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READINESS OF A FUTURE COMPUTER SCIENCE TEACHER FOR
GAMIFICATION OF THE EDUCATIONAL PROCESS: ESSENCE AND
STRUCTURE

Ye. V. Antonov*

The article reveals the problems and disadvantages associated with the insufficient provision of
secondary education institutions with trained teachers capable of implementing a gamified approach
to teaching and learning, the limited educational and methodological tools, and the educators'
insufficient knowledge of relevant technologies. It is noted that future and practicing computer science
teachers recognize the relevance and need for gamification of the educational process of primary
school, which actualizes the need for additional training of students for this type of activity and the
development of appropriate scientifically based methodological support. Based on the analysis of
research on the problems of preparing a future computer science teacher for professional activity and
the requirements for their training, it is concluded that the readiness of a computer science teacher for
gamification of the educational process can be defined as a component of their information and digital
competence. The definition of the concept of "readiness of a future computer science teacher for
gamification of the educational process” is formulated as a holistic internal personal formation of a
graduate of a higher education institution, which is based on the acquired knowledge, formed skills
and abilities, methods of activity, acquired experience and personal qualities that ensure their ability
to organize educational processes using game elements, game techniques, game practices and special
motivational mechanisms within the framework of a gamified educational environment in order to
obtain high-quality learning results.

In the structure of the readiness of a future computer science teacher for gamification of the
educational process, through the analysis and comparison of relevant studies, a number of
components have been identified, namely: motivational, cognitive, activity, personal. Their essence
and interrelationship have been characterized. In order to analyze the formation of the studied
readiness in higher education applicants, criteria (need-based, informational, activity-based,
reflective), corresponding indicators and the levels of readiness of future computer science teachers
for gamification of the educational process (initial, average, sufficient, high) were determined.
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I'OTOBHICTbD MAWBYTHBOT'O BUHUTEASI IHEOPMATHKH 0
T'EHMISDIKAIIIL HABYAHHS: CYTHICTD TA CTPYKTYPA

€. B. AHTOHOB

Y ecmammi susgneHo Has8Hicmb npobiem i HeOOoNIKI8, N0 A3AHUX i3 HeO0CMAamHim 3abe3neueHHAM
3arknadie 3azanbHoi cepedHbol oceimu Ni020mMo8AeHUMU Nnedaz02amu, 30amMHUMU peasizyeamu
2etimigpiogaHull nioxi0 Yy HABUAHHI, O0OMENEHICMI0 HASUAIbHO-MEemMOOUUHO20 HCMPYMEHMApiio,
HedoCcmamHim B0JI00THHAM Yuumensamu 8i0nosioHuUMuU mexHosoisamu. Ilpu ubomy 3a3HAUEHO, U0
MalbymHi i npakmurKyroul euumeni HGOPMAMUKU BU3HAMb AKMYyaivHicme ma nompebdy Yy
2elimichixayii oceimHb020 NpPouecy OCHOBHOI WKOAU, WO akmyanidye nompeby y 0odamrosiil
nideomosyi cmyoeHmie 00 Ub0z20 6udy OiIbHOCMI ma po3pobreHHI 6i0N08i0H020 HAYKOEO-
00TPYHMOBAHO20 MEMOOUUHO20 3abe3NneUeHHsL.

Ha ocHoei aHanisy docnioskeHsb 3 npobaem nideomosku MaililbymHs020 guumeiss iHpopmamurku 00
npogpecitiHoi OisitbHOCMI Ma 8UM02 00 yiei nid20mosKu 3podeHO 8UCHOBOK, L0 20MOSHICMb YUuumess
iHpopmamuKrku 0o eelimighikayii 0c8IMHBLO20 npouecy Mmoxe bymu eusHaueHa K CKkaaoosa Uioz2o
iHpopmauyiliHo-yugdposoi komnemermrocmi. CPopmMynb08aHO BUIHAUEHHSL NOHAMMSL "20MO8HICMb
MatibymHbo20 suumens iHgpopmamurxu 0o 2etimigpikayii oceimHb020 npouecy” sk YulicHe 8HYMpIULHe
ocobucmicHe YmeopeHHsl SUNYCKHUKA 3aKnady 8Uuwioi oceimu, sike IPYHMYEmMbCSL HA 3ACE0EHUX
3HAHHSX, CPOPMOBAHUX YMIHHSIX mMa HABUUKAX, chocobax OisabHocmi, Habymomy 0oceidi ma
ocobucmicHuUx sikocmsix, wo 3abe3neuyroms (i020 30amHicmsb 00 Op2aHizayii oceimHix npouecie 3a
00NOMO2010 2POBUX e/leMeHMIB, 2ZPO8UX MEXHIK, 2P08UX NPAKMUK MA CNeyiabHUX MOMUBAUITHUX
MEXAHIBMIB Y MeIKAX 2eUMIPIKOBAHO20 OCBIMHBL020 Cepedos8ULLA 3 MEMOK OMPUMAHHS SIKICHUX
pesyabmamis Ha8UAHHSL.

Y empyrkmypi eomosHocmi malibymHbo20 guumenst iHpopmamuku 00 zelimigpikauii 0ceimHb020
npouyecy wJSXomM GHOMIBY mMA 3iCMAaeeHHs. B8I0N0GIOHUX OO0CNIOKEHb BUOKPEMIeHO HU3KY
KOMNOHeHmIs, a came:  MOMUBAUIUHUIL, KO2HIMUBHUTL, OiANIbHICHUTL, ocobucmicHull.
Oxapaxkmepu3zogaHo iX cymHicme ma 83aemo38’si30k. 3 Mmemow aHanizy cgopmosaHocmi
docnioxkyearoi zomosHocmi Yy 3006ysauie euwoi ocgimu eusHaueHo Kpumepii (nompebosull,
iHpopmayiliHuill, OiNbHICHUL, pedreKcusHull), 8iI0N0BIOHI NOKA3HUKU Ma 0XapaKkmepu308aHO PIBHIL
20mogHOoCI MallbymHIxX yuumenig iHgpopmamuru 00 eelimigpikayii 0ceimHb020 npoyecy (nouamrosull,
cepeoHiil, docmamHiii, ucoxull).

Knruosei cnoea: yugposizauis oceimu, Yugpposi mexHo102ii, 2etiMipikayiss 0c8IMHb020 npouecy,
20mogHIicmb MalibymHb020 8UUMENS THPopmamuKu 00 2etimigiayil Ha8UAHHSL.

Introduction of the issue. The IIocraHoBKa mnpobaemu. CydacHHUH

modern computer science teacher is a
representative of a new generation of
educators called upon to meet the ever-
growing requirements of the information
society for the education of the younger
generation. Therefore, the training of
future computer science teachers in
higher education institutions should be
focused on developing experience in using
innovative methods of activity based on
the wuse of specific modern digital
technologies and  software, which
contributes to the development of their
capabilities in organizing the educational
process of a comprehensive school [8].
After all, it is the computer science
teacher in an educational institution who
is the main specialist and coordinator on
issues of digitalization of the educational
process, use of the Internet, use of

y4UTeAb iH(OPMATHUKH € MPeACTaBHUKOM
HOBOi TreHepallil IlefgaroriB, IOKAMKaHUX
33JOBOABHSITU IIOCTiMHO 3pOCTardi BUMOTH
iH(bopMaIlifHOTO CyCHiABCTBA 10 HABYAHHS
IiPOCTaI0Y0TO IIOKOAIHHSI. Tomy
iAroTOBKA MakOyTHIX YIUTEAIB
indpopmaruru y 3BO mae opieHTyBaTHCS
Ha (OopMyBaHHA [OOCBIZLy  BOAOMIHHS
iHHOBaIIHHUMHU crioco6aMM MiIABHOCTI Ha
OCHOBI BUKOPHUCTAHHS KOHKPETHHUX
Cy4acHHUX IUPPOBUX  TEXHOAOTIM i
IIPOrPaMHOTO 3a0e3ledyeHHs, IO CIIPHULIE
PO3BUTKY IXHIiX MOXKAMBOCTEH B opraHizartii
OCBITHBOT'O IIPOLIECY 3araAbHOOCBITHBOI
IIKOAHU [8]. Amxe came  BYHUTEAb
iH(bopMaTHKH Yy 3aKAali OCBITH € TOAOBHUM
daxiBleM i KOOpPAWHATOPOM 3 IIUTaHb

nudposizartii OCBITHBOTO IPOLIECY,
BUKOPHUCTaHHA [HTEpHETy, 3acTOCyBaHHS
pi3HOMAaHITHUX OCBITHIX mAaTdopM i
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various educational platforms and
computer applications by teachers,
formation of students' ethics of

communication using electronic means,
etc. [5]. At the same time, the most
significant factors are determined by the
readiness of teachers and students to
work in the digital information space, the
level of their computer literacy,
information culture, and digital
competence in general [4]. Therefore, the
main indicator of the readiness of a future
computer science teacher for professional
activity can be determined by the
appropriate level of formation of his
digital competence. One of the tools for
mastering digital competence and its
implementation in professional activity
can be considered gamification, which
involves the wuse of game-specific
approaches in non-game processes [2].
The creation and use of a gamified
educational environment in a higher
education institution, in which both
students and teachers take direct part,
contributes to the improvement of their
digital competence, which allows them to
constantly be aware of new educational
trends, to have up-to-date information
about the latest possibilities of digital
technologies in the educational process
[9; 10].

