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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 @AXIBIIB MOAOAIXKHOT'O TYPU3MY

S. M. I'epalieHKoO

Y cmammi euceimnieHo numaHHsL 30GCMOCYBAHHSL 2POBUX MEXHOJ02ll Y nid2omosyi axisuie
mypucmuuHoi 2any3i 00 ope2aHizayii Mono0iKHo20 mypusmy. IIpoaHanizogaHo HAYKos8lL po38ioKU
YKpaiHcbKux ma 3apybixHUX 8UeHUX UL000 3ACMOCYBAHHSL 2P08UX Memo0i8 ma MexHO102ill Y 8ULLT
oceimi.

LocnioxeHo izposi cumyauii, nNi3HABANbHI 2pU, OUOAKMUUHL 2pU. 3anponoHo8aHo cmyoeHmam
bpamu yuacmos 8 NiZHABANLHUX 2pAX, MAKUX SIK: IHmesieKkmyaieHa epa-eikmopuHa "locnioHur';
iHmenexkmyanvHa ezpa 'llponyweHi cnoea’; enpasa "3anopiKkxksi eKkcKypciliHe'; npaxKmuuHo-
mpeHysaneHa enpasa "SI — opeaHizamop’; iHmenexkmyanvHa 2pa "leposuli snabipurm”. Byna
enposaodxeHa cumyauilina enpaea "I[lidzomoska 00 mypucmuuHozo 3axo0y" ma enpasa-
docnioxeHHst "MonooikHUilL. mypusm”. BukoHyrouu cumyamueHi enpasu ma enpasu-00CaiONeHHS
MailibymHi ¢paxisyi 3 op2aHizayii MOA00KHO20 MYPUIMY POPMYBANU HABUUKU 8UPOOHUUUX OLL.

PozznsinHymo izposi mexHoso2ii oceimHe Kadge, el’romeilimeHm ma zelimipikauis. KoHuenuis
"Knowledge café" cknadaemucsi 3 8u3HaueHHst memu, subopy "xpaHumenig”, npogedeHHst 0eKibKOoX
maKkmie 3 nouepz08uUM nepemildeHHIM cmyoeHmis, 002080peHHsT | BUKOHAHHSI 3080aHb mMa
niogedeHHst nidcymkie 3ycmpiui. BusHaueHo memamuru 0nsn npogedeHHs epu "Knowledge café" —
"Yepaina - mMmonooikHa mypucmuuHa kpaiHa'. ChopmynboeaHi numarHsi OAst 0062080pEHHSL:
"TypucmuuHi soKayii/3axoou, sKi MOXKHA 8ukKopucmosysamu OAsi MON00KH020 mypusmy'. B
JocliOXKeHHT eukKopucmosyeanu mexHosozito "edutainment” uepe3 3acmocyeaHHsT HACMINLHOL
mypucmuuHoi 2pu "Ilodopox €eponow’. 3acmocosaHo HO8Y mexHIKY "gamification” y nidzomoeui
Mmailibymrix ¢gpaxisyie mypucmuuHoi 2anysi 00 0p2aHizayii MOA0ODKHO20 MYpPUsmMy, 1Ka seasie coboro
npouec 000a8aHHS 20p abo izposux enemeHmie 00 HABUA/IbHO20 3A80AHHSL 3 MEMOI NIOSUULEHHSL
Mmomueayii cmyoeHmie Yy npoueci oceimu. Bnpoeadunu, 3a 00nomozot0 HA8UANLHOI naiamgpopmu
Kahoot! eeilimichikosaHi napu, SIKi Cnpsamos8yeaiuCb HA NepesipKy 3HAHb CMYyOeHmi8 UWLISIXOM
npoeedeHHsl OHAAlH Mecmy8aHHsL Y U510l K8i3i8 ma 8IKMOPUH.

Knwuoei cnoea: izposuli memod Yy euwilli oceimi;
mexHOoJ1021l; MONIOODKHUL MYypusm; oceimHe Kacgpe; Kai3.

ed’tometlimenm; ezelimigpikauis, i2posi

ITocTaHOBKa mpobAeMH. YKpaiHCBKE
CYyCHIIABCTBO B yMOBaxX BOEHHOI arpecii

Introduction of the issue. Ukrainian
society in the conditions of military

aggression against Ukraine must adapt to
modern challenges, in particular, in
matters of professional training of tourism
specialists. The search for new
opportunities and the introduction of
innovative teaching methods and
technologies is one of the most important
tasks of teachers. The use of gaming
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:

IPOTH YKpaiHU MYCUTH IIPUCTOCOBYBAaTHUCH
OO0 BHUKAUKIB Cy4acHOCTi, 30KpeMma, ¥ B

IIUTaHHIX rpodpeciitHoi HIiITOTOBKU
daxiBIliB  TypHU3MY. [Momrykm  HOBHX
MOZKAHUBOCTEMN Ta BIIPOBAXKEHHH
IHHOBAIIMHUX  MeETOdiB M  TEeXHOAOTIIH
HaBYaHHS € OOHUM 3 Ha¥BasKAUBIIINX
3aBIaHb BUKAQIAYIB. 3acrocyBaHHS

iIrPOBHUX TEXHOAOTIM I Yac HaBYaHHSI Y
3aKAa[axX BHIIOI OCBITM € IIOIIHMPEHOIO
TeHAeHIi€ro. Aae irpoBi Meroou |y
HiAroTOBII (PaxiBIliB MOAOIISKHOTO TYPHU3MY,
3 OTAGDy Ha IIpOoaHaAi30BaHi HaMU IKEpPEAa,
aKTHBHO HE 3aCTOCOBYBaaMChb. OTXKe, HAMU
3aIlIpOIIOHOBAHO  Ta  BIPOBaKEHO ¥
[iATOTOBKY  OpPraHi3aTopiB  MOAOMIZKHOIO
TypU3My, HE AHIIIE KAACHYHI HaBYaAbHI irpH,
a ¥ IHHOBAaIllilHi.

