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PRACTICAL EXPERIENCE OF USING GAME TECHNOLOGIES IN THE
TRAINING OF YOUTH TOURISM SPECIALISTS

Ya. M. Herashchenko*

The article covers the issue of the application of game technologies in the training of specialists in
the tourism industry for the organization of youth tourism. Scientific investigations of Ukrainian and
foreign scientists regarding the use of game methods and technologies in higher education were
analyzed.

Game situations, cognitive games, didactic games were studied. Students were invited to
participate in educational games, such as: intellectual quiz game "Researcher”; intellectual game
"Missing words"; exercise "Zaporizhzhia excursion”; practical training exercise "I am the organizer”;
intellectual game "Game Labyrinth". The situational exercise "Preparation for a tourist event” and the
research exercise "Youth tourism" were implemented. Performing situational exercises and research
exercises, future specialists in the organization of youth tourism formed skills in production
activities.

Game technologies, educational cafe, edutainment, and gamification are considered. The concept
of "Knowledge café" consists of defining a topic, choosing "custodians”, holding several measures
with alternate movement of students, discussing and completing tasks and summarizing the results
of the meeting. Themes for the "Knowledge café" game — "Ukraine — a youth tourist country” have
been determined. Formulated questions for discussion: "Tourist locations/ activities that can be used
for youth tourism". The research exploited the "edutainment” technology through the use of the board
tourist game "Travel to Europe". The new "gamification”" technique was applied in the training of
future specialists in the tourism industry for the organization of youth tourism, which is the process
of adding games or game elements to the educational task in order to increase the motivation of
students in the education process. Implemented using the educational platform Kahoot! gamified
pairs aimed at testing students' knowledge through online testing in the form of quizzes and
quizzes.
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IMMPAKTUYHHUN JOCBIA BUKOPHUCTAHHSI I'POBUX TEXHOAOTIH ¥
IIIATOTOBIII ©AXIBIIIB MOAOAIZKHOI'O TYPH3MY

dA. M. I'epaiieHko

Y cmammi sucgimnieHo numaHHsi 30CMOCYBAHHSL 2DOBUX MEXHO02il Y hnidzomoeui chaxisyis
mypucmuuHoi 2any3i 00 Ope2aHi3auyii Mon00iKHO20 mypusmy. IIpoaHanizo8aHo HAYKO8L po38iOKU
YKpaiHcbKux ma 3apybixHUX 8UeHUX UL000 3ACMOCYBAHHSL 2POBUX Memo0i8 ma MexXHOJ02il Y eULill
ocsimi.

LocnioxeHo ieposi cumyauii, nNi3HABANbHL 2pU, OUOAKMUUHL 2pU. 3anponoHo8aHO cmyoeHmam

bpamu yuacms 8 NIZHABANLHUX 2pAX, MAKUX SIK: iHmesieKkmyaibHa epa-eikmopuHa "locnioHur";
iHmenexkmyanvHa 2pa "lponyweri cnosa’; enpasa "3anopiKiks eKkckypciliHe'; npakmuuHo-
mperysanoHa enpasa A opeaHizamop”; iHmenekmyanvHa 2pa "leposuii nabipunm'. Byna

enposaodskeHa cumyauiliHa enpaea "I[lidzomoska 00 mypucmuuHozo 3axo0y" ma enpasa-
docnioxeHHst "MonooiDkHuilli. mypusm”. BukoHyrouu cumyamueHi enpasu ma enpasu-00Cai0ONeHHS.
Mailibymri ¢paxisyi 3 op2aHizayii MOA00DKHO20 MYPU3MYy PoOpMYy8ant HaABUUKU 8UPOOHUUUX OLlL.

PozznaHymo iepoei mexHosoeil ocgimHe kage, ed’romelimeHm ma eelimigpikauyis. KoHuyenuyis
"Knowledge café" cknadaemucsi 3 8usHaueHHss memu, subopy "xpaHumenig”, npogedeHHs 0eKilbKoX
maKkmie 3 nouepzo8uUM nepemildeHHIM cmyoeHmis, 0062080peHHst 1 BUKOHAHHSL 3080aHb mMa
nidgedeHHst niocymrie 3ycmpiui. BusHaueHo memamuru onsi npogederHs epu "Knowledge café" —
"YepaiHa - mMmonooikHa mypucmuuHa wpaiHa'. ChopmynboeaHi numaHHsi Ossi 002080PEHHSL:
"TypucmuuHi soKayii/3axo0u, SIKL MOXKHA eurKopucmosysamu OAsi MON00IKHO20 mypusmy". B
docniookeHHI suKkopucmosyeaniu mexHosozito "edutainment” uepe3 3acmocys8aHHsi HACMINLHOL
mypucmuuHoi epu "Ilodopox €eponorw”. 3acmocosaHo HO8Y mexHiKYy "gamification” y nidzomoeui
Mmalibymrix ¢paxiguie mypucmuuHoi 2anysi 00 0p2aHi3ayii MONA0OIKHO20 MYPUIMY, KA seasie coboro
npoyec 000a8aHHS 20p abo i2posux enemeHmige 00 HABUA/bHO20 3A80AHHSL 3 MEmMO NIOBUULEHHS
Mmomueayii cmyodeHmie Yy npoueci oceimu. Bnpoeadunu, 3a 0onomozot0 HaA8UANLHOI naiamgpopmu
Kahoot! eelimighikoeaHi napu, SKi CnpsimMo8Yye8aniuCb HA NepesipKy 3HAHb CmyoeHmi8 UWLLIXOM
npoeeoeHH st OHJATH Mecmy8aHHs Y 8U2/15101 K8I3i8 ma 8IKMOPUH.

Knrouoei cnoea: izposuii memod Yy euwsiii oceimi; eol’romelimenm; ezelimigikayis, ieposi

mexHOo/021; MONIOODKHUT MYpPU3M; 0C8IMHE Kaghe; Kai3.

ITocTaHOBKa mnpobAeMH. YKpaiHCBKE
CyCHIABCTBO B yMOBaxX BOEHHOI arpecii
IPOTH YKpaiHM MYCHUTH IIPUCTOCOBYBaTHCH

Introduction of the issue. Ukrainian
society in the conditions of military
aggression against Ukraine must adapt to

modern challenges, in particular, in |g0 BUKAMKIB Cy4acHOCTi, 30KpeMa, # B
matters of professional training of tourism | muranHax rpodpeciitHoi HiITOTOBKU
specialists. The search for new | daxiBuiB TypHu3MYy. [Tormykm  HOBHX
opportunities and the introduction of | MmoxkanBocCTEH Ta BITPOBAKEHHS
innovative teaching methods and | iHHOBaAITIHHUX  METOMIB M  TEXHOAOTIH
technologies is one of the most important | HaBuaHHI € OmHMM 3 HaWBaKAWUBIIIIHX
tasks of teachers. The use of gaming | 3aBoaup BUKAQIAYiB. 3acrocyBaHHs

technologies during education in
institutions of higher education is a
common trend. However, game methods
in the training of youth tourism
specialists, given the sources analyzed by
us, were not actively used. Therefore, we
proposed and introduced not only classic
educational games, but also innovative
ones in the training of youth tourism
organizers.

Current state of the issue. Ukrainian
and foreign scientists highlight the issue
of the application of game methods in
higher education in their scientific works:

iIrPOBHUX TEXHOAOTIM IIig Yac HaBYaHHSI Y
3aKAQ/IaxX BHIIOI OCBITH € IIOIIMPEHOIO
TeHAeHIIier0. Aae irpoBi MeTooH ¥
HiAroToBIl (PaxiBIliB MOAOMIZKHOTO TyPHU3MY,
3 OTASIZTy Ha IIpoaHaAi30BaHi HAMU IKEPEAa,
aKTHBHO HE 3acCTOCOByBaaMChb. OTXKe, HAMU
3aIlpOIIOHOBAHO  Ta  BIPOBa/RZKEHO V
[iATOTOBKY  OpraHi3aTopiB  MOAOMIIZKHOIO
TypUu3My, He AUIIle KAACHYHI HaBYaAbHI irpH,
a ¥ iHHOBalIiHHi.