Current state of the issue. The
conceptual foundations of the use of

information technologies in the
educational process are highlighted in the
works of V. Bykov, R. Gurevich,
M. Zhaldak, A. Kolomiets, N. Morse,

O. Spirin, M. Shkil, etc. Gamification as a
method of optimizing learning and a
factor in increasing efficiency was studied
by D. Verbovetskyi, O. Horban,
O. Makarevych, M. Maletska,
Yu. Moiseiuk, O. Pasichnyk, S. Petrenko,
L. Samchuk, S. Tolochko, S. Churok, and
others. Gamification as a means of
increasing the efficiency of learning in
primary school was considered by such
scientists as L. Zhydilova, O. Karabin,
K. Liashenko;  gamification of the
educational process during the study of
academic subjects in general secondary
and higher education was studied by
I. Borysiuk, K. Galatsyn, S. Dengaeva,

KOMITIOTEPHUX 3aCTOCYHKIB BYHUTEASIMU,
dopMyBaHHI B Y4HIiB €THKH CIIiAKyBaHHS
3a JOIIOMOTOI0 €AEKTPOHHHUX 3aC00iB TOIIIO
[S]. Tlpm 1uwomy HaAHOGIABII 3HAYYIIIUMHU
YUHHUKAMH BH3HA4YalOThCAd T'OTOBHICTH
BHUKAQJA4iB i 3400yBadiB OCBIiTH A0 pobOTH
B IIM(poBOMY iH(poOpMaLiHfHOMY IIPOCTOPI,
piBeHb IXHBOI KOMIIIOT€PHOI I'PaMOTHOCTI,

incopmartitinoi KYABTYPH, g poBoi
KoMIIeTeHTHOCTi  3araaoM [4]. Tomy
TOAOBHUM IIOKa3HUKOM TOTOBHOCTI

MaUbyTHBOTO BYHUTEAd iH(OPMATHUKU OO
npodpecitiHoi migABPHOCTI, IlepeayciM, Moxke

OyTH BH3HA4YEHO BIAIIOBIAHUI piBeHb
ccpopMoBaHOCTI Horo g poBoi
KOMIIETEHTHOCTI.

OpmHuM i3 IHCTPYMEHTIB OBOAOZIHHS
U (PPOBOIO KOMIIETEHTHICTIO Ta 1l
peaaizamiero 'y 1npodpecifiHifi migABHOCTI
MOXKHa BBaXKaTH redMicgikalliro, sgKa

rnependadae 3aCTOCYBaHHS XapaKTePHUX
[AS irop HOiAXOoAiB B HEIMPOBUX IIpollecax
[2]. CTBOpeHHS i BUKOPHUCTAHHSA Y 3aKAaIi
BUIIOI OCBiTH reiiMihiKOBaHOTO OCBITHBHOTO
cepenoBUIlla, B SKOMYy 1 CTyOeHTH, i
BHKAQJAYi OepyTh Oe3rnocepenHio ydacThb,
CIIpUsi€ IMiABUINEHHIO ixXHBOI 1IHEPPOBOI
KOMIIETEHTHOCTI, III0 O3BOASIE IM ITOCTIHHO
OyTu 00i3HAHMMH y HOBHUX OCBITHIX
TPeHax, BOAOITH aKTyaAbHOIO
inopMalli€ero PO HOBITHI MOZKAWBOCTI
nUPPOBHUX TEXHOAOTIHH y HaBYaAbHOMY
nporieci [9; 10].

AHaai3z ocTaHHIX ZmocaizkeHp i
nybaAikamii. KoHilenntyaabHi ~ OCHOBH
BUKOPHUCTAHHS iHPOPMAaLiHHUX TEXHOAOTIH
B OCBITHBOMY IIPOLIECi BHCBITAEHO B
poboTax B. Bukosa, P. I'ypeBuua,
M. XKaagaka, A. Koaomienp, H. Mops3e,
O. Cmipina, M. llkiag # ix. Tetimicdikartiro

dK METOJ OIITHUMi3allii HaB4YaHHg Ta
YUHHUK HiABUIIEHHI e(peKTUBHOCTL
BuB4aau [I. BepboBeubkuii, O.TopbaHb,

O. MakapeBud, M. MaaenpKka,
1O. Moiicerok, O. INaciunuk, C. [lerpeHKO,
A. Camuyk, C. Toaouko, C. Uypok Ta iHIIi.
Fetimicpikartis gk  3acid  OiABUILEHHS
epeKTUBHOCTI HaBYaHHS B II0YaTKOBIiH
IIKOAl po3ragiasacs TaKUMH BYEHUMH, TK
A. XKugiroBa, O. Kapabin, K. AgmieHko;
refimMipikarliro OCBITHBOTO ITPOLIECY ITiZ Yac

BUBYEHHS HaBYaABHUX IIPEAMETIB y
3araAbHi cepenHili Ta BUILIN OCBiTi
nocaimkyBaau 1. Bopuciok, K. lasarun,
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N. Kyrylenko, G. Kobernyk, M. Mar'enko,
O. Pinchuk, N. Yaskova, etc.

Outline of unresolved issues brought
up in the article. However, it is worth
noting that there are problems and
downsides associated with the
insufficient provision of secondary
education institutions with trained
teachers capable of implementing a
gamified approach to teaching, the
limited educational and methodological
tools, and teachers' insufficient
knowledge of relevant technologies. At the
same time, future and practicing
computer science teachers recognize the
relevance and need for gamification of the
educational process of primary school,
which actualizes the need for additional
training of students for this type of

activity and the development of
appropriate scientifically based
methodological support.

The aim of the research is to

substantiate the content structure of the
future computer science teacher's
readiness for gamification of the
educational process as a component of
their information and digital competence.

Results and discussion. Digital
competence of a teacher is a complex,
integrated formation in the holistic
structure of the personality of a
specialist, a component of their
professional culture and professional
competence [2; ©6]. Based on the
generalization of various approaches to
understanding the essence of 'digital
competence of a future computer science
teacher”, this concept is identified as an
integral ability of a student, which is a
combination of a complex of knowledge,
skills, abilities and reflective attitudes of
future teachers in interaction with the
digital educational environment [11].
Thus, as D. Verbovetskyi and V. Oleksiuk
note, this is a confident, critical and
responsible use of digital technologies in
teaching, professional activity and in the
life of society, which includes digital and
information literacy, communication and
cooperation, creation of digital content
(programming) and cybersecurity [2].

The above-mentioned facts allow us to
conclude that it is appropriate to use the

C. [leabraena, H. KupunaeHko,
I. Kobepuuk, M. Map’euko, O. IliHuykK,
H. YcpkoBa Ta iH.

BunirneHHss HeBHpilIeHHX paHime
YacCTHH 3araAbHOI IIpobAeMH, SAKHM
npHCBAYyeThCA cTaTTa. OmgHAK BapTo
BiA3HAYUTH, III0 PO HASIBHICTH mpobAeM i
HEIOAIKIB, MOB’d3aHUX i3 HeIOCTATHIM
3a0e3nedYeHHIM 3aKAaIiB 3araAbHOi
cepenHboi OCBITH HiATOTOBACHUMH
rnegaroraMu, 31aTHUMHU peaaizyBaTu
retimicpikoBaHUM WiAXiA Yy  HaBYaHHI,
0OME3KEeHICTIO HaBYaAbBHO-METOANYHOTO
IHCTpYMEHTAapPilo, HeAOCTATHIM BOAOIHHAM
VIUTEASIMH BIiATIOBIAHUMU TEXHOAOTISIMHU.
Bomaouac, wMaibyTHi 1 IIpaKTHKYIO4i
BUUTEAL indopmaTuKu BHU3HAIOTh
aKTyaAbHICTH Ta norpeby y refimidikarii
OCBITHBOI'O ITPOILIECY OCHOBHOI IIKOAH, IIIO
aKTyaaizye notpeby Yy  OOOATKOBIi#
OiATOTOBI CTYAEHTIB OO IIbOTO BUIAY
[iSIABHOCTI Ta po3pobAeHHI BiAoBimMHOTO

HAYKOBO-0OIPYHTOBAHOTO MEeTOJUYIHOTO
3a0e3nedyeHHs.

MeTa cTaTTi — OOIPYyHTYBaATH 3MiCTOBY
CTPYKTYPY TOTOBHOCTI MaiOyTHBOTO

BUHUTeAsd iHdopMaTUKM [0 redmidikartii
OCBITHBOI'O IIPOLIECY €K CKAa[0BOi HOro
inopMmaltitno-11pPoBOi KOMIIETEHTHOCTI.
Buxraan, OCHOBHOTO MaTepiaay.
[TndpoBa KOMIETEHTHICTh IIelarora SBASE
cobo10 CKaamHe, iHTeTpoOBaHe yTBOPEHHHI y
LiAicHIR CTPYKTYypi ocobucTocTi daxiBlid,
CKAQOBOIO Horo npodeciiiHoi KyAbTypH Ta
npodecitinoi KommnetreHTHOCTii [2; 6]. Ha
OCHOBIi y3araabHeHHs Pi3HUX MiAXOOIB [0
PO3yMiHHS CyTHOCTI "uugposoi
KomMnemeHmHocmi mMaiibymHvo020 guumesis
iHpopmamuKu" i UM HOHATTIM OyaeMo
po3yMiTH IHmezpasibHYy 30amHicmb
30obyeaua ocgimu, ui0 NOEOHYE KOMNIEKC
3HAHb, YMIHb, HABUUOK [ peleKCU8HUX
ycmaHogok — maibymuix  yuumenis Yy
83aemo0il 3 yugposum oceimHiM
cepedosuwiem [11]. THmIMMU caoBamu, SK
3a3HavaroThb . BepboBenbKuii Ta
B. Oaekciok, 11e — BIIEBHEHE, KPUTHUYHE i
BiANIOBiaaAbHE BUKOPHUCTAHHS IIH(PPOBUX
TEXHOAOTIH y HaB4aHHI, NIpodeciiHit
OIGABHOCTI Ta y 3KHUTTI CYCIIABCTBAa, III0
OXOIIAIOE  IIU(PPOBY Ta iHGOpMALHHY
TPaMOTHICTh, KOMYyHIKAallil0 Ta CIiBIIPALIO,
CTBOpPEHHS IIM(PPOBOro KOHTEHTY (30KpeMa
IIporpamMyBaHHsd) Ta Kibepbesneky [2].
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concept of "digital training of the future
teacher” [11], under which researchers
understand a process based on a
competency-based approach, the result of
which is formation of high level of
professional competence, which
characterizes the readiness of the future
teacher to wuse computer educational
technologies, in particular gamification
tools, in future professional activities.

