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The article outlines the potential of gamification of the media space, taking into account
the processes of embedding, convergence, and globalization typical for the current state
of development of society. The main directions of the analysis of the concept "gamification"
in media research of the last years have been found out; evaluated the advantages and
limitations of implementing game elements in social networks; the view is grounded on the
gamification of the media as one of the ways to solve the key dilemmas of the latest media: how
to initiate interaction. It is suggested that social media is the media space that cultivates and
protects the "implantation" and popularization of technologies and mechanisms of gamification
in everyday life of contemporary people.
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Y TmeHTpi MOCTITHHWIIBKOTO IHTEPECY B MEKax KOHKPETHOI MyOumikarii — mporec irpaizartii
(gamification) menianpoctopy. Tepmin «memianpoctip (Media Space)» Bmepme OyB BIPOBaKEHHIN
B aHrIIOMOBHi# mitepatypi P. Cryntcom i iioro koneramu B Xerox PARC (80-1i poku XX cT.) y 3HaYeHHI
«ETIEKTPOHHA CHCTeMa, B SKIM TPyNH JIOAEH MOXYTh NpAILIOBAaTH pPa3oM, HaBiTh SKIIO BOHU HE
MPOKMBAIOTH B OJHOMY Micli a00 HE € MPUCYTHIMU B HbOMY OJHOYACHO. Y MEAIallpoCTOpi JIOAN MOXKYTh
CTBOPIOBATH B PEXKHMMI PEaIbHOTO Yacy Bi3yalibHI i 3BYKOBi CepeIOBHINA, SKi OXOIUTIOIOThH (i3UUHO OKpeMi
obmacti. BoHU Takok MOXKYTh KEPYBAaTH 3aIIMCOM, IOCTYIIOM 1 BiITBOPEHHSIM 300pa’KEHb 1 3BYKIB 13 IUX
cepenoBuy . «[lepBo3naHHa» IHTEPIPETALis TEPMiHy MEIialpoCTip CIYIyBaTHME ISl HAC CBOTO PO
OPIEHTHUPOM IMPOTSITOM MOTOYHOT HAYKOBOT pO3BiAKH. MaKCHMi3yIOTh MOYIJIMBOCTI H 31aTHOCTI 10 CyMiCHOT
CIIBIIpaIli, IO «CIBICHyBaHHS» B €IWHOMY 4Yaci-IIPOCTOPi, JO TMOJETHICHHS TMPOIECY YIIPaBIIHHSI
Bi3yaJIbHO-3BYKOBHMH CepeloBHIIaMu KoHBepreHTHI 3MI, 1mdpoBi Memia, comiaapHI MEpexi,
KOMIT FOTEpU30BaHi irpu, IHTEPAKTUBHI Mefia TOIIO, CIUIBHUMHU O3HAKAMH SIKUX € «MYJIbTHUMEIIHHICTb,
IYIepTEeKCTOBICTh Ta {HTEPAKTHBHICTh» . AKIIEHTYBAHHS B HABEICHHX TEPMiHAX TEXHOIOTIYHOI MPHPOIM
TSITEHOCTI HOBHX YYaCHUKIB KOMYHIKaIli crmoHykHy0 JI. ['opogerko 00’ emHaTH X y po3psa Tak 3BaHUX
«HOBUX (HOBITHIX) MeHiif» — «Il¢ CBOEPITHUI ()EHOMEH MacoBOi KOMYHIKaIlii, IO Ja€ MOXJIHUBICTh
1HAMBIAyanbHIl ayauTopii po3movyaTh akTHUBHI iHTEpakuii W [iaqor MK BHPOOHHKOM 1 CIIOKHBaueM
indopmariiitHoro mpoxykTy»>. CyroiocHi JyMKH BHCIOBIIOIOTH i CriBaBTOpH Buganus «HoBiTHi Memia Ta
KOMYHIKAI[IiiHi TEXHONOTii», aKIEHTYIOUd, M0 HOBITHI Mejia «TeHepyITh 1H(OpMAII0 B PEXKUMI
peanbHOro yacy, IepcoHali3yloTh ii JOCTaBKY CIIOKMBAYEBi, HAJIAIOTh HOMY MOXKJIMBICTH OpaTu y4acts y ii
TBOPCHHI, BIUIMBAaTH Ha TMPOIEC KOJCKTHUBHOI MemiarBopyocti. [luMu o3HakamMu HOBITHI Memia

! Mackay, W. (1999). Media Spaces: Environments for Informal Multimedia Interaction. citeseerx.ist.psu.edu
<http://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.151.1670&rep=rep 1 &type=pdf> (2018, TpaBens,14).

? [lleuenro, B.E.: ar.pexn. (2012). Hosimnui media ma komynikayitini mexnonoezii. Kuis: Tlamusoza, 39.