Ananiz ocrTaHHiIX OocaAimkeHp i
myOAikamin. [Muranag 3aCTOCYyBaHHSI
irpoBUx METOIB y BHIIIH OCBITI

BHCBITAIOIOTH Yy CBOIX HAYKOBHX poboTax
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A. Semenova  [19]; Ya. Krupskyi &
V. Mikhalevich [10]; N. Flegontova [8];
M. Artyushina, O. Kotykova &
G. Romanova [2]; J.Yang, K. Chien &
T. Liu [21]; F.Andrioni [1]; J. Moreno-
Murcia, E. Hernandez & L. Ruiz [15].
Edutainment game technology was

studied by: M. Zorica [23]; D. Buckingham
& M. Scanlon  [3]; K. Rapeepisarn,
K. Wong, C.Fung & A. Depickere [18];
H.Zin & N.Zain [22]; C. Crook [5].
Scientific explorations of the application of
gamification in higher education are
highlighted among the works of scientists:
S. Deterding, D. Dixon, R.Khaled &
L. Nacke [7]; O. Makarevich [12].
Experience of using the service "Kahoot!"
in a higher school can be analyzed among
the works of the following scientists:
R. Dellos [6]; C. Plump & J. LaRosa [17];

J. Guardia, J.Del Olmo, I.Roa &
V. Berlanga [9].
However, there is insufficient

theoretical justification and coverage of
the practice of using game technologies in
the training of youth tourism organizers in
the array of scientific works of practicing
educators that we have analyzed.

The aim of the research is to present
one's own practical experience of using
game technologies in the preparation of
future specialists in the tourism industry
for the organization of youth tourism.

Results and discussion. The game
method in education is aimed primarily at
the activation of learning, according to the
definition of A. Semenova [19: 191], which
occurs through the complex development
of personal and professional skills and
abilities [10: 45] in a game form. It
engages students in exciting activities that
involve overcoming preconceived
professional situations.

Game situations, which include various
types of games (didactic, intellectual,
mobile, and others) as defined by
Ya. Krupskyi & V. Mykhalevych, is one of
the methods of increasing interest in
learning [10: 21].

Scientists N. Flegontova,
M. Artyushina, O. Kotykova,
G. Romanov's didactic game is interpreted
as a method of imitative management
decision-making through clearly

VKpaiHCBKI Ta 3apybixKHUX HAYKOBILIB:
A. CemenoBa [19]|; 4. Kpynceku#i  Ta
B. MuxaseBua [10]; H. daeronroBa [8];

M. AptrommHa, O. Kotukona i I'. PomanoBa
[2]; J.C. Yang, K.H. Chien Ta T.C. Liu [21];

F. Andrioni [1]; J.A. Moreno-Murcia,
E.H. Hernandez i L.Ruiz [15]. IrpoBy
TexHoAoTiIo edutainment mocaimkyBaam:
M.B. Zorica  [23]; D. Buckingham Ta

M. Scanlon [3]; K. Rapeepisarn, K.W. Wong,
C.C. Fung ta A. Depickere [18]; H.M. Zin Ta
N.Z. Zain [22]; C.Crook [5]. HaykoBi
PO3BiIKKM 3acTOCyBaHHsS Tredmidikamii y
BUIILIIH OCBiTI BHCBiTA€HI cepen  poOiT
HAYKOBIIiB: S. Deterding, D. Dixon,
R. Khaled i L. Nacke [70mu6ka! HcTO4YHHK
CCBIAKH He HaHzeH.|; O.MakapeBuy
[120mmub6ka! HMCTOYHHK CCBIAKH He
HaHzeH.|. /JocBig 3acTocyBaHHS y BHILLHM
LITKOAL CepBicy "Kahoot!" MOZKHA
IIpoaHaAizyBaTu  cepen  pobiT  Takux
HaykoBLiB: R. Dellos [6]; C.M.Plump Ta
J. LaRosa [17]; J.J. Guardia, J.L. Del Olmo,
I. Roa & V. Berlanga [9].

[IpoTe, TEOPETHYHOrO OOIPYHTYBaHHS Ta
BUCBITA€HHA  IIPAaKTHKU  3aCTOCYBaHHS
iIrpoBUX TEXHOAOTIH y [IiATOTOBILIL
opraHizaTopiB MOAOMIXKHOTO TypU3MYy, B
[IPOaHAaAI30BAHOMY HaMU MAaCHUBI HAYKOBHX
I0POOOK [Ie1aroriB-IIPaKTUKIB €
HEAOCTAaTHIM.

MeToO!0 CcTATTi € IIPE3€HTYBATH BAACHUH
HIPaKTHUYHUN [OCBi[ 3aCTOCYBaHHS irpPOBUX
TEXHOAOTI y  migroToBiui — MadOyTHIX
daxiBIliB TYPUCTUYHOI TaAy3i 0 opraHisariii
MOAOIZKHOTO TYpPU3MY.

Buxaaz OCHOBHOTO MaTepiaay.
IrpoBu#i MeTOx B OCBITI CHpsIMOBaHHHU,
HacaMmIepe/, Ha akTHBi3allito HaB4YaHHS, 3a
BusHaueHHaM A. CemeHoBoi [19: 191], mo
BiIOyBa€eThHCS Yepe3 KOMIIACKCHUH PO3BUTOK
ocobucTux Ta IpodeciitHUX HaBHUYOK ¢
yMminb [10: 45] B irpoBi#t popwmi. Bin 3asyuae
CTY[EHTIB y 3aXOIIAIOIOYY MJiFABHICTH, SKa
rependadae IIOJ0AQHHS IIOIIEPETHBO
BUT'aIaHUX ITPOeCciHIX cCUTyallii.

IrpoBi cutyariii, 0 9KUX HaaeXKaTb Pi3Hi
BUAM irop (OUOAKTUYHI, IHTEAEKTYaAbHI,
pyxXauBi Ta iHIN) 3a  BU3HAYEHHAM
4. Kpyricekoro Ta B. MuxaaeBu4a, € OQHUM
3 METOAIB IIiABUIIIEHHS 1HTEPECY [0
Hap4yaHH4 [10: 21].

Hayxkosui H. ®aeronToBa, M. ApTioimiHa,
O. KotukoBa, I'. PomaHoBa augakTu4dHy I'py
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established rules of the game [2; 8] that
"immerse" students in a professional
atmosphere. The use of didactic games in
higher education allows students, through
the prism of entertainment, to acquire
professional skills and knowledge through
simulated practical experience.

We are impressed by the statement of
scientists O. Sikora & R. Pazyuk [20: 64],
who came to the conclusion that the
modern educational environment must
necessarily use game technologies, which
became an integral part of the process of
training future specialists for professional
activities. The integration of game
technologies into the educational process
is an important and necessary step for the
development of motivation, the formation
of skills and the improvement of the
educational process.

Let's take a closer look at the game
technologies that we used in training
future specialists in the tourism industry
to organize youth tourism. Along with
classic game methods, such as cognitive
and business games, we introduced
innovative game methods and
technologies into the training of youth
tourism specialists.

We invited students to participate in
educational games, such as: intellectual
game-quiz "Researcher" (conducted in the
context of studying the discipline "History
of Tourism"); intellectual game "Missing
words" (discipline "Tourist resources of

Ukraine"); exercise "Zaporizhzhia
excursion" (subject "Organization of
excursion services"); practical training

exercise "I am the organizer" (subject
"Active and health tourism"); intellectual
game "Game Labyrinth" (subject
"Organization of youth health tourism").
Such professionally oriented games
develop professional imagination,
contribute to the assimilation of specific
professional knowledge, and create
situations of search and research. The
situational exercise "Preparation for a
tourist event" prompts the participants to
look for a regulatory and legal solution to
the simulated situation. We conducted it
during the study of the subject "Legal
regulation of tourist activity". To conduct
an analysis of the activities of tourist

TPaKTyIOTh, 9K  METOXL  IiMiTalifHoro
IPUUHATTS YIIPABAIHCBKHX PIIIEHb IIIATXOM
YiTKO BCTAHOBACHMX IIpaBHA I'pH [2; 8], 110
"3aHYpIOIOTH' CTYOEHTIB y IIpodpeciiiHy
arMoccepy. BukopucraHHS AMOAKTHIHHX
irop y BUIINM OCBiTI ZI03BOASIE CTyAEeHTaM
4yepe3d IPU3My  po3Bard  3aCBOIOBATHU
mpodpeciiiHi HAaBUYKKW Ta 3HAHHS IIAIXOM
iMiTaIifHOrO IPAKTUYIHOIO JOCBILY.

