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AHAJII3 CYYACHUX MOJIEJEN TEUMIDIKALIT
JUISI MPOEKTIB IU®POBOI TPAHC®OPMAII MIIMTPUEMCTB

Anomauin. [eiimigikayis Habysae 6ce OinbwiOl NONyasApHOCMI K 3aCiO0 RIOBUWEHHS 3ATYYeHOCMI
xopucmysavie 6 IT-npoekmax ma npoekmax IHWUX 2eany3el, npome pi3HOMAHIMmMs nioxodie 00
eeumighixayii ycknaomioe eubip kpawjoi mooeni. Mema 0ano2o 00CrioHcenHs ROAA2ANA Y CUCTHEMAMUYHOMY
ananizi cyyachux mooeneu ceumigpikayii ons IT-npoexmie ma eusHauenui eghpexmusHiuux nioxoois 0o ix
3acmocysans. [l 00CASHEHHs Memu OY10 PO32NAHYMO HUSKY NONYIAAPHUX 2etMigikayitinux modeneil i
@petimeopkis, maxux sax Octalysis, Self-Determination Theory, Points-Badges-Leaderboards (PBL),
RAMP, munonozis epasyie bapmaa ma inwi. Mooeni knacughikoeano 3a iXHbO0 CNPIMOBAHICMIO: HA
BHYMPIWHIO MOMUBAYIIO KOPUCMYBAHIS, 306HIWHIO CUCTNEMY 6UHA2OPOO, MUnu 2pasyie abo npoyec
PpOo3pobKu iepogoeo ousaiiny. Ilposedeno nOpisHAIbHUL aHANI3 Yux Mooenell 3 MOUYKU 30pPY MEXAHIK,
OUHAMIKU Ma ecmemuKy ceumighixayii, a maxoxic 8paxo8ano 00C8i0 iX SUKOPUCMAHHA 6 NPAKMUYHUX
Keticax. Pezynomamu Oocniodcennss demMoncmpyloms, wo KOXCHA 3 mooenel eeumigixayii mae ceoi
nepesazu ma oomexcenns. Hanpuknao, Octalysis ma Teopiss camodemepminayii akyenmyloms yeazy Ha
PO3BUMKY GHYMPIUHBLOI MOmMuUgayii (a6mMoHoMii, KomMnemeHmHocmi, 3aay4enocmi), mooi sk nioxio PBL
abo modenv RAMP cnpsimogani na 306HiwHI cmumynu (0anu, 3HauKu, cmamyc, unazopoou). Mooeni na
OCHO8I munonozii epasyie 003601410Mb nIOOUpamu 2po6i MexaHiku ni0 NCUXON02IYHI 0COOIUBOCTI
ayoumopii: eudinenHs 3000y6ayis, 00CTIOHUKIE, cOyianizamopie mowo, wo 0ac 3Mo2y NiOGUWUMU
Ppele6anmHicme  i2po6o2o 00ceidy 0 pisHux Kopucmyeauie. I[lopisHsHHS MoOeneli NOKA3An0, o
VHIGEPCANbHO2O piuleHHs He ICHYE — eubip ceiMihikayitiHoi modeni 3anedcums 6i0 yileu NPoOEKmy,
Xapaxmepucmux yinboeoi ayoumopii ma 6axcanux noeedinkogux pezyibmamis. Boonouac ooyinbhum €
inmeeposanuil  nioxio, 3a AKO20 eleMeHmU OeKiIbKOX Mooenell KOMOIHYIOmbCs Ofisi CMBOPEHHS
36anancosanoi eelimiixayitinoi cucmemu. Ipogedenuti ananiz 00360116 BUSHAYUMU CPePU 3ACOCYBAHHS
eetumigixayii ma pexomenoayii woodo eubopy moodeneil. 3poOieHO BUCHOBOK, WO CYYACHI MoOeni
eeumighixayii cnio obupamu 3 YpaxyeauHam cneyupixu npoeKkmy: npasuibHa KOMOIHaAyis iepogux
esleMenmi6 30amua 3HauHo niosuwumu epekmusnicmo IT-npoexmis, NOKpawumu HAg4AIbHI pe3yIbmamu,
MOMUBAYil0 NPayieHUKI6 uu KIIEHMIe 3anedcHo 6I0 cgepu 3acmocyéanus. Ompumani pesyiomamu
Modicymb cmamu RIOTPYHMAM 0151 ROOAIbUUX OOCAI0NCEHb 3 PO3POOKU MoOdeTell, Memoodis, alcopummis
ma MemooudHux pexkomenoayiu 3 eeumigikayii y npoexmax yugpoeoi mpaucgopmayii nionpuemcmes
piznux eanyseu. Chopmynbo8arno anysi noOAILUUX OOCALOHNCEHb, HAOAHI BUCHOBKU.

Kniouosi cnosa: zeumighikayin; yugposea mpancopmayisn; ingpopmayiiini mexnonozii; ynpaeiinmus
RPOEKMamu; yRpaeiinua npoyecamu; yRpasiinua MOmMueauicio

CITIBpOOITHUKIB Ta MPOAYKTHUBHOCTI Tpalli: 30Kpema,

Beryn BUKOPDHCTaHHS Irop Yy HaBYaHHI MOXE IMiJABHUIIUTH
o . . . 1 T 0, :
Teiimiikalis BU3HAYACTHCA AK «BUKOpHCTaHHs  UPOJAYKTHBHICT mpaumi Ha 50%, a 3amydeHicTh
P o . 0 :
€IIEMEHTIB irpOBOTO IM3aiiHy B HEIrPOBHX KOHTEKCTax». HepcoHany — Ha 60% [1]. AxryaubHiCTe TeMH

3a ocTaHHI POKH BOHA CTaJIa HOMYJIAPHUM IHCTPYMEHTOM
IBUIIEHHS 3aJy4€HOCTI KOPUCTYBadiB Yy pIi3HHX
cepax — Bim ocBiTr 10 Mapketunry Ta IT. Kommanii 3
pI3HMX Tajy3ed Bil3HAYAIOTh, IO BIPOBAKECHHS
iIrpOBUX MEXaHIK CIpHSE 3POCTaHHIO MOTHBALii

JIOCIIIDKEHHST O0OYMOBJIEHA INAPOKHM 3aCTOCYBAHHSIM
reiimidikanii B IT-npoexTax (Hanpukian, At pO3BUTKY
IPOrpaMHUX INPOAYKTIB, YIPABIiHHA KOMaHIAMH YH
B3a€EMO/IIT 3 KIIIEHTaMH) Ta HEOOXiTHICTIO 3a0€3MeUeHHS
¢axiBIiB IHCTpyMEHTaMH OOIDYHTOBAHOTO BHOOPY
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Ynpaeninua npoexkmamu

Kpamoi Moxeni redmidikarii s TOCSITHEHHS ITUIeH
mpoexTy. IlpobmeMaTnka MJOCHIIKEHHS TIONATaE B
PI3HOMAHITHOCTI ICHYIOUHMX MOJeNeil 1 MiAXomiB 1o
reimidikanii. Hapasi po3pobieHo Gararo
reiimigikamifanx (HpeHMBOPKIB 1 KOHIEMIIH — BiX
MPOCTUX CHCTeM 0aliB, 3HAYKIB 1 PEUTHHTIB 10
KOMIUICKCHUX  MOJICJie  MOTHBAllli KOPHCTYBadYiB.
KoskHa MOJeNTs aKIIeHTy€eThCS Ha PI3HUX aCHEeKTax: OJHi
30CepeKeHi Ha BHYTpIOTHIX MOTHWBAaxX, IHIN — Ha
30BHIIIHIX BUHATOPOaX, Ha TUIOJOTII TpaBIiB abo Ha
MOETAITHOMY IIPOEKTYBaHHI irpoBoro nocsimy. Yepes
BiJICYTHICTh YHiIBEpCAJIFHOTO MiAXOTy ITOCTA€ HAyKOBa
3a/ayua; Ky 3 Cy4acHUX MOJEICH JOIUIBHO 00paTH Uit
KoHKpeTHOro IT-mpoekTy i sk i 3aCTOCYBaHHS BILTUHE
Ha pe3yNbTaT TaKOTO MPOEKTY? A OTXKe, TOCIiIKyBaHY
TEMaTHKy MIOAO0 BHOOpPY Kpamoi mMozeni rekmigikarii
JUIS  BUKOPHCTaHHSI B npoekrax  1udpoBoi
TpaHchopMallii  MIANIPHEMCTB  MOXHA  BBa)KaTH
aKTyaJbHOIO 1 MPAKTHYHO I[IHHOIO.

Merta cTarTi

Mertoro 11i€1 CTaTTi € MPOBEACHHS aHANI3Y CyJacHUX
Mmozenei (pperimBopkiB) reiimidikanii aust IT-npoekris,
BHOKpPEMJICHHS iXHiX IepeBar i HeI0iKiB, 3IiCHEHHS X
TIOPIBHSIHHSI Ta TPOBEIEHHS Kiacudikamii 3 MeToIo
BU3HAYCHHS HAWOUIBII  e()EeKTUBHUX MIAXOIIB 1
NPUHLMIIB 3acTOCYBaHHA reiMidikanii y mnpoekrax
nnpoBoi Tpanchopmarii mamprueEMCTB.

AHaJi3 cydyacHUX mMojeJieil reitmigikamii
s IT-npoekris

Jns mpoBeneHHst aHaiizy oOpaHo 9 mommMpeHux
Moxeneit reimidikamii. L[i mMomenmi BKIIOYalOTH Pi3HI
IHCTpyMEHTH Ta 0a3yloTbC Ha pI3HMX HayKOBHX
HiAIPYHTSX. AHaJIi3 MOJIENIEH HaBeIeHO HIDKYE.