? Toponenko, JI. (2013). HoBi Mezia: sKypHamiCTHKA 4 KOMYHiKawis? Akmyansui numants macogoi komynixayii, 14, 65.
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Bipi3HAIOThCA Bix Tpamumiitanx 3MI»'. IucTpymeHTapiii HOBiTHIX Memiii GaraTwii Ta yHiKaIbHHIA,
YPI3HOMaHITHIOETECS HACTUTBKH IBHIKO, IO MH HABITH HE YCBIAOMITIOEMO H HE PO3yMieMO, SIK 3 HHUM
TTOBOJMTHCS 1 B IKUH CIIOCIO BIPOBAKYBATH B KUTTEBUHN 00iT: (piam, miaKacTH, cHCTeMH OOMIHY aymio- i
Bizeodaiinamu, coLiaJIbH1 Mepexi, omory, indorpadika, CTUIBHUKOBI  JOJATKH, BIKI,
¢doto-/Bifneo-/aynio0aHKH, KOMIT IOTEpHI irpy TOIIO. YCKJIQAHIOIOTh HAYKOBY PELEIIiI0 MOHITTS «HOBITHI
Mellia» HasBHI TOEOHAHHS O3HAK SK Mac-Meii, Tak 1 BIACTUBOCTEH MIKOCOOMCTICHOI KOMYHIKAITii:
«Ile 3mimeHHsT aKIEHTIB BUPOOHUK-CIIOKUBAY KOHTCHTY MeJia, TepCcoHami3aIlis KOHTCHTY, KOHBEPTeHTHI
Ta AWBEPreHTHI KPEeHHU, MYJIbTMEAIMHICTD Ta 1H. OKpeMi XapaKTepUCTHKH MiATBEPKYIOTb, 110 HOBI Meia —
e KypHATICTHKA, 1HIII — KaTETOPHYHO 3alepeuyiOTh YCTaJCHI MapaguTMH TisTIBHOCTI JKYypPHAICTHKH,
IPOTe AKIEHTYIOTh YBATY HA KOMYHIKAUIMHMX BIACTHBOCTSIX»". AKTHBHE NpPOAYKYBaHHS KOHTEHTY,
3a0XOUYCHHS /IO Y4YacTi B ONUTYBaHHSAX 1 ¢opymax, HENiHIHHMKA 1 TIIMOMHHHWI XapakTep MOJaHHs
iHpopmauii, nanu 3mory JI. I'opoJeHKO aKIeHTYBaTH Ha CBOEPiIHIN KOMYyHiKaliiHO-()eHOMEHOIOTIYHIN
IPUPOJII HOBUX MEJiH, «II0 CTHMYJIIOE KOPHCTYBAdiB 0 Bi/UTAICHOTO, GE30COOHCTICHOrO CITIIKYBAHHS» .
JlopeyHUM Yy IIbOMY KOHTEKCTi BBa)KA€MO «HECYIEPEWINBE» BU3HAUCHHS MEAiallpoOCTOPy, 3alpOIIOHOBAHE
. JI370MMHCEKIM: «OCHOBY MEIiampoCTOpy CTAHOBIATH 3aCOOM BHPOOHHMITBA TA MOLIMPEHHS MACOBOI
iHpopMalrii, a Takok cama MacoBa iH(opmaris. 1o He 3amepeuye MOMKIMBOCTI BKJIFOYEHHS J0 CKIaLy
MEIianpocTopy iHIINX, HEMACOBHX 3ac00iB KOMyHiKamii i iHIIOI — HemacoBoi — iHdopmarii»'. Byxyun
NPUPOAHUM PE3yJNbTaTOM B3aeMOAil Oe3Nidi YMHHHMKIB 1, Ha CBOTOAHI, BiJHOCHO «CYBEPEHHOIO»,
ABTOHOMHOIO CHCTEMOIO, MEIIaIPOCTip SBIISIE€ 00’ €KTUBHO HASSBHY CAMOCTIHHO CTBOPIOBAHY, BiITBOPIOBAHY
W BJIOCKOHAIIOBaHY JIMHAMIYHY CHUCTEMY, POJIb JIIOJMHU B SIKId HE MOXHA BXKE PO3MIIAAATH SIK TOCIIONApS
cucTeMH, a ckopime abo «jIK TBOPLA pecypciB, HEOOXIAHMX Ui CaMOpPO3BUTKY, a00 SK CIIOKHMBada
pecypciB»’. OHHM i3 IEPCIEKTUBHUX BEKTOPIiB PO3BUTKY CyYacHOTO MEIalpoCTOpy, B SKOMY HasBHi
TEHIICHIIIT iHTeTparlii >KypHaJIiCTUKH ¥ MI>KOCOOHMCTICHOT KOMYHIKaIlii, BiTOYBA€ThCS 3MUTTS TPAIULIIMHAX 1
HOBITHIX MeEJiif, BEPIIUTHCS KOHCOJIJAIlS 1 Koomepalliss BUPOOHHKIB 1 CIIO)KHMBa4yiB KOHTCHTY, JOBOJI
KOM(OPTHO CHIBICHYIOTH 1 B3a€MOJIIOTH MacoBa 1 HemacoBa iHQopmarii TOINO, € Mpolec irpaizarii
(gamification). Y 11bOMy KOHTEKCTI aKTyaJIbHOIO BOAYAETHCS Mema O0CAiO#CeHHs — OKPECIUTH TOTEHITal
irpaizarfii MemiarpocTopy, Oepydn IO yBard TPOIECH IHTEPHETH3AIii, OMEPEKCBICHHS, KOHBEPTEHIIIT,
rino0ainizanii, XxapakTepHi Ui Cy4acHOTO CTaHy PO3BUTKY cycminbcTBa. Lle, B cBoro uepry, mependadae
PO3B’sI3aHHS HU3KU 3d60aHb: 3’ SICYBATH TPOBIIHI HANPSIMKHU aHAJI3y MOHATTS «irpaizamis (gamification)»
y MEIiag0CTiPKeHHSX OCTaHHIX POKIB; OIIHUTH TEpPEeBaru ¥ OOMEXKEHHS IOI0 BIPOBAKCHHS ITPOBUX
CJIEMEHTIB y COLialbHI MEPeXi; OOIpyHTYBAaTH MOTJISL Ha irpai3alio MeAianpocTopy K Ha OJUH 31 IUIIXiB
BUPIIICHHS KJIFOYO0BOI IMIEMU HOBITHIX MEJIiN — SIK iHII[IFOBATH B3aEMO/IIIO.

Y HaykoBuHl 00Ir MOCTPaJSHCHKOIO NPOCTOPY TEPMiH irpaisaiis OJHHM 13 MEPIIUX BBIB
C. KpaBueHko, 3ampornoHyBaBIIM OaraToacreKTHE BH3HAUYEHHS: «l) BIPOBaKEHHS NPUHLUIIB TpH,
CBPUCTHYHHMX C€JIEMEHTIB y NparMaTH4Hi >KUTTEBI cTpaTerii, U0 Ja€ 3MOTy iHAMBIZaM 3a JOIOMOTOI0
camopedirekcii 1ocuTh e(HEeKTUBHO BUKOHYBATH OCHOBHI COIIalIbHI PO, aJanTyBaTHCS JO0 «CYCHiIHCTBA
B Aii»; 2) HOBa... MapagurMa pamiOHaJIbHOCTI, XapakTepHa MAJs CyYyaCHHX YMOB HEBH3HAYCHOCTI,
MOIINPEHHS IHCTUTYIIHHUX PU3MKIB; 3) (aKTop KOHCTPYIOBAHHS M IMiATPUMAaHHS BIPTYyaJbHOI pEalbHOCTI
HEpIBHOBAroMOTro THITy; 4) COLIOJOriYHA MapagurmMa 3 TEOPETUKO-METOAOJIOTIYHUM IHCTpyMEHTapieM
...AHaJTi3y TIOCTMOJIEPHICTCHKOTO CYCHinbCTBa» . BiACyTHICTh €IMHOT BU3HAHOI PeaTbHOCTI 1, BiAMOBiAHO,
€MMHNX 1 Oe3CHipHMX 3HAYCHb 1 CMHCIIB, XapakTepHa I peaniii modarky XXI CTONITTS, crpusia,
Ha JIyMKY JIOCJIi/JHMKA, CTAHOBJICHHIO <HOBHX HOPMATHBHMX PEryJISTODIB COLIaJbHUX MPAKTHK JOICH» ,
cepen AKuX irpaisallis HajgaBajga iHAWBIAAM pO3MAITTS ITAHCIB 1 MOKIMBOCTEH TepeOOpEHHS 1 MMOA0IaHHS

! Ilesuenko, B.E.: 3ar.pexn. (2012). Hosimui media ma komynixayiiuni mexrnonoeii. Kuis: I[lanuBona, 39.

* Topozenko, JI. (2013). Hoi Mefia: )ypHATICTHKA 4i KOMYHIKawis? AKmyaibHi numanHs mMacosoi komyHikayii,
14, 68.

* Tam camo.

*Izsumoumucbkuit, .M. (2013). Medianpocmpancmeo Poccuu: KOMMYHUKAYUOHHbIE CIPAMe2UU COYUATbHBIX
uncmumymos. Mocksa: AIIK u TIITPO, 101.

3 N3sommackuit, .M. (2015). Meanao6pa3oBaHue: IOUCK HOBOIT TapaxurMel. Meouaobpaszosanue 2015. Medua-
ungopmayuonnas cpamomuocms 05 écex. Mocksa: MIII'Y, 23.