Ham immoHye TBepKeHHsSI HAyKOBIIIB
O. Cikopa Ta P.Ilastok [20: 64], 4axi
IIPUHAIIAY 10 BUCHOBKY, 1110 CydacHE OCBIiTHE
CEepeIOBHILIE 00OB’I3KOBO Mae
[IOCAYTOBYBATUCh IrPOBHUMU TEXHOAOTISIMH,
L0 CTaAO HEBi€MHOI0 YaCTHHOIO ITPOLIECY
MIiATOTOBKKM ~ MaMlOyTHiIX  (paxiBLIB 10
rpodpeciiiHoi missapHOCTI. IHTerparisa irpoBux
TEeXHOAOTIM B OCBITHiH IIPOIleC € BasKAUBUM
Ta HEOOXIMHUM KpPOKOM A PO3BHUTKY
MoTuBalli, QopMyBaHHA HaBHYOK H
IIOKpAallleHHsI HaBYaAbHOIO ITPOLIECY .

PosrasHeMo irpoBi TexHoOAOril, fAKi OGyAu
3aCTOCOBAHI HAMH Y ITATOTOBII MaiOyTHIX
daxiBIliB TYPHUCTUYHOI TaAy3i 0 opraHisariii
MOAOIDKHOTO TYPHU3My, OIABIII [IEeTaABHO.
[Topsim 3 KAQCHUYHUMM irpOBUMH METO/IAMHU,
TaKUMU, SK Ili3HAaBaAbHI Ta [MdiAOBi irpw,
HaMH OyAO BIIPOBAI:KEHO B IIiATOTOBKY
daxiBIiiB MOAOIi3KHOTO TYPHU3MY
iHHOBAIIiMHi iIrpOBi METOAU Ta TEXHOAOTII.

Hamu 6yao 3amporioHOBaHO CTyAEHTaM
OpaTH y4acTb B ITi3HABaABHHUX irpax, TakKuX
SIK: IHTEeAEKTyaAbHAa rpa-BiKTOpHUHA
"NocAifHUK' (IpoBOAMAACHE B KOHTEKCTI
BUBUYEHHS aucrumaigu "lcropisa Typusmy');

iHTeAekTyasbHa Trpa "[Ipomymieni caosa"
(Ducrmmaiga "TypucTuuHi pecypcu
Ykpainu'); BIIpaBa "3aropizxoks
eKCKypcitine" (mpeamer "Opraxizartis
E€KCKYPCIHHUX mocayr"); IPaKTHUIHO-
TpeHyBasbHa BIpaBa "I opraxizatop"

(mpeagMeT "AKTHBHO-03J0POBYHM Typu3M');
iHTeaekTyasnbHa rpa "IrpoBuii  AabipuHT"
(mpeomert "Oprasxizariis MOAOIZKHOTO
o3gopoBuoro Typusm'). Taki mpodpecitiHo-
Opi€EHTOBaHi irpu PO3BUBAIOTH IIPOecitiHy
y8BYy, CIPUSIOTH 3aCBOEHHIO KOHKPETHUX
daxoBUX 3HAHb, CTBOPIOIOTH CHTyaIlil
HOIIYyKYy 1  gocaimkenHs.  CuryariifiHa
BopaBa "[linroToBKa OO0 TYPUCTHUYHOIO
3axody' CIIOHyKa€ VYaCHHKIB IIyKaTH
HOPMAaTHBHO-IIPaBOBE BUPIIIEHHS
3MOEABOBAHOI CHUTYyallil IIPOBOANAACE HAMU
oimr yac BUB4YeHHsS IpenMery '[IpaBoBe
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complexes, for example, encourages the
research exercise "Youth tourism", which
was organized by us as part of learning
topics from the discipline "Organization of
leisure in a tourist and health complex".
By performing situational exercises and
research exercises, future specialists in
the organization of youth tourism form
skills in production activities, self-
determining the direction of professional
activity.

The development of game learning,
according to foreign researchers (J. Yang,
K. Chien & T. Liu; F. Andrioni; J. Moreno-
Murcia, E. Hernandez & L. Ruiz [1; 15;
21]), provided changes in the traditional
styles of higher education. Game teaching
methods activate students' participation
in the educational process, develop
information and communication literacy,
and contribute to high quality and
sustainable educational activities. In
addition, it is worth paying attention to
the definition of the concept of "game
learning", which is highlighted by the
Ukrainian researcher K. Mehed. According
to her definition, game learning is a type
of active learning in a game environment
that has specific goals and measurable
results. This is a type of activity in the
conditions of situations aimed at the
reproduction and assimilation of
educational experience [14: 20].

Therefore, we implemented one of the
popular game techniques in foreign
educational institutions, which is the
"Knowledge café", which we, taking the
experience of our colleagues, introduced
into classroom training. The concept of
"Knowledge café" consists of defining a
topic, choosing "custodians", conducting
several measures with alternate
movement of students, discussing and
completing tasks and summing up the
results of the meeting.

To conduct the game, we determined
the theme of our "Knowledge café"
"Ukraine a youth tourist country".
Formulated a question for discussion:
"Tourist locations/activities that can be
used for youth tourism". Four tables were
prepared, each of which corresponded to
the geographical sides of Ukraine (south,
north, west and east). Students, according

PeryAroBaHHS  TYPHUCTUYHOI  MiFABHOCT'".
[IpoBomuTH aHaAi3 OIIABHOCTI TypPUCTUYIHHX
KOMIIAEKCIB, HaIIPHUKAA, 3a0X04ye BIIpaBa-
nocaimkennsa "MoaooibkHUNE TypusM', sKa
Oyaa opradizoBaHa HaMH y paMKax
3aCBOEHHA Te€M 3 AUCLIMIAIHY "Opraxizaitig
[03BiAAS B TYPHUCTCHKO-03/I0POBYOMY
KOMIIAEKCI'". Bukonyroun CUTYaTHUBHi
BIIPaBU Ta BITPABU-IOCAIIKEHHS MaMOyTHI
daxiBIli 3 opraizallii MOAOIIZKHOTO TYPHU3MY
dopMyIOTH HaBUYKM BHPOOHHYUX  MOiH,
CaMOBH3HAYaIOThCS 111010 HaTIpIMYy
IpopeciiiHOl AiIFIABHOCTI.

Po3BuTOK  irpoBoro - HaBYaHHS, Ha
IIEPEKOHAHHS  3apyOisKHHX  JOCAIITHUKIB
(J.C. Yang, K.H. Chien i T.C. Liu;
F. Andrioni; J.A. Moreno-Murcia,
E.H. Hernandez Ta L. Ruiz [1; 15; 21]),

3a0e3rneYnuB 3MiHH y TPAOAUIIIHHUX CTHUAIX
BUIIOi OCBiTH. IrpoBi MeTogu HaBYaHHS
aKTUBI3yIOThb y4acTb CTyLEHTIB y
HaBYaAbHOMY IIPOLIECI, PO3BUBAIOTH

iH(pOopMAaITiTHO-KOMYHIKAIliHHY
rPaMOTHICTh, CIIPUSIIOTH SKICHIM Ta CTiHKilt

OCBITHIM  OiSIABHOCTI. Takox, BapTo
3BEPHYTH yBary, Ha BHU3HAYEHHS IIOHATTS
"iIrpoBoro  HaBYaHHS', HdKE€  BHCBITAIOE

yKpaianceka pocaigauiig K. Mexen. 3a ii
BU3HA4YEHHSAM, IrpoBe HaBYaHHA — 1€ THUII
aKTUBHOTO HaBYaHHS B irpoBOMYy
CepeoBUIIl, SKUHM Mae KOHKPEeTHI ITiaAi i
BUMIpHI pe3yapTaTu. lle BUI MiIABHOCTI B
yMoOBax  cuUTyalili, CcHIpsSMOBaHUX Ha
BiATBOPEHHSI 1 3aCBOEHHS HaBYaABHOTO
nocsiny [14: 20].

Tak, HamMu OyAO BIIPOBAKE€HO OIHY 3
TIOIIYASIPHUX ITPOBUX TEXHIK Y 3aKOPIOHHUX
OCBITHIX 3aKAggax, sgKuM € "Knowledge
café", ake Mm, meperiMarodu OOCBI KOAET,
BBE€AH B ayAUTOpPHE HaB4YaHHA. KoHIlemilia

"Knowledge café" CKAQIaETHCH 3
BHU3HAYEHHSI TEeMH, BHOOpPY 'XpaHUTeAiB',
IIPOBEEHHSI [EKIABKOX TaKTiB 3
[IOYEProBUM  II€PEMIIIIEHHSIM  CTYAEHTIB,
OOTrOBOpEeHHS 1 BHUKOHAHHA 3aBAaHb Ta

HiIBEeIeHH4 MHiICYMKIiB 3yCTpidi.