AHaaiz ocTaHHIX  ZJOCAiZKXEHD i
nyOAikaii. [MuraHHS ~ 3aCTOCYBAHHS
irpoBUx METOiB y BHIIIH OCBITI

BHCBITAIOIOTE y CBOIX HAyKOBHX po0OTax

136



Zhytomyr Ivan Franko State University

Joumnal. Pedagogical Sciences. Vol. 3 (118)

Bicrux 2KumomupcoKozo 0epiagHoz0 YHigepcumemy imeHi Isara dpanka.
ITeoazoeiuni Hayku. Bun. 3 (118)

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, 0. Kotykova,
G. Romanov's didactic game is interpreted
as a method of imitative management
decision-making through clearly

VKpaiHCBKI Ta 3apyOisKHHX HAYKOBIIB:
A. CemenoBa [19]; 4. Kpynceku#i  Ta
B. MuxaseBuu [10]; H. daerontoBa [8];

M. AptromnHa, 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
TexHoAorio edutainment mocaimKyBaau:
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]. Haykosi
PO3BiIKKM 3acTOCyBaHHd TredMidikarii y
BUIII OCBiTI BHUCBITA€HI cepem pobiT
HAYKOBIIiB: S. Deterding, D. Dixon,
R. Khaled i L. Nacke [70mu6ka! HcTOYHHK
CCBIAKH He HaHzeH.|; O.MakapeBu4
[120mn6ka! HCTOYHHK CCBIAKH He
HalmeH.|. [IoCBiL 3aCTOCYBaHHS y BHIILHM
LITKOAi cepBicy "Kahoot!" MOZKHAa
IIpoaHaAi3yBaTH  cepex  pPobiT  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, TEOPETHYHOIO OOIPYHTYBAHHS Ta
BUCBITA€HHA  IIPAaKTHKH  3aCTOCYyBaHHS
iIrpoBUX TEXHOAOTIH y [iATOTOBLIL
OpraHizaTopiB MOAOMIXKHOIO TYpPHU3My, B
[IPOaHAaAI30BAHOMY HaMM MacCHBI HAyKOBHUX
I0POOOK [1eIaroTiB-TIPaKTHKIB €
HEOCTaTHIM.

MeToI0 cTATTi € IIpEe3eHTYBaTH BAACHUHU
IPaKTUYHUHN [I0CBiJ 3aCTOCYBaHHS irpPOBUX
TEXHOAOTI y  migroroBmi — MaibOyTHIX
daxiBIliB TYPUCTUYHOI TaAy3i 0 opraHisariii
MOAOIZKHOTO TYpPU3MY.

Buxaaz OCHOBHOTO MaTepiaay.
IrpoBuii MeTOZm B OCBITI CHpPsMOBaHUHU,
HacaMmIlepe/], Ha akKTHBi3allilo HaB4YaHH4, 3a
BusHaueHHaM A. CemenHoBoi [19: 191], mpo
BiIOyBaeThCS dyepe3 KOMIIAEKCHHUH PO3BHUTOK
ocobucTux Ta ImpodeciiHUX HaBHUYOK ¢
yMminb [10: 45] B irpoBi#t popwmi. Bin 3asyuae
CTYIEHTIB y 3aXOIIAIOIOUY [MiSIABHICTB, sKa
riepenbagae IIOJ0AQHHS IIOIIEPETHBO
BUTaIaHUX ITPOPECiHHIX CHUTYaLliH.

IrpoBi cutyariii, 0 IKUX HaA€XKaTb Pi3Hi
BUOU irop (OMOAKTUYHI, IHTEAEKTYaAbHI,
pyxXauBi Ta iHIN) 3a  BHU3HAYEHHAM
4. Kpyricekoro Ta B. MuxaaeBu4a, € OIHUM
3 MEeTOMiB TIiABUIIEHHHA iHTepecy [0
Hap4yaHH4 [10: 21].

Hayxkosii H. ®aeronToBa, M. ApTIoIliiHa,
O. KotukoBa, I'. PomanoBa ounakTU4Hy TPy
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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

TPaKTyIOTb, HgK  MeETOX  iMiTalilfHoro
IPUUHATTS YIIPABAIHCHKUX PIlI€Hb IIATXOM
YiTKO BCTAHOBAEHUX IIpaBHA I'pd [2; 8], 110
"3aHypIOIOTH' CTYOEHTIB y IIpodpeciliny
arMmoccepy. BukoprcraHHS AMOAKTHIHHX
irop y BHUILH OCBITI [03BOASIE CTyAeHTAM
4yepe3d IIPU3My  poO3Bark  3acCBOIOBATH
mpodpeciiiHi HaBUYKMU Ta 3HAHHS IIIAIXOM
iMiTaIlifHOTO MIPaKTHUYHOTO JOCBIIY.

Ham imMmoHye TBepAskKeHHS HAYKOBLIiB
O. Cikopa Ta P.Ilagrok [20: 64|, gaxi
IIPUHIIIAY 1O BUCHOBKY, III0 Cy4aCHE OCBITHE
CepeIOBHUILIE 000B’I3K0BO Mae
IIOCAYTOBYBATHCh irpPOBHMM TEXHOAOTISIMU,
II0 CTAAO HEBI'€MHOI0 YaCTHHOIO IIPOLIECY
iArOTOBKKM ~ MadOyTHIX  (paxiBIiB 10
rpodpeciiiHoi aisapHOCTi. IHTerparisa irpoBux
TEXHOAOTI¥ B OCBITHINM IIPOIIEC € BaKAUBUM
Ta HEOOXiMHMM KpPOKOM [AS PO3BHUTKY
MoTuBalli, QopMyBaHHA HaBHYOK H
IIOKpAallleHHSI HaBYaABHOIO IIPOLIECY.

Posragnemo irpoBi TexHoaorii, fKi Oyau
3aCTOCOBaHi HaMH y MiATOTOBLI MaMOyTHIX
daxiBIliB TYPUCTHYHOI raAysi 0 opraHisariii
MOAOIDKHOTO TYPH3My, OIABIII OETAABHO.
[Topsa 3 KAQCHYHUMM IrpOBHMM METOIAMH,
TaKUMU, SK Ili3HAaBaAbHI Ta [MiAOBi irpw,
HaMu OyAO BIPOBa/XKEHO B IMiITOTOBKY
daxiBiiB MOAO/II>KHOTO TYypU3MYy
iHHOBAIIiMHi iIrpOBi METOAU Ta TEXHOAOTII.