% Kpasuenko, C.A. (2002). Urpansauust poccuiickoro obmmectsa (K 060CHOBAHHIO HOBOIT COLIHOIOTHYECKOMH
napanurmbl). Obuecmeennvlie HAYKU U cospemenHocms, 6, 143—144.,

" Tam camo, 145.
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«HATIPYTH Ha CTPYKTYPHOMY i (DYHKIOHATBHOMY PiBHAX»', IPOIIOHYBANA CIIOCOOM «e(heKTUBHOT ajanTaii
JI0 IIHOTO MOPSIIKY B HAHPi3HOMAHITHIIIMX cepax CYCIIiIBHOro KHUTTs» . ITiaKpecionun 3aTpeGyBaHicTh
irpaizarfii B CyJacHHX COIIabHUX I1HCTHTYISAX, CTPYKTYpH 1 GYHKII SKUX TOCUTh AKTUBHO BXOISITH
y cragito Bipryamizamii, C. KpaBueHko Harosomrye, mo «irpaisaiisi» Mae SK CHUIbHI pUcH 3 (PEHOMEHOM
«rpa» (BITbHUN XapakTep iSIIBLHOCTI, MPUCTPACTh-HATIPYKEHHS, JTATCHTHHHA 3MICT COIIaIbHUX KOHTAKTIB,
JNOTPUMaHHS HOPM 1 mpaBwi), Tak 1 BiaMiHHI. Pi3HMTBCS irpaisamis BiX TIpu [parMaTHYHOIO
CIIPSIMOBAHICTIO, JOTPUMAaHHSIM BY3bKOIPAKTHUYHUX IHTEPECIB, TEpECiayBaHHIM MipKyBaHb BUTOIU 1
KOPHCTI', «irpoizamis... mepenbadae onaHyBaHHS CHEHH(IYHOrO 3HAHHS KOHKPETHHX CYCILIBHHX chep,
.10 JIa€ 3MOTY COLIaTi30BaHOMY iHMBINYy BXOIUTH B HOBi CEKTOPH 00’ €KTHBHOTO CBIiTY CYCITIHCTBA»”
Irpaizariss qOKOpiHHO TpaHChOpPMYy€E XapakTep KOMYHIKaIli JIOAeH, «pOo3MiNfiodyn iX y daci i mpocTopi,
MPUIMYCKAIOYH MOXKJIMBICTH OJHOYACHO OpaTH yd4aThb HaBiThb B irpax, L0 BigOyBarOTbCs Ha I1HIIUX
KOHTHHEHTax»'. Ha mamry aymKky, Oepyud 1O yBAard aKTHBI3alil0 IPOLECIB TEXHOIOTi3alil,
OMEpEeKEBIICHHS, JAeriTaiizamii, rrodami3allii TOIO, KOPEKTHIlé Ha CHOTOJHI BECTH MOBY HE TIpO
PpO30inenHs, a TPO CMEOPeHHsi YMO6 CIIBICHYBaHHS U 00 €IHAHHS aKTOPiB, PO3’€qHAHUX (iZUIHUM
IPOCTOPOM i XPOHOJOTIYHAM YacOM B €IWHOMY daci-pocTopi. MmeTbcst came mpo iCHYBaHHS i
BIIPOB/DKCHHSI B COLaJIbHI NPakTHKH Yacy B PEXWMI OH-TalH 1 MexiampocTopy SK aBTOHOMHO i
JUHAMIYHO TE€HEPOBAHOTO, PEKOHCTPYHOBaHOro, Moau(ikoBaHOro manay. bescymHiBHUM € (akT, 110
PO3YyMIHHS Yacy SIK XPOHOJIOTIYHOTO BIIOPSAKYBAHHS, SIK €IMHOBH3HAHOTO MMAapaMETPy >KHUTTS 1 TisTTBHOCTI
JIOAMHYU HE € aKTyaJIbHUM Ha ChOTOJHi, HABIIAKW CaMOOUYEBUIHOIO € 3MiHa caMoi MPUPOAU HYacy, HaOyTTs
iM cTaTycy akKIMJICHTAJILHOTO MMapaMeTpy iICHYBaHHS JIIOAWMHH B 1HAWBiTyanai30BaHOMY, iH(POpPMAIIHHOMY,
MMOCTMO/ICPHICTCEKOMY CBiTi. Cy4acHMK CaMOCTIMHO ¥ He3aJle)HO, 3 OIJISJIOM Ha BIIACHI iHTEpecH,
nperensii 1 moTpedu 31aTHUI 00MpaTH i popMaTyBaTH MapaMeTpy nepedyBaHHs B 30H1 TOCTYITy / TOKPUTTS
MepexXi, BU3HAYATH SK JOBro OyTH Ha 3B 3Ky 1 UM OyTH B3araji. ¥ TaKOMy pakypci € CeHC TOBOPHUTH IPO
irpaizaiio MpoCTOPOBO-YaCOBUX MapaMeTpiB iCHYBaHHS Cy4acHOI JIIOJUHHU, JUIS SIKO1 Mepedir >KUTTEBUX
MoAif, KOHCTPYIOBAHHS 1 TIPOSKTYBAaHHS pEaIbHOCTI, YCBIMOMJICHHS TIEPCOHAIBHOI 1MEHTHIHOCTI
BiOYBa€THCSI B CUCTEMI KOOPAMHAT, BiCSIMHU SIKOT € OH-TalfH yac i MeIianpocTip.

OcTaHHE AECATWIITTS KOHLEMIis irpaizauii (gamification) akTHBHO pO3pPOOISETHCS 3aXiTHUMU
HayKOBIIIMH B KOHTEKCTI OCBITHROro ¥ HaB4dampHOTo mporeciB (J. Kirriemuir & A. McFarlane;
M. Papastergiou; M. Zyda; D. Michael & S. Chen, R.N. Landers & A.K. Landers; L. Shi, A.L. Cristea,
S. Hadzidedic & N. Dervishalidovic), y cdepi meauunux mociyr (C. Maiolini, S.de Paoli & M. Teli;
B.A. Jones, G.J. Madden & H.J. Wengreen) i mapkerunry (P. Man; J. Schell; G. Zichermann & J. Linder;
J. Hamari), aHani3yeTrbcsi SK NEBHUH MeXaHi3M MOKpalleHHS e()EeKTUBHUX KOMYHIKAIlMHUX cTpaTterii
(C. Maiolini; J. Anderson & L. Rainie; T. Downes-Le Guin, R. Baker, J. Mechling & E. Ruyle; R. Farzan
& P. Brusilovsky; J. Hamari & J. Koivisto). JIOTHYHUMHU 110 HAlIMX HAYKOBUX YIIOJO0AaHb € CTYIii,
30pi€HTOBaHI Ha 3’ICYBaHHA MOTCHIANY Irpaizamii y KOHTEKCTI IHTEpHETH3aIii, OMEpEKEBICHHS,
JUriTami3anii, KOHBEPreHIl COLialbHUX IHCTUTYIIH; MPHUCBSUYCHI BCTAHOBJICHHIO HACHIAKIB 1 e(eKTiB
peamizamii OUTBIIOCTI IrPOBHX TEXHOJOTM 1 MEXaHI3MIB y MEpEKEBHUX KOMYHIKALisiX Ta BHABICHHIO
ITPOBHX €JIEMEHTIB, BOYJIOBAHHX y COIliabHI MEPEKi TOIIIO.