[ass TpoBedeHHS TPU MH BHU3HAYHAU
TeMmy Haworo "Knowledge café" — "Ykpaina —
MOAOIXKHA TypPUCTUYIHA KpaiHa'.
CdopmyAroBasr TUTAaHHA AT OOTOBOPEHHS:
"TypucTuyHi AoKalii/3axomu, gKi MOXKHA
BUKOPUCTOBYBaTH IS MOAOM?KHOTO
TypuaMmy". IligroryBasnmu YOTHPH CTOAH,
KOXKEH 3 SKHX BiAnoBimaB reorpadivyHUM
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to the group list, were divided into four
subgroups and had to take their seats at
the tables. Each subgroup chose its
"guardian" within 5 minutes. The
"guardian" was a person who remained at
the table without moving, recorded the
main theses and, upon completion of the
movements, summarized the discussion at
the corresponding table. After the
"guardian" was chosen, students
discussed the topic, offering their theses
(15 minutes). Each group moved four

times (corresponding to the main
geographical directions of the country).
The "Knowledge café" ended with

summing up in the form of a presentation
by four "guardians" of the name and
description of locations/events that can
be used for youth tourism. The custodian
student also indicated which type of youth
tourism prevailed in his part of the
country and presented the thesis of group
discussions on ways to popularize this
promising type of tourism.

This game method activated the
educational and professional motivation of
students through an interactive approach
to solving a range of issues, active joint
interaction of participants, and
contributed to the involvement of students
in the exchange of thoughts, ideas, and
own experience.

In our opinion, an interesting modern
form of the educational process is the
game technology "edutainment', which
combines education and entertainment.
The wuse of educational elements in
entertainment and the integration of an
educational element into an entertainment
program is determined by researcher
M. Zorica, as two directions in educational
activity [23: 4090].

According to scientists D. Buckingham
& M. Scanlon  [3], K. Rapeepisarn,
K. Wong, C. Fung & A. Depickere [18: 29],
edutainment is an informal and less
didactic method of learning that requires a
specific combination of "game — education
— result" components that rely on the use
of visual material, based on a story or a
game computer format.

Researchers H.Zin & N.Zain [22]
determined that edutainment has already
been integrated into formal education and

CTOpOHaM YKpaiHU ([IiBOeHb, IMiBHIY, 3axif
Ta cxig). CrymeHTH, 3TiMHO 3i CIHCKOM
rpymnu, OyAM TOMiA€HI Ha YOTUPH MiATPYITH
Ta MaAH 3alfHATH Micld 3a cToaaMH. KoxkHa
miarpymna, OpPOTAroM S XBHAWH, oOOHMpasa
cBoro 'xpaHuteas'. "XpaHuteaeM' Oyaa
ocoba, HKa AHIIAAaCh 3a CTOAOM 0e3
repeMimieHb, (pikCyBasa OCHOBHI Te3H Ta,
[I0 3aBepLIeHHI TaKTiB [epeMIillleHHSs,
migBoovAa  MiACYMKH — OOTOBOpPEHHS — 3a
BignoBimHUM cTOAOM. Ilicag Toro, gk OyB
oOpaHmit "XpaHUTEAD", CTYLAEHTH
0OTOBOPIOBAAU TEMY, IIPOIIOHYIOYH CBOI T€3H
(15 xBuamnH). KokHa rpyma mnepemilryBasach
YOTUPH pasu (110 BiAMIOBiZIa€ OCHOBHUM
reorpadivyHUM HalpsIMKaM KpaiHu).
3aBepiiryBaBcs "Knowledge café"
HiBEICHHAM iICYMKIiB y BUTASITI
[IPEACTABACHHA YOTHpPMa "XpaHUTEAIMH"
Ha3BH Ta ONHCY AOKallifi/3aXxomdiB, IO
MOXKHa BHUKOPHCTOBYBATU [AST MOAOIIXKHOT'O
TYPHU3MY. Takoxk CTYAEHT-XPaHUTEAb
3a3HavaB, dIKHWHE caMe BHO MOAOIIZKHOTO
TypUu3My IIepeBaskaB y HMOro 4acTHHI KpaiHu
Ta IIPENCTABASIB T€3U I'PYIIOBHX OOrOBOPEHb
111010 IIIASIXIB IOy A pU3AaLlii IILOTO
IIEPCIIEKTHBHOIO BUAY TYPU3MY.

Llett  irpoBuii  MeTOX  aKTUBI3yBaB
HaBYaABHO-ITPOECiHHY MOTHBALIIIO
CTy[NEHTIB IHTepaKTUBHUM IiIXOA0M [0
BUpIIIIEHHd  KOoAa  IIMTaHb, AaKTUBHOIO
CIIIABHOIO B3a€EMOJII€I0 YYaCHHKIB, CIIPUSIB
3aAy4EeHHIO  CTyJAeHTCTBa OO0  OOMiHY
OyMKaMU, i1esiIMH, BAACHUM [JOCBiIOM.

LikaBoro Cy4acHOIO dopmoro
HaBYaABHOI'O IIPOLIECY, Ha HAaIll IIOTAL[, €
irpoBa TexHoaoriga 'edutainment', gaka
noegHye B cobi OCBiTy Ta po3Bard.
BukoprcraHHa HaBYaAbBHHUX €AEMEHTIB ¥
po3Barax Ta  iHTerpaliss  OCBITHBOIO
eAeMeHTa B pO3BaxKaAbHy  IIporpamy
BU3HAYAEThCI AocAiagauiiero M.B. Zorica, gk
[Ba HaIIpsSIMH B HaBYaAbHIM AigABHOCTI [23:
4090].

Ha mymky HaykoBuiB D. Buckingham Ta
M. Scanlon [3], K. Rapeepisarn, K. Wong,
C.Fung i A. Depickere [180mu6xka!
HCTOYHHK CCBIAKH He HaHzaeH.. 29|,
edutainment — 11e HecpopMaABHUH Ta MEHIII
OUOAKTUYHUHA ~ MeTOZ ~ HaB4YaHHS, IO
3yMOBAIOE cerudiyHe [IOEHAHHS
KOMIIOHEHTIB "Tpa — OCBiTa — pe3yAbTaT', SKi
CIIMPAalOThCS Ha BHUKOPHUCTAHHA Bi3yaAbHOT'O
MaTrepiaay, Ha OCHOBi po3mnoBimi abo
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is an evolutionary alternative to the
traditional method of education, thus we
unquestionably agree with this point of
view.

It is worth noting that edutainment,
according to researcher C. Crook [5], is
designed to form skills that a modern
competitive specialist of the 21st century
should possess, namely: critical thinking,
quick response and solving industry
problems, communication and the ability
to cooperate.

We used the "edutainment" technology
to accumulate basic knowledge of future
specialists, in order to motivate them for
educational and professional activities in
the field of tourism. The tourist board
game "Journey to Europe" diversified the
process of assimilation of professional
knowledge, developed intellectual abilities,
independence, confidence, and speed of
reaction. The goal of the games is the
following: to lay the longest possible
continuous route through the countries of
Europe, which fell to the participant on
his route map and to acquire the highest
number of points among all students. The
board game includes: playing field "map of
Europe"; chips of different colors for laying
the route; chips for counting points;
station chips; game tickets (which include
tickets for various types of transport and
universal tickets); route maps (long and
short).

We have proposed and described the
course of the game "Journey to Europe",
where each student receives chips for
laying out a route, chips for stations and a
chip for counting points of the same color.
Next, it is necessary to spread the chips
on the playing field, shuffle the game
tickets and distribute them to the
students, it is also necessary to separate
the cards of long and short routes
(according to color). Before the first turn of
the game, each of the students had the
opportunity to receive additional cards (no
more than four) routes. The next step in
the game is the drawing of lots, which
determines the sequence of moves. In one
move, the student had the opportunity to
take the following actions: take a game
ticket (ordinary or universal), lay out a
section (if the student has a sufficient

irpoBOrO KOMII'FOTEPHOIO (hopMaTy.

Hocainauku H.M. Zin Ta N.Z. Zain [22],
BHU3HAYAIOTh, 1110 edutainment Bke IIPOHUK
y bopMasbHe HaBYaHHS Ta € €BOAIOILIIMHOIO
aAbTEPHATHUBOIO  TPAAULIMHOMY  METOAY
OCBiTH, 3 IIi€l0 OyMKOIO HAyKOBIIB MU
Oe33armepeyHo 3roIHi.

Bapro 3asmauyuTn, mo edutainment 3a
nepekoHaHHAM nocaigamka C. Crook [5],
IIOKAUKaHUNY (POpMyBaTH HABUYKH, SKUMHU
Mae BOAOMITH cy4gacHUH
KOHKYPEHTOCIIPOMOXKHUY  paxiBenb  XXI
CTOAITTH, a caMe: KPUTUYHE MHCACHHS],
IIBHAKE  pearyBaHHd Ta  BHPIIIEHHS
IIOTOYHHUX TaAy3€BUX IIPo0AeM, KOMYHIKaIlis
Ta BMiHHS CHIBITpaIlfOBaTH.