Hamm 6yao 3aIrpornioHOBaHO CTyZeHTaM
OpaTH y4acTb B Ili3HABaABHHUX irpax, TaKUX
SK: IHTEeAEKTyasbHA rpa-BiKTOpHUHA
"MNocAimHUK" (mIpoBoAMAaCE B  KOHTEKCTI
BUBUYEHHd aucruniaigu "lcropis Typusmy');

iHTeaekTyasnbHa Tpa "[IpomymieHi caosa"
(Ducrmmaiga "TypucTuyHi pecypcu
Ykpainn"); BIIpaBa "SarnopixcKa
€eKCKypcitiue" (mpenmeTt "Opranizailig
EeKCKYpPCIHHUX mocayTr"); IPaKTHUIHO-
TpeHyBasbHa BHOpaBa 'J — opraxizaTop"

(mpeaMeT "AKTHBHO-O3J0POBYHM TypHU3M');
iHTeaekTyaabHa rpa 'IrpoBuii AabipuHT"
(mpenmet "Opranizarlig MOAO/Ii>KHOTO
o3gopoBuoro Typusm'). Taki mpodpecitiHo-
Opi€HTOBaHi irpH PO3BHBAIOTH IIPOPECiHHy
yaBY, CIPHAIOTH 3aCBOEHHIO KOHKPETHHX
daxoBuUx 3HaHb, CTBOPIOIOTH CHTYyallil
HOIIYKYy 1  JocaimkeHHd. Curyarititina
BopaBa "[linroToBKa OO0 TYPUCTHUYHOIO
3axoy' CIOHYKAa€E VYaCHUKIB IIyKaTH
HOpPMaTHUBHO-IIPpaBOBE BUPIIIEHHT
3MOIEABOBAHOI CUTYyallii IIPOBOANAACE HAMU
oim yac BHBYEHHsS IpeaMetry 'lIpaBoBe
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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  TYPUCTHUYHOI  HiSIABHOCTI".
[IpoBomuTH aHaAi3 OIIABHOCTI TypPUCTUYIHHX
KOMIIAEKCIB, HaIIPHUKAAl, 3a0X04uye BIIpaBa-
OOCAiKEeHHT "MoaomizkHUM Typu3sMm', dKa
Oyaa opradizoBaHa HaMH y paMKax
3aCBOEHHS TeM 3 aucHuIaiHg "Opraxizartis
[03BiAAS B TYPHUCTCHKO-03/I0POBYOMY
KOMIIAEKCI". Bukonyroyu CUTYaTHBHI
BIIpABH Ta BIIPABHU-IOCAIPKEHHS MAaiOyTHI
daxiBIli 3 opraHizallii MOAOIIZKHOTO TYPHU3MY
dopMyIOTF HaABUYKH BHPOOHUYHX  MOiH,
CaMOBH3HAYaIOThCS 110710 HaIIpsSIMy
IpopeciHOl AiFIABHOCTI.

Po3BuTOK  irpoBoro - HaBYaHHS, Ha
IIEPEeKOHAHHHA  3apyOi’KHHUX  JOCAITHUKIB
(J.C. Yang, K.H. Chien i T.C. Liu;
F. Andrioni; J.A. Moreno-Murcia,
E.H. Hernandez Tta L. Ruiz [1; 15; 21]),

3a0e3rneynB 3MiHH y TPaAULIHHUX CTHASIX
BUIIOi OCBiTH. IrpoBi MeToau HaBYaHHS
aKTUBI3yIOTh y4acTb CTy[EHTIB y
HaBYaAbHOMY IIPOLIECI, PO3BUBAIOTH

iHpopMaIlifHO-KOMYHIKaIliHy
TPaMOTHICTD, CIIPHUSIIOTH SKICHIM Ta CTiMKiH

OCBiTHIM  misiapHOcTi.  Takox, BapTo
3BEpPHYTH yBary, Ha BH3HA4YEHHS IIOHATTS
"iIrpoBoro  HaBYaHHS', HdKE€  BHCBITAIOE

ykpaiHcbKa pocaigauig K. Mexen. 3a ii
BHU3HAYEHHAM, irpOBe HABYaHHA — II€ THII
aKTUBHOTO HaBYaHHH B irpoBOMYy
CEepeNoBUIIl, SKUHM Mae KOHKPETHI ITAl i
BUMIpHI pe3yabTaTu. lle BUA MIFABHOCTI B
yMOBax  CHUTyallil, CIIpSIMOBaHUX  Ha
BiATBOPEHHS 1 3aCBOEHHS HaBYaABLHOIO
nocsiny [14: 20].

Tak, HamMu OyAO BIIPOBAZKEHO OIHY 3
HOIYAIPHUX ITPOBUX TEXHIK Yy 3aKOPAOHHUX
OCBiITHIX 3arAamax, gruM € 'Knowledge
café", ake mu, TepeliMarodu MJOCBIZ KOAET,
BBEAN B ayAuTOpHe HaB4daHHdA. KoHIlemnIria

"Knowledge café" CKAQIAETHCH 3
BHU3HAYEHHSI TEeMH, BHOOpPY '"XpaHHUTeEAiB',
[IPOBEACHHI IIEKIABKOX TaKTIiB 3
[IOYEPTOBUM  IEPEMIIlIEHHSIM  CTYIEHTIB,
OOrOBOpEeHHA 1 BHKOHAHHA 3aBAaHb Ta

HiIBEIeHHS ITiACYMKIB 3yCTpidi.

