1O HOBUX
TPEH/IIB IPaIOTh BUPIMIAIBHY POJIb.

BianosigHo 10 BU3HaYEHb TepMiHY «reiimidikarmis» (irpodikaris, rediMizaliisi, aHTIL.
gamification) — 11e¢ BUKOPUCTaHHS ITPOBUX MIIXOIB JUIsl HeirpoBux mporecis [1]. ['pa —
11¢ YHIBEpCAIbHUHN CIIOCI0 HaBYaHHS Ta B3a€MOII1, SIKUM 3aBXKIM 3aTUIIAE CIIJT Y TTaM'sTi.
BueHuMH MNpOMOHYETHCS BUKOPHCTAHHS MOTHBAIIHHUX 3aco0iB, SIKI 3alO3W4YeHl 13
KOMIT' FOTEPHUX  1rOp — II€ 1HCTPYMEHTH TelMi3allii, BOHU BUKOPHUCTOBYETHCS IS
MEPETBOPEHHS 3BUYHUX Ta PYTHHHX 3aBIaHb B IPYMOBaHI Ta 3aXOIUIMBI 1HTEPAKTHUBH.
Pi3HOMaHITTS reiiMi(piKOBaHMX METO/IB 3aJIyYeHHS CTYACHTIB Bpakae,cepell HUX HasiBHI
TaKi [2]:

- cucteMa OaliB, sika J03BOJIsIE OOMiHIOBaTH Oajii Ha MOAAPYHKU YW OTPUMYBATU
JOJJATKOBI MpaBa Ta MpUBLIET;

- IAEPCHKI JOIIKH, sIK1 BIIOOPaKaIOTh YCIIITHUX KOPUCTYBAYiB Ta X IOCATHEHHS;

- IpOTpaMHi JOAATKH € TOTY>KHUMH 1IHCTpyMEHTaMH reimidikariii, OCKiTbKH BOHU
JI03BOJISTIFOTH IHTETPYBATH ITPOBI €JIEMEHTH O€3MOCEPETHhO B KOPUCTYBAIIBKUHN JTIOCBIMT B
MOBCSAKJICHHOMY JKHTTI;

- Meai, el KUK, OOHYCH — 1€ BCE CTa€ TOYKaMHU MOTHBAILIli, [0 OKUBJISIE PYTHHY
Ta 3MYIIY€ YYHIB MPAIIOBATH OLIBII ILJI1AHO.

OCHOBHI NPUHLIMNK Teimiikallli BKIOYaOTh NOCTAHOBKY LJIeH, 3a0e3MeueHHs
3BOPOTHOIO 3B'SI3KY, CTBOPEHHSI BUKJIMKIB 1 MPOMO3UIIII0 BUHAropos [4].

[lepcniekTBM BUKOPUCTaHHSI TelimMidikailii B MapKETUHTOBIM OCBITI B YKpaiHi
JOCUTH 00i1s1t0un. 15 T0BOJII HOBa METOIMKA MOXKE CTaTH KJIIFOUOBUM 1HCTPYMEHTOM JIJIsI
CTBOPEHHS IHTEPAKTHMBHOTO HABYAJILHOTO CEPEIOBHINA, MIArOTOBKH CTYACHTIB 0
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BUKJIMKIB CYy4aCHOTO PUHKY Mpalll Ta COPHUATH iXHBOMY PO3BUTKY B SIKOCTI MalOyTHIX
¢daxiBIiB y ragys3l MapKeTHHTY 3aBISKH TaKUM IepeBaraM BUKOPUCTaHHS irpodikailii B
HaBYAIBHOMY TIporieci (Tadi. 1).