A  HakonmmyeHHs1 0a30BHX  3HAHb
MaliOyTHIX paxiBIliB, 3 METOI0O MOTHBYBAHHS
ix mo HaBYAABHO-TIPOECIHHOI MiIABHOCTI y

raaysi TypusMy, MH BHKOPHCTOBYBaAU
TEXHOAOTIIO "edutainment". HacriabHa
TypuctruuHa rpa "llomopox €Bpomoro”
Ypi3HOMAaHITHIOBaAa IIPOLIEC  3aCBOEHHS
daxoBUX 3HAHb, PO3BUBaAa IHTEAEKTYaABHI
3mi0HOCTI, CaMOCTiHiHIiCTh, BIIEBHEHICTD,
IIIBUKICTD peaxirii. Meta rpu:
ITPOKAQIaHHS gKoMora JTOBILIOTO
6e3repepBHOTIO MapLIpyTy KpaiHaMu

€Bpony, gKUP BUIIAaB Y4YaCHHKY Ha MOro
KapTi Mapuipyry Ta HaOyTTs HaMOiABIIOL
KiABKOCTI 0aaiB cepen yciX CTyaeHTiB. Y
HaCTiABHIH I'pi IPHCYTHI: irpoBe Hoae "KapTa
€Bporn"; QImIKM Pi3HOTO KOABOPY [OAS
IIPOKAQIaHHSA  MapupyTy; (QIIKu  Oas
MiIpaxyHKy 0OaaiB; illku BOK3aaiB; irposi
KBUTKHU (0 IKUX BiTHOCATBHCS KBUTKH Ha
Pi3HiI BHUOM TpPaHCIOPTY Ta YHIBEPCAABHI
KBUTKH); KapTU MAapIIPyTiB (OOBrux Ta
KOPOTKUX).

Hamu 3ampornoHoOBaHO Ta OIMCAHO Xif
rpu  "llomopoxk €Bpormoro", nOe KOXKeH
CTYIEHT OTpUMYy€E (DIIlIKU [IAS TPOKAAIAHHS
MapuIpyTy, PIIIKU BOK3aAiB Ta (IIIKy AAs
migpaxyHKy OaaiB omHOrO KOABOPY. [laai
HeOoOXiTHO Ha IrpoBOMy IIOAI PO3KAACTH
dimky, mneperacyBaTH IrpoBi KBUTKHU Ta
po3zmaTtu iX CTymeHTaM, TaKOXK HeoOXiTHO
PO3MIAMTH KapTH MOOBIHMX Ta KOPOTKHX
MapIIpyTiB (BiANIOBiMHO KoakOpy). Ilepen
HEePIITNM XOO0M I'PH KO3KEH 3i CTYNeHTiB MaB
MOZKAUBICTH OTPUMATH JI0IATKOBI KapTH (He
Giablre 4OoTHPHOX) MaplIpyTiB. HactymHum
KPOKOM Yy Tpi € KepeOKyBaHHS, IO
BHU3HA4YaAO IIOCAIOBHICTE XOoAiB. 3a OOUH
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number of modes of transport indicated
on the route map), take a route map or
stop at the station.

According to the rules of the board
game, participants had to follow the route
shown on their route maps. Routes
consist of sections - distances between
cities that must be covered by one of the
modes of transport. The corresponding
colors and signs (a number that shows the
required number of tickets to overcome
the section) indicate sections on the
routes. Areas of white color can be covered
by any chosen mode of transport. There is
also a universal ticket in the game, which
aims to replace a ticket for any other type
of transport. After moving the chips on the
playing field, the points obtained by the
student during the game are counted.

The end of the game and the
calculation of the received points took
place when one of the students ran out
of chips to overcome the routes. Note
that all players have the right to make a
final move to complete a full round. The
calculation included the points earned
by the students for covering the section
and adding points for covering the
routes. When the route was not covered,
the corresponding number of points was
subtracted from the total number of
points received, and then points are
added for unused station chips (three

points for one). In addition, ten
additional points were added to the
student for overcoming the longest

route. The winner of the "Journey to
Europe" game is the student who scores
the most points.

In order to increase the effectiveness of
the game with a focus on youth tourism,
we suggested that with each turn of the
participant, namely his stop, to talk about
youth tourism in one or another city or
country in Europe.

Thus, the development of the
edutainment environment aims to
introduce technological innovations in

education and use them in educational
programs. Visualization of the educational
task through its game, educational and

effective  elements motivates future
specialists to professional self-
determination, develops general and

Xi CTYAECHT MaB MOIKAUBICTH 3pOOUTH TaKi
[ii: B39THU irpoBUM KBUTOK (3BHYaliHUl abo
YHIBEPCAABHUMH), IPOKAACTU MIASHKY (SIKILIO
y CTyHAE€HTa € JOCTaTHS KiABKICTh BKa3aHUX
Ha KapTi Mapuipyry BHAy TPaHCIIOPTY),
B39TH KapTy MapuUIpyTy abo 3yImUHUTHCI Ha
BOK3aAi.

3rimHO HOpaBHAaM ~ HACTIABHOI  T'pH,
Y4aCHUKHU MaAU IIPOKAACTH MapLIPyT, IO €
Ha IX Kaprax MapupyTiB. Mapuipytu
CKAQAIOTBECS 3 MOIAJHOK — BiACTaHEW MiXK
MicramMu, gKi HOTPiOHO moAaTH OOHUM 3
BHIB TpaHCHOPTY. JiAGHKYN Ha MapIIpyTax
3a3HAYaroThCs BIAIIOBIIHUMHU KOABOPAMHU Ta
3HaKaMHu (mudpa, dKa II0Kasye HeoOXimHy
KIABKICTb KBUTKIB [IA TIOMOAAHHS TIASHKH).
iangaku  6iA0TO KOABOPY MOXKHA MJOAATH
Oyap-IKMM OOpaHUM BHOOM TPaAHCIIOPTY.
Takoxk y TIpi IPUCYTHIH yHIBEpCAABHUH
KBUTOK, HdKHH Ma€ Ha MeTi 3aMIiHUTH
KBUTOK Ha  OyIb-IKUH IHITIMH BU
TpaHcroprty. Ilicaga nepecyBaHHS (iIlIOK IO
irpOBOMy  TIOAIO  ITiAPAXOBYIOTBCH  Oasm
OTPUMAaHI CTYZEHTOM y XOZi TPH.

Kinmenp rpu Ta HigpaxyHOK OTPHUMAaHUX
b6aaiB BimOyBaBcs TOmi, KOAM Y OMIHOTO 3i

CTy[EHTIB 3aBEPIIyBaAHUCH doitrkm
IOOOAAHHSI MapUIpyTiB. 3a3Ha4uMo, IO yCi
rpaBLii MAaloTh IpaBo 3pobuTH

3aBepHIatoYni Xifx, 11106 3aBEePIIUTH IOBHE
Koao. IlimpaxyHOK BKAlOuaB Oaau, 1o OyAu
3apo0A€HI  CTyZeHTaMH 3a  IIOOAAHHS
MIATHKY Ta JoAaBaHHA 0aAiB 3a ITOJOAAHHS
MapumipyTiB. Koau wmapmipyr He OyB
[IOJI0AQHUM, TO BIAIIOBiAHA KIABKICTE 0aniB
BiaHIMaaach Big  3araabHOI  KIABKOCTI
OTPUMAHUX 0aAiB, TIOTIM OOOAIOTHCH 6aAH 3a
HEBUKOPHCTaHI (PIIIIKM BOK3aAiB (Tpu Oasm
3a ogHy). TakoxK 3a rogoAaHHSa HAa¥JOBIIIOTO
MapUIpyTy CTYAEHTY O0AaBaAOCh NJOOATKOBO
necsatb OaaiB. Ilepemoskiiem rpu "Tlomopozk
€Bporioi0" crae ToH CTYAEHT, SKUM Habupae
HaMOIABIIy KiABKICTb 0aAiB.

[as minBUIleHHsT e(PEeKTUBHOCTI TI'pHu 3
Opi€HTALlI€I0 HAa MOAOADKHUN TypH3M HaMHU
OyAO 3amIporIOHOBAHO, IIPU KOXKHOMY XOZIi
y4acHMKa, a caMe Horo  3yIMHII,
PO3MOBiHATH PO MOAOMIKHUN TypU3M B
TOMY YU iHIIIOMY MICTi 49U KpaiHi €Bponu.

