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TEUMI®IKALISA AK IHCTPYMEHT NIJIBUILIEHHA 3AJTYYEHOCTI
KOPUCTYBAYIB HA MUCTELBKHUX BEB PECYPCAX

Hompawrxkosa JI.B., 0.e.n., doyenm, kagpeopa MCIT, XHEY im. C. Ky3ueys
Japina A.A., cmyoenmxa, xkagpeopa MCIT, XHEY im. C. Ky3neys

Abstract. This work focuses on gamification as the application of game mechanics in non-
game contexts demonstrates significant potential for increasing user engagement on art web
resources. The purpose of this article is to analyze the theoretical foundations of gamification,
outline motivational models, explore cases of implementing gamified elements on the Google Arts
& Culture platform and virtual art galleries, and conduct an empirical study on the example of the
online gallery ArtView. The results show that the implementation of badges increases the average
session time by 20%, quests - the depth of viewing by 30%, and leaderboards — inter-user activity
by 40%. Recommendations are developed for the optimal combination of mechanics, content
personalization, and ethical balance between game and art elements.

Y uudpoBy emnoxy MHUCTEIbKI I1HCTUTYIlI Ta KyJIbTYypHI IUIaTPOPMH BCE
YacTillle 3BEPTAOTHCS 10 IHHOBAIIMHUX CTpaTerid, 1mo0 NpuBaOUTH Ta yTpUMAaTH
ayautopiro. OJHIEIO 3 TaKUX CTpaTerid € remidikailis — 3aCTOCYBaHHS €JIEMEHTIB
IpOBOTO  JM3aliHy B HEITPOBUX KOHTEKCTax [UIsl TMOCWJICHHS 3aJy4eHOCTI
KOPHUCTYBauiB JI0 MUCTELILKUX BeO-pecypciB. [HTerpyroun aHiMoBaHi GyHKIIT, Taki K
IHTEPAKTUBHI BUKJIWKHU, OHJIAMH Trajepes KapTHUH, MYJbTUIUIIKOBaHa icTOpis abo
Olorpadiss XynoKHHUKIB, OCHIKM, TaONMI JiAepiB Ta I1HAUKATOPH BIJICTEIKCHHS
IPOrpecy, MHCTENbKI TUIaTGOpMU TParHyTh MEPETBOPUTH MACHBHHUIA TIEPETIIs] Ha
AKTUBHY y4acTh, THM CaMUM 30aradyroqr KOPUCTYBAIlbKUI JTOCBI/I.

bineme Toro, iHTerparis revmidikaiii B MHUCTENbKI BeO-pecypcH TMoKazaia
0aratrooOiLsoYi pe3yJabTaTd B MIABULIEHHI MOKA3HHUKIB 3aJIy4eHHS KOPHCTYBAuyiB.
JlocnmipkeHHsl MOKa3yloTh, 110 redMi(pikoBaHMM BeO-AOCBIA MOXE MPU3BECTH [0
OUTBIIOT B3a€MOJIII 3 KOPUCTyBauyaMH, OLIBIIOT TPUBAJIOCTI CEaHCIB 1 30UIbIICHHS
KUIBKOCTI TTOBTOPHUX BiJBiAYyBaHb [1]. Taki pe3ynbTaTd € OCOOIUBO IIHHUMU IS
MUCTEIKUX IHCTUTYIIH, SKI MParHyTh PO3UIUPUTH CBOE€ OXOIUICHHS Ta BIUIMB Y
mudposiit cepi ¢ ocoOIMBO B yMOBax BiMHH, KOJM € MoTpeda MpoCcyBaTH
KyJIbTYpHUN (DPOHT.

[eiimidikariiss B KOHTEKCTaX BIUIMBY Ha TMOBEIIHKY KOPHCTYBadiB 1
MJBUIIIEHHST 3aJTy4eHOCTI, 3a Bu3HaueHHsM Deterding ta 1. (2011), nepenbavae
BKJIFOUEHHSI CTPYKTYP 1 ME€XaHi13MiB, TUIIOBUX JIJISl ir0p, Y HEITPOBE CEPEIOBUIIIE, JJIS
MOTHBYBaHHS 1 CHpPSAMOBYBaHHS IIOAO Jii KOpucTyBauiB [2]. Y KOHTEKCTI
MUCTEIbKUX BeO-pecypciB reimigikallisi ciayrye cTpaTeriyHUM IHCTPYMEHTOM MJis
301IBIIEHHS 3aMY4Y€HOCTI 3a PaXyHOK MOIYJIsIpu3allii Cy4acCHOTO MHCTELTBA, 1BEHTIB,
BHCTAaBOK, CTHUMYJIIOIOYHM y4acTh KOPHUCTYBadiB, iXHBOI JIOSJIBLHOCTI Ta MOBTOPHHUX
B3a€MO/I1M Ha BeOcalTax.