Octalysis — 11e Monens, po3podiena lO0-kait Yoy y
2012 pomi [2]. Momenb CKIamgaeThCs 3 BOCHMH
CKJIaJIOBMX MOTHBALl, pO3MILIEHUX y (OPMi OKTaroHa

(puc. 1).
Kosxna CKJIaZioBa pernpeseHTye MEBHY
NICUXOJIOTIYHY  PYIIHHY CHIy, KOXHY 3  SKHX

MIAKPIIUICHO MPUKIIAJaMH MOTHBAIIIT, OITUC SKUX HAJTaHO
HIDKYE.

1. Emiune 3HauenHs Ta mnoxnmukaHas (Epic
Meaning & Calling) — motuBauiituuii pymiii, npu sskomy
rpaBelb BBaXKa€, M0 BiH POOWTH IMIOCH Ba)JIMBE IS
BEJIMKO1 KUTBKOCTI JIF0eH, abo 1110 fioro Oyiio «oOpaHo»
JUISl LIOTO.

2. PoszButok Ta gocsrHeHHs (Development &
Accomplishment) — MoTHBamiiHWI pymIiii pPO3BHUTKY,
Iporpecy, IOKpAIEHHS HaBMYOK Ta  I1OJOJAHHS
CKJIaJIHUX BUKJIMKIB. Yoy 3a3Ha4ae, 1110 caMe «BUKIIHKY €
KITIOYOBUM JJISL IBOTO PYIIisl, aJKe «3HAYOK 9U Tpodeit
0e3 BUKIIUKY B3araii He MalOTh CEHCY.

3. Po3mmpeHHs MOXJIMBOCTEH TBOPYOCTI Ta
3BopoTHOTO 3B’13Ky (Empowerment of Creativity &

Feedback) — 3amydeHHs KOpHCTyBadiB 10 TBOPYOTO
IpoIiecy, ¢ BOHM MalOTh CaMi BUPIIIyBaTH 3aladi Ta
BUIIPOOOBYBaTH pi3HI minxoau. Lle mo3Bossie HE TiMBKU
BUSIBUTH TBOpPYI 3A410HOCTI, 1110 IPUTaMaHHI JIIOAsIM, alie
i mo0aYnTH pe3ynpTaTH CBOE] TBOPYOCTI, OTPHMATH
3BOPOTHHUH 3B’S30K Ta HAJATH HOTO 1HIINM.

Meaning

Accomplishment Empowerment

Social

Ownership Influence

Scarcity Unpredictability

Avoidance

Pucynok 1 — Cxemamuyne 306paxcenns
@petimeopxy Octalysis [2]

4. Bnacuictb Ta BosominHs (Ownership &
Possession) — MoTHBamis Yepe3 BITYYTTS BIACHOCTI
KOpHCTYBa4a Hax 4uMMoch. Komu  KopucryBadi
BiZIYYBaIOTh, L0 BOJIOAIIOTH YMMOCH, BOHH IPHPOIHO
X04yTh POOHMTH CBOIO BIJIACHICTH Kpalle Ta BOJHOYAC
0a)ar0Th MaTH OLITBIIIC.

5. CoujanbHuit BB Ta criopinHeHicts (Social
Influence & Relatedness) — cowmianbui B3aemonuii, 110
MOTHBYIOTb Jtoeil. TakuMmu €, Hanpukiaa, MEHTOPCTBO,
NPUAHATTS, TOBAPUCTBO, alle TaKOX 1 3MaraHHsi Ta
3a3xapicts. Komw npyr um xosnera moOpe BOJIOIi€ TIEBHOIO
HAaBHYKOIO, KOPHCTYBa4 BiJUyBa€ INOTAT 1O OCBOEHHA
i€l HABUYKH HA TOMY X PiBHI a00 Kpamomy.

6. Jepiumt Ta  HerepmiHHs  (Scarcity &
Impatience) — OaxkaHHS MaTW LIOCh, IO HE MOJXKHA
orpumaru. Yoy Hanae npukian, sk Facebook crouarky
OyB 3aKpUTOI0O MEPEXEI0 JUIl JACKIJIbKOX BHAATHUX
yHIBEpCHUTETIB. AJie micis HOro BIAKPUTTS Ui BCiX,
6arato Jrofel MONyYMIIOCS TUTBKH TOMY, IIO BOHH HE
MOTJIH JOJTyYUTHCS paHile.

7. HenepenbauyBaHicTh Ta IOTUTIINBICTE
(Unpredictability & Curiosity) — GakaHHS 3HATH, IO
ctaHeTbest gaml. JIIOACBKMIT MO30K HaIaIITOBAHWI
Jymary, o Oyze Jajii, KOJH JIIOAWHA He 3Ha€ LbOoro. 3
omHoro OOKy, ILe MOTHBauUis, dYepe3 SKy JIOAH
LIiKaBIATBCS JITEpaTyporo Ta KiHemarorpagom. 3
IHIIOTO — ISl ) MOTHBALSl € OCHOBHHM JDKEPEIOM
3aJIeXKHOCTI BiJ a3apTHUX iTOP.
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8. TIporpam ta yaukaenns (Loss & Avoidance) —
OaxaHHS YHUKHYTH HETaTUBHUX HACHiAKiB. Brimouae six
KOPOTKOCTPOKOBE Oa)KaHHsS HE BTPATUTH PE3yJIbTATH
MOTMEPeIHhOI POOOTH, TaK 1 TOBrOCTPOKOBE HEOAKAHHS
BH3HATH TIOMIEPEIHI0O POOOTY MapHOIO0 depe3 OakaHHs
3YHUHHATHCS 3apas.

s Mopmesnp OXOIUIIOE BHYTDIIIHI Ta 30BHIIIHI
MOTHBALIHI YAHHUKHU Ta I03BOJIIE OLIHUTH CHIBHI Ta
cnabki CTOPOHW TPOEKTY reiMidikarlii 3 TOYKH 30py
MotuBanii. OnHak, 1ei ppedMBOpK caM 1o codi € TOBOITL
abctpakTHUM. Yepes3 1ie HOro mnpakTUYHa peasizaiis
Moke Oyt ckimamHimor. KpiM Toro, ms mMomens He
3aBKAM YITKO BKa3zye, SK caM¢ MOXXHa BUMIPSATH
e(heKTUBHICTh KOXXHOI CKJIQJ0BOi MOTHBAII IS
KOHKPETHOT'O KOHTEKCTY.

MDA (Mechanics, Dynamics, Aesthetics) — 1e
KJIaCHYHUN (PpEeHMBOPK, IO OYJIO MEPBHHHO CTBOPEHO
s gusany  irop  [3]. OpHak, BiH  TaKoOX
BHKOPUCTOBYETHCS Ui TMOOymoBH TeliMidikoBaHUX
cucreM. Lls Mopmens ommCye CIOXUBaHHS irop sK
CHUCTEMY «IIpaBWJIA-CHCTEMa-po3Bara», Ta BHU3HAYAE
BIJIMTOBIAHY TPIHKY €JIEMEHTIB irpOBOTO JAM3aiHY:

— MexaHiku — OKpeMi KOMIIOHEHTH TP Ha piBHI
MPECTABICHHS JaHUX Ta aJrOPUTMIB.

— JluHaMiK1 — IOBEiHKA MEXaHIK BiAMOBIAHO JI0
BXIJTHMX JaHUX BiJ] TpaBls (HANMPHUKIAM, HATUCKAHHS
KJIaBilll JUTst pyXY YM B3a€MOJIIT i3 IrPOBUMH CYTHOCTSIMH)
Ta BUXIIHUX JaHUX 1HIINX MEXaHIK.

— Ecretukn — 6akaHa eMolliiHa peakilis rpaBIld,
KOJIM BiH B3a€MOJII€ i3 iIrpOBOIO CHCTEMOIO.

Lei#t ¢peliMBOpK € yHiBepcaJbHUM Ta TMacye Uis
pizHOMaHITHHX TpoekTiB. Il #oro puca i mo3Bonwmia
BHUKOpPHUCTATU Woro s revmidikamii. et dpeiiMBopk
pO3Aiise TEXHIUHI Ta SMOINHI acHeKTH rerMidikarii,
0 JOMOMAara€ CTBOPUTH KOMIUIEKCHY CTPYKTYpYy
mpoekty. Opnak, ockinbku MDA He OyayBaBcs 3
ypaxyBaHHsIM TeiMidikamii, ¥oro aganrarmis s
revimigikanii notpebye baraTo JIOIATKOBUX
HaIpaimoBaHb, Hampukiaa, po3podkun KPI ta iHmmx
METPHK YCIIIIHOCTI.

Monens D6 ©Oyna 3amponoHoBana KeiHom
Bep6axom ta Jlenom Xanrepom y ixHit kau3i «For the
Winy» [4]. Lls Monenb ONMUCYE IIICTh €TamiB po3poOKH
reiimidikaniiHoI cucTemMu:

1. «Define Business Objectives» — BH3HAYUTH
6i3HeC-TIiTi.

2. «Delineate Target Behaviors» — oxpecnutn
OakaHy TOBEJIIHKY KOPHCTYBayiB.

3. «Describe Your Players» — onmucaTtu «rpaBIiiB»
(aymuropito).

4. «Devise Activity Loops» — po3pobutu nerii
AKTHBHOCTI (IIMKJI Ji1 Ta 3a0X0UYEHHS).

5. «Don’t Forget the Fun» — 3ramatm mpo
PO3BaXKAIBLHUHN €JICMEHT.

6. «Deploy the Appropriate Tools» — 3anpoBaguTI
THCTPYMEHTH Ta TEXHOJIOTIi.