TakuM 4YHHOM, PO3BHTOK CEPEIOBHILA
edutainment Mae Ha MeTi BIpPOBa/KyBaTHU
TEXHOAOTIYHI iHHOBAIlii B OCBiITy Ta
BUKOPHUCTOBYBaTH IX y  HaBYaABHHX
nporpamax. Bisyaaizailia HaB9aabHOI 3a1adi
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professional competencies.

The next technique that we use in the
training of future specialists in the
tourism industry for the organization of
youth tourism is "gamification". It is a
process of adding games or game
elements to the educational process in
order to encourage students'
participation in the educational process

and thus increase their motivation to
complete the assigned tasks. The
"gamification” technique can be
considered an environment that
stimulates student learning and

diversifies the process of teaching the
material of the discipline for the teacher.
These components of the educational
process help to attract the "digital
generation” to new informational and
communicative learning opportunities
through exciting functions and game
methods. Of course, the motivation to
acquire new skills and knowledge can be
different for each participant in the
educational process, so it is necessary to
define them and create an environment
of holistic learning.

Therefore, next, we consider it
expedient to consider the theoretical
background of our chosen technique,
namely its essence and basic principles.
In studying this issue, we used the
theoretical research of our Ukrainian
scientists. K. Nekhayenko & O. Kryvonos,
note that the main principle of
"gamification" is motivation. Using the
"gamification" technique in the learning
process, the student expects constant
feedback. According to researchers, four
main aspects [16] define "gamification",
such as:

- dynamics, which means the use of
scenarios that require users' attention in
real time;

- mechanics is about the use of
scenario elements, such as virtual awards,
statuses, virtual goods;

- aesthetics is an aspect of creating a
general gaming impression, which
contributes to the wuser's emotional
immersion in the process;

- social interaction, which defines a
wide range of techniques that provide user
interaction characteristic of games.

gyepe3 ii irpoBi, OCBITHI Ta pe3yAbTaTHUBHI
€AEMEHTH MOTHBYEe MaMOyTHiX (paxiBIiB 10
IIpopeCiFHOIO0 CaMOBH3HAYEHHS, PO3BHUBAE
3araAbHi Ta rpodecitiHi KOMIeTeHIi.
HactynHa TexHika, 9Ky MH 3aCTOCOBYEMO

y IIiATOTOBIII MaBOyTHIX haxiBIliB
TYPUCTHUIHOL raaysi o oprasizartii
MOAOZIZKHOTO TypuaMy € "gamification".

Bona sBAsie co0or0 mpoliec AoaBaHHs irop

abo irpoBHX €AEeMEHTIB [0 HaBYaABHOTO
IIPOLIECy 3 METOI0 3a0XOYeHHS y4acTi
CTYZEHTIB y TIPOIIEC OCBITU i TAKUM YHUHOM,
HiABUMUTH IX MOTHBALLIO [0 BHUKOHAHHS
[IOCTaBA€HUX 3aB/aHb. TexHiKy
"gamification" MOXKHa BBasKaTH
CEepeoBHUIIEM, SKE€ CTHMYAIOE HaBYaHHS
CTYHEHTIB 1  ypi3HOMAaHITHIOE  IIPOIIEC

BHKAQJI@HHS MaTepiaAy OUCLIMIAIHU [JAS
BUKA3IAQ4A. LI CKAQI0B1 OCBITHBHOTO
IIPOLIECy MOOIIOMAraloTh 3aAy4YaTH "I poBe
TIOKOAIHHS" [0 HOBUX iHQOpMAaIiiHO-
KOMYHIKaQTUBHHUX MOXKAUBOCTEH HaBYaHHS
IIIASIXOM 3aXOMAIOIOYHX (PYHKILH Ta METOIIB
rpu. 3BiCHO, MOTHBAlis OO OTPUMaHHHI
HOBHX HaBHYOK Ta 3HaHb Y KOXKHOIO
y4acHHKa  OCBITHBOI'O  IIPOLIECY  MOZKE
Pi3HUTHUCE, TOK HEOOXITHO BU3HAYHUTHU IX Ta
CTBOPHUTHU CEPEAOBHIIIE IIAICHOIO HaBYaHHH.

OT1xe, HaCTYIIHUM, BBazKaeMo 3a
JOLIABHE PO3TASTHYTU TE€OpeTUYHe HiAIpyHTS
obpaHoi HamMmu TexHiKH, a came ii cyTb Ta
OCHOBHI TNIPHUHIUIH. Y BHUBYEHHI IIHOIO
IIUTAHHS MH IIOCAYTOBYBAAHUCH TEOPETUYHHUM
poO3BiAKaM HaIlMX YyKPaiHCBKUX YYEHHX.
K. Hexaeuko ta O. KpuBOHOC 3a3Ha4aroTh,
10 OCHOBHWHY mnpwHIMI 'gamification" e
MoTUBallid. BuKopHCTOByIO4YM y IIPOLIECi
HaB4YaHHS TexHiKy "gamification" crymenT
4yeKae IIOCTIHHOIo 3BOPOTHOIO 3B<3Ky. Ha
OyMKY JIOCAITHUKIB "gamification"
BU3HAYAETHCH 4oTHUpMa OCHOBHUMU
acrekramu [16], TakuMHU K:

— AMHaMiKa, 110 O3Ha4da€ BHKOPHUCTAHHA

CLIeHapiiB, aKi BUMAararmThb yBaru
KOPUCTYBa4diB B PEaAbHOMY 4aci;
— MexaHika IIe I[IpO0 BHUKOPUCTaHHIA

ClLIEHApHUX €AEMEHTIB, TaKUX 9K BipTyaAbHi
Haropoay, CTaTyCH, BipTyasbHi TOBapH;

€CTeTHKa IIe acIleKT IIP0 CTBOPEHHS
3araAbHOIO irpOBOTO BpPasKeHHS, IO CIIpULIE
eMOLIHHIN 3arAn0A€HOCTI KOopHCTyBada B

IIPOLIEC;
— colliaabHa B3a€EMO/Iid, gKa BH3HaAYaE
TN POKUH CIIEKTD TEeXHIiK, 1110
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In view of the above, having elaborated
and based on the scientific work of
K. Bugaichuk [4] we should also define
the levels of "gamification" in higher
education:

- the first level can be considered the
use of a point system, which marks the
student's achievements and includes him
in the rating among the participants of the
educational process;

- we consider the second level to be the
introduction of plot into the game from the
point of view of the gradual provision of
educational information and the
complication of each new task;

- the third level can be considered the
use of different storylines, which will be
determined in view of the complexity of
the actions and the level of the student
who is involved in an individual or group
educational game;

- the fourth level is a combination of
learning and entertainment through the
creation of specialized educational games.

The widespread use of gamification in
higher education made it necessary to
define the essence of this concept. So,
based on the research of scientists, we
came to the conclusion that
"gamification” is the application of a
game element in a non-game context, as
noted in their research by S. Deterding,
D. Dixon, R. Khaled & L. Nacke [7: 10].
"Gamification" is a process of game
thinking and mechanics to engage
participants in solving applied
educational tasks. "Gamification", as
defined by O. Makarevich, is a tool that
facilitates the learning of educational
content [12: 277]. We consider the
"gamification” technique to be an
innovative approach to engaging in the
educational process and motivating
students and ensuring a sustainable
learning experience.

In the current context, marked by the
growth of "gamification", new
educational tools not only rethink the
way we teach, but also have a far-
reaching impact on the social and
ethical aspects of the involvement of
students and teachers, in particular
those who use information technology
systems [13].

3a0€e3I1eYyI0Th B3a€EMO/iI0 KOPHCTYBadiB,
XapaKTepHY OAd irop.