[as TpoBeneHHs TPU MH BHU3HAYHUAU
TeMmy Haitoro "Knowledge café" — "Ykpaina —
MOAOIZKHA TYPUCTHYHA Kpaina'.
CdopmyAroBasr TUTAaHHA AT OOTOBOPEHHS:
"TypucTuyHi AoOKalii/3axomy, GKi MOXKHA
BUKOPUCTOBYBaTH [AST MOAOIZKHOTO
TypusMy". IlinroryBaam dYOTHPH CTOAH,
KOXXEH 3 9KHX BiAIoBimaB reorpadigHuM
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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 ([IiBaeHb, MiBHIY, 3aXif
Ta cxig). CTyOoeHTH, 3TigHO 3i CIIHCKOM
rpyny, OyAW TIOMiA€HI Ha YOTHUPHU APy
Ta MaAM 3afiHATH MICILig 3a croaaMu. KozkHa
miarpymna, OpPOTAroM S XBHAWH, oOOHMpasa
cBoro 'xpaumrteas'. "XpauuteaeM' Oyaa
ocoba, sgKa AHIIaraCh 3a CTOAOM 0Oe3
repeMinieHb, (pikCyBasa OCHOBHiI Te3H Ta,
[I0 3aBeplLIEHHI TaKTiB IepeMIIIeHHd],
migBoovAa  TiACYMKH  OOTOBOpPEHHS — 3a
BinmoBimHUM cToaoM. Ilicag Toro, gk OyB
oOpaHmit "XpaHUTEAD", CTYLAECHTH
0OTrOBOPIOBAAU TEMY, IIPOIOHYIOYH CBOI T€3H
(15 xBuamH). KoxkHa rpyma nepeMintyBasach
YOTUPH Ppasu (II0 BiAMHOBiZIA€ OCHOBHHUM
reorpadivyHUM HaIIpAMKaM KpaiHu).
3aBepiiryBaBcs "Knowledge café"
IIiaBeeHHIM iICYMKIiB y BUTAAIL
IIPEOCTABACHHI dYOTHpMa '"XpaHUTEAIMH"
Ha3BH Ta ONHCY AOKallifi/3aXxomdiB, IO
MOXKHa BHUKOPHCTOBYBATHU [AS MOAOIZKHOTO
TYPHU3MY. Takoxx CTYLEHT-XPaHUTEAb
3a3HayaB, SKUM caMe BHZ MOAOMIKHOTO
Typu3My IIepeBazkaB y MOro 4acTHHI KpaiHu
Ta NIPEACTaBASIB T€3U I'PYIIOBHUX OOIrOBOPEHB
040  WIA9XIB  HOIyAdpu3alii  IIHOTo
IIEPCIIEKTUBHOTO BUY TYPHU3MY.

Lle#t irpoBuU#i  MeTOXL  aKTUBI3yBaB
HaBYaAbHO-ITPOeCcitiHy MOTHBAllilo
CTY[NEHTIB iHTepaKTUBHUM MiIXOA0M [0
BUpIIIIEHHd  KOAa  IIMTaHb, AaKTHUBHOIO
CIIIABHOIO B3a€EMOJII€I0 YYaCHHKIB, CIIPUSIB
3aAy4EHHIO  CTYIEHTCTBA OO  OOMiHy
OyMKaMU, i1esIMU, BAQCHUM JOCBiZIOM.

LikaBoro Cy4acHOIO dopmoro
HaBYaABHOIO IIPOLIECY, Ha HAaIll IIOTA4H, €
irpoBa TexHoaoria 'edutainment', ska
IIoegHye B CcoOi  ocBiTYy Ta po3Bard.
BukoprcranHsa HaBYaAbBHUX €AE€MEHTIB Y
po3Barax Ta  iHTerpaliss  OCBITHBOIO
€AEMEHTa B  pPO3BaKaabHy IIporpamy
BU3HAYAETHCS AocAiagauiiero M.B. Zorica, gk
[Ba HaIIpSIMH B HaBYaAbHIH AisgabHOCTI [23:
4090].

Ha mymky maykoBuiB D. Buckingham Ta
M. Scanlon [3], K. Rapeepisarn, K. Wong,
C.Fung i A. Depickere [180mrmu6xka!
HCTOYHHK CCBIAKH He HaHzaeH.. 29|,
edutainment — 11e HedbopMasbHUH Ta MEHII
OUOAKTUYHUHA ~ MeTOZ  HaB4YaHHS, IO
3yMOBAIOE crrerupigHe TIOETHAHHS
KOMIIOHEHTIB "rpa — oCBiTa — pe3yabpTat', gdKi
CIINPAarOThCS Ha BHUKOPUCTAHHS Bi3yaAbHOTO
Marepiaay, Ha OCHOBiI posmosiai 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

irpoOBOTO KOMIT'FOTEPHOTO (POPMATY.

Hocainauku H.M. Zin Ta N.Z. Zain [22],
BU3HA4YaIOTh, 1110 edutainment Bxke IIPOHUK
y (popMasbHe HaBYaHHA Ta € €BOAIOIIHHOIO
aAbTEPHATHBOIO  TPAAULIMHOMY  METOaY
OCBiTH, 3 IIi€I0 OyMKOIO HAYKOBILB MU
0e33armepevyHo 3TO/IHi.

Bapro 3asmaunTu, nio edutainment 3a
nepekoHaHHAM pnocaigauka C. Crook [5],
IIOKAUKaHUNY (pOpMyBaTH HABUYKH, SKUMU
Mae BOAOITH cydacHUH
KOHKYPEHTOCIIPOMOXKHUY  paxiBenb  XXI
CTOAITTH, a caMe: KpUTUYHE MUHCAEHH,
IIBHJKE  pearyBaHHd Ta  BUpIIIEeHHS
IIOTOYHHUX TaAy3eBHX ITPoOAEM, KOMYHiKaIlis
Ta BMiHHS CITiBIIpaIlfOBaTHU.

A  HakonmyeHHs 0a30BUX  3HAHb
MaiOyTHIX (paxiBIIiB, 3 METOI0O MOTUBYBaHHS
ix mo HaBYaAABHO-IIPOgECIHHOI AiIABHOCTI y

raaysi TypusMy, MH BHKOPHCTOBYBaAU
TEXHOAOTIIO "edutainment". HacriapHa
TypuctuuHa rpa "llomopoxk €Bpormor"
YPi3HOMAaHITHIOBaAa IIPOLIEC  3aCBOEHHS
daxoBUX 3HAHb, PO3BUBaAa IHTEAEKTYaAbHI
3mi0OHOCTI, CaMOCTiHiHIiCTh, BIIEBHEHICTD,
IIBUKICTb peaxiiii. Merta rpu:
ITPOKAQIaHHS gKoMora JTOBILIOTO
Ge3repepBHOTO MapUIpyTy KpaiHamMu

€Bpony, gKHH BHUIAB y4YacHHUKY Ha MOro
KapTi MapuipyTy Ta HaOyTTs HaiOiABIIOl
KiABKOCTI 0OaaiB cepen ycix crymeHTiB. Y
HaCTiABHIH I'pi IPHCYTHI: irpoBe Hoae "KapTa
€Bporn"; QIImIKKM Pi3HONO KOABOPY [OAS
IIPOKAQMIAHHS  MapuIpyTy; IIIKA  [OAS
MiIpaxyHKy OaaiB; illlku BOK3aaiB; irposi
KBUTKHU (0 SKHUX BiTHOCATHCS KBUTKH Ha
Pi3Hi BHUOM TpPaHCIOPTY Ta YHIBEPCAABHI
KBUTKH); KapTU MapUIpyTiB (JOBIHMX Ta
KOPOTKUX).