However, the gamification of the
educational process, which is
simultaneously aimed at facilitating the
perception of information by students
and achieving the outlined educational
goal, requires the teacher to have the
ability to choose and apply appropriate
learning tools. At the same time, this
requires a deep rethinking of approaches
to organizing the learning process, in
particular, it requires the ability to
implement new approaches to its
planning.

A modern teacher during training
sessions must perform many functions
(trainer, facilitator, evaluator, expert),
provide technical support for the training
session, perform the duties of an IT
administrator, moderator, etc. The role of
the teacher in this approach changes,
they become an organizer, a leader of the
process. This, in turn, requires
appropriate pedagogical, methodological
and technical experience (possession of
information about a significant number of
electronic educational resources and
teaching aids, which are aimed at
facilitating the mastery of the material
and the possibility of its mobile use at any
time in a place convenient for the
student), requires the teacher to be
competent in the application of relevant
technologies. Therefore, the formation of
relevant competencies in future computer
science teachers aimed at developing
digital competence, increasing their
motivation, involvement in the
educational process, achieving a specific
learning outcome [13], as well as forming
their readiness for gamification of the

educational process, is of great
importance.
An important component of the

professional training of teachers is the

Bumnie3zasHadeHe — go3BoAs€  3poOUTH
BHCHOBOK IIPO MOIiABHICTH BUKOPUCTaHHS
TIOHSITTS "udpoBa IMiArOTOBKA
MaibyTHroro miemarora” [11] mim gkoro
OOCAIMHUKU  PO3YyMilOTH  IIPOILEC, 10
I'PYHTYETBCH Ha KOMIIETEHTHICHOMY
OiaXOMi, Pe3yAbTaTOM SKOTO € BUCOKHUHU
piBEHB ccpopmoBaHOCTI rnpodecitinoi
KOMIIETEHTHOCTi, dKHH  XapaKTepHuaye
TOTOBHICTB MaHOyTHBOTO negarora
3aCTOCOBYBaTH B MaMOyTHi#l mpodpeciiiHii
[IIABHOCTI KOMIT IOTE€PHi OCBITHI TEXHOAOTI],
30KpeMa 3aco0u 2elimigpikauil.

OpgHaxk, retimidpikartis OCBITHBOTO
IIPOILIeCy, SKa OJHOYACHO CIIpSMOBaHa Ha
IIOAETIIEHHS CIPUHHATTS 3700yBadyaMu
ocBiTn iHdopmallii Ta  OOCATHEHHS
OKpecA€HOI HaBYaAbHOI METH, BUMAarae Bif
nemarora 31aTHOCTI obupatu i
3aCTOCOBYBATH [OIIABHI 3acO0M HaBYaHHS.
Bomaouyac 1me = morpebye  rAHOOKOTO
IIEPEOCMHUCAEHHS MiAXOAIB [0 OpraHizarlii
IIpollecy HaB4YaHHH, 30KpeMa BHMarae
3aTHOCTI 40 peaaizallii HOBUX HiAXOMiB [0
HOro rAaHyBaHH4.

CyyacHul neparor y Xomi IIPOBEAEHHS

HaBYaABHHUX 3aHATb Ma€ BHKOHYBaTH
baraTo (pyHKIi¥ (TpeHepa, dacuaitTaTopa,
OLliHIOBAa4a, €eKCIIepTa), 3ilicCHIOBaTH

TEeXHIYHY HiATPUMKY HaBYaABHOTO 3aHSTTS,
o6oB’a3ku IT-agmiHicTpaTopa, MoaeparTopa
TOo1I0. POAB BUKAaiaYua IIPU TaKOMY MiAXO01
3MIiHIOETBCS, BIiH CTa€ OpraHizaTopoM,
AigepoMm mporecy. lle, y cBowo depry,
notpebye BIiAIIOBIZHOrO IeAroTiYyHOTO,
METOAMYHOTO Ta TEeXHIYHOIO [JOCBiZy
(BoaominHga iH(oOpMAali€l0 TIPo 3HAYHY
KIABKICTh €AEKTPOHHHX OCBITHIX PECYpPCiB
Ta 3aco0iB HaBYaHHS, 9Ki CIIPSIMOBAHI Ha
IIOAETIIIEHHSI OBOAOMIHHAM MaTepiaaoM Ta
MOZKAUBICTD Hioro MO06iABHOTO
BUKOPHUCTAaHHS y Oyab-gIKHH dYac y
3pYYHOMY [AsS 3H00yBada OCBITH Miclli),
BUMarae Bin BUKAQIa4Ya OyTu
KOMIIETEHTHUM L1010 3aCTOCYBaHHS
BiANIOBiAHUX TeXHOAOTIH. ToMy BasKAMBOTO
3HadyeHHd  HalOyBae  (opMyBaHHA V
MaMbyTHIX YIUTEAIB indopMaTHUKHU
BiATTOBIAHUX KOMIIETEHIIiM, CHPSIMOBaHUX
Ha PO3BHUTOK IH(PPOBOI KOMIIETEHTHOCTI,
HigBUIIIEHHS iX MOTHBAILil, 3aAy4€HOCTi [0
OCBITHBOT'O IIPOLIECY, JOCATHEHHI
KOHKPETHOTO HaBYaABHOTO pe3yabTaty [13],
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formation of their readiness for the
practical use of gamification technologies
in the educational process, which,
according to O. Dubaseniuk and
O. Vozniuk, should develop such
professional competencies [3] as the
ability to systematize knowledge and
understand the most relevant problems of
gamification of the educational process,
apply the acquired knowledge about
gamification in practical activities, as well
as develop, identify, describe project
tasks with elements of gamification [7].
The study of scientific publications of a

pedagogical, psychological,
methodological nature regarding
gamification and systematization of

results allows us to assert that readiness
for the wuse of gamification in the
educational process can be considered as
a combination of knowledge and skills of
a future teacher that ensures the effective
implementation of this approach in the
educational process. The formation of the
readiness of future teachers to apply a
gamified approach in professional activity
is the process of transformation (based on
students gaining experience in organizing
educational and gaming activities) of the
knowledge, skills, and competencies
provided for by educational preparation
into personal achievements,
characteristics, and properties that
ensure the diversification, activation, and
effectiveness of the educational process.
Thus, we can conclude that the
readiness of a future computer science
teacher to gamify the educational process
is a holistic internal personal formation of

a graduate of a higher education
institution, which is based on the
acquired knowledge, skills, abilities,

methods of activity, acquired experience,
and personal qualities that provide him
with the ability to organize educational
processes using game elements, game
techniques, game practices, and special
motivational mechanisms in order to
obtain high-quality learning results.

The requirements for a teacher are
presented in the Professional Standard
"Teacher of a General Secondary
Education Institution", where one of the
professional competencies implies that a

a TakoxXK Ha POpMyBaHHA y HUX 20MO8HOCMI
0o eelimichikayii oceimHb020 npoyecy.

BaxkanBoio CcKaamoBOIO IpodecifiHoi
OiATOTOBKU II€JATrOTiYHUX ITPAIliBHUKIB €
dopMyBaHHH ix TOTOBHOCTI 0
IIPaKTUYHOTO BHKOPHCTAHHS TEXHOAOTIH
reifimicpikariii B OCBiTHBOMYy IpOIleci, gKa,
Ha ayMmKy O. [dy6acenrok ta O. BosHioka
mae PO3BUHYTHU TaKi daxoBi
KOMIIETE€HTHOCTI [3], dK  30aTHICTB
CHUCTeMAaTH3yBaTH 3HaAHHA Ta pPO3yMiTH
HaMOiABIIT aKTyaAbHi npobdaeMu
retimidpikartii OCBITHBOTO IPOLECY,
3acTocoByBaTH  HalOyTi  3HAHHA  IIPO
refimipikarliro y npakTU4HIN AisIABHOCTI, a
TAKOXK  po3pobagaTH,  imeHTUdIKyBaTH,
OITHCYBaTH IIPOEKTHI 3aBAaHHS 3
eareMeHTaMHu reifmidikartii [7].