Konunenmiro gamification Kapno Maiionini, Credano ne [laomi it Mapusio Teni ekcIuTiKyIOTh uepes
Teopito mporeaypHoi putopuku I. borocra. Y mepeamosi 1o Bugannsa «llepexonnusi irpu. Bupasna cuna
Bimeoirop» (2007) Iam boroct mmcaB: «...MPOIEAypPHA PHUTOPHKA... MHCTENTBO IEPEKOHAHHS dYepe3
3aCHOBaHI Ha TIpaBUJIaX YSIBICHHS Ta B3a€MOJIii, a HE BUMOBIICHE CIIOBO, 3allUC, BITOMTKH ab0 pyxomi
300paskeHHs. Llelf T mepeKoHAHHS NPHB SI3aHUN 10 OCHOBHUX MOMIIMBOCTEH KOMIT IOTEpa: KOMIT I0TepH
3aITyCKalOTh TPOIIECH, BOHM BUKOHYIOTh PO3PAXYHKH i CHMBOJIIUHI MAHiMyJAIii Ha OCHOBI mpaBuiI» . Jls
I. Borocra, akIIeHTYIOTh aBTOPH JOCITIDKEHHS, Tpa € YiTKOIO JIOTIYHOIO CTPYKTYPOIO, MPUHIUIN i KaHOHU
SIKOT CTAlOTh MI€BUMHU 1 MPOAYKTHBHUMH 3aco0aMu iHTeprpeTarlii cBiTy: «lliZCyMKOBOIO IepeBaror rpu
SK cepefoBuIa € i e(eKTUBHICTh, L0 A€ 3MOTY IHAMBIZAM 30CEPEIUTHCS HAa MOAETAX, MpaBUiIax i

! Tam camo.

% Tam camo.

3 Tam caMmo, 249.

* Tam camo, 144.

5 Tam caMmo, 145.

® Tam camo, 147.

" Bogost, I. (2007). Persuasive games: the expressive power of videogames. Cambridge: Massachusetts Institute
of Technology, IX.
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MexaHi3Max»' . CrenuQiuni BIACTMBOCTI irpaisamii fK TeXHONOTil CTBOPEHHA KOMII'IOTEPHO
3MOIENTHOBAHOTO CepeOBHUIIIA:

® «BHPA3HICTh (HAIIPHUKIIA/, B MOPIBHIHHI 3 O(ICHUM KOMITIOTCPHUM IPOTPAMHHUM 3a0€3IICUCHHSM),

® iHTEPaKTHUBHICTH (00 BOHM BUMAraroTh, 1100 TpaBili B3aEMOISLIN 3 TPOIO),

® IpUBa0IMBICTh (CTBOPIOIOTh OE3MOCEpeHIM TOCBiM Ui TpaBIiB y TMOPIBHSAHHI, CKaXiMo,
3 GimpMOM)»?,

—poluaTh MOKIMBUMU, Ha TyMKy K. Maiionini, C. ge ITaomni it M. Teuni, 3 ogHoro 60Ky, pyiHyBaHHS,
3HUIICHHS 1 Moau(ikaliio (yHIaMEHTaIbHHX IIOMISIIB 1 IEPEeKOHaHb, 3 IHIIOrO, BIIPOBA/PKCHHS W
YKOPiHEHHS MOTEHITIIHO 3HAYYIINX JOBTOCTPOKOBUX COIIaIbHUX 3MiH.

Jxanna Kitni Anpgepcon Ta JIi Peiini, y4acHUKM JOCHIAHHMIBKOTO MpoekTy «IHTepHET Ta
aMEpHUKaHChKE JKUTTs», npoTaroM 2012 poxy 3aifichmnu onuryBanns 1021 TexHiuHO 3amikaBieHoi ocoOu
3 METOIO TIPOSICHATH TO3UINI0 PECTIOH/ICHTIB 11010 TUTAHHS: YH cripusiTiMe gamification, irpoBa MexaHika,
LOUKIA 3BOPOTHOTO 3B’SI3Ky, CHUCTEMa BHHAropoJ, BIPOBAPKEHHIO 1 BKOPIHEHHIO B3a€MOJil, YU
i IIITOBXYBATHUME JI0 YYACTi, MOKYIOK, JIOSITBHOCTI, 33IOBOJICHHIO 1 / 200 HAaBYaHHIO, YM O3HAYCHI MPOIECH
HaOUpaTUMyTh 00epTiB B mH(ppoBoMy KuTTI momeil 1o 2020 poky?’. B imTepmperanuii HayKOBIIB,
gamification — «MeTon oOmMHCy IHTEPAKTHBHOTO OHJIAWH-TW3alHy, SKWH Tpae” Ha KOHKYPEHTHHX
IHCTHHKTAX JIIOJeH 1 MICTUTD €JIEMEHTH BHKOPHUCTAHHS BHHATOPOJAMW U CTHUMYJIIOBAHHS A1l — BipTyasbHi
MIPU3H, TaKi K OYKH, BUIIATH, 3HAUKH, 3HIDKKH, «OC3KOIITOBHI» MOJAPYHKH, IHIUKATOPH CTaHy (KLTBKICThH
Apy3iB, PETBITIB, CIHCKH IHIEPiB, BIZOMOCTI NPO OCATHEHHS TOIIO» . IIpOrHO3u iH(MOPMAHTIB
PENpe3eHTYIOTh OyaliCTHUHY KapTUHY MaiOyTHBOI JOMi IrpOBHX TEXHOJIOTiH, CUCTEM CTHMYJIOBAHHS
B3a€eMOIII 1 MiABUINEHHS akTUBHOCTI ([{uB. puc. 1):

MporHo3u wopao peanisauii gamification
Yy NOBCAKAEHHUX LUPOPOBUX NPAKTUKAX
noaeun

B NO3UTUBHO HaNaLWITBaHiI

M HEeraTMBHO Ha/lAWTOBAHI

HEe BU3Ha4YnIncA

Puc 1. IIporno3u moao peaJi3aiii gamification y moBcsikneHHUX
unGpoBUX NPAKTUKAX JIOAeil

Tak, 42 % pecrnoHneHTiB moroawiucs 3 TBep/pkeHHAM: g0 2020 poky gamification He Oyme
pearizoBaHa B OIJIBIIOCTI MOBCAKACHHUX MPAKTHK HU(PPOBOT AisTBHOCTI A O1IbIIOCTI JroAel. Y ToH yac
HETaTUBHO HAJIANITOBaHI iHQOPMAaHTH BU3HAIOTh, III0 BUKOPUCTAHHS irop Ta irpOBi CTPYKTYPH 3aTUIIATHCS
Ba)KIMBHM CETMCHTOM KOMYHIKAILlIHHOTO CepeOBHUIIA, 3a3HAIOTh CBOJIOLIMHUX TpaHchopmalii i OyayTh
CIIPUMHATI TO-HOBOMY, MPOTE IIepeBaKHA OIUTBIIICTh IHIIMX AaCMEKTIB KOMYHIKAMIM 3aJIUITUTHCS
HE3MIHHOIO, 32 BHUKIIIOUCHHSIM TIOOJIMHOKHUX IIKaBUX PO3POOOK, iHOJI CTBOPIOBAHUX 1 BUKOPHCTOBYBAaHUX

! Maiolini, C., Paoli, S., Teli, M. (2012). Digital games and the communication of health problems. A review of games
against the concept of procedural rhetoric. GAMEJOURNAL.IT <https://www.gamejournal.it/tag/carlo-maiolini-ahref-
foundation-trento-stefano-de-paoli-ahref-foundation-trento-maurizio-teli-ahref-foundation-trento/>, 3 (2018, TpaBens, 14).
* Tam camo.