Hamu 3ammporoHoBaHO Ta OIIMCAHO Xif
rpu 'llomopoxk €Bpomorw", O KOXKEH
CTYIEHT OTpUMYy€E (DIIlIKU AT IPOKAAIAHHS
MapuIpyTy, PIiIlIKH BOK3aaiB Ta (illIKy OAs
MigpaxyHKy 0aaiB OmHOIO KoAbOpy. [laai
HeOoOXiTHO Ha IrpoBOMYy IIOAI PO3KAACTH
dimky, meperacyBaTH irpoBi KBHUTKH Ta
po3matu ixX CTymeHTaMm, TaKOK HeobOXimHO
PO3MIAUTH KapTH MOOBIHMX Ta KOPOTKHX
MapUIpyTiB (BiomoBimHO Koabopy). Ilepern
HEPIITNM XOA0M I'pH KO3KEH 3i CTYAEHTIB MaB
MOZKAVBICTb OTPUMAaTU NOAATKOBI KapTH (HE
Giablle 4OTHPHOX) MaplIpyTiB. HactymHum
KPOKOM y TIpi € 3KepeOKyBaHHs, IO
BH3HAYaAO IIOCAIIOBHICTL XOmiB. 3a oOguH
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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/l CTyZE€HT MaB MOXKAWBICTH 3POOHUTH TaKi
[ii: B39THU IrpOBUM KBUTOK (3BHUYalHUM abo
YHIBEPCAABHUM), IIPOKAACTHU IATHKY (SIKIIIO
Y CTyAEHTa € AOCTaTHS KIABKICTb BKa3aHUX
Ha KapTi MapuipyTy BHAY TPaHCIOPTY),
B34TH KapTy MapIIpyTy abo 3yIIHHUTHCT Ha
BOK3aAi.

3rimHO HpaBHMAAM  HACTIABHOI  I'pH,
Y4aCHHUKU MaAH IIPOKAACTH MapILpyT, IO €
Ha IX Kaprax MapupyTiB. Mapuipytu
CKAQAIOTBCA 3 MIAGHOK — BiACTaHel Mix
Micramu, gKi HOTpiOHO OOAATH OOHUM 3
BHUIB TpaHCIOPTY. [JIA9GHKY Ha MapIIpyTax
3a3Ha4YalOThCs BiAIIOBIIHUMH KOABOPaMH Ta
3HaKaMHU (udpa, dKa IoKa3ye HeoOXimHy
KIABKICTE KBUTKIB JAS IIOOOAAHHS JIASHKH).
iangaku  6iA0TO KOABOPY MOXKHA MJOAATH
Oyap-9KUM OoOpaHUM BHIOM TPaHCIIOPTY.
Takoxx y TIpi IIPUCYTHIM yHiBepcasbHUU
KBUTOK, HdKHH Ma€ Ha MeTi 3aMIiHUTH
KBUTOK Ha Oyap-gKWME  iHIIUHA  BUI
TpaHcrnoprty. Ilicaa nepecyBaHHS (DIIlIOK II0
irpoBOMy TIOAIO  IIi/IPaXOBYIOTBCH  Oaau
OTPHMAaHi CTYAEHTOM y XOi I'PH.

Kinenp rpu Ta migpaxyHOK OTPHUMAaHUX
banaiB BimOyBaBcs ToAi, KOAM y OMIHOTO 3i

CTy[EHTIB 3aBEPIIYBAAUCH doitrku
IIOJOAAHHSI MapUIpyTiB. 3a3Ha4nMo, II0 YCi
rpaBlii MaroTh IIpaBo 3pobuTH

3aBepLIaoYni Xif, 11100 3aBEepPIIUTH IIOBHE
Koao. [ligpaxyHOK BKAIOYAB Oaau, 1110 Oyan
3apo0A€HI  CTymeHTaMH 3a  IIOOAAHHS
MIAHKM Ta OJoAaBaHHA 0aasiB 3a IMOAOAQHHS
MapuipyTiB. Koau wmapmipyr He OyB
[IOJI0AQHUM, TO BIiAIIOBIAHA KIABKICTH OaniB
BilHIMasach  Big ~ 3araabHOI  KIABKOCTI
OTPUMAHUX 0aAiB, TIOTIM HOAAIOTHCH 6aAH 3a
HEBUKOPHUCTaHI (QIIIIKK BOK3aAiB (Tpu 6aau
3a oAHy). TakoK 3a II0I0AaHHS HaWAOBIIIOTO
MapLIPyTy CTYAEHTY O0AaBaAOCh JOOATKOBO
necartb 6aaiB. Ilepemozkuiem rpu "Tlogopozk
€Bporor" crae ToM CTYAEHT, SKuil Habupae
HaMOIABIIY KiABKICTE 6aAiB.

dasa migBumieHHS eQEKTHBHOCTI TPHU 3
Opi€EHTALII€I0 HAa MOAOADKHUN TypH3M HaMH
OyAO 3alIpOIIOHOBAHO, IIPH KOXKHOMY XOZi
y4acHMKa, a caMe Horo  3yIIMHII,
PO3IOBiIATH IIPO MOAOLIKHUH TYpHU3M B
TOMY 4H iHIIIOMY MICTi 4¥ KpaiHi €Bpomnu.