Ha BimMminy Big nmonepenaboi moneni, D6 Bu3Hayae
TTOCITi TOBHUH TIOKPOKOBHIA porec PO3pOOKHU
reiimidikaniiHol cucTeMH, moO A00pe Mpaioe B
KOHTeKCTi Oi3Hecy. BoHa BpaxoBye sk wijii oprasizarii,
Tak 1 TOTpeOM KOPHCTYBadiB, a TaKOXK (HOPMYIIOE
nmoTpedy y BHMIPIOBaHHI KIIOYOBHX METPHUK IS
OIIIHIOBaHHS €(EKTUBHOCTI MOJAEII Ta HEOOXiTHOCTI
BHECEHHS 3MiH. Bopgnowac, 1 MoAenb € JOBOJI
3arajJbHOI0 Ta HE BH3HAYA€ TJIMOWHHOI IICHXOJOTIYHOT
mogeni moruBauii. Kpim toro, D6 cdokycoBana Ha
Oi3Hec-npouiecax, 1 Juid I BHKOPHCTaHHS B IHIINX
PI3HOBHIAX TIPOEKTIB (OCBITHIX, COIIaJbHUX TOIIO)
NOTpiOHA 10J]aTKOBA alalTallis.

RAMP — mopens, sika 3alporoHOBaHa AHIKEEM
MapueBcki, mo 0a3yeTbcsi Ha Tcuxonoriuniin Teopii
camozerepmiHarii [5 — 6] 1 3acHOBaHa HAa HACTYITHHUX
MPHUHIUIAX:

— Relatedness (CriopinneHicTs): Jltoqu nparayTh
BimyyBaTu ce0¢ YAaCTUHOIO CIIIBHOTH, TPYNH YU
KOMaH[1, OyTyBaTh CTOCYHKH 3 IHIIIUMU, OTPUMYBATH Ta
HA/IaBaTH MiJTPUMKY.

— Autonomy (ABTOHOMHICTB): Jlfomu XO4yTh
BiJYyBaTH, IO BOHH KOHTPOJIIOIOTH CBOI Jii 1 MaroTh
MOXJIMBICTH OOMpATH BIACHUH IUISX (SIK Y XKHTTI, TaK 1y
rpi).

— Mastery (KommerenTHicts): Jliogm mnparayThb
PO3BHUBATH i BIOCKOHAIIOBATH CBOI HABUYKH, BIIYyBaTH
MpOrpec Ta AOCATATH HOBOT'O PiBHS KOMIIETEHTHOCTI.

— Purpose (Meta): Jlrogu X04yTh BiT4yBaTH, IO
iXHi [ii MarOTh 3HAYEHHS 1 BHIIY I[IHHICTh, HDK MPOCTO
OTPUMAHHS BUHATOPOH YH 33JI0BOJICHHS BiJ[ MPOLIECY.

RAMP mnpornonye 6inbIn JOBrOCTPOKOBHI BapiaHT
MIATPUMKE MOTHBAIl Yepe3 3aJ0BOJICHHS 0a30BHX
NICUXOJIOTIYHMX TOTpeOd, HiDXK Oararo MpOCTIMINX
Mojenei reimidikarii, SIK1 BHKOPHUCTOBYIOTh
KOPOTKOCTPOKOBI CTUMYJIH, TaKi sk 6anu Ta 3Hauknd. Ha
BigMiHy Bij D6, 111 MOJeNb € TOBOJII YHIBEPCAJIBHOIO Ta
MOXXe OyTH BUKOPHCTaHa MPAKTUIHO Y OYIb-SIKOMY
poeKTi 6e3 ocobmuBuX 3MiH. OTHAK, 1€ € 1 HEIOJTIKOM,
00 Taka yHIBEpPCaJIbHICTh BIIXOIUTH BiJl KOHIECHTYaIbHOT
Hatypu (pedMBOpPKY, Kosiu Toi camuii D6 € maibke
JIETATBHUM TIIAaHOM Po3poOku. KpiM Toro, BUKOHAHHS
NeSKUX TPUHIUIIB, HANPHUKIaa, Autonomy, CKJIAIHO
OIIIHUTH Ha OCHOBI SIKHXOCh METPUK. BoHH MOTPeOYIOTH
aHamilzy Ta  BUKOPHUCTaHHS
OTNUTYBAaJBHUKIB JUIS MIEPEBIPKHU STKOCTI MOECIT.

Gamification Model Canvas (GMC) - 1e
Bi3yaJlbHUIl  IHCTpyMeHT,  po3poOsenuii  Ceprio
XiMeHe30M, [0 J0TIOMara€ CHCTEMaTH3yBaTH IIPOIIEC
reiimidikanii [7]. Bin cxoxuili 3a cTpyKTyporo Ha
Business Model Canvas — momyisipHHH 1HCTpYMEHT
cTparerivHoro MeHepkMenTy [8]. Ha puc. 2 300pakeHo
GMC i3 3ampomOHOBaHUM  IOPSIIAKOM
3amoBHEHHsT OJOKiB [9]. 3MICT KOXHOTO 13 OJIOKiB
HaBE/ICHO HIDKYE:

OimplI  TIUOOKOTO

ma0JI0H
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— Benefits (Kopucts) — ski pesympTaté Mae
MIPUHECTH TeiMidikoBaHa CUCTeMa, SIKy KOPUCTh BOHA
Ma€ NPUHECTH KOPHCTyBauaM, KOMIIaHii, CHLIBHOTI,
rpoMaJi TOIIO.

— Players (I'paB1ii) — onvic MaiiOyTHIX KOpHUCTYBadiB
CHCTEMH Ta IXHIX OUIKyBaHb BiJ] CHCTEMH. TyT TaKOX
BHU3HAYAETHCS KJIACH(]IKallis TPABIiB 32 TUIIAMH.

— Behaviors (IToBeainka abo mMojeni MOBEIIHKN)
— AKTHBHOCTi, fKi OyIyTh BHKOHYBaTH KOPHCTYyBadi
CUCTEMH.

— Aecsthetics (Ecretnkn) — emouiiini peakuii
KOPHUCTYBaYiB i1 4aC BUKOPUCTAHHS CHCTEMH.

— Dynamics ([IuraMiku) — KOMIIOHCHTH CUCTEMHU,
10 MAalOTh BHUKJIMKATH peaklii, [0 3a3HaueHi y Omoui
Aesthetics.

— Components (Kommnonentn) —
CHUCTEMH, IO CKJIAJAI0Th IWHAMIKU, SKi BH3HAYCHI Y
6moni Dynamics.

CICMCHTH

— Mechanics (MexaHikn) — i, MOJI€JTi TOBETIHKH
Ta MEXaHi3MH YNPaBIIHHA, IO Ma€ TPaBelpb IiJl Yac
B3a€EMOJIIT 13 CHCTEMOIO.

— Platforms (Ilmardopmu) — cepemoBuiie, B
SIKOMY TpaioBaTUMe cucteMa. Moxe OyTtu sk
(i3UYHUM, TaK 1 BIpTyaJbHUM.

— Costs (Bapricts) — pecypen, mo MaroTh OyTH
BHTpadCHi 7S BIPOBaDKEHHS crcteMu. Leit 610k Moxke
BKJIIOYaTH MarepialibHi pecypcH, JIOACHKI pecypcu Ta
1HIII, BKJIFOYHO 3 YaCOM.

L3 | DYnamics W, | AESTHETICS | rravers p

PLATFORMS MECHANICS
=

$4— 7 4
5 e
3 4

2
: 1
!

COMPONENTS ‘

cOSTS * [ | senerms /BENEFITS ~

9

£
Pucynok 2 — GMC i3 3anpononosanum nopaokom
6HeceHHs ingopmayii 0o 6nokig [9]
GMC Hazae npocTHil y BUKOPUCTAHHI Ta 3pyYHUI
IHCTPYMEHT IJIaHyBaHHSA Ta Ju3aiHy TS

reiividikoBaHnx cmcTem. Moro mpocToTa I03BOISE
Jerko KoMmOiHyBaTH Horo 3 iHOIMMH (pperMBOpKaMU.
BonmHouac, BiH Oiunbiie (oOKycyeTbecss Ha CTaTHYHIN
Bizyaumizamnii moTped MpoeKTy — Ay OLTBII TITMOMHHOTO
MOTIISAy HEOOXimHI MONAaTKOBI IHCTpyMeHTH. Takox
BapTo 3a3HAYUTH, 110 e IHCTpYMEHT
BUKOPHCTOBYETBCSI HE Jy>KE€ JIOBFO i Ma€ IOPIBHSIHO
MEHIIIE aKaAeMIYHHX IOCIIIKEHD, ITOB SI3aHUX 13 HHUM,
TOMY €(eKTHBHICTb LIOTO IHCTPYMEHTY HE JIOBEICHO
0CTaTOYHO.

Hexad e xnmacudikaniitnum QperdMBOpKOM, SIKUi
ONHCy€  IICTh  OCHOBHHX  THIIB «TpaBIiB»
(xopuctyBauiB) y reiimidikaniitnux cucremax [10]:

— Philanthropists (®inanTpormm).

— Socialisers (Comiamizatopn).

— Free Spirits (Bimsai dyxom).

— Achievers (3n00yBaui).

— Players (I'paBmi).

— Disruptors (PyiiHiBHUKH).

KoxeH Tun TpaBIiB Mae BIAacHI MOTHBALiWHI
IpaiiBepd Ta YMNOAOOAaHHS MIOMO IrPOBHUX MEXaHiK.
Hanpukman, Comiamizatopn  Haiibinpme MiHYIOTH
couianbHy B3a€MOJI0, a 3100yBayi — 3MaraHHs.