OmpaifoBaHHg HAYKOBUX  IIyOAiKarii
IIeJaroriYHoro, TICUXOAOTIYHOTO,
METOAMYHOIO XapaKTepy LIoA0 reifimidikartii
Ta CHUCTeMaTH3allii pPe3yAbTaTiB [J03BOASIE
CTBEpPAXKyBaTH, IO IIi TOTOBHICTIO [0
BUKOPHUCTaHHS redimidikaliii B OCBITHHOMY
IIPOIleCi MOZKHA PO3TAIAATH TaKe II0€THAHHS
3HaHb TA YMiHb MaHOyTHBOIO BYMTEAd, IO
3abesrieyye  eeKTUBHE  BIIPOBAIZKEHHS
bOI0 IMiAXOAy Yy HaB4YaABHHM IIpollec.
dopmysarHs 2omosHocmi MarOyTHIX
VUUTEAIB [I0 3aCTOCYBaHHS reiiMipikoBaHOro
migxomy y mpodpeciiiHiii migapHOCTI 1e —
Ipoliec TpaHcopmarii (Ha oCHOBiI HaOyTTS
CTyIEHTaMU NOCBiIy opraHisallii HaB4aAbHO-
irpoBoi [iSIABHOCTI), rnependadeHnx
OCBITHBOIO TMIiJATOTOBKOIO 3HAaHb, VyMiHBb,
KOMIIETEHIIM B ocobucTicHI HanbaHH4d,
XapaKTepPUCTHKH, BAACTHBOCTI, gKi
3a6e311e49yIoTh YPi3HOMAaHITHEHHS,
aKTUBI3aIlif0 ¥ ePEeKTHUBHICTh 3IiHCHEHHS
OCBITHBOTO IIPOLIECY .

Ha ocHOBiI BHIIl€3a3HAYEHOTO MOZKEMO
3pO0OUTH  BHCHOBOK, III0  20MO8HICMb
MmatibymHvo2o euumens iHpopmamurku 00
eelimichikayii oceimHb020 npouecy ue -—
yinicHe 8HYMpPIULHE ocobucmicHe
YMmeEOpeHHsT B8UNYCKHUKA 3aknady euuiol
oceimu, siKe TPYHMYemvcsi HA 3ACE0EHUX
3HAHHSAX, YMIHHSAX, HABUUKAX, cnocobax
distbHOCM, Habymomy  Oocgidi ma
ocobucmicHux siKocmsix, uio 3abesneuyromo
tiomy 30amHicms Op2aHi3ayii O0C8IMHIX
npouyecia 3a 00NOMO02010 2PO8UX eleMeHmis,
i2posuUX MexHIK, Ieposux npakmuxk ma
CNeylanbHUX MOMUBAUITHUX MeXAHIIMI8 3
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modern teacher must possess constant
access to information and its digital
sources, because in modern conditions of
social development, a teacher's mastery
of the information-based skills and
communication technologies becomes
critically important, which is evidenced
by the circumstances that complicate the
implementation of educational activities,
including the first Covid-19 pandemic,
full-scale military operations on the
territory of Ukraine, missile attacks,
blackouts, etc. This requires the teacher
to master new means of optimizing the
educational process. Researchers argue
that the necessary minimum for a
modern teacher to master information
and communication technologies is the
possession of skills in working with
platforms for organizing distance learning
(Moodle, Classroom, etc.), with video
telephony services (Google Meet, Zoom,
Webex Meetings, etc.), and various
educational platforms. The problems of
determining the level of teacher
proficiency in these digital tools, their
ability to operate information, as well as
to master ICT tools require the
identification of certain criteria for the
formation of information and digital
competence [12].

Thus, in order to determine the content
structure of the readiness of a future
computer science teacher for the
gamification of the educational process,
we analyzed the project "Professional
standard of a new generation teacher and
the best NUS technologies: in interaction
between academic communities of
universities and practicing teachers" [1]
in terms of determining the essence and
content of the information and digital
competence of a teacher of the New
Ukrainian School (NUS). Considering that
the readiness of a computer science
teacher for the gamification of the
educational process can be defined as a
component of information and digital
competence, we compared these two
personal characteristics and identified
the main components of the readiness.

The readiness of a future specialist for
professional activity is usually considered
as a holistic state of the personality,

MEemor OMPUMAHHSL SIKICHUX pe3ylbmamis
HABUAHHSL.

Bumorn [0 BuYMTeAd IIPEACTABAEHO Y
[Tpodecitinomy cranmapri "Bunteas 3axkaamy
3arasbHOI cepemHBOI OCBITH', e OOHIiEI i3
IpopeCiiHIX KOMIIETEHTHOCTEH, IKUMH Ma€e
BOAOMITH Cy4YacCHUH Ilefjaror, BU3HAYaAETHCS
iHdopMarlifiHo-1IPOBa, azKe y CyJacHUX
YyMOBaxX PO3BHUTKY CYCIIABCTBA BOAOMIHHS
[IeJaroroM HaBUYKaMU pobotu 3
iH(popMAaIliTHO-KOMYHIKAI I THIMH
TEXHOAOTISIMH CTa€ KPUTHYHO BaKAWBUM.
[Ipo 1e 3acBiguyrOoTH OOCTaBHHH, IIIO
YCKAQTHIOOTh 3MitiCHEeHHS OCBITHBOI
OigapHOCTI — criodatKy naHzaemis Covid-19,
Hazmaai IoBHOMacmITabHiI BoeHHI mii Ha
TepuTOopii YKpalHu, pakeTHi araku, nepeboi y
mojadi eAeKTpoeHeprii Toio. 3a3HadeHe
BHMAarace Bif IIemarora BOAOMIHHY HOBHUMH
3aco0aMM ONTHUMI3allii OCBITHBOIO ITPOIIECY.
JlocAiTHUKY CTBEPKYIOTh, III0 HEOOXiITHUM

MiHIMyMOM OIllaHyBaHHA Cy4acHHUM
nemaroroM  iHOpPMAIliHHO-KOMYHIKAIIHHUX
TEXHOAOTIH € BOAOIIHHS HaBUYKaMH POOOTH i3
aaTopMaMHu OAS opraxizartii
JVCTaHLIAHOTO HaBYaHHSI (Moodle,
Classroom Ta immi), i3  cepBicamu

Bineoreaedonii (Google Meet, Zoom, Webex
Meetings i T. a.), pi3HOMaHITHUMHM OCBITHIMU
maaTdopmamu. [IpobaeMy BU3HAYEHHS PiBHS
BOAOMIHHSI BYHUTEAEM IIMMH IIH(PPOBHUMH
IHCTpyMeHTaMH, iX yMiHB  oOIlepyBaTH
indopmartiero, BoaomiT 3acobamu  IKT,
rotrpebye BHOKPEMAEHHS IIE€BHUX KpPUTEPIiB
cchopMoBaHOCTi iHopmartifiHo-111pPoBOi
KOMIIETEHTHOCTI [12].

Came TOMy mAs BH3HAQ4YEHHS 3MiCTOBOL
CTPYKTYPH TOTOBHOCTI MaiiOyTHHOTO BUUTEAST
inHpopmaTuk no redfimicdikarllii OCBITHBOIO
IIporecy Hamu OyAO IIPOaHaAi30BaHO IIPOEKT
"Tipocpeciiinuii craHmapT BYUTEAST HOBOTO
IOKOAIHHA 1 Kpamg HYII TexHoaorii: y
B3aeEMOii MidK aKaaeMIiYHHMH CIIABHOTaMH
VHIBEpPCUTETIB 1 BUMTEeAIMU-TIpaKTUKaMu'' [1]
B acleKTi BU3HAYEHHS CYTHOCTI Ta 3MICTy
iH(popMarliHO-1IMPPOBOI  KOMIIETEHTHOCTI
BYHUTEAD HOBOI YKPaiHCBKOI IIIKOAH.
3Bakaroud Ha Te, L0 IOTOBHICTH BYUTEAS
inpopmaTuk no redfimicdikarllii OCBITHBOTO
IIpoIecy MozKe OyTH BH3HA4YeHa SK CKAaIoBa
iH(popMarliftHO-1IMPPOBOI  KOMIIETEHTHOCTI,
HaMu OyAo 3icTaBaeHO IIi ABi OCOGHCTiCHI
XapaKTEPUCTUKU 1 BHOKPEMAEHO OCHOBHi
KOMIIOHEHTH JOCAI/PKyBaHOI TOTOBHOCTI.
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characterized by a number of interrelated
components. Analysis of scientific and
pedagogical literature shows the presence
of a wide range in the definitions of the
components of the readiness of future
teachers for professional activity, namely:
cognitive, operational, personal, value-
motivational, activity, etc. Considering all
the above, we have developed a structure
of the readiness of a future computer
science teacher for gamification of the
educational process, which consists of
motivational, cognitive, activity and
personal components (Figure 1). Let us
dwell in more detail on the characteristics
of each component of the studied
readiness.

FotoBHiCTE  MalOyTHBOrO  (paxiBLUg [0
npodpeciiHoi  miIABHOCTI K IIPaBHAO
PO3TASIIAETHCS SK IIAICHUE CTaH 0COOUCTOCTI,
(0] XapaKTePU3YETHCS HH3KOIO
B3a€EMOIIOB’I3aHMX KOMIIOHEHTIB. AHaai3
HAYKOBO-IIEJATOTIYHOI AlITEpaTypH 3acBiadye

HasIBHICTh IIIUPOKOTO [iarmazoHy y
BU3HAYEHHSIX CKAQIOBUX TOTOBHOCTI
MaMOyTHIX  y4uTeAiB mgo  1podpeciiiHol
[ISIABHOCTi: KOTHITMBHOIO, OIepariiifHoro,
0CODHMCTICHOIO, IIHHICHO-MOTHBAIIifHOIO,
MIIABHICHOTO TOIIIO. J3BaskKaoodu Ha BCe
BUIIIE3a3HAYEHE, HaMH po3pobaeHO

CTPYKTYPY TOTOBHOCTI MafiOyTHBOTO BUUTEAST
iHpopmaTuku mo redfmidikarlii OCBITHBOTO
IIPOLIECY, SIKa CKAAIAE€THCH i3 MOTUBALIIHOTO,
KOTHITHBHOTIO, MiSIABHICHOIO Ta OCOOMCTICHOIO
KOMIIOHEHTIB (auB. pwuc. 1). 3ynuHHUMOCS
JOOKAQHIIIE Ha XapaKTEPUCTHUIL KOXKHOIO
KOMIIOHEHTY [IOCAi/ZKyBaHOI TOTOBHOCTI.