TakuM 4YHHOM, PO3BHTOK CEPEIOBHIIA
edutainment mMae Ha MeTi BOPOBaIKyBaTH
TEXHOAOTIYHI iHHOBallii B OCBITYy Ta
BUKOPUCTOBYBaTH IX y  HaBYaABHHUX
nporpamax. Bisyaaisallia HaBuaabHOI 3a1a4i
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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 wused 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 wuse of
scenario elements, such as virtual awards,
statuses, virtual goods;

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

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

yepe3 ii irpoBi, OCBiTHI Ta pe3yAbTATHUBHi
€AeMEHTH MOTHBYEe MaMOyTHiX (paxiBIiB 10
IIpodpeciiHOro caMOBH3HAYEHHS, PO3BHUBAa€E
3araAbHi Ta mpodecifiHi KOMITETEeHITi.
HactynHa TexHika, 9Ky MH 3aCTOCOBYEMO

y HiaroToBLI MaMOyTHIX draxiBiiiB
TYPUCTHUIHOL raaysi o oprasizartii
MOAOIDKHOTO Typu3My € "gamification".

Bona sBAste co0010 TIpOIIeC MOoaBaHHS irop

abo irpoBHX €AEMEHTIB [0 HaBYaABHOTO
IpoIleCy 3 METOI0 330XOYEeHHS y4acTi
CTYZIEHTIB y HPOIIEC OCBITHU i TAKUM YHWHOM,
ABUMNIMTH IX MOTHBAILIO 0 BUKOHAHHS
IIOCTaBAEHUX 3aBIaHb. Texuiky
"gamification" MOXKHa BBasKaTH
CEpPeNoOBUIIEM, K€ CTHUMYAIOE HaBYaHHS
CTYOEHTIB 1  ypi3HOMAHITHIOE  IIPOLIEC

BUKAQ[aHHS MaTepiaay [gUCLIUTIAIHU & [OAL
BHKAQIa4YA. 11 CKAQI0BI OCBITHBOTO
IIPOLIECY OOIIOMATaIOTh 3aAy4YaTH "I poBe
TIOKOAIHHS' 100 HOBHUX iH(OpMAaIiifHO-
KOMYHIKaQTUBHHUX MOXKAUBOCTEeH HaBYaHHS
IIIASIXOM 3aXOIIAIOIOYUX (PYHKIIIH Ta MeToniB
rpu. 3BICHO, MOTHUBAIlid [0 OTPUMAaHHA
HOBHUX HaBHYOK Ta 3HaHb Y KOXKHOIO
y4aCHHKa  OCBITHBOI'O  IIPOLIECY  MOXKE
PI3HUTHUCH, TOXK HEOOXiMHO BU3HAYUTHU IX Ta
CTBOPHUTHU CEPENOBHUIIIE ITiAICHOTO HaBYaHHS.

OTke, HaCTYyIIHHM, BBaXKaeMo 3a
JOLIABHE PO3TASTHYTU TE€OPEeTHYHEe ITiAIPyHTS
obpaHoi HaMH TexHiKH, a caMme ii CcyTb Ta
OCHOBHI IIPUHIMUIIA. Y BHUBYEHHI IIHOTO
IIUTAHHS MU II0CAYTOBYBaAHUCH TEOPETUYHUM
pO3BiKaM HAaIlIMX YKPAiHCBKUX Y4YEHUX.
K. Hexaenko ta O. KpuBOHOC 3a3Ha4aroTh,
10 ocHOBHUI mpuHIUN "gamification" me
MoTHBallid. BukopucToByouM Yy IIPOIIECi
HaBYaHHS TexHiKy "gamification" cryzeHT
yeKae IIOCTiHOro 3BOPOTHOrO 3BI3Ky. Ha
OyMKY JOCAITHUKIB "gamification"
BU3HAYAETHCA 4OTHpMa OCHOBHHMH
acrieKkraMu [16], TakuMH K:

— AWHaMiKa, 110 O3Ha4Ya€ BHKOPHUCTAHHIA

crieHapiiB, AKi BHMAaramTh yBaru
KOPUCTYBaYiB B PEAaABHOMY 4aci;
— MexaHika Ile IIp0 BHUKOPHCTaHHS

CLIEHApPHHUX €AEMEHTIB, TaKNUX 9K BipTyaAbHI
Haropoay, cTaTycH, BipTyasbHI TOBapH,;

€CTeTHKa 1I€ aCIeKT IIPO CTBOPEHHH
3araAbHOIO IrPOBOTO BPAaXKEHHSH, III0 CIIPHUSIE
€MOLIiMHIM 3arAn0A€HOCTI KOpHCTyBada B

IIPOIIEC;
— colliaabHa B3a€EMO/Iid, gKa BH3HaAYaE
ITHUPOKUH CIIEKTD TEXHIK, 110
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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].

3a0e3neuyoTh B3aEMOMII0 KOPHUCTYBadiB,
XapaKTepHY OAd irop.

3 OTASITY Ha BUIIIEHaBeIeHE,
OIlpalllOBaBIIM  Ta  CIHPAIOYUCh  Ha
HayKoBuH nopobok K. Byraituyk [4] maemo
BH3HAYUTH TaKOXK i1 piBHI "gamification" y
BHIIH OCBITI:

HEpPIIMM piBHEM MOXKHa BBaxKaTH
BUKOPHUCTAHHS 0aa0BOI  CHCTEMH, IIIO
II03HA4Ya€e  JOCATHEHHd  CTyAeHTa  Ta
BHECEHHS HOro OO0 PEUTHHIY  Cepen
Y4aCHUKIB HaBYaABHOTO IIPOLIECY;

OPYyTUM  piBHEM MH  BBayKaeMoO
BIIPOBA?KEHHS CIOZKETHOCTI B I'PY 3 IIOTASIY
IIOCTYIIOBOTO HaJIaHHAI HaB4YaABHOL
indopMmariii Ta yCKAQIHEHHS KOXKHOTO
HOBOTI'O 3aBIaHHS;

TPEeTiM piBHEM MOXKHA BBaXKaTU
3aCTOCYBaHHSI PI3HUX CIOKETHHUX AiHIM, SKi
OyayTh BU3HAYATHCH 3 OTAS/TY HAa CKAQIHICTD
Oili Ta piBeHb CTYAEHT, AKUM 3aAydeHHI B
IHAVBiAyaAbHY 4M I'PYIIOBY HaBYaAbHY I'DY;
YeTBEPTHM pPiBHEM € KOMOiHAIld
HaBYaHHS Ta pO3Baru dYepe3 CTBOPEHHS
CIIelliani30BaHUX OCBITHIX irop.