? Anderson, J.Q., Rainie, L. (2012). Gamification: Experts expect ‘game layers’ to expand in the future, with positive
and negative results. PEWINTERNET.ORG <http://www.pewinternet.org/files/old-media/Files/Reports/2012/
PIP_Future_of_Internet_2012_Gamification.pdf>, 2. (2018, TpaBens, 14).

* Tam camo.
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JIeSIKMMH CETMEHTaMH HACEJICHHS B JIESKUX 06CTaBMHAX' . PeCTIOHIEHTH, 1O CTAHOBIATH 53 % ONMMTAHMX,
nepexoHaHi: 10 2020 poky OyayTh MOCSITHYTI MOMITHI yCIiXH y BU3HAHHI Ta «eKCIUTyartalii» gamification.
TIpOBOKYIOUH «XBUJICHOMIOHI pyXH B KOMYyHiKaILiifHOMy cepeaoBHIi»  , gamification Gyme mo-pisHOMY
pearnizoBaHa U BTiJieHa B raiy3i OCBITH, HaBYaHHS, OXOPOHH 3/0pPOB’s, Mpall, MOJITHKH, MApKETHHTY,
KYPHATICTUKH Ta B 1HIIMX acleKTax JIOACHKOI B3aeMo/ii, Oy/e BilirpaBaTu MaricTpajibHy, KOHCTHTYTUBHY
POJIb Y TIOBCAKACHHIHN MisITbHOCTI 6araTh0X 1HAMBIAIB, SKi aKTUBHO ITOCIYTOBYIOTHCS MEPEKEBUM 3B’ SI3KOM
y BIACHHMX OymeHHHX mnpakThkax . Ilimousaroun migcymku, K. Ammepcon Tta JI. Peiini yTo4HIOIOTH
BU3HAueHHs gamification — «ue mpocTuil cmocid cTuMymoBaTH B3aemomio. lLle Bik myOmikamiit
Ha Facebook Ta koMeHTapiB y 0iorax, KpayAaCOPCIiHT, ... 1 Bce OUIbIIe 1 OUTbINE pO3MUPEHHS pPeaTbHOCTI,
OCKiJIbKH MU HAMATAEMOCS JIOCATTH HEMOMKITHBOTO» .

[TokazoBo, 1m0 peanii cbOroJeHHs, JEMOHCTPYIOUM 3BUYalHICTh, MPO3aiuHICTh, HABiTh, PYTHHHICTDH
BITPOBA/KCHHS 1 3aCTOCYBAHHS IrPOBHX TEXHOJIOTIH 1 MEXaHi3MiB ITiJ] 4ac OHJIAHH-B3a€MOI1: HAKOTIMYCHHS
OaJtiB, BIIBOMOBYBaHHS MICIII B PEHTHHTY, 00pOoThOa 3a Te, MO0 ONMMHUTHCS Ha AOIII JIIEpiB, YIacTh
y BIKTOpHHAaX 1 KOHKypcax 3 BipTyaJlbHUM IMpPH30BUM (OHIOM TOIIO, — 0€3 CyMHIBY, MiITBEPIKYIOTH
MpOrHo3u OuTkIIOCTI iH(QOopMaTopiB. [Ipunyckaemo, 110 caMe COIliaJIbHI MEpEXKi, COIlianbHI Me/ia € TUM
MEJIIalPOCTOPOM, SIKUH KYJBTHBYE W TMPOTETYE «IMIUIAHTAIIO» 1 MOMYJSPHU3aIi0 MPUHOMIB, CIIOCOOIB,
«XUTPOIIB» irpaizarii (gamification) y MOBCSIKACHHOMY KHTTI Cy4acHHKIB. | Xxoua OUTBIIICTD PI3HOBH/IIB
ITpOBHUX PELENTIiB 1 METOIMK 34al0ThCSl TPOXM HYAHUMH abo nepeadadyBaHUMHM, BOHH aKTHBHO
BHKOPHUCTOBYIOTHCS aKTOPaMH HOBITHIX MEJIii, TOMY IO TOTIOMAraroTh BUPIIIATH OJHY 3 KIIFOUOBUX JHIIEM
COIIATBHUX MEPEeX 1 OHJIAWH-CHUTHHOT: SK iHiIifoBaTH B3aemomiro. Lludposi cepemoBumia iHTEpaKIIii
BU3HAYAIOTh NApaMETPH iICHYBaHHS JIOJWHHU B CyYaCHOMY CBITI — SIK 32 paXyHOK BHTPATH iCTOTHOI YacTKU
XPOHOJIOTIYHOTO Yacy Ha COIialIbHI MEPexki, aKTHBHOTO TIOCIYTOBYBaHHS COIliaIbHUMU BE0-/10TaTKaMU T
gac poOOTH, TaK 1 32 PaXyHOK ITOCTIHOTO CIiAKYyBaHHS 3a TOTPUMAHHIM HOPM 1 TIPaBWII B3aEMOJIii, uepes
e i Hajgani Mu OyJeMo MOKJIaJaTHCs Ha irpoBi TAKTHKH 1 cTpaTerii iHCHipyBaHHS 1 aKTHBi3awii iHTEepaKLii
MPAaKTUYHO B Oy/b-SIKOMY KOJIEKTHUBI, TPy, CIIJILHOTI HE3aJISKHO BiJl chepH icHYBaHHSI.

O3HaveHI TPUITYIIEHHS MTEBHOIO0 MIpOI0 Y3TOKYIOTECS 3 Pe3yibTaTaMU TOCIIIHKEHHS, TIPOBEIACHOTO
Ha Marepiam 18 comiamsHIX Mepex 1 BimodpakeHnMu y podoti Xappi Ilemrika «Gamification B comiansHUX
Menisx». Meroro HaykoBoi po3Biaku X. [lemtika ctaB MOIIYK BiAMOBiAI Ha MUTAaHHS: «SIKi irpOBi €JIeMEHTH,
SIKIIO TAKi B3arai MaioTh MicIie, BAKOPHCTOBYIOTBCS B COLIANBHUX MepeKax i B SIKiif croci6?»". 3 0mHOro
0OKy, coIiabHI MepeXi IHTEPIPETOBAHO B POOOTI K CHCTEMY TPhOX €JIEMEHTIB: KOHTCHT, CITIBTOBAPHCTBA,
Web 2.0% 3 iHIIOr0, aBTOp MOCIYTOBYETHCS TEOPIEIO «CTIIBHHKIB COLIANBHIX MEPEk», BiAIOBIIHO 10 AKOI
(dbopMyIoTh comianbHi Mepexi (yHKIiOHaidbHI OyaiBelbHI OJOKM (KOMIIOHEHTH): OCOOMCTICTb, PO3MOBH,
CITiIbHE BUKOPHUCTAHHS, IPHCYTHICTb, BIIHOCHHH, peryTalis i rpymu . 3aranom, akienrye X. Ilemika, xoda
BH3HAYCHHS COIIATHFHIX MEPEK JICIIO Pi3HATHCS OMHE Bill OAHOTO, MO’KHA BHOKPEMHTH CYKYITHICTh CTAIHX 1
3araJbHONPUIHATHX EJIEMEHTIB: «COLialibHI Me/ia OXOIUIIOIOTh KOPUCTYBadiB, SIKI MPOJAYKYIOTh KOHTEHT,
O0OMIHIOIOTHCSI KOHTCHTOM 1 YTBOPIOIOTH COITIAbHI MEPEXKi... SIPOM COITIAIbHUX MEPEK € KOPHCTYBadi, 1110
(hOPMYIOTh CIIIIBHOTH, OTOYEHi KOHTEHTOM i 3aHypeHi y misuibHicTh»". Jlns X. ITemmika gamification —
«BUKOPHCTAaHHSI €JIEMEHTIB irpoBOT0 IM3aiiHy B HEIrPOBUX KOHTEKCTax. [HIIMMHU clloBaMH, 1€ O3HAYaE, LI0
B irpoBiif Tpi irpoBi €JIEMEHTH BHKOPHCTOBYIOTHCS B OY/Ib-SKHX CHCTEMAX, OKpiM rpu»’. CIIMparoumch Ha
¢dopmaizoBanuii minxin E.M. ABenoHa, 3riHO 3 SIKUM CTPYKTypa I'PH BH3HAYA€ThCSI KOHMITYPALIEIO AeCATH
eneMeHTiB: «1) mMeTta rpu; 2) MOpSOOK [Iiif; 3) mpaBuia peryatoBaHHS Ail; 4) KibKICTh MOTPIOHUX 4JICHIB