Motives, needs\
interest
in acquiring
knowledge
necessary for
implementing
gamification of the

\ educational

Motivational
component

process

'

Knowledge

of digital educational
resources, modern
computer game
technologies, means
of their
implementation in
the educational
process, game

Cognitive
component

mechanics j/

Readiness of future computer science

teachers for gamification of the
educational process

Personal qualities:

Skills \

that ensure the
active

A

strategic vision,
creativity, ability to
take reasonable risks,

implementation of
gamification tools in

process of a
comprehensive
school

Activity
/1<:] component

N

independence and
determination in
decision-making;
qualities and skills for
teamwork, self-
discipline and self-

Personality
component

the educational

organization /

Fig. 1. The content structure of the readiness of future computer science
teachers for the gamification of the educational process
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The motivational component of the
formation of readiness of future computer
science teachers to gamification of the
educational process is characterized by the
interest of students in game technologies in
pedagogical activity, the need to master the
means of gamification of learning, a set of
motives (both internal and external), which
stimulate appropriate training, direct the
need of future teachers to acquire the
knowledge necessary for the
implementation of gamification of the
educational process.

The cognitive component of the
readiness of future computer science
teachers to gamification of the educational
process provides the opportunity to freely
use gamification tools in  future
professional pedagogical activity by
mastering the relevant knowledge about
digital educational resources, modern
computer game technologies, means of
their implementation in the educational
process, game mechanics, game
techniques that can be implemented
during the study of computer science by
primary school students. It is characterized
by the following indicators:

The ability to navigate in the information
space, search and critically evaluate
information, and operate with it for the
purpose of gamification of the educational
process; regarding availability of the
necessary information: searching,
selecting, and protecting information in the
digital = environment; regarding  the
principles and rules of academic integrity,
legal and ethical norms, copyright, and
network etiquette in professional activities.

Also, future computer science teacher
should be able to effectively use existing
and create mnew electronic (digital)
educational resources for the purpose of
gamification of the educational process, as
well as possess the necessary information
about various educational electronic
resources of a gaming nature, educational
computer games (and can classify,
characterize, and evaluate them).

Ability to use digital technologies in the
educational process to create a gamified
educational environment: knows the basic
mechanisms for implementing gamification

Momueauitinuii KomnoHeHm
c(popMOBaAHOCTI TOTOBHOCTI  MaMOyTHIX
y4uTeAiB iH(oOpMAaTHKKU 10 redmMidikartii
OCBITHBOTO IIPOIIECY  XapaKTePHU3YETHCS
IHTEepecoM CTYAEHTIB [0 irpOBUX TE€XHOAOTIH
y memaroriyHifi misapHOCTi, moTpebamMu B

OBOAO/IIHHI 3acobamMu retimidpikarrii
HaB4YaHHSI, CYKYIIHICTIO MOTHUBIB (8K
BHYTPIIIHIX, Tak 1 30BHIIIHIX), dKi

CTHUMYAIOIOTH OO BIiAIIOBiAHOI IIiATOTOBKH,
CHPSIMOBYIOTH ITOTPely MalibyTHIX yIUTEAIB

o0 HaOyTTd 3HaHb, HEOOXiMHUX OAd
3Ai¥CHEHHS reimicpikartii OCBITHBOT'O
IpoIecy.

KoznimueHuii KOMNOHeHmM TOTOBHOCTI
MaMOyTHIX y4YUTeAiB iHpOpPMaATHKU [0

refimidpikarrii OCBITHBOTO IIPOLIECY
3abesnedye MOXKAUBOCTI BIABHOTO
3aCTOCyBaHHSA 3aco0iB redmidikartii y
MaiiOyTHiHE  mpodpeciiiHiii = memaroriuyHii
IIIABHOCTI IIIASIXOM OBOAOIIHHS
BiAOBiAHUMU 3HAHHIMH IIPO ITUPPOBI
OCBiITHI pecypcH, Cy4dacHi KOMIIIOTEepHi

irpoBi TexHoAOTIi, 3acobu ix peaaizailii B
OCBITHBOMY IIPOLIECI, iIrPOBi MEXaHIKH, irPOBi
TeXHIKH, gKi MOXKYyTb OyTH peaaizoBaHi Iifg
yac BHBYEHHS iHQOPMATHUKU YYHIMU
OCHOBHOI IIIKOAH. XapakTepu3yeThbcd
TAKHUMHU ITIOKa3HUKaMHU:

30amHicmo opieHmysamucst 8
iHpopmayiliHomy npocmopi, 30ilicHroeamu
nowyx i KpUMuyuHo ouiH8aMU
iHpopmayio, onepysamu HeEw 3 Memoro
eetimigpikayii oceimHb020 npoyecy: BOAOIIE
HeoOXimHoI0 iH(oOpMAalli€o: IIPO IOINYK,
Binbip, 3axuct iHdopMmallii B 1mcppoBOMY
CEpPeNoBHUIL; IIPO MNPUHIUIIN Ta IIpaBHAd
JOTPUMAaHHS akaaeMidHol mgoOpodecHOCTI,
IpaBOBi ¥ eTUYHI HOPMU, aBTOPCHKI IIpaBa,

MepexKeBUH  eTUKeT y  IIpodpeciiiHii
JiSIABHOCTI.
30amnicmo egpexmueHo

guKopucmosysamu Hasi8Hi ma cmeoprosamu
HOBL eNleKMpPOHHIL (UWUGhpo8i) 0oc8imHI pecypcu
3 Memoro 2etimigpikayii 0ceimHb020 Npoyecy:
BoAOZi€ HeoOXigHOIO iH(popMalli€ro Mpo
Pi3HOMAaHITHI OCBiTHI €AEKTPOHHI pecypcHu
irpoBoro CIIpAMyBaHHd, OCBITHI
KOMIT'IOTEPHI irpu, MoxKe ix KaacugikyBaTH,
XapakTepHU3yBaTH, OLIiIHIOBATH.

30amticms eukopucmosysamu yugposi
MexHON02ii 8 0CBIMHBLOMY NPOUECT 3 MEMOoro
CMBOpEeHHsT 2eliMihpiKo8aH020 0C8IMHBLO20
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in the educational process of primary
school (game mechanics, game techniques,
rules for using and creating game content,
etc.) for organizing educational activities,

monitoring and  assessing student
knowledge.
The activity component of the

readiness of future computer science
teachers for the gamification of the
educational process involves: possession of
the necessary skills and abilities that
ensure the active implementation of
gamification tools in the educational
process of a general education school
(systematize knowledge about
gamification; apply in practice the system
of knowledge about gamification, study,
analyze, select the necessary educational
resources, set goals and objectives of the
educational process, design and organize
the educational process based on game
techniques and mechanics, carry out
appropriate interaction with students
during the implementation of the gamified
educational process; understanding the
problem of introducing gamification into
the educational process and ways to solve
it; etc.), a focus on self-improvement and
creativity.

It is characterized by the following
indicators:

The ability to navigate in the information
space, search and critically evaluate
information, and operate with it for the
purpose of gamification of the educational
process: the educator uses Internet
services to search for information about
game educational services and gaming
technologies; is able to find information on
the Internet about the best pedagogical
experience of implementing a gamified
approach in teaching computer science in
primary school; uses open digital
educational resources of a pedagogical and
methodological nature for their own
professional development regarding the
gamification of learning; consciously
recognizes propaganda and manipulation
technologies, adheres to the principles of
academic integrity when wusing and
distributing game content.

The ability to effectively use existing and
create new digital educational resources for
the purpose of gamification of the

cepedosuwa: 3HAE OCHOBHI MEXaHIi3MH
peaaizamii re#fmidikaiii B  OCBITHHOMY
IIpOIleCi OCHOBHOI IIKOAU (irpOBi MeXaHiKH,
IrpoBi TEXHIKH, IIpaBHAa BUKOPHCTAHHS Ta
CTBOPEHHS IrpoBOr0 KOHTEHTY TOIIIO) AL
opranizarii HaB4YaAbBHOI [ISIABHOCTI,
MOHITOPHHIY Ta OLIHIOBAHHS 3HAHb VYHIB.
AistneHicHUlL KOMNOHEHM TOTOBHOCTI
MaMOyTHIX y4YUTeAiB iHpOpPMaATHKU [0
refmMidikartii OCBITHBOTO porecy
nepenbadae:  BOAOAIHHA  HEOOXigHUMH
BMIiHHIMH Ta HaBHUYKaAMH, K1
3a6e3IeyyoTh aKTHBHE BIPOBAIZKEHHS
3acobiB refmicpikaliii B OCBiTHIH IIporiec
3araAbHOOCBITHBOL LIKOAHU
(cucremaTusyBaTHu 3HaHHA po
refiMidikarliro; 3aCTOCOByBaTH Ha ITPAKTHLII
cucreMy 3HaHb I[po  redmidikariio,
BUBYAaTH, aHaai3yBaTH, BimOupatu
HeOoOXiZHi OCBITHI pecypcH, CTaBUTH Al i
3aBOaHHS OCBITHBOTO IIPOLIECY,
KOHCTPYIOBaTHU Ta OpraHizoByBaTH
HaBYaABHUH IIPOIleC Ha OCHOBi irpoBHX
TEXHIK 1 MeXaHiK, 3OiiCHIOBATU [OOILIABHY
B3aEMOII0 i3 3m00yBavYaMu OCBIiTH IIif 4ac
peaaizartii reifiMipiKOBAaHOTO  OCBITHBOTO
IIpo1ecy; PO3yMiHHSA npobaeMu
BIIPOBa/?KE€HHS retimicpikallii y HaB4aAbHUH
IIpolleC Ta LIAGXIB Ii BHPpIIIEHHS; TOIIO),
CIIPSIMOBAHICTh Ha CaMOBIOCKOHAaA€HHS M

TBOPYiCTb.