Hexad no3Bossie 3po3ymiTH MOTHBAIIO PI3HUX
TPYII KOPUCTYBAYiB Ta BPaxOBYBATH il i/ 9ac PO3pOOKH
reiimigikoBanoi cucremu. Hexad Takok Mae eMImpuIHO
nepeBipeHy cucreMy BuMipy Metpuk [11]. BonHouac, us
MOJIeNIb B IIEPINy 4Yepry CIpsSMOBaHa Ha Kiacupikamiro
KOPHUCTYBadiB, a HE Ha CTBOPEHHS CHCTEMH B IIJIOMY.
Kpim TOTO, /1715 yCHINIHOTO BUKOPHCTAaHHS € 1MOTpeda y
JIOJJATKOBUX 1HCTPYMEHTAX JIJISI BU3HAYCHHS THITIB TPABIIiB
Y pearbHUX MPO€EKTaX (HAPHUKIIAI, aHKETYBAHHS).

Hook Model, po3poonena Hipom Esmem — ue
KOHIICTIIIis, SIKA YaCTO 3aCTOCOBYETHCS ISl (POPMYBAHHS
3BHYOK y B3a€MOAii KOpUCTyBada 3 mpomykrom [12].
Mopens CKIIagaeThCs 3 YOTUPHOX (as3:

— Trigger (Tpurep) — moxist abo crumyIn, w0
CIIOHYKa€ KOPUCTyBayda A0 Jii.

— Action ([is) — mpocTa mis, Ky KOpPHCTyBa4
MOJKE€ BUKOHATH 3 MIHIMAJIbHUMH 3YCHJUIMHU.

— Variable Reward (3MminHa BuHaropoma) —
HemnepenOadyBaHa ab0 dYacTKOBO HermepeadadyBaHa
BHHATOPOJIa ISl MIATPUMKH 3aI[iKaBICHOCTI.

— Investment (IHBecTHIsT) — BHECOK KOPHCTYBayda
(gac, rpomr, KOHTEHT), IO 30UIbIIYE WMOBIPHICTH
MTOBTOPEHHS IUKITY.

In Momenb oOpieHTOBaHa Ha JOBIOCTPOKOBE
3aJydeHHSI KOPHCTYBadiB uepe3 (OpMyBaHHS 3BHUOK
METOJaMU TOBEAIHKOBOI rcuxoiorii. I'eimidikaris ta
iIrpoBi MeXaHIKM HE € ILEHTPaJbHUM (OKYyCOM
(GpeliMBOpKY, Xo4ya MEsKi MiAXOJH MNEPETHHAIOTHCS.
HanmipHe BHKOPHCTaHHS TaKHX TPOIYKTIB MOXKE
MPU3BECTU IO CIPABXKHBOI 3aJICKHOCTI KOPHCTYBAYiB.
BinnoBigHO, X04a I MOJAETbh HA MPAKTHI 1 TOKa3ye
CBOIO €()EKTHBHICTh, ICHYIOTh peajibHi €THYHI IMHTaHHS
OO0 MAHIMyJAIil KOPHCTYyBadyaMH y  BHIAIKY
HAJIMIPHOTO BUKOPHUCTAHHS MiIXOTY.

Game Thinking Framework O0yno cTBOpeHO
reiimnamuzaitaepamu Emi JIxo ta Crorrom Kimom [13]
(puc. 3). le ¢peiimBopk 00’enHye mpuHiImMnu Lean
Startup Ta reiimidikanii. OCHOBHA ifes — PO3NIAIATH
MPOAYKT SIK TPY 3 TOYKM 30py TaK 3BAHOI «IOIOPOXKi
rpaBii» (player journey) Ta KIFOYOBHX CTadii PO3BHTKY
kopuctyBavya. CKIaTaeThCs 3 €JIEMEHTIB, IO OMUCaHI
HIDKYE:
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— Discovery (Kopucrysaui
3HaHOMIIATBCA 3 IPOTYKTOM).
— Onboarding (HaBuanHs, nepii KpokH).

BIIEpILIE

— Habit Building (dopmyBaHHs 3BHUKH).

— Mastery (IlormubneHHsS HaBHYOK, Iepexin Ha
BHUIIUY PiBEHB).

Ioennanns  OisHec-mimxomy Lean, irpoBoro
IU3aiiHy Ta IICUXOJIOTIYHMX TEOpiil MOBENIHKN JO3BOJISIE
CTBOPUTH CHCTEMY, IO CIPsSIMOBaHa Ha TPHUBAILY
B3a€MOJIIF0 KOPUCTYBada 3 MPOAYKTOM, a HE JIMIIC Ha
KopoTkouyacHe 3amydyenHs. Lleii ¢peliMmBopk nmae
IHCTpYMEHTH [ IOBUAKOTO TIPOTOTHUITYBAaHHS Ta
TECTyBaHHS ITPOBMX MeEXaHIK, L0 MOXYTb OyTH
BHUKOPHUCTaHI B CHCTEMi. 3 HEJONIKIB MOXKHA 3a3HAYUTH
MOPIBHAHY CKJIAAHICTH Ii€l METOMOJIOTii, ajpke BOHA
morpebye xoda 0 3araJpHOTO po3yMiHHS Lean Ta iHIIMX
migxonie  Agile. Taka ckmamHICTh poOUTH  LEH
(¢peiMBOpK HE IOCHUTH MOCTYIIHHUM JUII HEBEIUKUX
MIPOEKTIB Ta MEHIINX KOMAH]I.

Design
Thinking

Game

W Agile&
Thinking

Lean UX

Systems
Thinking

Pucynox 3 — Cmpyxmypa nioxooy Game Thinking

PBL € Haii6inbI1 NOMNPEHOIO TPiaJol0 MEXaHIK y
reiimidikarii, CKIagaeThCs 13 HACTYITHUX €JIEMEHTIB:

— Points (bamm) —  OCHOBHa  OJWHMIISL
BUMIPIOBAaHHS «IIPOTrpecy» ado «aKTUBHOCTI».
— Badges (3mauxku) — Bi3yanbHI BiJ3HAaKH 32

IOCATHEHHS TIEBHUX IITEH.

— Leaderboards (Tabmui nigepiB) — pedTHHTH,
II0  NOpIBHIOIOTb  KOPUCTYBAa4yiB 32  IEBHUMH
MTOKa3HUKAMH.

Xoua PBL He 3aBxIyM Ha3MBaIOTh MOBHOIIHHAM
«ppeliMBOpKOM», y ©0araTboX BHMIAJKax BIH cTae
0azucom ULt LIBHJKOTO BIIPOBAJPKEHHS
reiimigikamiifaux enemeHTiB [14].

PBL mysxe erko iHTETpyeThCS B iICHYIOUi IPOEKTH,
B ToMmy umchi TexHiuHo. Ile moOpe Bimomuii Ta

PO3MOBCIOKEHUN MiAXiA, IS peamizamii SKoro iCHye
Oararo roroBux O0i0mioTeK Ta cepBiciB. BiH Takox
LIBUAKO JIA€ OCSHKHUI pe3ysIbTaT 3aJIydeHHs 1 MOTHBALL],
0COOJIMBO KOJIM KOPUCTYBA4iB CTUMYJIIOE CYIEPHHULITBO.
OpHak y TOpIBHAHHI 3 IHITUMH MOJIEISAMHE reiiMidikarmii
PBL € noBomi moBepxuaeBuM [15]. Bin cokycoBanmii Ha
3abe3nedeHHi 30BHIIHBOT MOTHBALIT Yepe3 BUHATOPO/IH,
aje HE CHOpSIMOBAHMN Ha 3a0€3MEUCHHS BHYTPIIIHBOI
MOTHBaIlil KopuctyBadiB. Lle o3Havae, mo 3 9acom Horo
epexr ciabHe, 0cOOJMBO MJIsI KOPUCTYBadyiB, ILO
HEJIOCTaTHbO 3alliKaBJICHI Yy 3MarajibHOMY eJIEMEHTI
reimigikarii.

Koxen ¢pelimBopk, mo 0Oyio
IIPOIIOHY€E BJIACHI I1HCTPYMEHTH Ta NPHUHLMUIHN, SIKi
CIPUAIOTh TIHUOMIOMY 3alydeHHIO, OUTBII aKTHUBHIil
KOMYHIKaIlii Ta OLTBIIIH JOAIBHOCTI A0 TPOAYKTY Ta
KommaHii. Yci GppeliMBOpPKH 30cepe/pkeHi Ha ToMy, abu
BHKJIUKATH B KOPHCTYBaYiB/CIiBpOOITHUKIB
3aIiKaBJICHICTh, MOTHBAIIIO Ta OaXKaHHS MPOJOBKYBATH
B3aemoxito. Ilpm npomy Mogmenmi, sKi HalOiIbIIe
NPALOIOTh 13 BHYTPilIHB010 MoTHBanico (RAMP, Game
Thinking, Four Keys 2 Fun, Octalysis),
3a0e3neuyroTh OUIbII TpUBaIUK eeKT 3aydeHHs.

®peiiMBOpKH, IO CIPSIMOBaHI Ha MiITPUMKY abo
CTHMYJIIOBAHHS COIiaJIbHOI B3a€MO/Iii, CIIPUSAIOTH TOMY,
mo6 rpaBmi Oimpime cminkyBammcs (Octalysis, RAMP
yepe3 Relatedness, Hexad nnst Socialisers, PBL uepe3
Tabmuii JigepiB). Y Oi3HEcC-CepeNoBWINI 1€ MOXKE
CIIPUATH 3pOCTaHHIO Kojaboparlii, 0OMiHy 3HaHHSAMH Ta
B3aemMoniaTpuMLi. [IpoTe HeBaae BIPOBaKEHHS TAKUX
(peliMBOpKIB  MOXE  MPHU3BECTH O  HAIAMIPHOL
KOHKYPEHIIIi 3 BiAIOBITHIMH HETATHBHUMH HACITIIKaMU.