[MMuporke 3acrocyBaHHd gamification y
BUIIH  OCBiITI BHKAMKAAO  HEOOXigHICTB
BU3HAYUTU CYTHICTH IBOTO IIOHATTS. OTiKe,
CIIMPAIOYNCh Ha JIOCAI/KEHHS HAyKOBILIB MU
OIUITIAM BHUCHOBKY, 10 'gamification” — 11e
3aCTOCYBaHHS €AEMEHTY I'PU B HErpoBoMy
KOHTEKCTi, SIK 3a3Ha4yaloThb Yy  CBOIiX
JIOCAIPKEHHSIX S. Deterding, D. Dixon,
R. Khaled Ta L. Nacke [7: 10]. "Gamification"
€ IIPOLIECOM I'PH MMCAEHHS Ta MEXaHIKU [AS
3aAydeHHS ~ yYaCHUKIB [0  BUpIIIEHHH
IIPHUKAQIHIX HaBYaABHHX 3aBIaHb.
"Gamification", 3a BHU3HAYEHHIM
O. MakapeBu4, 1Le  IiHCTPyMEHT,  SKUU
TIOAETIITyE 3aCBOEHHSI HABYAABHOIO KOHTEHTY
[12: 277]. Texniky "gamification" BBazkaemo
IHHOBAIIMHUM IIi/IXOAOM IIOA0 3aAy4UE€HHS [0
OCBITHBOTO IIPOIIECY Ta MOTHBALIil CTyAeHTIB ¥
3abe3redyeHHs CTIHKOro HaBYaABHOIO IOCBIy.

Y HUHINIHBEOMY KOHTEKCTIi, II03HAYEHOMY
3pocTaHHaM 'gamification', HOBi ocCBiTHI
IHCTPYMEHTH HE AMIIIE IIE€PEOCMHCAIOIOTH T€,
dK MH HaBYaEMO, aA€ TaKOX MaloThb
JAAEKOCSKHUM BIIAMB Ha COLaAbHI Ta
€TUYHI AaCIleKTH 3aAydeHHSI CTYAEHTIB i

BUKAQIA4iB, 30KpeMa THX, XTO
BUKOPHUCTOBYE CHCTEMHU iH(POPMAIliHHUX
TeXHOAOTIH [13].

Otke, 3a [EPEKOHAHHSIM [OCAITHUKIB
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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 Ta L.Julia [17] 3 gkumMu MH,
6e33ariepeyHo ITOrOKYEMOCH, [EeIKi OHAAMH-
ir'py  I[IEPETBOPIOIOTLCS Ha  IHTEpPaKTHBHI
HaB4YaAbHI IAaTcopMu. BoHH [103BOASIIOTH
riefaroraM  CTBOPIOBaATH  BIKTOPHHH — Ta
HaBYaAbHI 3axoay B irpoBiit opwmi, mas
3aAyYEHHS CTYAEHTIB Y HaBYaABHUH IIpoLeC
4epes BECEAOILT . CrynenTu MOXKYTb
BiATIOBiIaTH Ha 3alUTaHHAd B  PeXUMI
peaapHOTO dYacy 3a JIOIIOMOIOI0  CBOIX
MOOIABHMX TIPUCTPOiB ab0 KOMITIOTEPIB i
OTPUMYBaTH MUTTEBUH 3BOPOTHIM 3B’I30K
miono ix Bignosime#t. 1Lli  iHCTpyMeHTH
3a0XO4YyIOTh  [PYKHE  3MaraHHd  Cepefn
CcTymeHTiB 1 3a0e3nedyroTh ePeKTHBHUM
CIoCi0O OIIHIOBAHHSA 3HAHHHA Ta YCIIIIHICTD
CTY/IEHTiIB.

Ha nHame mnepekoHaHHS — TBOPYHUM Ta
edpeKTUBHUM reiimMicpikoBaHUH IHCTPYMEHT
OAST HaBYAABHO-TIPOeciiiHOi MoTuBalli y
BUIIIE mKoai €  cepBic "Kahoot!"
Crimparouuch Ha [OOCBiL 3aKOPOOHHHX
HayKOBIIiB, IIeIaTOTiB-IPaKTUKIB, TAKUX SK:
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 cepaic "Kahoot!" AT
migBuIlleHHS  e(PeKTUBHOCTI  HAaBYAABHO-
mpodpecifiHoi  MoOTHBaALil Yy — IiATOTOBII

MaiOyTHIX (paxiBI[iB TYPHUCTHUYIHOI raay3i 1o
opraHizaliii MOAOJI?KHOTO TYpPHU3MY.

3a [momoMoror HaB4YaAbHOI IAaTdOpMHU
"Kahoot!" mum mnpoBommam reiimidikoBaHi
Hapu Ha IIEPEBIPKYy 3HaHBL CTYIEHTIB, a
came, OH-AaMH TECTyBaHHY y BUTASIII KBi3iB.
BazoBuit gmoctym o cepBicy  mae
MOZKAUBICTB: 3aAydaTH [0 redMicdikoBaHOi
IIapy 110 IT’ATAECITU CTyAeHTIiB; CTBOPIOBATU
IIMTaHHa a00 BHUKOPHCTOBYBaTH TOTOBi, 3
0aHKy IUTaHb, BUKOPHUCTOBYBATH (PYHKIIIIO
HepeMilTyBaHHSI BiAIIOBinEeH;
Bi3yaai30ByBaTHU 3allUTaHHS Ta BiAIOBIIi
gyepe3 OaHK 300paskeHb abo CaMOCTiHHO
3aBaHTaXKEHi KapTUHKH; oOMeXKyBaTH dac,
dKUPA  BUTpA4aeThCsI  CTYAEHTOM  Ha
BiZIIIOBilb; KOperyBaTHu 6asn 3a IIPaBUABHY
Ta MIBUAKICHY BIANOBIAR II0 KOXKHOMY
IIUTaHHIO; OyAayBaTH IIKAAW IIPOTPecy
CTYNEHTIB TIpylH; CTyAeHTaM Oadutu
PE3yABTATH OAWH OLHOTO.