XapakTepu3yeThbCcs TaKUMH
IIOKa3HUKaMU:

30amnicmo opieHmysamucs 8
iHpopmayiliHomy npocmopi, 30ilicHroeamu
nowyx i KpumuuHo oyiHreamu

iHpopmayio, onepysamu Hew 3 Memor

eetimichikayii 0C8IMHLO20 npouecy:
BUKOPHCTOBYE CEPBICH IHTEPHETY [OAd
noiyKy iHdopMmallii mpo irpoBi OcCBiTHI

CepBICH Ta TEXHOAOTIl irpoBOT0 XapakTepy;
BMi€ 3HAXOAUTH B iHTepHeTi iH(opMalliro
opo Kpamnmi IIeJaroriyHui JIOCBIT,
3MiMCHEHHd TelMi(piKoBaHOTO MiAXoay Y
BHKAQAHHI iH(popMaTWMKH B OCHOBHIH
IITKOAl; BHUKOPHCTOBYE BIiZKPHUTI IH(PPOBI
OCBIiTHI pecypcu IeJaroriyHoro,
METOOUYHOTO CIPSAMYBaHHS A BAAQCHOTO
npodecifHOTO PO3BUTKY OO0 TerMicirartii

HaB4YaHHS; YCBiZJOMAEHO po3rmizHae
IporaraHgy Ta MAaHIIIyASIiHHI TEXHOAOTI,
OOTPUMYETBECS MPHUHIUINB  aKaaeMidHOi

JOOPOYECHOCTI Yy XOi BUKOPHUCTAHHH Ta
IOUTUPEHHS irpOBOTO KOHTEHTY.
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educational process: the educator is able
to select digital educational resources of a
gaming nature and educational computer
games in accordance with the purpose of
their own pedagogical activity, accumulate
them on a personal computer; with the
appropriate permission, is able to interpret
and improve existing digital educational
resources of a gaming nature; creates own
didactic games or elements of gaming
content (plot, character/avatar, playing
field, levels of perfection, etc.) for their
implementation in the learning process;
The ability to use digital technologies in
the educational process in order to create a
gamified educational environment: the
educator is able to create a gamification
environment in an educational institution;
uses gamification tools to increase
students' motivation to learn; implements
game mechanics, game techniques, rules
for using and creating game content in the
process of studying computer science by
primary school students; uses gamification
tools to develop game scenarios for lessons,

select appropriate didactic materials;
evaluates students' academic
achievements, checks homework

assignments, conducts testing in order to
analyze the state of students' assimilation
of educational material in a gamification
environment in an educational institution.

The personality component of the
readiness of future computer science
teachers for gamification is determined by
the formation of such qualities in students
as a strategic vision of the educational
process, creativity, a creative approach to
the matter, the ability to take reasonable
risks, independence and determination in
decision-making; existing qualities and
skills that support teamwork, self-
discipline = and  self-organization in
professional activities by means of
gamification.

In accordance with the identified
components of the readiness of future
computer science teachers for gamification
of the educational process, criteria and
indicators of its formation were selected,
namely: need-based, informational,
activity-based, reflective.

The requirement criterion is
determined by indicators that characterize

30amHicmo epekxmugHo
guKopucmosysamu Hasi8Hi ma cmeoprosamu
HOBL eNleKMpPOHHIL (UWUGpOo8i) oceimHi pecypcu
3 Memoro 2etiMigpikayii 0C8IMHbL020 NPoyecy:
BMie mobupaTh IU(MPOBi OCBITHI pecypcHu
IrpoBOro XapakTepy Ta OCBITHI KOMII IOTEPHI
irpu  BIiANOBiAHO [0 METH  BAACHOI
IearoTiyHoi AiIABHOCTI, HaKOMHU4YyBaTH iX
Ha  IIEPCOHAaABHOMY  KOMITIOTepi;  3a
HasIBHOCTI BiAIIOBIZHOTO [I03BOAY BMi€
iHTEpHIpeTyBaTU Ta  BIOCKOHAAIOBAaTH
HasgBHI IIM(POBiI OCBITHI pecypcHu irpoBoro
XapakTepy; CTBOPIOE BAACHi irpu
OUOAKTUYHOTO XapakTepy abo eAeMeHTU
irpoBoro KOHTEHTY (croxer,
IepcoHask/aBaTap, irpoBe T1IoAe, pPiBHI
JOCKOHAAOCTi TOIIO) OAd peaaizamii ix y
IPOIIECi HaBYaHHS.

30amnicms eukopucmosysamu yugposi
MEexXHOJ102ii 8 0C8IMHBLOMY NPOUECL 3 MEMOoro
CMeEOpeHHsT 2eliMihiKo8aH020 0C8IMHBO20
cepedosuuia: BMi€ CTBOPIOBATH CEPEIOBUILIE
refimucpikartii y 3aKaAaii OCBITH;
BHKOPHUCTOBYE 3acobu refimidikamii 3
METOIO0 IIiABUIIEHHd MOTHUBALii Y4YHIB [0
HaB4YaHHS; peaaidye irpoBi MexaHiKH, irpoBi
TE€XHIKM, IIpaBHAa BHUKOPHCTAHHS Ta
CTBOPEHHS iIrpOBOTO KOHTEHTY Yy IIpolleci
BUBYEHHH iH(OpMaTUKU YYHIMH OCHOBHOI
IITKOAW; BUKOPHUCTOBYE 3aco0u refimidpikartiii
JAST PO3POOKHM irpoBHX CIIeHaApiiB YPOKiB,
nobopy BiAIIOBiMHUX OUNAaKTUIHUX
MaTepiaaiB; OIliHIOE HaBYaAbHI JOCATHEHHS
V4HIB, 3[iMCHIOE IIEPEBIPKY [OOMAIITHIX
3aB/IaHb, IPOBEAECHHS TECTyBaHHHA 3 METOIO
aHaai3y CTaHy 3aCBOE€HHS HaBYaABHOTO
Marepiasy YIHSIMU y CepeIoBUILI
refimidpikartii y 3akaai ocBiTH.

OcobucmicHuil KOMNOHEHM FOTOBHOCTI
MaMOyTHIX y4YUTeAiB iHPOpPMATHKU 10

refmidikartii BH3HAYAETHCS
c(hopMOBaHICTIO 'y  CTYOEHTIB  TaKHX
dKOCTeH, dK  cTpareriuyHe OaueHHs
OCBITHBOTO IIPOLIECY, KpPEaTHUBHICTE,

TBOPYHM Miaxix [0 copasBy, 30aTHICTH 10
OOTPYHTOBAHOTO PH3UKY, CAMOCTIHHICTDH i
pilllydicTh y IIPHUMHSTTI pilleHb; HasBHI
JKOCTI Ta  HaBWU4YKH, SKi  CIPIIOTH
KOMaH/IHiii po0OoTi, CaMOOUCIHUIIAIHA Ta
camooprasizanis y mmpodecifiHiii QJigAbHOCTI
3acobamu refmidikartii.

BinmnoBigHO 10 BU3HAYEHHUX KOMIIOHEHTIB
TOTOBHOCTI MafOyTHIX YUIHUTEAIB
indopmaTuku o reiiMidikarlii oCBITHHOTO
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the motivation of a future computer science
teacher to use a gamified approach in
professional activities (the presence of a
need to create a gamified educational
environment, awareness of the purpose of
this activity, interest in working with
gamification tools, motivation for
gamification in education, understanding
of the possibilities of using gamification
tools in the educational process). It is
determined by two types of motivation for
educational activities: external, internal
(positive or negative).

The informational criterion
characterizes the level and quality of
knowledge acquired by students,
necessary for the implementation of
gamification in the learning process (the
presence of the necessary set of knowledge
about gamification and its mechanisms,
methods and means of working with
information, organization of a gamified
environment, educational game
applications, etc.). It is determined by:
completeness, meaningfulness and
awareness of theoretical knowledge and the
ability to apply them in practical activities
in order to create a gamified environment;
systematicity and orderliness of
knowledge; the ability to integrate
knowledge obtained from various sources
to solve a practical problem.

The indicators for assessing the
formation of the required set of knowledge
were selected as follows: completeness,
depth, systematicity, efficiency,
generalization, and strength. The
completeness of knowledge is determined
by the amount of information about the
gamification of the educational process and
the mechanisms for its implementation
acquired by students in the process of
professional and pedagogical training. The
depth of knowledge is characterized by the
awareness of the essential connections
between different elements of knowledge
about the gamification of the educational
process, between their understanding at
the theoretical level and the possibilities of
practical application. The systematicity
and generalization of knowledge
characterize  the understanding  of
knowledge about the gamification of the
educational process as a certain

nporecy Oyao oOpaHo Kpurepii Ta
nokasHUKM ii ccopmoBaHocTi, a came:
noTpeboBuii, iHOpPMAIlIHHUH, iTIABHICHUH,
pedhAeKCUBHUH.