TeopeTnuni ocHOBU reiiMidikallii IpyHTYIOTbCSI Ha KUTBKOX ICHXOJIOTTYHHUX Ta
MOBEIIHKOBUX TEOPISX, SK1 MOACHIOIOTH 11 €pEeKTUBHICTh Ha BeOcaliTaX MUCTEI[LKOTO
cepenouiia. Teopis camoaerepminaiii (SDT) [3], 3anmponionoBana Jleci Ta Paitanowm,
CTBEp/KYE, IO JIOJIed MOTHUBYe TMOTpeba B aBTOHOMIi, KOMIIETEHTHOCTI Ta
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cnopigaenocti. ['eiimidikamis Moke 3aJ0BOJBHUTH 1 MNOTPeOH, HAAAIOUU
KOPHUCTYBadaM MOXJIMBICTE BHUOOpPY (aBTOHOMIs), BUKJIMKH, IO BIAMOBITAIOTH
iXHPOMY PIBHIO HaBHYOK (KOMITETEHTHICTH), Ta MOXJIMBOCTI COIIQJIbHOI B3a€MOJIi1
(CTIOpiTHEHICTB).

Teopist MOTOKY, BBE/IEHa aMEPUKAHCHKUM TICUX0JIoroM Miraem YukceHTMirai,
OMHUCY€E CTaH TJIMOOKOro 3aHypeHHsI Ta 3aJydyeHHs B MisUTbHICTH. [ 'eiimidikarris
CIIpUsi€ TTIOTOKY, TPOTMIOHYIOYH YiTKI 11111, HETaHUI 3BOPOTHIM 3B'sI30K 1 30a1aHCOBaHI
BUKJIMKH, 1110 MOKE€ MPU3BECTH 10 MIABUIIECHHS TPUBAJIOTO 3aiIydeHHs [4].

Teopis 1minenokiaaganus, po3poodsieHa JIokkom 1 JlatremMoMm, BoHA MIIKPECIIOE
MOTHUBAIINHUNA BIUIUB MOCTAHOBKM KOHKPETHUX 1 CKJIAMHUX MuIeH. ['eiimidikoBaHi
€JIEMEHTH, TaKi K Oanu, Oei kU Ta TaOJUIIl JIiIepiB, BIPOBAKYIOTh BIAIYTHI ITiI1
Ta €Taru, 3a0X04yI0Ur KOPUCTYBadiB MPArHyTH JI0 JOCSTHEHb 1, OTKE, 30UTHITYI0UH
iXHIO B32EMOIIIO 3 TUIAT(HOPMOIO.

OcHoBHI npuHIUANH €(EKTHBHOTO PE3YNbTATy MPU MPAKTHIHOMY BIPOBAHKCHHI
€JIEMEHTIB TeiMi(ikalii MmoidaraoTh B YITKOMY PO3YMIHHI I[UIBOBOI ayAMTOpIi, 1€
MOKe OyTH CydacHa MOJIONb, XYIOXKHUKH, MOI[IHOBYBa4l MHCTEITBA, MOKJIIUBICThH
BBEJICHHS MOTHBAIIMHUX HAaropoja, Ha MHUCTEIbKUX BeOcaliTax MOJKHA IHTETPYBAaTH
OOHYCHY CHCTEMY BiJ3HAaK Ta Tpo(deiB, AOCTYN 10 OHJIAWH KYypCiB, JO MPUKIIATY
miargopma Teachable.

PesynbTaT mpoBeNeHOro AOCIHIKEHHS MiITBEP/KYIOTh, IO Telmidikaiis €
e(DEeKTUBHUM THCTPYMEHTOM ITIABUIIIEHHS 3JIy4E€HOCTI KOPUCTYBAUiB HA MUCTEIIbKUX
BeO-maTopmax. BrpoBajpkeHHs reliMi)iKOBaHMX €JIEMEHTIB 3HA4YHO 30UIBIIYE
B3a€EMOJIII0 3 KOPUCTyBauyaMM, TPUBAIICTh cecli Ta y4acTh cnuibHOTH. [Icuxosoriusi
OCHOBHM reuMidikaiiii, MAKPECIIOIT, TMOTEHINAN [JI BHUPIIIEHHS TpoOieMm,
MOB'SI3aHUX 13 BHYTPIIIHIMA MOTHBAIlIIMH Ta TIOBEIIHKOBUMH  MOJICTISIMH
KOpPHUCTYBauiB. TakMM YWHOM, IHTETpallis IrPOBOi MEXaHIKA B IU(POBE MHUCTEIHKE
CepelIoBHILE HE JHIIE 30arauye KOPUCTYBAaLbKHM IOCBiN, ajne W CHpuUs€e MIUPIIINA
MOMyJISIpU3allii Cy4acHOTO MHUCTEIITBA, OCOOJIMBO CEePel MOJIOAIIOT ay IUTOPIii.
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