Yepe3 06a30BUI OOCTYII [0 HaBYAABHOI
AaTOPMH MH CTBOPIOBAAU [ASI CTYAEHTIB
ABa THUIIM IHUTaHb 3 "MHOXWHHHUM
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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

BHUOOpPOM" (kBi3-BiKTOPHUHA) Ta
IIOPIBHAABHUM BH3HAYE€HHAM — 'BipHO-
HEBipHO" (BapiauT BiAIIOBiai 3
BUKAIOYEHHSM).

Takox BapTo 3a3HA4YUTH, 10
3aCTOCOBYBaTH 'KaxyTH' MOXKHa [OIBOMa
ciocobamu. '"BipryasbHa ayautopisg' -
HEePIINHT criocio TECTYBAHHH, AKUHN

TPaHCAIOETBCSI YEPE3 €KpaH IIpoekTopa. Ha
HBOMY IIOKa3aHO 3alldTaHHS, BapiaHTH
BiAIIOBiai i TarmMep. CrynenTu
IIPUETHYIOTHCS [0 BipTyaAbHOI ayauTopii 3a
JIOTIOMOTOI0 IIiH-KOAy Ta 00HpaloTh BapiaHT
BIIIOBiIi HA CBOIX cMapTdOHAaX.
"CamocriifiHe HaBYaHHA"' — OPYTHH CIOCIO,
e  CTYOEHTH  CaMOCTIMHO  HPOXOASThb
BIKTOPHUHHU. 3anuTaHHd, BapiaHTH
BiAmoBime# i TaliMep BUCBIUYIOTBCA Ha ixX
cMapTdoHax. [ag IIbOTO CIIOCO0y MOIKAHWBO

obparn mary Ta  Yac  IIPOBEOEHHS
TEeCTyBaHHSI.

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

0300POBYOT0 MOAOIZKHOTO TYPHU3My' MiCTUTH
BiciM 3amuTaHb 3 MHOXKHHHHUM BHOOPOM, 3
BUKOPHCTAHHAM MAaAIOHKIB 1 pororpadpiii.
HaByaasHa rpa '"KaxyT: Kpa€3HaBCTBO
perioHy" MICTUTh [ECaThb 3aluTaHb 3
KBi30BUMH IIHUTAHHAMH Ta IOPiBHAABHUM
BU3HA4YEHHAM "BipHO-HEBIpPHO". Hag
CTBOPEHHS wiel BIKTOPHHU Oyao
BHUKOPHCTAHO KapTHUHKH, (otorpadii, KapTu
Ta cxeMmHu. lla rpa Takoxk Oyaa IIpoBereHa
IIIASIXOM 3aCTOCyBaHHSI BipTyaAbBHOI
ayauTopii.

OTke, miaroToBIli MaiOyTHIX ¢axiBIB 3
MOAOI?KHOTO TYpPU3MY HaMH Oyaa
3acTocoBaHa TexHiKa gamification, gka
3abesredyyBasa CTyZeHTaM LikaBe
IHTepaKTHBHE CEepEeAOBHIIE. 3aCTOCyBaHHS

gamification y BUKAaaHHI [IHCIIUIIAIH
TYPUCTHYIHOTO CIIPSIMyBaHHS aA0
MOZKAHBICTB HaM 31iMCHIOBATHU
IHOAVBiQyasbHe  HaBYaHHA  CTYAEHTIB i

KOAEKTHBHY POOOTY B CTYAEHTCHKIHM TIpyTi,
3a0XOTUTH [0 CaMOCTiHiHOI 1 TBOpYOL
aKTHUBHOCTI, CIIOHYKaTH MafOyTHIX
draxiBIIiB 0 CAaMOOIIIHIOBAaHHS 1 CAaMOOCBITH,
K OPi€EHTHpPA Y IPOopeCitHii AiTIABHOCTI.
BHCHOBKH 3 JAaHOI'O JOCAiMKeHHs i

NEePCNEKTHBH MNOJAABIIHX PO3BiIOK.
Orxe, irpoBi  TexHoAOTii B  OCBITi
poO3rAIaeThCsl  HaMH, K [IOOATKOBHH
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exercises develop professional | cTHMyA B  axkTuBizallii HaBYaHHA Ta
imagination, contribute to the | miarorosLi MakOyTHIX (haxiBiiB
assimilation of specific professional TYPHC’{‘H‘IHOi ranysi no opranizarii
knowledge, and create search and | MOAOADKHOrO TypusMy. IrpoBuii MeTOX
research situations. Game technologies zabesrnedye KOMHA?FCHHIZ PO3BHUTOK
activate students' participation in the | °COOMCTHX Ta MPOheciiHUX HABUHMOK depe3
educational process, develop | TPY- BiH 3aaydae CTyA€HTIB y 3aXOIAIOIOHY
information and communication | AFAPHICTE,  fKa nepenbaiae TIOZOAAHILA
literacy, and contribute to high quality Harepen 1_][3 MTafamms Hpocpeglanx
and sustainable educational activities. gﬁgiﬁigm irP;@;CIP;P;O-SE;IGHT%EZE;m:i

In our further research, we consider it ripodpeciitey yI;{By, CHpII/:HIOTB p3aCBO CHHIO
necessary to more thqrou.ghly study the KOHKpETHHMX (DaxOBUX 3HAHB, CTBOPIOIOTH
issue of the application of game CHTyaIii MOMIyKy Ta HOCALGKeHHs. ITpoBi
technologies in the professional training | rexmonorii AKTHUBI3yIOTb yIaCTh CTYHEHTIB ¥
of tourism specialists. HaB4YaAbHOMY IIPOLIEC, PO3BHUBAIOTh
iHpopMaIlifHO-KOMYHIKaIliHy
TPaMOTHICTD, CIIPHUSIIOTH SKICHIM Ta CTiMKiH
OCBITHIN OiIABHOCTI.

B rmomaabImmx CBOIX  JOCAIMKEHHSIX,
BOagaeMo 3a HeoOXigHe TI'PYHTOBHIlIe
BUBYATH IIUTAHHS 3aCTOCYBAaHHS IirpoBHX
TEXHOAOTI y mpodpecifiHifi  miaroToBIIi
daxiBIliB TypHU3MYy.
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