Tabmuus 1 — IlepcriekTBY BUKOPUCTAHHS reiimidikaiiii y MapKeTHHTOBIN OCBITI

IlepcniekTUBa Onuc Ta XapaKTepucTHKA
3ary4eHHs Ta MOTHBAITIS I'eitmidikaliisi BAKOPHCTOBYE €IIEMEHTH 1rop: 3aBIaHHs, PiBHI
CTY/ICHTIB CKJIaTHOCTI, OCHIKi Ta HArOPOM 32 3MaraHHs, 110 CTBOPIOIOTH

CTHMYJI JIISl CTYJICHTIB aKTUBHO OpaTH y4acThb y HaBYAIbHOMY
nporieci. L{e migBumye piBeHh MOTHUBAIIIT CTYJCHTA 10 BUBYCHHS
JUCHUTUIIHA ~ 3aBIJKM  HAABHOCTI Yy  HBOTO  BIAYYTTSA
3alliKaBICHOCT] Ta a3apTy, HaOYTTS BMIHHS BHKOPHCTOBYBATH
OTpHUMaHI1 3HaHHS Ha MTPAKTHIII.

®dopMyBaHHS KOMYHIKaIIMHUX | MeTox BKiIOYae B ceOe €JIEMEHTH CIHIBIIpalll Ta 3MaraHb B

Ta KOMaH/JIHUX HABUYOK KOMaHJIaX, [0 aKTHBYE y CTyJEHTa KOMYHIKaIliiiHi SKOCTiI Ta
HaBHYKH JI0 KOMaHIHOi po0oTH.

Po3BUTOK KpeaTuBHOCTI y lefimi¢ikamis Hamae CTyIEHTaM MOXIIMBICTh PO3BUBATH

CTYICHTIB KpeaTUBHI MiAXOAM 10 BHUPIIICHHS 3aBAaHb 1 mpobieM. Bonu

MOXYTh BHXOIUTH 32 MEXi CTaHZAPTHUX pilIeHb Ta
BHKOPHMCTOBYBATH 1HHOBAIIIHI 171€1 U TOCSATHEHHS METH.
[TigBuieHHs iHTEpECy 10 lefimi¢ikamis MoOke 3a0XOUYYBaTH CTYACHTIB IOCIHIKYBaTH
MapKETUHTOBOT 1HAYCTPIi rubIie CBIT MapKeTHHTY, IOKa3yloud HOro IiKaBiCTh Ta
pisHOMaHITHICTh. lle MOXe cTaTh TOMmMTOBXOM JUIA  iX
MOJIAJIBLIIOTO Kap'€pHOTO PO3BUTKY Y Il ramysi.
IDicepeno:pospobaeno agmopom 3 ukopucmantam [2;4].

3aranom, BUKOPUCTaHHS irpodikaliii B HABYaJIbHOMY MPOIECI HE JIMIIE MPUBEPTAE
yBary CTYIEHTIB, aje ¥ MiJBUIIYE iX OakaHHS HABUATUCS, CIOHYKAIOYU J0 OUIBII
aKTUBHOIO 3aHypeHHs y wMarepian 1 3aBaaHHs. Lleil miaxig 301IbIIye CTYMIHb
CaMOMOTHBAIlI1, 110, B CBOIO YEPTY, IO3UTUBHO BILTMBAE HA iIXHIO YCHIIIHICTh B HABYAHHI.
Kpim Toro, relimidikaiisi Moxe 30UIBIIMTH MOTHBAIIO CTYACHTIB Ta CHPHUAITH
YCHIITHOCTI Ta HAIOJICTJIMBOCTI B HaBYaHHI, HE3aJIEKHO BiJ BIKYy Ta piBHS OCBITH [3].
Takox 11€#1 MeTOo/T MPOTOHYE IIKaBUil Ta YHIKAIbHUN CTIOCIO MPOCYBaHHS aKaJAeMIYHOTO
yCHiXy Ta JOoNoMara€ HaByaJbHMM 3aKjaJaM BUIUINTUCS Ha MEPEIOBHEHOMY PUHKY
IIUISIXOM MOJIEpHI3aIlii CUCTEMHU BUKIIAJIaHHS 3 YpaxXyBaHHSIM Ji/pKeTalli3alli OCBITH.
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