ITompeboeuii kxpumepiii BU3HAYAETHCS
IIOKa3HHUKAaMH, 4aKi XapaKTepPHU3yIOTh
MOTUBALIiIO MatOyTHBOTO BUNTEAT
indopMaTHKHU 0 BUKOPHUCTAHHS

reiimicdpikoBaHoro mnigxomy y IrpodpeciiHoi
[iSIABHOCTI (HasIBHICTh IOTPEOU y CTBOPEHHI
refiMipikoBaHOIO OCBITHBOTO CEPEIOBHIIA,
YCBiIOMAEHHST MeTH  Ili€i  [OiIABHOCTI,
iHTepecy mo poborm i3  3acobamu
refimidpikartii, moTuBallii go refimidikariii B
OCBITi, PO3yMiHHS MOZKAUBOCTEH
BHKOPHCTAHHS 3acobiB redmidikariii B
OCBITHBOMY IIpolieci). BusHadaeTbcsa gBoMa
THUIIaMH MOTHBAIlil HaBYaAbHOI AIIABHOCTI:
30BHIIIIHLEOI0, BHYTPIIIHBOIO (IO3UTHBHOIO
41 HETaTUBHOIO).

Ingpopmauilinuii Kpumepiii,
XapaKTepHu3y€e piBeHb Ta SKIiCTb HaOyTHX
CTyZEeHTaMH 3HaHb, HEOOXimMHUX  [OAs
peaaizarrii retimidpikartii y IIpoiieci
HaB4YaHHS (HagBHICTB HeoOXimHO1
CYKyIIHOCTi 3HaHb Ipo reifmicikartito ta ii
MeXaHi3MU, MeTomu # 3acobu pobotu 3
indopmariiero, oprasizariiro
reiimicpikoBaHOro  CEpenoBHIIA, irpoBi
3aCTOCYHKH OCBITHBOIO XapaKTepy TOIIO).
BusHadaeTbcda: MHOBHOTOIO, OCMMCAEHICTIO
Ta YCBIOOMAEHICTIO TEOPETHYHHX 3HaHb i
BMIHHEIM 3aCTOCOBYBaTHU iX y IpaKTU4HIH
IIIABHOCTI 3 METOIO CTBOPEHHS
refiMicpikoBaHOTO CepenoBHILA;
CHCTEMHICTIO Ta YIIOPSAKOBAHICTIO 3HAaHBD;
BMIHHEIM iHTerpyBaTH 3HAHHS, OTPUMAaHi 3

Pi3HUX IDKEPEA JIAST BUPIIIIEHHS
OPaKTUIHOTO 3aBIaHHS.
IMokazHUKaMH OIIIHIOBAHHSI

chopMOBaHOCTI BUAIA€HOI HAMHU CyKYyITHOCTI
3HAaHb OOpPAHO TakKi, 9K IIOBHOTA, TAHUOMHA,
CUCTEMATUYHICTb, OIIEPATUBHICTE,
y3araabHEHICTh Ta MilHicte. IlogsHoma
3HOHbL BH3HAYAETBCSI o0OcAroM HaOyToi
CTyOeHTaMH y TIIpolleci 1mpodpecitiHo-
IeIaroriyHoi miAroTOBKH iHGopMamii mpo
reifimicdpikallito OCBITHBOIO TIIpPOLlECy Ta
MexaHi3Mu ii peaaizaitii. InubuHa 3HAHL
XapaKTepHU3y€EThCS YCBiIOMAEHHSAM
iICTOTHHUX 3B’S3KiB MiXK Pi3HHMH eAeMeHTaMHU
3HaHb PO Tredmidikallito  OCBITHBOTO
IIpolecy, MK  PO3yMIHHAM ixX  Ha
TEOPETUYHOMY pPiBHI Ta MOKAMBOCTSIMHU
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hierarchical system, where certain
knowledge is the basis for acquiring others.
The efficiency of knowledge implies the
ability of applicants to consciously apply

knowledge in  various pedagogical
situations. The strength of knowledge
implies long-term  memorization  of

essential knowledge and methods of its
application, as well as the readiness to
form new knowledge on their basis.

The activity criterion is determined by
the skills and abilities to apply the acquired
theoretical knowledge on the issues of
gamification of the educational process to
solve practical tasks that are set before the
computer science teacher at school (skills
and abilities to use gamification tools in
organizing the educational process). This
criterion provides a set of indicators that
characterize the formation of skills and
skills, their flexibility, stability, strength
and maximum proximity to real tasks and
conditions. The flexibility of skills and
skills is determined by the ability to
rationally use them in different situations.
The indicator of stability is determined by

the preservation of the nature of
performing certain actions, considering
external obstacles. Strength is

characterized by the preservation of the
relevant skills and skills during the period
when they are not applied in practice.
Maximum proximity to real tasks and
conditions involves the implementation of
relevant theoretical or practical skills and
skills with the awareness of the compliance
of one's own actions with the requirements
of the professional activity of a computer
science teacher.

The reflective criterion provides
indicators that characterize the presence of
qualities and characteristics in applicants
and allow implementing a gamified
approach to teaching computer science at
school (the ability to analyze and correct
one's own activities, use acquired
knowledge and skills in new and non-
standard situations). Based on the defined
criteria and indicators, 4 levels of readiness
of future computer science teachers for
gamification of the educational process
were developed: initial, average, sufficient,
high.

IIPaKTUYHOIO 3aCTOCYBaHHSI.
Cucmemamuuticme ma Y3azalbHEHICMb
3HaHb XapaKTepHU3y€e PO3yMiHHS 3HAHb IIPO
reiimicdpikallito OCBITHBOI'O IIPOLIECY €K
neBHOI iepapxigyHOi CHCTEMH, M€ IIEBHI
3HaHHA € 0a3010 [OAd HaOyTTd IHIIHX.
OnepamusgHicmo 3HAHb nependadae
3M1IaTHICTH 3/100yBadiB CBiZIOMO 3aCTOCyBaTH
3HAHHS Yy PI3HUX IIE€JATOTIYHHUX CHUTYallisX.
MiyHicmb 3HaHb TIependadae JOBroTPHUBaAE
3araM’9dTOBYBaHHSI ICTOTHHMX 3HaHb Ta
ciocobiB  ix 3acTocyBaHHd, a TaKOX
TOTOBHICTH Ha ix 0asi dopmyBaTH HOBI
3HAHHA.

HisnbHicHull kpumepili BUSHAYAETHCS
BMIHHAIMH Ta HaBHYKaMMU 3aCTOCYBaHHS
HaOyTHX TEOPeTHYHHX S3HaHb 3 IIUTaHb

refimidpikarlii OCBITHROTO TIPOLIECY  [IAS
BUpIIIEHHT IPaKTUYHUX 3aBOaHb, HKi
BUCYBalOTbCHI nepesn YIUTEAEM

iHPOPMATHKHU Y IIIKOAL (YMiHHSI T4 HABUYKH
BHKOPHUCTAHHS 3aco0iB redmidikartii mpu
opradizaiii HaB4YaabHOTO Ipollecy). Lleit
KpuTepiit nependadae CYKYIIHICTb
IIOKAa3HUKIB, SKi XapakTepU3yIoTh
cchopMoBaHiCTH yMiHB 1 HaBHYOK, iX
THYYKIiCTE, CTIHKICTD, MIITHICTE Ta
MaKCHMaAbHy HaOAMKEHICTh [0 PEaABHHUX
3aBHaHb 1 yMoB. [HydkicTb yMiHb Ta
HaBHUYOK BHU3HAYAETHCS 3[IaTHICTIO
pallioHaABHO iX BUKOPHCTOBYBATH B Pi3HHUX
CUTYyAIlifgX. [MTokazHUK CTiHKOCTI
BH3HAYAETHCS 30€peKeHHAM XapaKTepy
BUKOHaHHS II€EBHUX il 3 ypaxyBaHHIM
30BHIIITHIX [IE€PEIIKO/I. MimHicTh
XapaKTepHU3YEThCS 36epeKeHHAM
BiAIOBiAHUX yMiHbL Ta HaBUYOK y IIEpPion,
KOAW BOHHU He 3aCTOCOBYIOTHCS Ha ITPAKTHIL.
MakcumaabHa HAOAMIKEHICTH [0 PEeaAbHHX
3aBIaHb Ta YMOB Ilepeadadac peaaisalliro
BiAIIOBiAHUX TEOPETUYHUX 200 IMPAKTUIHHX

YyMiHb 1 HaBHYOK 3 YCBLJOMAEHHSM
BIAIIOBIMHOCTI BAACHHUX [Oi  BHMoOram
npodpecitinoi TiIABHOCTI BUYUTEAS
iHpOpPMAaTHKY.

Pegpnexcuenuii kpumepiii niependadae
IOKA3HUKH, SIKi XapaKTepU3yIOTh HasBHICTb
y 3100yBadiB IKOCTEH Ta XapaKTepHUCTHUK i
[TO3BOASIIOTH peaasidyBaTu reiiMidikoBaHUM
Hiaxia 40 HaBYaHHA iH(POPMATHUKH y IITKOAL
(ymiHHS 3OiMCHIOBATH aHAaAi3 Ta KOPEKIIifo
BAACHOi  HiSIABHOCTi, = BHKOPHCTOBYBaTH
HaOyTi 3HaHHSA Ta HaABUYKK B HOBHUX i
HeCTaHOAPTHUX CUTYAallisx).
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The initial level is characterized by the
following indicators:

o attitude to the problems of
gamification of the educational process is
situational, neutral; motivation to master
knowledge and skills, mechanics of
gamification of education is absent, there
is no need to familiarize yourself with game
applications, goals and objectives of the
relevant activity, gamification is not among
the guidelines for future professional
activity;

o a system of knowledge about
digital educational resources, modern
computer game technologies, means of
implementation in the educational process,
game mechanics, game techniques and
readiness for their implementation in
future professional activity is absent;

o skills and abilities that ensure the
introduction of gamification tools into the
educational process of a general education
school are formed at the elementary level;

o qualities such as a strategic vision
of future professional activity, a creative
approach to the matter are not related to
gamification issues; If the qualities and
skills that support teamwork, self-
discipline, and  self-organization in
professional activities are developed, then
not through gamification.