' Anderson, J.Q., Rainie, L. (2012). Gamification: Experts expect ‘game layers’ to expand in the future, with positive
and negative results. PEWINTERNET.ORG <http://www.pewinternet.org/files/old-media/Files/Reports/2012/
PIP_Future_of_Internet_2012_Gamification.pdf>, 3. (2018, TpaBens, 14).

* Tam camo.

> Tam camo, 10.

* Tam camo, 26-27.

> Pellikka, H. (2014). Gamification in Social Media. JULTIKA.OULU.FI <http://jultika.oulu.fi/Record/nbnfioulu-
201405281545>, 6. (2018, TpaBens, 14).

® Tam camo, 7.

7 Tam camo.

8 Tam caMo, 8.

? Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From Game Design Elements to Gamefulness: Defining
Gamification. Rolandhubscher.Org <http://www.rolandhubscher.org/courses/hf765/readings/Deterding_2011.pdf>, 1.
(2018, TpaBens, 14).
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KOMaH/IK; 5) poJli ydacHuKiB; 6) pesynbrati abo BUIIaTd; 7) 3410HOCTI Ta HABWYKH, MOTPiOHI A iif; (8)
Mojen B3aemoil; 9) disuyHa HactaHOBa i ekosoriyni Bumorw; 10) HeoOXimHe oOjamHaHHS (TIEpIIl TPH
CTaHOBIATH SAPO Ipr)» , — X. ITemnika 3’sicoBye HasBHICTb, GYHKIIOHATbHE HABAHTAXKCHHS 1 MEPCIICKTHBH
BIIPOBA/KEHHSI O3HAYCHMX e€JIEMEHTIB gamification y comianbHi Mepexu. HalimpumiTHimoro B LboMy
KOHTEKCTI € cucrema 300py iHdopmauii, mogiOHa 1O BIKTOPUHH, SKa BHUKOPUCTOBYETHCS Ha CTOpPIiHKax
npodimo akropis comiansHoi Mepexi Facebook®. CtBopenns HoBoro mpodimo kxopucryBada B Facebook
BiIOYBA€ThCS B TPH €TAIW: TEPIIUA eTal — TPOTIO3WINS 3a3HAYUTH BIIACHI aIpecH €JICKTPOHHOI TOIMITH /
HOMepH TenedoHiB, 00 3HANTH yYacHUKIB, SIKi BKEe 3HAHOMI 3 HOBAYKOM; IPYTHIA €Tal — MPOIO3HULIisl BBECTH
iHpOpMaLIiI0 TIPO OCBITY H MICTO MPOXKHBAHHS, TPETIH eTam — MpPOIMO3HIls 3aBaHTAKUTU BIAacHE (HOTO,
MIPUUOMY KOXKHHH 3 TPhOX €TamiB MO)Ke OyTH TPOMYIICHWA 3a BIIACHUM Oa)kaHHAM akTopa. Kpim Toro,
KIJIBKICTB JIpy3iB 1 MepenruiaTHuKiB, akuentye X. Ilemika, Moxke OyTH po3IiHEHa SK CHCTEMa MiAPaxyHKY
6anis’. TloibHO 10 GIMBIIOCTI COLIATBHMX MEPEX KOHTEHT, 3aBAHTAXCHMII KOpUCTyBauamu B Instagram,
MoyKe OyTH OliHeHHH, TPOKOMEHTOBaHNH 1 mepeanpecoBanuii Ha Facebook 1 Twitter. Enxementn gamification
B Instagram — kinpkicTh moBigomiienb, following i followers, KibKiCTh KOMEHTapiB 10 MOCTIB BIIaCHHUKA
axkaynra®. SIK HiTeCIpAMOBaHO MiHiMAMiCTHUHME cepBic MikpoOnoris Twitter He MICTHTH JKOIHHX SBHHX
irpOBHX eIeMEHTIB, HaHOMIKYa aHanorisi — KimbkicTs perBimis’. Corfamsha Mepeska YouTube Hamae
KOPHCTYBa4eBl MOXKJIUBICTh HAIIBUIKY MPOTJISIATH, AWBUTHCA W KOMEHTYBATH Bife0, TO3UTHBHO abo
HETaTUBHO OLIHIOBATH MPOIIOHOBAaHMK KOHTEHT. Ko)kHe BiZie0 CYMpOBOIKYETHCS MOKA3HHUKOM 3arajibHOi
KUTBKOCTI SIK TIO3UTHBHHUX, TaK 1 HETATMBHHUX BIATYKiB, TpapiqHAM BiTOOpPaKCHHS PEISAMINHOI CyMH MIiX
HUMH, 3a3HAYCHHSIM KIJTBKOCTI TeperiisifiB. Binryku i KoMeHTapi, Tak camo SIK i BiZ€Oo, aKTOPH COIaTbHOL
MepexXi MOXKYTh OI[IHIOBATH TO3UTHBHO YW HETaTHBHO, TAKOK MOXYTh BIJIIIOBiIaTH HA KOMEHTapi IHIIAX
KOPUCTYBa4iB, CTBOPIOIOYM CIICI[ialibHI TEMH [UIs JUCKYycCili i oOroBopeHb. BimmosimHo YouTube
BUKOPUCTOBY€E JIeKUTbKa eleMeHTiB  gamification: cucTtemMa paH)XyBaHHS  KOHTEHTY, KUIBKICTh
NepeIUIATHYKIB, KinbKicTh mepermsmiB Bimeo’. Sk Gaummo, eneMeHnt: gamification, 3acTocOByBaHi
COLIIAILHUMH MEpPEeKaMH, 3arajoM € JIOCUTh PI3HOMAaHITHUMU: CTATHUCTUKA, OaJiv, OILIHKHU, TAOJUII JIiAepiB,
MIOMYJSIPHICTh, BIKTOPWHHM Ta iH. HaWmommpeHImMM ITPOBHUM €JIEMEHTOM Y COIIaTbHUX MEpekax €
CTaTUCTUYHI BIZOMOCTI ImOJ0 KopucTyBauiB (napy3i y Facebook, mepemmmatamku Twitter, following i
followers Instagram) i peWTHHrOBiI CrHCKH (ITO3HAYKA «IOA00a€Thess» Facebook, KibKicTh peTBiTEpiB
Twitter, kinekicTe mepernanie Instagram i YouTube)'. HaiiMenm 3aTpeGyBaHHM irpOBHMH eeMEHTAMHU
B COIMATFHUX Mepexkax, 3TigHo 3 AocmmkeHHsM X. [lemrika, € BipTyaJbHI TOBapH, BIPTyaJIbHI TPOCTOPH,
icropii i dpenresi®. KoHcTaTyioun iCHYBaHHS i BHKOPHCTAHHS IEBHHX irpOBHMX EIEMEHTIB Y COLHANbHHX
Mepexax, JOCIIIHUK BIIKPUTUM 3ajHMINAa€ MUTAHHS IIOJ0 3/JaTHOCTI 1 TOTEHINANY COIIAIEHUX MEpex
OTpPHUMAaTH BUTO/IY 1 KOPUCTH 31 BIPOBAPKEHHS y BIACHUIT MEIIalipoCTip IHIINX e1eMeHTiB gamification.