[NopiBHsibHUE aHani3 GpeliMBOpPKIB, NPOBEACHUN
aBTOpaMH 3a JIeKIbKOMa XapaKTepUCTHKAMH, HaBEJCHO
y Tabnuti (BukopucTtana 10-6aipHa eKcriepTHa IIKaia).

MeTor0 HOPIBHSUTFHOTO aHaji3y OyJ0 BU3HAYEHHS
CYTTEBUX XapaKTEPUCTUK KOXKHOTO (pEHMBOpPKY, aje He
minoip epeKTHBHOTO  (pEeHMBOPKY 10
BIPOBADKCHHS, [0 MOXKE CTAHOBUTU OJMH 3 BEKTOPIB
MaiOyTHIX JIOCHIDKEHb y OOpaHOMYy HamlpsMKY,
BPaxOBYIOUH OCOOJMMBOCTI KOXHOro THmy IT-mpoekrty
200 mpoekTy UG POBOi TpaHCHOpMAaIii.

Takox  Bapro JIOSUTBHICTB
KOpHUCTyBaviB reimiQikoBaHoi cucTeMu (GopMyeThCs,
KOJIM BOHH OTPUMYIOTH 33J0BOJICHHA 0a30BHX MOTped
(RAMP), BimuyBatoTe mporpec i 0coONHMBE 3HAYCHHS
(Octalysis, SDT) a0 xoJi iHTETPYIOTHCSI B CIOKETH Ta
ciuimeHoty (Game Thinking, MDA). PBL wmoxe
MiATPUMYBATH JIOSUITFHICTh HA KOPOTKOMY 1 CEpeIHBOMY
eTarti, ae 0e3 raubmoi MmotuBaii (Autonomy, Mastery,
Purpose) 3auikaBieHiCTh MOXE LIBHIKO 3MEHIIUTHCS.
Hook Model momomarae CTBOPHTH LHKI 3BHYOK ¥
KOpHUCTYyBaya, ajie B KOPIOPATUBHIN KyJIbTYpi HEOOXiHO
JIOTIOBHIOBATH ~ HOTO  €JIEMEHTaMH  BHYTPIIIHBOTO
PO3BUTKY, 100 YHUKHYTH HaAMipHO{ MaHITyISITHBHOCTI.

PO3IIISIHYTO,

qacTo

HaKO1IBIIT

3a3Ha4yuTu, 1o
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Tabauys — Iopienanvruil ananiz peiimeopkie

[pakTryHicTh 10 Bukopucranns | MoxiuBicTh
Ne ®DpeitMBOpK 1 HOro CKIIaa0Bi 3aCTOCYBaHHS CKJIamHICTh | MOTHBAIIHHUX hi()
(BUMIpIOBaHICTh) Moenei iHTeTparii
1 | Octalysis 4 8 7 8
2 | MDA (Mechanics, Dynamics, Aesthetics) 3 5 5 9
D6 (Define, Delineate, Describe, Devise, Don’t
3 6 6 4 5
Forget, Deploy)
4 RAMP (Relatedness, Autonomy Mastery, 7 6 p p
Purpose)
5 | Gamification Model Canvas (GMC) 8 4 6 6
6 Hexad (Philanthropists, Socialisers, Free 9 7 9 5
Spirits, Achievers, Players, Disruptors)
Hook Model (Trigger, Action, Variable
7 7 6 7 4
Reward, Investment)
p Game Thinking Framework (Discovery, p 9 6 9
Onboarding, Habit Building, Mastery)
9 | PBL (Points, Badges, Leaderboards) 5 4 7 10

Kanacudikauisa Mmoaenei reiimidikamnii

[I106 edhexTBHO 3acTOCYBATH MO revimMidikamii
B KOHTEKCTi IT-mpoekTiB, HOIIBHO KiacHu(iKyBaTH
iCHyro4Yi Mojedni 3a TCBHMMH O3Hakamu. Hinkue
3aIPOIIOHOBAHO KJIacH(iKallito reimigikaiiHnx Moaene,
pemeBaHTHUX 17 minnmpuemcTs IT-ramysi, 3rpymoBaHmx
3a iX CIPAMOBAHICTIO Ta KOHIIETITYaJIbHOIO OCHOBOIO.

1. MoruBaniiini Mopesi (opieHTOBaHI Ha
ncuxojoriyni morpedm). o 1miei kareropii MokHa
BiJIHECTH MiAXO0/H, 110 0a3yIOThCS HA TEOPisTX MOTHBAIII|
1 cCraBIsiTh Ha MeETi 3aJOBOJICHHS BHYTPIIIHIX
NICUXOJIOTIYHUX 1OTpeOd yuyacHWKiB. B ix ocHoBI —
pPO3yMiHHS, IO TJIMOOKA, TOBTOCTPOKOBA 3aTY4YCHICTH
BUHMKAE TOAI, KOJNHM Y JIIOJMHU BUHHMKAE BHYTPILIHS
MoTtuBalis  (UikaBicTh, OaxaHHs camopeaizalii,
coriayibHa B3aeMoist). KirtouoBi npecTaBHUKY:

— w™oxenp Octalysis (FO-kait Yoy) 3 BiceMoMa
CKJIJOBMMH  MOTHBAalii, 110  OXOIUIIOIOTh  SIK
CaMOPO3BUTOK, TaK i colliai3allito.

— wmogmenb RAMP (A. MapueBcki), 1110 3acCHOBaHa
Ha 33J0BOJICHHI YOTUPHOX 0a30BUX moTped —
Relatedness, Autonomy, Mastery, Purpose
(ciopimHeHiCTh, aBTOHOMIS, MACTEPHICTh, META).

— kounenuis  Meaningful Gamification (C.
HikosncoH), sika TakoX CIIMPAEThCSI Ha BHYTPILIHIO
MOTHBAIIIIO 1 TPOIOHYE 3aIy4aTH KOPHUCTyBada depes
HaJaHHs HOMY CEHCIB, a HE 30BHIIITHIX BUHATOPOI.

VYci 1i Mozeni aKkUEHTYIOTh yBary Ha CTBOPEHHI
3HAYYIIOTO JOCBIMY: 3aMICTh TOTO, MO0 MPUMYIITYBAaTH
KopucTyBada abo "KymyBaTu" #Oro yBary, BOHHU
nparHyth  3anikaButn  ioro. Jms  IT-mpoexTis
MOTHBALIIHI MOJIesli 0COOJIMBO BaXKJIMBI IPpU MOOYIOBI
JOBTOTPHUBAIMX TIPOrpaM 3alydeHHA (HAIpPUKIAL,
CUCTEM HaBYaHHS NEPCOHANY, SIKI MAIOTh MiATPUMYBATH
iHTepec MicausamMu). JloCiKeHHS MiATBEPIKYIOTh, 10

MOJielli, sSIKi OpI€EHTOBAaHI Ha BHYTPINIHIO MOTHBAILIIO,
3a0e3neuyroTh OibII TPUBAIHH eEeKT 3aIydeHHs, aHK
migxomu 3 (OKycoM TUTBKM HAa 30BHIIIHI CTHMYIIH.
TakyuM YHHOM, y KOPIIOPATUBHOMY CEpPEIOBHIII BOHH
CIIPUSIIOTH (hopMyBaHHIO cTilikoi JIOSUTHHOCTI
CHiBpOOITHUKIB: BOHM 1 Jaii OyayTh KOpUCTYBaTHCS
CHCTEMOIO a00 MpaKTUKyBaTH Oa)kaHy MOBEIIHKY HaBiTh
mmo3a MaTepiallbHIMH OOHYCaMH, OCKUTBKH OTPHMYIOTH

BHYTpIIIHE  3aJ0BOJICHHSA  (BIAYYTTS  mporpecy,
MPUYETHOCTI IO BXKJIMBOI CIIPABH TOIIIO).
2. Mogeni, 10 3acHOBaHi Ha THIOJIOTIT

KopuctyBadiB (irposi cTmii). Ll rpyna ¢pelimBopkis
KJIacu(iKye LiIbOBY ayIUTOPIiIO 3a THUIAMH IpaBLiB —
TOOTO 32 PI3HUMH MOTHBAiMHUMHU  MPOPLISIMHU
yY9acHHKIB TeiiMidikoBaHoi cuctemu. Bigomo, mo He yci
JIFO/IM OJTHAKOBO PEarytoTh HA OJTHAKOBI CTUMYJIH: KOTOCh
OLUTbIIIC MOTHBYE 3MaraHHs, KOrOCh — KOJICKI[IOHYBaHHS
JIOCSITHEHB 4M CITIIKyBaHHS. [Ipukinaam Moaeneit:

— Tunonocia bapmna (R. Bartle’s Player Types)
[16], 1m0 BHOKpEeMITIOE YOTUPU TUIHU IpaBliB — BOuBII,
3n00yBaui, JJocmigauku, CoriamizaTtopu — 3aJI€KHO BiJ
TOTO, 4YM TIparHe JIIOAWHA 3MaraTucs, IPOXOAHUTH
BUIIPOOYBaHHS, IOCIIIXKYBATH UM CIIUIKYBaTHUCSA. Xo04a
o  MOIENb  NEepHIOYeproBO  po3poOiieHa  UIA
0araToKOpUCTYBANBKUX irop, ii ifei 3acCTOCOBYIOTh i B
reimidikanii 1 cerMenTanii KOpuCTyBauiB Ta miaoopy
BIAIIOBIIHUX MEXaHIK.

— binemr cyqacna — Hexad-modens TUTIB TPaBIIiB
(A. Mapuescki, tonoBHeHa nociimkeHHsMu . Tonnemno),
sika BuAUIAE icTh TUmiB: @imantpomn, Comiamizarop,
3mobyBau, I'paBens, BimpHHWIA ayxom, PyitHiBHEK
(Philanthropist, Socialiser, Achiever, Player, Free Spirit,
Disruptor).

