Cexkuis I1I. IHHOBaLiMHI TEXHOJIOTII B HABYaJIbHO-BUXOBHOMY npoLeci TexHiyHoro 3BO

TpetiM ocHOBHMM (akTOpoM Uit €(heKTUBHOTO BHKJIAIAHHS 1HO3EMHHX MOB MU BBaXKA€EMO
MOTHBAIlIF0 CAMHX Y4YHIB. BUIBIIICTh BYCHHX BBAXKAIOTH IEeW (PAKTOp HANTOJIOBHIMIUM 1 BiIIBOISATH
oMy LEHTpaJbHE Micle CepeJl YMHHMKIB YCIIIIHOTO BHMBUYEHHsS iHO3eMHHX MOB [3]. OTxe,
IIBUJIKUNA Ta CTUCIMNA aHami3 (pakTopiB, MO CHPUSIOTH €()EKTUBHOMY BUKJIAJIAHHIO IHO3EMHHUX MOB
y Tpo1ieci MDKKYJIBTYPHOI KOMYHIKAIIii 103BOJISIE CKA3aTH PO T€, 10 HEMOXXHA BUOKPEMHUTH OJUH
HalronoBHimMi (akrop. Ha Ham morisa, My TOBUHHI PO3TISAATH 1 aHATI3yBaTH MPOIEC
BUKJIQJIaHHS 1HO3EMHUX MOB SK 3 OOKy BHKIaJada, TaK 1 y4YHsS, BpPaxOBYIOUH OCOOMCTICTHI
XapaKTepUCTUKH, €PYAMIIII0, MOTHBAIIIO, IHTEPEC Ta 3alliKaBieHICTh 000X ctopiH. Kpim 1poro,
BaYXJINBUM YHHHUKOM €(EKTHBHOCTI MPOLIECY BUCTYMAIOTh HOBITHI MYJIbTHME/IHI TEXHOJIOTI, K1
CTIPUSIOTh IIBHIKOMY 3aCBOEHHIO BHBYCHOTO Marepialxy 1 MiABHILYIOTH MPOIYKTUBHICTH 000X
CTOpIH.
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GAMIFICATION AS AN EFFECTIVE MOTIVATION SYSTEM FOR STUDENTS

At present time, most students prefer self-education and self-development in order to get the
job of their dreams. In the meantime, higher education institutions are trying to meet the needs of
their applicants, but on the way to this goal there may be some problems such as: lack of sufficient
funding, an outdated curriculum or a simple lack of motivation for students. That is why the
elements of «edutainment» (education + entertainment) are of great help both for teachers and
students.

In my opinion, motivation is an important factor for improving student’s productivity.
Therefore, in this paper, 1 would like to suggest implementing such a system of increasing student’s
motivation as gamification in our universities.

Let’s consider the definition of the concept of gamification. Gamification is the application of
computer game techniques for non-game purposes. This technique works perfectly in corporate
culture as well as educational process. Game elements, conceptually, can be implemented in any
project. This system is not so popular in Ukraine, it is rarely observed in universities, at work and in
senior classes of schools. Among the most effective uses of this system are gamified software
solutions for recruiters developed by the CleverStaff company. With this tool, CleverStaff pushes
every team member to achieve. Employees can see the current number of completed tasks, as well
as how much remains to be completed to receive a reward. In a certain sense, the algorithm plays
the role of an «ideal manager», monitoring the success and the level of growth of professionalism of
employees.

In order to integrate gamification into the education system, the university needs to consider
its weaknesses. In this case, you need to consider surveys from the Genesis Education platform and
the CASERS community.
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As for the surveys of the Genesis Education platform, among the main ones are the surveys
about the decrease in the desire of students to work on their major during the course of study. The
survey showed that 46.8% of respondents plan to work according to their specialty, but this desire
gradually disappears with each year and course. For example, among first- and second-year
students, 51.2% are willing, but among master’s students, it is already 43%.

The following survey is from CASERS. It considers all the aspects that students do not like
in higher education institutions. The main ones are the outdated content of educational programs
and the low level of interactive learning methods. In 45% of universities, teachers never use the
«case-study» method in teaching, 38% use it, but rarely, and 9% of students do not know what it is
at all. And only 8% of respondents claim that most their teachers use cases. Therefore, the problems
of lack of practical experience and the use of outdated information are revealed in the above
surveys. Taking into account the existing problems, you can proceed to the formation of the system
of student’s motivation.

An efficient game addresses several player’s needs:

* the need for autonomy - | choose whether to play or not, I choose what to play and how to
succeed,;

* the need for competence - | figured it out and managed. | am a winner;

» need for recognition — | can share the result with friends and other users.

To meet these needs, it is essential:

* to offer a reward for each task - it can be points, badges and any other «marks» that have
tangible or intangible value (For better memorization of information, it is better to give students real
life tasks that will develop the necessary skills for employment. In contrast to a real task, you can
also give a simulated task in the format of a computer game.);

« to stimulate competition. Competition motivates many of us, but others, on the contrary, are
intimidated by comparison with others or a low position in the rating;

* to consider different types of interaction: one against each other, team against team, team
against the problem;

« to provide an opportunity to share results and achievements both in the game and outside of
it (for example, in social networks);

* give quick feedback on correct and incorrect actions to students.

In general, during the period of distance learning, universities use their own websites.
Sometimes, these sites may have certain problems with their interface and an structure. To my
mind, the best website design that increases student productivity is demonstrated in programs such
as: Dualingo, Ribbon Hero, ClassDojo, GoalBook, The World Peace Game, Coursera, Mr Pai's
Class, CourseHero, Brainscape and Socrative 101.

Therefore, the main charm of game methods is the attitude towards mistakes. During training,
we all got used to the fact that making mistakes is the path of losers and nothing. But what
contributes to self-improvement then? Fixation on mistakes leads to the fact that students
concentrate more on scores than on actual knowledge, or choose the path of procrastination. In
computer games, on the contrary, mistakes are welcome and they are the main tool for achieving
success. Therefore, in my opinion, gamification as the system of student’s motivation is one of the
most effective incentives for learning at the present time.
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INNOVATIVE TECHNOLOGIES IN THE EDUCATIONAL PROCESS
AT UKRAINIAN UNIVERSITIES

With the development of ICT, innovations have prolifirated widely into social life: science,
education, culture, politics etc. One of the ways to modernize the educational system of Ukraine is
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