3 oragamny Ha BHUIIICHABE/ICHE,
OIpallfoBaBIIM  Ta  CIHPAIOYUCh  Ha
HayKoBuH nopobok K. Byraituyk [4] maemo
BU3HAUUTH TaKOX i piBHI "gamification" y
BHIIH OCBITI:

IEepIIMM piBHEM MOXKHaA BBaxKaTH
BUKOPHUCTAHHA 0aa0BOi  CHCTEMH, IO
II03HAYa€e  JIOCATHEHHd  CTyIeHTa  Ta
BHECEHHSI HMOro OO PEUTHHIY Cepen
Y4aCHUKIB HaB4YaABHOTO IIPOLIECY;

OPYyTUM  piBHEM MH  BBaXKaeMoO
BIIPOBA?K€HHSI CIOKETHOCTI B I'PY 3 IIOTASIY
IIOCTYIIOBOTO HaJaHHS HaBYaAbHOI
inopMmariii Ta yCKAQIHEHHS  KOXKHOTIO
HOBOTI'O 3aBIaHH4;

TpeTiM piBHEM MOXKHA BBaXKaTU
3aCTOCYBaHHS Pi3HUX CIOXKETHHUX AiHIM, 9Ki
OyayTh BU3HAYATHCH 3 OTAS/TY HA CKAQIHICTD
Oii Ta piBeHb CTYOEHT, SIKUM 3aAydeHU B
IHAVBIAyaAbHY UM T'PYIIOBY HAaBYAABHY T'DY;
YeTBEPTHM piBHEM € KOMOiHallig
HaBYaHHS Ta pO3Baru uYepe3 CTBOPEHHS
CIIelliaai30BaHUX OCBITHIX irop.

IMupoke 3actocyBaHHs gamification y
BUIIH  OCBiITI BHKAMKAAO  HEOOXigHICTBH
BU3HAQUUTHU CYTHICTH LBOIO ITIOHATTA. OTKe,
CIIMPAIOYNCh Ha [IOCAIPKEHHSI HAYKOBLIB MU
MIUINIAM BHUCHOBKY, 10 'gamification” — 1e
3aCTOCYBaHHHA €AEMEHTY I'PH B HEIrpoBOMy
KOHTEKCTi, SIK 3a3Ha4yaloThb Yy  CBOIiX
JIOCAIIZKEHHSIX S. Deterding, D. Dixon,
R. Khaled Ta L. Nacke [7: 10]. "Gamification"
€ IIPOLIECOM I'PH MMCAEHHS Ta MEXaHIKU [As
3aAyd4EHHsSI  VYACHHKIB [0  BHUpIIIeHHSI
IIPHUKAQIHIX HaBYaABHHX 3aBIaHb.
"Gamification", 3a BU3HAYEHHIM
O. MakapeBu4, L&  IHCTPyMEHT,  SKUH
TIOAETIIIyE 3aCBOEHHSI HABYAABHOIO KOHTEHTY
[12: 277]. Texuiky "gamification" BBazkaemo
IHHOBAIIMHUM IIi/IXOAOM IIOA0 3aAYUE€HHS [0
OCBITHBOTO IIPOLIECY Ta MOTHBALIii CTyEHTIB ¥
3a0e3rnedyeHHsI CTIHKOro HaBYaABHOTIO I0CBIiay.

Y HUHIIIHBEOMY KOHTEKCTIi, ITO3HAYEHOMY
3pocraHHaM 'gamification”, HOBI ocBiTHi
IHCTPYMEHTH HE AMIIIE IIE€PEOCMHCAIOIOTH T€,
dK MH HaBYaEMO, aA€ TaKOX MaloTb

JAAEKOCSKHUM BIIAMB Ha COLllaABHI Ta
€TUYHI AaCHeKTH 3aAydeHHsI CTYAEHTIB i
BUKAQIAYIB, 30KpemMa THX, XTO
BUKOPHCTOBYE CHCTEMHU iH(OPMAIliHHUX
TEXHOAOTIH [13].

OTke, 3a TIEPEKOHAHHSM JOCAITHUKIB
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Therefore, according to the conviction
of researchers C. Plump & L. Julia [17],
with whom we definitely agree, some
online games are turning into interactive
educational  platforms. They  allow
educators to create quizzes and learning
activities in a playful way, to engage
students in the learning process through
fun. Students can answer questions in
real-time using their mobile devices or
computers and receive instant feedback
on their answers. These tools encourage
friendly competition among students and
provide an effective way to assess student
knowledge and performance.

We believe that the "Kahoot!" service
is a creative and effective gamified tool
for  educational and  professional
motivation in higher education. Based
on the experience of foreign scientists,
practicing teachers, such as: R. Dellos
6], C.Plump & J.LaRosa [17],
S. Licorish, H. Owen, B. Daniel &
J. George [11], J. Guardia, J. Del Olmo,
[. Roa & V. Berlanga [9]. We used the

service "Kahoot!" to increase the
effectiveness of educational and
professional motivation in the

preparation of future specialists in the
tourism industry for the organization of
youth tourism.

Using the  educational platform
"Kahoot!" we conducted gamified pairs to
test students' knowledge, namely, online
testing in the form of quizzes. Basic
access to the service gives the opportunity
to: involve up to fifty students in a
gamified pair; create questions or use
ready-made ones from the question bank;
use the function of shuffling answers;
visualize questions and answers through
the image bank or self-uploaded pictures;
limit the time spent by the student on the
answer; adjust points for correct and
speedy answers to each question; build
progress scales for group students;
students to see each other's results.

Due to the basic access to the
educational platform, we created two
types of questions for students - with
"multiple choice" (quiz-quiz) and
comparative  definition "true-false"
(response option with exclusion).

It is also worth noting that you can use

C.Plump Tta L.Julia [17] 3 gxkuMm MH,
6e33ariepeyHo ITOrOKYEMOCH, [EeSIKi OHAQMH-
irpu  [IEPEeTBOPIOIOTLCSI Ha  iHTEPaKTHBHI
HaB4YaAbHI TImaarTcopMu. BoHH 103BOASIIOTH
IlearoraM — CTBOPIOBATH — BIKTOPHHH — Ta
HaB4YaAbHI 3axoau B irpoBiit copwmi, maasa
3aAyYEHHS CTYAEHTIB Y HaBYaABHUH IIpoIec
Jepes BECEAOLT. CrynenTH MOKYTb
BIMIOBiAaTH Ha 3allMTaHHd B pPeXuMi
peasbHOro dYacy 3a [OIOMOIOI0  CBOIX
MOOIABHUX HpPHCTPOiB abo KOMITIOTEpiB i
OTPUMYBaTH MUTTEBUH 3BOPOTHIM 3B’I30K
monao ix Bignosizme#t. Li  iHcTpyMeHTH
3a0X04yIOTh  [pPYy:KHE 3MaraHHd  Cepesn
CTymeHTIiB 1 3a0e3nedyroTh e(PeKTHUBHUMN
crioci0 OIliHIOBaHHS 3HAHHS Ta YCILIIHICTD
CTY/IEHTIB.

Ha mnamre mnepekoHaHHd — TBOPYHHE Ta
e(pbekTHBHUI redMiikoBaHUM iHCTPYMEHT
OAST HaBYAABHO-TIPOeciiiHOi MoTuBalli y
BHUIIH IIIKOAIL € cepgic "Kahoot!".
Crimparouuch Ha [OOCBiL 3aKOPOOHHHX
HAYKOBLIB, IIeJaroriB-IIPakKTHKIB, TAKUX 9K:
R. Dellos [6], C.M. Plump & J. LaRosa [17],
S.A. Licorish, H.E. Owen, B. Daniel i

J. George [11], J.J. Guardia, J.L. Del Olmo,
[. Roa Ta V. Berlanga [90mH6Ka!
HCTOYHHK CCBIAKH He HaHZAeH.|, Mu
3aCTOCYBaAH cepBic "Kahoot!" OAST
igBUILIEHHS  €(PeKTHUBHOCTI HaBYAABHO-
rmpodpeciiiHoi  MoTHBalii y  MiATOTOBILI

MaiOyTHIX (paxiBIiB TYPHUCTHUYIHOI raay3si 1o
opraHizaifii MOAOJIsKHOTO TypPU3MY.

3a [OmOMOro0 HaBYaABHOI IMAAT(OPMHU
"Kahoot!" mm mpoBoamam reiimicikoBaHi
Hapu Ha IIEPEBIPKYy 3HaHBL CTYIEHTIB, a
came, OH-AaMH TEeCTyBaHHH Y BUTASIII KBi3iB.
BazoBuit  moctym  mo CepBicy  ma€
MOZKAUBICTB: 3aaydaTu a0 retimidikoBaHOi
IIapy 210 IT’ATAECITU CTyNEeHTIB; CTBOPIOBATU
IIMTaHHa a00 BHUKOPHCTOBYBaTH TOTOBi, 3
0aHKy NUTaHb, BUKOPHUCTOBYBATH (PYHKIIIIO
HepeMilTlyBaHHSI BiAIIOBineH;
Bi3yaai30ByBaTHU 3allUTaHHsS Ta BiAIOBIzIi
gyepe3d OaHK 300pazkeHb abo CaMOCTiHHO
3aBaHTaXKEHI KapTHHKH; OOMeKyBaTH dac,
dKUHA ~ BUTpPadaEeThCS CTYIEHTOM Ha
BIZIIOBiZIb; KOpeTryBaTH 0aAu 3a IPaBHUABHY
Ta MIBUAKICHY BIANOBiAEP II0 KOXHOMY
IMIUTaHHIO; OyayBaTH IIIKAAW IIPOTPecy
CTYNEHTIB TpynH; CTyAeHTaM OaduTH
pe3yAbTaTH OWH OLHOTO.