JI1st KO’)KHOTO THUIY PEKOMEHIOBaHI TEeBHI irpoBi
MEXaHIK{: HampukiIan, 3100yBavdiB MOTHBYIOTH Oalid,
piBHi, ckmamHi 1ini; Comiami3aTopiB — CIIJIKyBaHHS,
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KOMaHJHI KOHKypcH; BiTbHUX AyXOM — MOJJIMBOCTI
TBOPYOCTI 1  JOCHIDKEHHS  CEPeNOBHINA  TOIIO.
3acrocyBanHs B IT-mpoekrax: THIOJNOTIYHI MOJEINI
KOpUCHI Ha eTami aHaimidy NiiboBoi ayautopii. B
KOPIIOPAaTHBHUX CHCTEMaxX MOXXKHA 3a JOIOMOTOIO
OTIMTYBAaHHS a00 CIIOCTEPEKEHHS BU3HAYMTH, SIKI THIH
JIOMIHYIOTb CepeJ] KOpUCTyBadyiB (CriBpoOIiTHHMKIB abo
KIIE€HTIB), 1 BiIMOBIHO HaJAIITYBaTH TredMidikariio —
HalpHUKJIal, MOAATH CWIBbHIIIE PO3BHHEHY COIiadbHYy
CKJIaJIOBY JUIS «COIiai3aTopiBy abo TaONIuUII JTiepiB I
THX, XTO JIIOOUTh 3MaraTucs. TakuM  YHUHOM
T IBUIIYETHCS PENIEBAHTHICTE MOTHBATOPIB IS Pi3HUX
Ipyl, BHACIIJOK YOro 3arajbHa 3ajy4eHICTh 3pOCTaE.
BaxnuBo 3a3HauMTH, 10 caMi THIOJOTIi HE HAOTh
PO3YMIiHHS TOTOBOTO JU3alHY CHCTEMH — 1€ iIHCTPYMEHT
nepcoHamizamii. BoHW 4YacTo BHKOPHUCTOBYIOTHCA Yy
MOEIHAHHI 3 IHIIMMU MOJCISIMH: HATIPHUKIIAM, CIIOYATKY
BH3HauUalTh mpodins kopuctyBauiB (Hexad), a mortim
migouparoTh MoTuBaliiHi mexaniku (Octalysis, RAMP)
i KOXKEH Tpodib.

3. TIponecni (meromonoriuni) d¢peliMBOpKH
reiimigikanii. Ile momeni, Mo MPOMOHYIOTh MOKPOKOBI
METOIU PO3pOOKH 1 BIIPOBA/PKCHHS TeiMidikoBaHMX
cucteM. BoHM 0cOoONMBO KOpPHCHI JUIsi MEHEIKEpiB
MIPOEKTIB, Oi3HEC-aHANITUKIB 1 Ju3aiiHEpiB, sKi
IUTAHYIOTh IHTETPYBATH irpOBi €JIEMEHTH y MPOIYKT UM
BHYTpimHii npouec. [IpeacTaBHuKY:

— Gamification Model Canvas (C. Ximenec) —
MIOJIOTHO ISl TPOEKTYBaHHS refimidikaiii 3a aHaori€e
3 Oi3HEC-MOJEIUIIO, SIKE CTPYKTYPY€E YCi KOMIIOHEHTH:
LUl TPOEKTY, LITbOBY ayAWUTOpil0 Ta ii HOBENiHKOBI
MOTHBH, OaxxaHi mii (IMOBEAIHKH), IrpoBi MEXaHIKH,
pecypcu Ta ToKazHWUKH edektuBHOCTi. Canvas
JIOTIOMAarae BpaxyBaTH SKOMOra OUIbIIC YHMHHUKIB TPU
JIM3aiiHi iIrpOBOI CHCTEMH.

— Iammit mpuknan — Framework «6D» (K.
Bepbaxa i J[. Xanrepa), mo nepeadadae ImicTh KPOKiB
reiimidikanii: Define objectives (Bu3HaumTH 1),
Delineate target behaviors (okpecnuru moTpibHi Moaemi
noseninku), Describe  your players  (ommcartu
aynuropiro), Devise activity loops (po3pobutu mnetdi
aKTHBHOCTI — IHKJIH il 1 3BOPOTHOTO 3B’s3Ky), Don't
forget the fun (mombatm mpo posmary) Ta Deploy
appropriate tools (BIpoBaJuTH IHCTPYMEHTH).

— Takox m0 MeromonoriyHnx (HperHMBOPKIB
MokHa BimHectn 3ragannii Game Thinking framework,
sakui cuHTe3ye Lean Startup i refiman3zaiin: nponoHye
CTBOPIOBATH «IUISAX IPaBIls» BiJl HOBaYKa JI0 €KCIIEPTa,
MIPOBOJUTH PETYJSAPHI IJICHTECTH MPOTOTHUIIB Ta
LIBUJIKO iITEPYBATH JAHM3aMH.

3nauenHss anst [T-mpoexTiB: mpouecHi Mozeni

BHUCTYIIAIOTh ~ CBOEPIAHOI  IOPOXXHBOK  KapTOO
BNpOBaDKeHHS reiimidikarii. BoHM HOMOBHIOIOTH
MOTHBALIiiHI Moell MPaKTUIHUMHU KpOKaMH.

Hampukman, Gamification Model Canvas mo3Bosisie
IHTeTpyBaTH B OJNHY CXeMy i1 miii Oi3Hecy, i moTpedun

KOpPHUCTYyBaJiB, 1 BIiONMOBiAHI irpoBi MexaHikh. Y
MIPOEKTHOMY  MEHEIDKMEHTI IT-xkoMmaniii  Taki
(peiMBOpKH  JIONIOMAararoTh CHUCTEMHO MiTiHTH IO
reiimidikanii: crovyarky y3rogutd OizHec-mimi (1o
TIPUKIIANy, MiIBUIINTH aKTUBHICTh KOPHUCTYBadiB Ha
20%), pmami BUOymyBaTH  METPHKH, 3pO3YMITH
MOTHBaLiiHUI npodink aymuropii, 1 TUIBKM HO TOMY
obupaTy KOHKpeTHi irpoBi pimenns. lle mo3Bosse
YHUKHYTH XaOTHYIHOTO JT0JIaBaHHs "refimidikaTopiB” 6e3
crparerii. OKpiM LbOTO, MPOLECHI MiAXOAN BPaXOBYIOTh
NUTAaHHA MaciuTaOyBaHHS, OLIHKKM pe3yJbTaTiB 1
OUKIIYHOCTI:  Oyap-aKy TeiMidikamiiny cuctemy
MOTPIOHO BJIOCKOHAIIOBAaTH Ha OCHOBI (Qigdeky Ta
aHAMITUKU (TIETIi 3BOPOTHOTO 3B’S3KY) [UIS TOTO, 00
BOHA 3aumanacs e(QeKTUBHOO.

4. Mopgeai irpoBoro au3aiiny (opieHTOBaHi Ha
Mexanmiku i muHamikm). Il karteropis 00’emgHye
MiIXOAM, IO 3armo3WdeHi Oe3rmocepe;HbO 3  Teopii
NU3aifHy irop, SKi 3aCTOCOBYIOTBHCS TIPH CTBOPCHHI
reiividikoBanux pimeHb. BoHu QokycyroTbcs Ha
CTPYKTYpi  IrpOBOrO  IIOCBiTy:  SIKIi ~ MEXaHIKH
BHKOPHUCTATH, K BOHH B3a€MOJIIOTh, IKHHA €CTETHIHUI
BIUIMB YMHATH Ha yyacHuKa. [Ipuknanu:

— MDA-¢peiimBopk — Mechanics, Dynamics,
Aesthetics, TOOTO CTpyKTYypa, sika MOJIIJISE TPy HA PiBEHB
0a3oBUX MexaHiKk (TmpaBuia, Oamw, MOXJIMBI Iii),
IUHaMiK (TIOBEIIHKOBI MATEPHU, [0 BHHUKAKOTH 13
MOETHAHHS MEXaHiK — 3MaraHHs, CIiBITpalls, IHTpHUra) Ta
eCTeTHKX (eMOIlii i BiM4yTTSA TpaBlsi — 3aJ0BOJICHHS,
Harpyra, paJgicTb BIIKPHTTS).