Gamification sk «BHKOPHCTAaHHSI €IEMEHTIB irpOBOr0 AM3aifHy B MEXKaX HEIrPOBHX KOHTEKCTIB»
Maiikn Caiinep, Slu Viepix Xenc, Capa Karapina Maiip Ta XaiiHn Manan, Ha BigMiHy Bix aBTOpa
MOTIEPEIHBOI CTATTi, aHATI3YIOTh Yy paKkypci BIUIMBY Pi3HOMAHITHUX KOH(ITypaIliii eJIeMeHTIB irpoBOTO
IU3aiiHy Ha 3aJ0BOJICHHS TMIPOBIAHUX TICHUXOJOTIYHMX m1oTped iHmuBima. CeMaHTHYHI CKIIAIOBi
gamification, Ha TyMKY JOCHiTHUKiB, PETIPE3CHTOBAHO TAKUMH KOMIIOHEHTAMHU:

eTpa — «CHUCTeMa, B fAKii rpaBui OepyTh ydacTb y BHIaJiaHOMY, HECIPaBKHbOMY KOHQIIIKTI, IO
KOPEryeThCsl PEECTPOM MPABIIT i HACIIIKOM Mae KibKiCHHI pe3ynpTar» ',

! Pellikka, H. (2014). Gamification in Social Media. JULTIKA.QULU.FI <http://jultika.oulu.fi/Record/nbnfioulu-
201405281545>, 10 (2018, tpaBeHs, 14).

2 Tam camo, 21.

3 Tam camo.

* Tam camo, 27.

> Tam camo, 35.

® Tam camo, 39.

" Tam camo, 42.

8 Tam caMo, 49.

o Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From Game Design Elements to Gamefulness: Defining
Gamification. Rolandhubscher.Org <http://www.rolandhubscher.org/courses/hf765/readings/Deterding_2011.pdf>, 1.
(2018, TpaBens, 14).

10 Sailer. M., Hense, J.U., Mayr, S.K., Mandl, H. (2017). How gamification motivates: An experimental study

of the effects of specific game design elements on psychological need satisfaction. SCIENCEDIRECT.COM
<https://www.sciencedirect.com/science/article/pii/S074756321630855X>, 372 (2018, TpaBens, 14).
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® CJICMEHTH — «IrpoBi 0OJIOKM, BOYy/IOBaHI B HEIrpoBi KOHTEKCTH, IMOBTOPIOBAHUN KOMITOHEHT,
BUABIICHUH i BUOKpEMJICHHIT B 6araThox irpax»,

® [M3aiiH — «CBiIOMHIl MPOLEC IPOCKTYBAHHS»”,

® HCIrpOBl KOHTEKCTH — <«EJIMHUHA KOHTEKCT, SIKHM MOke OyTH BHKIIOYCHUH 32 BU3HAYCHHSM, IIC
BUKOPHCTAHHS irPOBHX CIEMEHTIB AU3aiiHy Ui OE3I0CEPEaHBO B irpax, Ui B MPOLEC] PO3POOKH IPH»-.

Tobto moBa iime mpo gamification Sk mpormec MPOAYKyBaHHS Miii B HEITPOBUX KOHTEKCTaX,
MaKCUMaJbHO HAONMKEHUX 10 T'PU 1 3 BUKOPUCTAHHSM EJIEMEHTIB irpOBOrO TU3aiHY: «BIPOBAKCHHS
€JIEMEHTIB (a HE TOBHICTIO PO3p00JICHOT TPH) AW3aiiHy (a HE ITPOBUX TEXHOJOTIH YH iITpOBUX MPAKTHUK) B
HEirpoBi KOHTEKCTH (HE3alIe)KHO BiJ KOHKPETHHX HAMIpiB BHKOPHCTAaHHs)»' . JIeTalbHO MPOMHCYIOUN
CJIEMEHTH IrPOBOTO IU3aiiHy — 0aiM, 3HaYKH, CIHMCKH JIiAepiB, rpadiku e(eKTHBHOCTI, 3HA4YYyIli icTopii,
aBatapu 1 ToBapumi mo komauai — M. Caiinep, S.Y. Xenc, C.K. Maiip ta X. Manm1 nigcyMOBYIOTb:
€JIEMEHTH ITPOBOTO TU3aiHYy MOXKYTh OyTH CBIJOMO BHKOPHICTAaHI 3 METOIO 3MiHH HEITPOBUX KOHTEKCTIB,
TakuX sK poOoue abo HaByUaJbHE CEPEIOBHINA 1, OT)KE, MOKHA LIJICCIPIMOBAHO MOAU(IKYBaTH I
KOPEryBaTH aJipecHi MOTHBALiiHi MexaHi3smu . Hampukias, motpeGa B KOMIETeHIIi Moxke GyTH BUpilIeHa
3a JOMOMOIOI0 TaKMX €JEMEHTIB IrpOBOTO Iu3aiiHy, Sk Oanu, rpadiku eeKTUBHOCTI, 3HAYKH 1 CHHCKU
nigepiB. [ToTpeba B HE3aNMeKHOCTI 1 CBOOO I YXBAJICHHS PIIICHHS Ma€ JBa aclIeKTH: 3 OJHOTO OOKy, aBaTap
HaJiIs€ 1HAUBINAa aOCOMIOTHOIO HE3AJICKHICTIO Bl YMOBHOCTEH peajhbHOTO CBITY (HOBE iM’s, BIK, CTaTh,
COLiaIbHUM cTaryc, ymogoOaHHs Ta 1iH.), 3 1HIIOrO, 3HAYYyHll iCTOPil JOMOMAaralOTh «TPaBISIM»
y BUIIpOOyBaHHI BIIACHUX il SIK TPOMOBUCTHX, BarOMHUX HE3aJICKHO BiJl TOrO, YW Taki Jdil € AIMCHO
TOCTYITHUMU 1 3aiiicHeHUMH. ToBapwii 1Mo KOMaHIi, SKi MOXYTh OyTH CIPaBXHIMHU CITIB-TPaBIIMUA a00
HEIrpOBHMH TIEPCOHAKAMH, 3aJ0BOJIBHSIIOTH MOTPEOy B MPUHAICKHOCTI, IPYXKOi, JIFOOOBI, IMiIKPECIIOI0YN
BaKJIUBICTb Al TpaBLs AJ1s1 pOOOTH IPYNH, KOJICKTHBY 3arajlOM.