Yepe3 6azoBHU OOCTYII OO0 HABYAABHOI
AaT(OPMH MH CTBOPIOBaAU A CTYAEHTIB
IBa TUIIM IIUTAaAHb 3 "MHOXHHHHM
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"Kahoot!" in two ways. "Virtual audience"
is the first method of testing, which is
broadcast through a projector screen. It
shows questions, answer options and a
timer. Students join the virtual audience
using a pin code and select an answer
option on their smartphones.

"Self-study" is the second method
where students take quizzes on their own.
The questions, answer options and a timer
are displayed on their smartphones. For
this method, it is possible to choose the
date and time of the test.

As an example, here are several Kahoot!
created by wus for the disciplines:
"Organization of youth health tourism"
and "Regional lore". The educational game
"Kahoot!: organization of youth health
tourism" contains eight multiple-choice

questions, using pictures and photos.
The educational game " Kahoot!: local
history of the region" contains ten

questions with quiz questions and a
comparative true-false definition. Pictures,
photos, maps and diagrams were used to
create this quiz. This game was also
conducted by using a virtual audience.
Therefore, we used the gamification
technique to train future specialists in
youth tourism, which provided students
with an interesting interactive
environment. The use of gamification in
the teaching of tourism disciplines gave us
the opportunity to carry out individual
training of students and collective work in
a  student to

group, encourage
independent and creative activity, to
motivate future specialists to self-

evaluation and self-education as a guide
in professional activity.

Conclusions and research
perspectives. Therefore, we consider
game technologies in education as an
additional stimulus in the activation of
training and training of future
specialists in the tourism industry for
the organization of youth tourism. The
game method provides comprehensive
development of personal and
professional skills through the game. It
engages students in exciting activities
that involve overcoming preconceived
professional situations. Professionally
oriented and situational games and

BHOOpOM" (kBi3-BiKTOPHHA) Ta
IIOPIBHAABHUM BH3HAYE€HHAM — 'BipHO-
HEeBipHO" (BapianT BigIoBiai 3
BHUKAIOYEHHSIM).

Takox BapTo 3a3HA4YUTH, 10
3aCTOCOBYBaTH 'KaxXyTu' MOXKHa [OBoMa
ciocobamu. 'BipryasbHa ayautopisg' -
e PIIUH crocib  TecTyBaHHS, AKUH

TPaAHCAIOETBCA 4epe3 eKpaH IpoekTopa. Ha
HBOMY IIOKA3aHO 3alldTaHHS, BapiaHTH
BIAIIOBIAl i TarMep. CrynenTu
IIPUETHYIOTHCS [0 BipTyaAbHOI ayauTopil 3a
JOTIOMOTOIO ITiH-KOAy Ta OOHMparoTh BapiaHT
BIAIOBiZi HA CBOiX cMapTgOHaX.
"CamocriifiHe HaBYaHHA" — OPYTHH CHOCIO,
e CTYAEHTU CaMOCTIHHO IIPOXOOATh
BIKTOPHUHHU. 3anuTaHHd, BapiaHTH
BiamoBizeti i TatiMep BHCBIUyIOTBCH Ha IX
cMmaprdoHax. [ad IOrO CIIoco0y MOIKAWBO

obparn gmary Ta Yac  IIPOBEAEHHS
TECTyBaHHSI.

o 1mpuraamy, HaBEAEMO  OeKiAbKa
CTBOPEHUX HaMHU KaxXyTiB [AS AUCIIUIIAIH:
"Opranizailii =~ MOAOMIPKHOTO  O3/I0POBYOTO
Typusmy' Ta "KpaesHaBcTBO — perioHy'.
HapyaarHa rpa "Kaxyr:  opranizailia

0300POBYOT0 MOAOIZKHOTO TYPHU3My' MiCTUTD
BiciM 3amuTaHb 3 MHOXKHHHUM BHOOpPOM, 3
BUKOPHCTAHHAM MAaAIOHKIB 1 pororpadiii.
HaByaabHa rpa '"KaxyT: Kpa€3HaBCTBO
perioHy" MICTUTh [ECATb 3aluTaHb 3
KBi30BUMH IIHUTAHHAMH Ta IOPiBHAABHUM
BU3HA4YEHHAM "BipHO-HEBIPHO". Hag
CTBOPEHHS wiel BIKTOPHHU Oyao
BHUKOPHCTAHO KapTHUHKH, (otorpadii, KapTu
Ta cxeMmHu. llga rpa Takoxk Oyaa IpoBezeHa
IIIASIXOM 3aCTOCyBaHHSI BipTyaAbBHOI
ayauTopii.

Otxke, IiAroToBLI MaiOyTHIX (PaxiBIIB 3

MOAOIZKHOTO TYPU3MY HaMHu Oyaa
3acTocoBaHa TexHika gamification, gka
3abesnevyyBasa CTyAE€HTaM IIiKaBe

IHTEepaKTUBHE CepemoBHIllE. 3aCTOCYBAHHS

gamification y BUKAamaHHI [OHCILIUTIAIH
TYPUCTHYIHOTO CIIpSIMyBaHHS JaA0
MOZKAHBICTB HaM 31iMCHIOBATHU
IHOAVBiQyasbHe  HaBYaHHA  CTYZEHTIB i

KOAEKTHUBHY POOOTYy B CTYAEHTCBKIiil Trpyti,
3a0XOTUTH [0 CaMOCTiiHOI 1 TBOpPYOi
aKTHUBHOCTI, CIIOHYKaTH MafOyTHIX
draxiBIIiB 10 CAMOOIIiHIOBAaHHS 1 CAaMOOCBITH,
K OPi€EHTHpPA Y IIPOopeCitHii AiTABHOCTI.
BHCHOBKH 3 JAaHOIO MOOCAiMKeHHs i

NEepPCNEKTHBH MNOJAABIIHX PO3BiIOK.
OTke, irpoBi  TexHOAOTii B  OCBITi
poO3rAdIaeThCsl  HaMH, $SK JIOOATKOBHH
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exercises develop professional
imagination, contribute to the
assimilation of specific professional
knowledge, and create search and

research situations. Game technologies
activate students' participation in the
educational process, develop
information and communication
literacy, and contribute to high quality
and sustainable educational activities.
In our further research, we consider it
necessary to more thoroughly study the
issue of the application of game

CTUMyA B akKTHUBi3allii HaB4YaHHA Ta
IIiATOTOBII MatbyTHIX haxiBIliB
TYPUCTUIHOI raaysi 0 opraxizartii
MOAOIIDKHOTO Typu3My. IrpoBuii MeTon
3abesreyye KOMIIAEKCHUH PO3BUTOK

0COOHCTHUX Ta MPOgECIHHNX HABHYOK Yepes
rpy. BiH 3aay4ae CTyOeHTIB y 3aXOIIAIOIOUY
OISIABHICTB, $Ka TIepeabdadac II00AAHHS
Harepes BUT'QIaHUX IpodpecitHmx
curyauiti. [IpodpecitiHo-opieHTOBaHi  Ta
CUTyallitiHi irpm ¥ BIpaBH PO3BUBAIOTH
IIpodpecCifiHy ydBY, CIPHUSIOTH 3aCBOEHHIO
KOHKPETHHX (paxOBHX 3HAHb, CTBOPIOIOTH
curyallii NIOIIyKy Ta MOOCAifzKeHHd. Irposi

technologies in the professional training

. tH TEeXHOAOTI aKTUBI3yIOTh y4IacTh CTYAEHTIB ¥
of tourism specialists.

HaBYaAbHOMY IIPOLIECI, PO3BHBAaIOTh
iHpopMaIlifHO-KOMYHIKaIliHy
TPaMOTHICTD, CIIPHUSIIOTH SKICHIM Ta CTiMKiH
OCBITHIH OiIABHOCTI.

B mnopgaapIIMxX CBOIX  JOCAIIPKEHHSX,
BOayaeMo 3a HeoOXigHe TI'PyHTOBHIIIIE
BUBYATU IIMTAHHS 3aCTOCYBaHHS irpOBHX
TEXHOAOTIH y mpodoecifigiii  miaroToBri
daxiBIliB TypHU3MYy.
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