3acrocyBanHss MDA B reiiMiikanii gomomarae
nu3aifHepam  (OpManbHO —CIDIAHYBaTH, SK 3ajaHi
eleMEeHTH (HampHKiIan, TaOmuIs mimepiB i Oemki)
CTBOPIOBATHMYTh TMCBHY JWHAMIKY (3MaraHHs 3a mepiii
MicCIls, KOJIEKIIOHYBaHHS BHHAropoxa) i sKi eMoIii 1me
BHKJIMYE Y KOPUCTYBaUiB (a)KiOTaX, CAMOIIOBAry, a3apT).
Just  IT-mpoexTtiB, n€  CTBOPIOIOThCS — MPOTpaMHi
MPOAYKTH, MiAXiJ Yepe3 IrPOBHHA JW3aiH BUIAETHCS
nyxxe  gopedynuM.  Hampuxman, mpu po3poOii
KOPIIOPATHBHOTO IOPTAIy 3 CIEMCHTAMH TPH MOXHA
3actocyBatu MDA: Bu3HauuTH, 10 0a30BI MEXaHIKH
BKJIFOYAaTUMYTh OV 32 aKTUBHICTH 1 CHCTEMY PiBHIB; 3a
JIOTIOMOTOI0  IMHAMIK Oa)kKaHO OTPUMAaTH 370POBY
KOHKYPCHIIIFO MDX BifiiamMud Ta OoOMIH 3HAHHSAMH; a
eCTCTHYHHH  KOMIIOHEHT  BKIIIOYaTUME  BITIYTTSI
CIIIPHOTH Ta JPYXHBOTO CYNEpHHITBA. Takuid
CHUCTEeMHHUIl AM3aliH TapaHTye, WO reiMidikauis Oyne
CIpUAMATHUCS OPTaHivHO, K YaCTHHA MPOAYKTY. IrpoBi
NU3aifHEepPChKiI MOJIENi TaKOX aKICHTYIOTh yBary Ha
pO3Ba3i — YHMHHHKY, SKUH I1HKOJH HEIOOLIHIOIOTH Y

0i3Hec-cHcTeMax. Ipote 0e3 3aXOIUTHBOCTI
reiimigikamis  TEepeTBOPIOETRCS  HA  IMEe  OJUH
OIOpoKpaTHYHUH  iHCTpyMeHT. ToMy BpaxyBaHHS

€CTeTMKHM TpH (EMOLIHHOTO 3aJyYeHHs) € KPUTHYHO
BaXIMBUM: fK 3a3Hadae Bepbax, «don’t forget the fun»
— He 3a0yBaiTe PO 3aJ0BOJICHHS.
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5. Mopeni, siki opienToBaHi Ha dopmMyBaHHs
3BHYOK i TOBeXiHKOBHX OxkpemMo  BapTo
BHOKPEMUTH MiJIXOJH, IO 3HAXOISATHCA HA IMEPETHHI
reiiMiikanii Ta MOBEAIHKOBOT CKOHOMiKH/TICUXOJIOTII.
BoHn chnpsiMoBaHI Ha CTBOPEHHS CTIHKHX MOJeNel
MOBEAIHKH Y KOPUCTYBAUiB, 4acTO 4epe3 MOBTOPIOBaHI
UUKIH [ii Ta BUHAropoau. HaiBimomimow y HIbOMY
KoHTEKCTI € Momenb Hook — Ttak 3Bammit «Hooked
Model», mo omucye muKJI (GOPMyBaHHS 3BHYKH 3
YOTHPHOX (Pa3:

3MiH.

— Tpurep (internal/external trigger) — noxis abo
CTUMYIJI, IO CTIOHYKAE JI0 Jii.
— Mis

KOPUCTYBaya.

(action) — chopomieHa UUIBOBA s

— 3wminHa BuHaropoma (variable reward) -—
HeriepenbayyBaHa ab0 4YacTKOBO HerepeadadyBaHa
BUHAropo/ia 3a Ailo, 0 HiJCHIIIOE Oa)KaHHS TOBTOPUTH.

— TsBectuis (investment) — BHECOK KOpHCTyBada
(Hampukiaa, 3amoBHEHHs mpodimo abo CTBOPEHHS
KOHTEHTY), 10 30UIbIlye HOro MNPHUXWIBHICTE JI0
CHUCTEMH.

Ileii 1MWK TIOBTOPIOETBCS 3HOBY 1  3HOBY,
MOCTYIOBO «ITIICAKYIOYM» JFOIUHY Ha HPOIYKT abo
nporec. Y reimidikanii moxenr Hook 3acTocoByeThes,
HaIpHUKIJIaJl, B OCBITHIX Iuiatdopmax, mobd chopmyBatu
3BHYKY MIOJICHHOTO HABYaHHSI: CHUCTEMa HAaJICHIIAE
HaragyBaHHs (TpHUrep), KOPUCTYBA4 HMPOXOIUTH MIKPO-
YPOK (IIis1), OTPUMYE HECTIOIIBaHYy HAropoay — CKaXiMo,
HOBUH Oelk a00 BiIKpHBa€ HACTYITHUH piBeHb (3MiHHA
Haropoja), i iHBecTye cBiii yac y nporpec (iHBECTHIis),
1[0 CIIOHYKaTMME MOro IMOBEpHYTHCS 3aBTpa. I[HIImit
migxin — wmomenb B=MAT ®orra (Behavior =
Motivation, Ability, Trigger), sika cTBepaKye, IO
MOBEIHKOBA il BiAOYJICThCSA, KOJIM OIHOYACHO €
OCTaTHA  MOTHBAIlis, [JOCTaTHA  CHPOMOXKHICTB
(mpocrota BUKOHaHHs) 1 Tpurep and mii [17].
Iefimiikariss Moke MiABHIYBAaTH MOTHBALilO (depes3
Ipy), 301IBITYBaTH CITPOMOKHICTH BUKOHATH Jit0 (depe3
MiIKa3KWd, TPOCTHH iHTepdelic) i HamaBaTH TPUTEPH
(HaragyBaHHS, BUKJIMKH) — TOOTO IOKpAIlyBaTH Yci
CKIIQZIOB1 PIBHSHHS TTOBEIiHKH.
MIPOEKTIB, OPIEHTOBAaHMX Ha BHYTPINIHIX KOPUCTYBadiB
(criiBpOOITHUKIB), TOBEMIHKOBI MOAENI KOPHUCHI JuIs
BIIPOBA/KCHHS HOBHMX IHCTPYMCHTIB: HANPHUKIAM, 1100
CIIBpOOITHUKA TIOYAJIM PETYISIPHO KOPHUCTYBATHUCS
cUCTEMOI0 00JiKy po00Y0oro yacy, MOXHa 3aCTOCYBATH
Hook-mMonens — 3p0OUTH [0 CUCTEMY Y BUTIISAL TPH 3
LI0/ICHHUMH KOPOTKHMH 3aBIaHHSMH, BAHATOPOJIAMH 32

B kontekcti IT-

MOCTIHHICT 1 TporpecoM,  SKHH  CTUMYIIOE
MPOAOBXKYBaTH. 3  TOYKH 30py  IOBEHIHKOBUX
3aKOHOMIPHOCTEH, Taki METOIW CTBOPIOIOTH TMETIi

3BUYKHM, M0 3MEHIIYIOTH 3aJIe)KHICTh BiJl BOJI YH
30BHILIHLOTO CrhiBpoOITHUK  Hagami
CaMOCTIHHO No4nHa€e OakaTW BUKOHYBATH MOTPIiOHI nii,

KOHTPOJIIO.

OCKUIBKM HOro MO30K acoOIifo€ I1X 3 MalleHbKUMU
MIPUEMHAMH 320X0YCHHSIMH Ta BIIUYTTSAM TOCATHECHHS.
BTiM, BaXXIMBO 3a0€3MEYUTH €THYHICTh TAKUX ITiIXOIIB:
Ha/JMipHA MaHIMyJISATHBHICTh (HAIPUKIIA]], 3aHAJITO YaCTi
TPUTEPH UM 3AJCXKHICTH BiJi BHUHATOPOA) MOXKE
BHKJIMKATH 3BOPOTHY peakiito. ToMy cydacHi Mopeni
PEKOMEHIYIOTh KOMOiHyBaTH (OpMyBaHHS 3BHYOK 13
HaJaHHSIM pealbHOI KOPHCTI Ta 3HAYYIIOCTI IS
KOPHCTYyBaJa.

Jis BpaxyBaHHS MOTPeO KOHKPETHUX IPOEKTIB,
KOpHUCTYBa4iB Ta 3a/ad, HaWOUIbII BIpHUM pILIEHHSIM
BUTIIAMAE KOMOIHALA  OEKIIBKOX  MOAEIEH  UIs
BHUKOPHUCTAHHS CHJIBHHX CTOPiH KOXKHOI Ta IOJOJIAHHS
cnabkux. Hanpuxuaa, muist Boanoro Bukopucranus GMC
BapTO BHUKOPUCTOBYBaTH Kiacuikarito rpasiiB Hexad
IS BH3HAUCHHS KOpHCTyBalpkoi 0Oaszn; MDA st
(dopmauizariii MexaHik, TUHaMIiK Ta ecTeTk; RAMP mis
BHM3HAYCHHS KOPHUCTi, 0 Hajmae cucrema. lle Bce, y
MOEMHAHHI 3 KOPEKTHUMH TiAXOJaMH JO YHpPaBIiHHS
NPOEKTOM  reiMidikamii Ta  KOPEKTHOI  OIHKH
KOPHCHOCTI, MOKE HAQJaTH MOXIIUBICTh IO CTBOPCHHS
reiimipikoBaHoi cuUCTeMH, sKka Oyne MmATPUMYBaTH
MOTHBALIII0 Ta MOTPeOM KOpUCTyBalbKoi Oa3u came
LILOTO MTPOEKTY.

VYV migcyMKy BapTO 3a3HAYMTH, IO Pi3HI MOAENI
reiimigikamii JOMOBHIOIOTH OJHA OAHY, AKICHTYIOTh
pi3ni acniektu. st yemimHoi reiimidikanii IT-npoexty
4acTO JOIJIBHO KOMOIHYBaTH JCKiJdbKa ITiIXOJiB.
Hampukman, Mo)XHa BHUKOPHUCTATH THITOJIOTIIO TPABIliB
IUIS PO3YMIHHS ayauTOpii, 3aCTOCYBaTH MOTHUBAIIHY
MoJenb (Taky ik RAMP) s Bu3sHaueHHs, ki motpedu
BapTO 3aJ0BOJIBHUTH, 1 CIPOEKTYBATH KOHKPETHI
MexaHiku 3a gomnomororo MDA, norpumyBaTtHch npH
pOMY KpokiB meronoiiorii 6D. IToniOHa komIuieKCHA
po3poOka 3abe3meduye IUTICHICTE TelMidikoBaHOT
CHCTEMH Ta 11 BIJNOBIIHICT K MOTPedaM CIIOKHUBAYiB,
Tak 1 Oi3HEC-IILIISIM.