OTKe, € CCHC TOBOPUTH MPO aMOiBaJICHTHUI XapakTep irpaisauii MeaianmpocTopy: 3 OZHOTO OOKY,
CJIEMEHTH IIPOBOr0 Ju3aiiHy, BOYJI0BaHI B HEIMPOBI KOHTEKCTH, 3[aTHI TpaHC(POPMYBATH, MOAU(IKYyBaTH,
HaBiTb, PyHHYBAaTH TpaIuWIiiHI COLiaNbHI MPaKTUKH, nepedopmMaroByBaTH (YHKLIIOHAIBHICTH HASBHHUX
COLiaJIbHUX 1HCTUTYTIB, 3 IHIIOrO, irpoBi TAaKTUKW 1 cTparerii 31aTHI IHCHIpYBaTH W aKTUBI3yBaTH
IHTepaKIilii MPaKTUYHO B OYy/b-IKOMY KOJCKTHBI, IPYIli, CHIJIBHOTI HE3aJICKHO Bif Cepu iCHYBaHHS,
CIIPHSTH KPEATHBHOCTI COIiaTbHUX aKTOPIB, MIAIMITOBXYIOUH IO CBOOOAM M HE3AICKHOCTI Y BUOOPI BIIaCHOT
IICHTUYHOCTI, M0 B3araji CTa€ MPOBITHOI PHUCOI0 CYYaCHOCTi. Y MEIIalpoCTOpl COIIAIBHUX MEPEK
irpaizauis, Oyxyyn Maiike HEMOMITHOIO, Y3BUYA€HOIO, € MPOBITHOIO MPAKTHUKOIO B3a€EMOJII aKTOPIB 13 OH-
JMaiH pecypcamu. Irpaizarlis MemiarpocTopy, MIATPUMYIOYH TOPHU30HTAIBHI KOMYHIKAITIHHI 3B’ SI3KH,
MpaloYd Ha IMOKPAILICHHS LHU(MPOBUX CEPEIOBMIN IHTEPAKIlii, OJHO3HAYHO IIIKUBIIIOE J1aJIOr1uHy
MOJIeTTb B3a€MO/Iii, IEMOHCTPYIOYH B TaKWW CIOCIO SIKICHI W iCTOTHI TpaHCQopmarlii MacoBOi CBiJOMOCTI
3aranoM. BOayaemo, 1m0 po3poOKa KOHLENIiA MOAANbIIOr0 PO3BUTKY 1 BIPOBAIKEHHS B MeEIialpoCTip
TEXHOJIOTIM 1 MeXaHi3MiB irpaizamii 3i BCEOIYHOIO OITIHKOIO iXHIM TepeBar i OOMEXKEHb BIIHOCHO
KOHKPETHHX COIliaTbHUX IHCTHUTYIIi, Tamy3eil 3HaHb 1 cep MiIsUTBHOCTI € MOBOJI aKTyaJbHUM 3aBIAHHSIM
JUIS1 TIOAAJIBIINX HAYKOBUX JAOCIHIPKEHb.

References:

1. Mackay, W. (1999). Media Spaces: Environments for Informal Multimedia Interaction. Citeseerx.Ist.Psu.Edu
<http://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.151.1670&rep=rep 1 &type=pdf> [in English].
(2018, May, 14).

2. Shevchenko, V.E: the general edition (2012). Novitni media ta komunikacijni tehnologii [New media and
communication technologies]. Kyiv: Palyvoda [in Ukrainian].

3. Gorodenko, L. (2013). Novi media: zhurnalistyka chy komunikacija? [New Media: Journalism or Communication?]
Aktual’ni pytannja masovoi’ komunikacii [Current Issues of Mass Communication], 14, 65-69 [in Ukrainian].

' Tam camo.

% Tam camo.

3 Tam camo.

4 Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From Game Design Elements to Gamefulness: Defining
Gamification. Rolandhubscher.Org <http://www.rolandhubscher.org/courses/hf765/readings/Deterding_2011.pdf>, 5.
(2018, TpaBens, 14).

5 Sailer. M., Hense, J.U., Mayr, S.K., Mandl, H. (2017). How gamification motivates: An experimental study

of the effects of specific game design elements on psychological need satisfaction. SCIENCEDIRECT.COM
<https://www.sciencedirect.com/science/article/pii/S074756321630855X>, 374 (2018, TpaBens, 14).

185



ISSN 2336-5439 EVROPSKY POLITICKY A PRAVNI DISKURZ

4.

S.

10.

11.

12.

13.

Dzjaloshins’kij, .M. (2013). Mediaprostranstvo Rossii: kommunikacionnye strategii social’nyh institutov
[Mediaspace of Russia: communication strategies of social institutions]. Moscow: APK i PPRO [in Russian].
Dzialoshinskii, .M. (2015). Mediaobrazovanie: poisk novoi paradigmy [Media Spaces: Finding a New Papadigm].
Mediaobrazovanie 2015. Media-informatcionnaia gramotnost dlia vsekh [Media Education 2015. Media
Information Literacy for All], Moscow: MPGU, 17-25 [in Russian].

Kravchenko, S.A. (2002). Igraizacija rossijskogo obshhestva (K obosnovaniju novoj sociologicheskoj paradigmy)
[Gamification of Russian society (To the rationale for a new sociological paradigm).]. Obshhestvennye nauki i
sovremennost’ [Social sciences and modernity], 6, 143—144 [in Russian].

Kravchenko, S.A. (2010). Sociologicheskij postmodernizm: teoreticheskie istochniki, koncepcii, slovar’ terminov
[Sociological postmodernism: theoretical sources, concepts, glossary of terms]. Moscow: Moskovskij
gosudarstvennyj institut mezhdunarodnyh otnoshenij MID Rossii [in Russian].

Bogost, 1. (2007). Persuasive games: the expressive power of videogames. Cambridge: Massachusetts Institute

of Technology [in English].

Maiolini, C., Paoli, S., Teli, M. (2012). Digital games and the communication of health problems. A review

of games against the concept of procedural rhetoric. GAMEJOURNAL.IT <https://www.gamejournal.it/tag/carlo-
maiolini-ahref-foundation-trento-stefano-de-paoli-ahref-foundation-trento-maurizio-teli-ahref-foundation-trento/>
[in English]. (2018, June, 10).

Anderson, J.Q., Rainie, L. (2012). Gamification: Experts expect ‘game layers’ to expand in the future,

with positive and negative results. PEWINTERNET.ORG <http://www.pewinternet.org/files/old-media/Files/
Reports/2012/PIP_Future_of_Internet_2012_Gamification.pdf> [in English]. (2018, June, 10).

Pellikka, H. (2014). Gamification in Social Media. JULTIKA.OULU.FI <http://jultika.oulu.fi/Record/nbnfioulu-
201405281545> [in English]. (2018, June, 10).

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From Game Design Elements to Gamefulness: Defining
Gamification. Rolandhubscher.Org <http://www.rolandhubscher.org/courses/hf765/readings/Deterding_2011.pdf>
[in English]. (2018, June, 10).

Sailer. M., Hense, J.U., Mayr, S.K., Mandl, H. (2017). How gamification motivates: An experimental study

of the effects of specific game design elements on psychological need satisfaction. SCIENCEDIRECT.COM
<https://www.sciencedirect.com/science/article/pii/S074756321630855X> [in English]. (2018, June, 10).

186



