AHOTAIIA

BianoBigHo 10 MeTH TOCTIHKEHHS poOOoTa IPUCBSIUeHA PO3p0o0Ili Ta aHAIlI3Yy
OCBITHBOI TIaThOpMU 3 elleMeHTamu reiimidikariii. Llei ceppic Mae Ha MeT1 3MIHUTH
MiIX1T B CHUCTeMi1 OCBITH, 30UIBIIUTH €(QEKTUBHICTh Ta 3aIliKaBICHHICTh
KOpPHCTYBauiB B HAaBYaHHI MOB a00 OKpeMHX JUCHUILIIH. BumyckHa kBamidikariiiina
pobota Ha Temy «OcBiTHS TuIaTgopMma 3 eneMeHTaMu reimidikarii s opraHizaiii
I'PYTKOBO1 pOOOTH» MICTUTh 37 CTOPIHOK, 8 PUCYHKIB Ta oJHy Tabnuio. [lepemik
BUKOPHUCTAHUX JDKEpeN Hallluye 15 HallMeHyBaHb.

byno mpoBemeno mocnimkeHHS mpeaMeTHOi obnacti. BuBdeHHs Tepminy
reiimidikanii, a TakoX aHami3 Ta mpoOieMaTHKa OCBITHBOI MiIaThopMu 3
eJleMeHTaMu reimidikaiii. Bynau po3risHyTi BUMOTH 1O TPOEKTYBAHHS Ta PO3POOKHU
m1aThOpMH, COIIATBHO-TICUXOJIOTIYHE JIOCTI/DKEHHS B KOHTEKCTI OCBITHBOI
1aTQOPMHU.

B pesynbrari meTta Oyna JqocsrHyTa, Oylio BHUBYEHO CaMy CYTh OCBITHBOI
mw1aTGopMu, IO BEJO 3a COOOI0 CTBOPEHHS T'OTOBOTO MPOAYKTY 3 ypaXyBaHHSM
npoOJeMaTUKU Ta aHali3y BCIX CKJIAJ0BHX, OCOONMBO revmidikarii. Bbynu
MpoaHaIi30BaHl pi3HI MIAXOAU Ta METOoaM TrehMidikalii, BUOpaHi TEXHOJOTIT s
PO3pOOKH CHCTEMH HaBYaHHSI.
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ABSTRACT

Aligned with the research goal, this work is dedicated to the development and
analysis of an educational platform integrating gamification elements. The aim of
this service is to revolutionize the educational system, enhancing user engagement
and effectiveness in language learning or specific disciplines. The graduation thesis
titled "Educational Platform with Gamification Elements for Group Work
Organization" encompasses 37 pages, 8 figures, and one table. The reference list
comprises 15 sources.

The research delved into the subject area, exploring the concept of
gamification, analyzing issues surrounding educational platforms with gamified
components. It scrutinized the design and development prerequisites for the
platform, incorporating socio-psychological studies within the educational platform
context.

As a result, the objective was achieved, thoroughly understanding the essence
of the educational platform, leading to the creation of a refined product considering
the issues and analyses of all components, notably gamification. VVarious approaches
and gamification methods were scrutinized, and technologies were selected for the
development of the learning system.
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