BexTopu mogajabmmx 10CaiKeHb

CdopmymroeMo BEKTOPH MOAANBIITNX TOCIIKEHD Y
00paHOMY HAIPSIMKY:

— po3pobka Meroay  MAO0OPy  CYKYIHOCTI
(xombiHarii) Moaenel reiimidikarii 1 BIpOBaKEHHS
y Bu3HaueHux Tumnax IT-npoekris.

— po3pobka  mMeromy  MmOOOPY  CYKYITHOCTI
(xombinarii) Moxmeneit revmidikarii aIsS 3MIACHEHHS
mudpoBoi  TpaHcdopmanii  miANpUEMCTB  0OpaHUX
ramyseii (e Buxitouno IT) aGo y3arajibHeHOTO.

— ¢dopmMamizaiis  BIAMOBIZHUX  METOHIB 3
BHKOPUCTAHHSAM MAaTEMaTHYHOTO arapaTry Teopii irop,
TEOpii HEYITKMX MHOXKHH Ta IHIIUX JOITBHUX.

— po3pobka aJTOPUTMIB BIIPOBAKEHHS
pO3pOOJIEHNX METOMIB Y TMPAaKTUYHY JiSUIBHICTH
HIAIPUEMCTB 1 OpraHizariii.
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— BNPOBAPKCHHS 3alpPOIIOHOBAHUX METOMIB Y
nisutbHICTh [T-kOMMIaHiii a00 MiANIPUEMCTB OOpaHKMX
rayry3eil Ta KOpEKIliss METOMIB 3a pe3ybTaTaMU TaKoTo
BIIPOBAKCHHSL.

BucnoBxku

3a pe3ynbpTaTaMu MPOBEJICHOTO aHAli3y BU3HAUEHO

KJIFOYOB1 Cyd4acHi Mozei revimMigikanii, ix
XapaKTePUCTUKU Ta TPHHIOWIMN 1ii. BcraHoBiIeHO, 110
KO)KHA MOJICJb Ma€ CBOi CHJIBHI CTOPOHHM 1 Taiy3i
e(heKTHBHOTO 3aCTOCYBaHHS: MOTHBAIIWHI (PEHMBOPKU
Theory)

(OKyCYIOThCS Ha BHYTPIIIHIX YWHHUKAX 3alTydeHHS,

(raki sx  Octalysis, Self-Determination
TOJI SIK CHCTEMH BHHAropo/ (Hanpukian, Points-Badges-
Leaderboards, SAPS) cTumyior0Th KOPUCTYBadiB Yepes
30BHILIHI 3a0X04eHHsI. THrosorii rpaBuiB (Harnpukiaz,

Mojens bapTtia) 103BOJISAIOTE aJanTyBaTH reimidikariio

TIiJ] pi3Hi THITA ayUTOPii, a MPOIeCHI MOIETi Ha KIITAaJIT
6D 3abe3nedyloTh NOETANHE BIPOBAKEHHS IMPOBUX
€JIEMCHTIB. Y3arajdbHCHHWH aHaji3 MiITBEPIKYE, IO
YHIBEpPCAIILHOTO PIlICHHS HE ICHYE — KPAILHM BUIJISIAE
KOMIUICKCHUH TIXiA, 3a SKOTO €JIeMEHTH pPi3HUX

MoJenell KOMOIHYIOTBCS — BIATOBIAHO 1O HOTpPeO

KOHKPETHOTO TIPOEKTY Ta MOTHBAI[iHHOTO TPOdiIIO
KopucTyBauiB. TakuM 4YHMHOM, Cy4yacHI Mojeni
reiimigikarii € Ti€eBUM IHCTPYMEHTOM, SKHH (32 yMOBHU
MPaBWIBHOTO BHOOPY Ta HANAIITYBaHHS) 3MaTHUM
CYTTEBO  TiABUIIUTH

edextuBHICTh  [T-TIpOEKTIB.

OTpuMaHi y JOCHIJDKEHHI pEe3yJbTaTH CTaHOBJISATH
OCHOBY JUIsl TOJAJIBIINX HAIPALIOBaHb 100 MOJeIeH,
METOJIiB Ta AJITOPUTMIB BIIPOBA/DKEHHS reiiMidikarii Ta
il amarrranii ma crienuigHi BUMOTH PI3HHX TaiTy3ed B
uudpoBoi  Tpancopmariii

KOHTEKCTI  IPOEKTIB

T IITPUEMCTB.

Chnucox aiteparypu

1. Jacobides M. G. et al. The business value of gamification. California Management Review. 2024. Vol. 66, Ne 2.

P.91-107.

2. Chou Y.-K. The Octalysis Framework for Gamification & Behavioral Design. URL: https://yukaichou.com/gamification-

examples/octalysis-complete-gamification-framework/.

3. Hunicke R., LeBlanc M., Zubek R. MDA: A Formal Approach to Game Design and Game Research. A4AI Workshop on

Challenges in Game Al. 2004.

4. Werbach K., Hunter D. For the win, revised and updated edition: The power of gamification and game thinking in

business, education, government, and social impact. University of Pennsylvania Press, 2020.

5. Marczewski A. Even Ninja Monkeys like to play. Gamification, Game Thinking and Motivational Design. London : Blurb

Inc, 2015. 28 p.

6. Ryan R. M., Deci E. L. Intrinsic and extrinsic motivations: Classic definitions and new directions. Contemporary

educational psychology. 2000. Vol. 25, Ne 1. P. 54-67.

7. Jimenez S. Gamification model

canvas. Game developer. 2013. URL:

https://www.gamedeveloper.com/business/gamification-model-canvas.
8. De Reuver M., Bouwman H., Haaker T. Business model roadmapping: A practical approach to come from an existing to

a desired business model. International Journal

of Innovation Management.

2013. Vol. 17, Ne 1. URL:

https://www.worldscientific.com/doi/abs/10.1142/S1363919613400069.
9. Baldeon J. et al. Gamification design framework to support multi-agent systems theory classes. Advances in Social

Computing and Digital Education: 7th International Workshop on Collaborative Agents Research and Development.... Springer

International Publishing, 2016. P. 136-155.

10. Tondello G. F. et al. The gamification user types hexad scale. Proceedings of the 2016 annual symposium on computer-

human interaction in play. 2016. P. 229-243.

11. Tondello G. F. et al. Empirical validation of the gamification user types hexad scale in English and Spanish. /nternational

Journal of Human-Computer Studies. 2019. Ne 127. P. 95-111.

12. Eyal N. Hooked: How to build habit-forming products. Penguin Uk, 2013. 83 p.

13. Game Thinking. URL: https://gamethinking.io/.

14. Fitz-Walter Z., Tjondronegoro D., Wyeth P. Orientation passport: using gamification to engage university students.

Proceedings of the 23rd Australian computer-human interaction conference. 2011. P. 122-125.

15. Nicholson S. A User-Centered Theoretical Framework for Meaningful Gamification. Games+Learning+Society 8.0.

Madison, SW, 2012.

16. Bartle R. Hearts, clubs, diamonds, spades: Players who suit MUDs. Journal of MUD research. 1996. Vol. 1, Ne 1. 19 p.
17. Fogg B. J. Fogg behavior model. Behav. Des. Lab., Stanford Univ. Tech. Rep. Stanford, CA, USA, 2019.

Cmamms naodiviwna 0o peokoneeii 02.08.2025

78



Ynpaeninua npoexkmamu

Ivanov Ivan

Postgraduate student, Department of Management technologies,
https://orcid.org/0009-0005-4044-5105

Taras Shevchenko National University of Kyiv, Kyiv

Timinskyi Oleksandr

PhD, Associated Professor, Department of Management technologies,
https://orcid.org/0000-0001-8265-6932

Taras Shevchenko National University of Kyiv, Kyiv

MODERN GAMIFICATION MODELS ANALYSIS
FOR ENTERPRISE DIGITAL TRANSFORMATION PROJECTS

Abstract. Gamification is gaining popularity as a tool for increasing user engagement in IT projects and projects in other
industries, but the variety of approaches makes it difficult to choose the most effective model. The purpose of this study was to
systematically analyze modern gamification models relevant for IT projects and to identify more effective approaches to their
application. To achieve this goal, a number of popular gamification models and frameworks were considered, such as Octalysis,
Self-Determination Theory (SDT), Points-Badges-Leaderboards (PBL), RAMP, Bartle's typology of players, and others. The
models are classified according to their focus: internal user motivation, external reward system, player types, or the game design
development process. A comparative analysis of these models was conducted considering gamification mechanics, dynamics, and
aesthetics, and the experience of their use in practical cases was also taken into account. The results of the study demonstrate that
each of the gamification models has its advantages and limitations. For instance, Octalysis and the Self-Determination Theory
focus on fostering intrinsic motivation (autonomy, competence, involvement), while the PBL approach or the RAMP model are
aimed at extrinsic incentives (points, badges, status, rewards). Models based on the typology of players allow for the selection of
game mechanics tailored to the audience's psychological characteristics, highlighting achievers, explorers, socializers, etc. This
significantly increases the relevance of the gaming experience for different users. A comparison of the models showed that there is
no universal solution — the choice of a gamification model depends on the project's goals, the characteristics of the target audience,
and the desired behavioral outcomes. Simultaneously, an integrated approach is advisable, in which elements of several models
are combined to create a balanced gamification system. The analysis determined the areas of gamification application and
provided recommendations for model selection. It was concluded that modern gamification models should be selected taking into
account the specifics of the project: the right combination of game elements can significantly increase the efficiency of IT projects,
improve learning outcomes, and boost the motivation of employees or customers, depending on the area of application. The results
obtained can become the basis for further research on the development of models, methods, algorithms, and methodological
recommendations for gamification in digital transformation projects of enterprises in various industries. Areas of further research

are formulated, and conclusions are provided.

Keywords: gamification; digital transformation; information technologies; project management; process management;
motivation management
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