The average level is characterized by the
following indicators:

o the attitude to the problems of
gamification of the educational process is
situational, passively positive, when only

individual criterion characteristics are
available; the motivation to master
knowledge and skills, mechanics of

gamification of education is available, but
is not characterized by the need to
familiarize yourself with game applications,
the goals and objectives of the relevant
activity are defined in general terms and
are not a guide in future professional
activity;

o the system of knowledge about
digital educational resources, modern
computer game technologies, means of
implementation in the educational process,
game mechanics, game techniques and
readiness for their implementation in
future professional activity is at the stage
of formation;

Ha ocHoBi Bu3HaYeHMX KpUTEPIIB Ta
IIOKA3HHUKIB 0Oyao po3pobaeHO 4 piBHI
TOTOBHOCTI MafOyTHIX YUIHUTEAIB
indopmaTuku o reiimidikarlii oCBITHHOTO
IIPOILIECY: nouamkosuil, cepeoHiil,
odocmammtiii, BUCOKUTL.

TINouamxosuil pigeHb XapaKTEPU3YETHCH
TaKMMU [IOKa3HUKaAMMU:

e CTaBAEHHS A0 HpobaeM remidikartii
OCBITHBOT'O pouecy CUTYyaTHBHE,
HelTpasbHEe; MOTHUBALliSI [0 OBOAOIIHHS
3HAHHAMM 1 HaBUYKaMH, MeXaHiKaMHU
refimicdpikartii ocBiTH BiACyTHS, HeMae
norpebu B O3HAWOMAEHHI 3 IrpoBHMH
3aCTOCYHKaMHy, ILiaaMu H 3aBAaHHAMU
BiAIIOBigHOI misIABHOCTI, redmidikallia He
HAAEXKUTH [0 OpieHTHUPIB  MaiiOyTHBOI
npodpecitHoi AiTABHOCTI;

e cucTeMa 3HaHb PO IM(PPOBI OCBITHI
pecypcu, cydacHi KOMITIOTEpPHi irposi
TEXHOAOTiI, 3acobu ix peaaisaii B
OCBITHBOMY IIPOLIEC], irPOBi MEXaHIKH, irpPOBi
TEXHIKM 1 TOTOBHICTH [0 iX peaaizaiiii B
MaiOyTHIiH npodpecitiHiii [iSIABHOCTI
BiaCyTHS;

e yMiHHA Ta HAaBUYKU, IKi 320€3[1€4yI0Th
YIIPOBaPKEHHA 3aco0iB redmidikariii B
OCBITHI¥ IIpoIleCc 3araAsbHOOCBITHBOI IITKOAU
cchopMoOBaHi Ha ITOYATKOBOMY PiBHI;

e Taki IKOCTi, 9K cTpareriyHe GadyeHHs

MatOyTHBHOI rpodpecititoi [iIABHOCTI,
TBOPYUH MiAXin [0 CIIpaBU He NOB’I3aHi 3
OuTaHHAMU  redimidikarii; gxkocti Ta

HaABUYKH, 9Ki CIIPSIOTh KOMaHAHI# poboTi,
CaMOOMCIIMIIAIHA Ta caMmoopraHizalis y
npodecifiHii MFABHOCTI IKINO 1 PO3BUHEHI,
TO He 3acobamu retimidikartii.

Cepeoniili  pigeHb  XapaKTEPHU3YETHCH
TAKHMHU ITIOKa3HUKaMHU:

e CTaBA€HHS N0 IIpobaeM redimidikartii
OCBITHBOTI'O IIPOIIECY CHTyaTHBHE, ITaCHBHO
IO3UTHUBHE, KOAW HasBHI AUWIIIE OKpPEMi
KpUTEPiaAbHI XapaKTePUCTUKH; MOTHBALIis
10 OBOAOMIHHA 3HAHHIMHM 1 HaBHYKaAMH,
MexaHikaMu redimidikariii ocBiTH HasgBHA,
OOHAK HE XapaKTepPH3YEThCS ITOTPebOoI0 B
O3HAMOMAEHHI 3 IrpOBHUMU 3aCTOCYHKaMH,
miai ¥ 3aBAaHHA BIATIOBIAHOI AiFABHOCTI
BU3HA4YEHI B 3araAbHOMY BHUTASAl ¥ He €
opieHTHpOM y MadOyTHiHE mpodeciiiHii
JUSIABHOCTI;

e cucTeMa 3HaHb PO IH(PPOBI OCBITHI
pecypcu, CcydacHi KOMITIOTEpPHi irpoBi
TEXHOAOTII, 3acobu ix peaaisalii B
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o the skills and abilities that ensure
the implementation of gamification tools in
the educational process of a general

education school are reproductive in
nature;
o such qualities as a strategic vision

of future professional activity, a creative
approach to the matter are in some way
related to issues of gamification, but are
not a priority in future professional
activity; The qualities and skills that
support teamwork, self-discipline, and self-
organization in learning activities are
formed partly by means of gamification.

The sufficient level is characterized by
the following indicators:

o a  conscious motivation to
implement a gamified approach to
organizing the educational process, an
active and conscious attitude to the
implementation of these ideas in future
professional activities, which are
characterized by the need to familiarize
themselves with new achievements in this
area;

o the system of knowledge about
digital educational resources, modern
computer game technologies, means of
their implementation in the educational
process, game mechanics, game
techniques and readiness for their
implementation in future professional
activities is holistic, structured;

o the skills and abilities that ensure
the implementation of gamification tools in
the educational process of a
comprehensive school are formed at a
sufficient level, confidently implement
known approaches, more often work
according to ready-made = samples,
templates, recommendations;

o a strategic vision of future
professional activities, a creative approach
to the matter provide for the
implementation of a gamified approach in
learning, which is one of the priorities of
future professional activities; are
characterized by developed qualities and
skills of teamwork, self-discipline and self-
organization in educational activities are
formed, including through gamification.

The high level is characterized by the
following indicators:

OCBITHBOMY IIPOLIECI, iIrPOBi MEXaHIKH, irpPOBi
TEXHIKM 1 TOTOBHICTH [0 iX peaaizailii B
MalOyTHIH npodpecitiHitt [iIABHOCTI
3HaXOQUTHCS Ha CTa/il CTAaHOBAEHH;

e VMiHHA Ta HABUYKH, 9Ki 320€3€4yIOTh
YIPOBaPKE€HHSI 3acobiB refimicpikariii B
OCBIiTHIH ITPOIleC 3araAbHOOCBITHBOI IITKOAH,
HOCSTDH PENIPOAYKTHUBHUU XapakTep;

® TakKi AKOCTi, K CTpaTeriyHe OayeHHS
MaiOyTHBHOI rmpodoecitiHoi [iSIABHOCTI,
TBOPYUH MifXi/T 0 CIIpaBU IIEBHUM YHHOM
IoB’d3aHi 3 MHTAHHAMH TredMidirariii,
OOHAK HE € IMPIOPUTETHUMH y MaiOyTHii
npodoeciiHiii  miIABHOCTI;  9KOCTI  Ta
HaABUYKH, 9Ki CIIPSIOTh KOMaHIHi# poboTi,
CaMOOMCIIMIIAIHA Ta caMoopraHizalis y
HaBYaABHIN JiIABHOCTI cchopmoBaHi
4acTKOBO 3acobamu reimidpikartii.

LocmamHili pieeHb XapaKTepPHU3YETHCT
TAKHMHU ITIOKa3HUKaMHU:

e HasgBHa CBiZoMa MOTHBAllid [0
peaaizamii refimicdikoBaHOro IIiAXOMy IO
oprasizarii oCBiTHROTO IIPOIIECY, aKTHUBHE H
CBiIOME CTaBAEHHS [0 BIIPOBAKEHHS IIUX
imett y mauibyTHIO mpodpeciiiHy miABHICTE,
dKi  XapaKTepHU3yIOTbCH  IIOTpebol0 B
03HAWOMAEHHI 3 HOBUMH [OCSATHEHHSIMHU ¥
i cepi;

e cucreMa 3HaHb IIPO ILH(POBiI OCBITHI
pecypcu, cydacHi KOMITIOTEPHi irpoBi
TEXHOAOTII, 3acobu ix peaaisarii B
OCBITHBOMY IIPOLIEC], iIrPOBi MEXaHIKH, irPOBi
TEeXHIKM 1 TOTOBHICTB [0 ixX peaaizamii B
MaiOyTHi# mpodpeciiiHiil AiFABPHOCTI IiAiCHA,
CTPYKTypOBaHa;

e VMiHHA Ta HABUYKH, 9Ki 320€31€4yIOTh
YIPOBaKEHHSI 3acobiB refimicpikariii B
OCBITHI¥ ITpoIleC 3araAbHOOCBITHBOI IITKOAH,
cchopMoBaHi Ha  [IOCTATHHLOMY  PiBHI,
BIIEBHEHO pPEaAi3yIOTh Bimomi migxonw,
YyacTillle ITPalIoloTh 32 TOTOBUMHU 3pa3KaMH,
mabAOHaAMM, PEKOMEHIAITISIMH;

e cTpareriyHe OadeHHsa  MaHOyTHBOI
rnpodpecitHoi AiTABHOCTI, TBOPYMH MiAXiMd 10

CIIpaBH nependoavaroThb peaaizariito
reiiMipiKkoBaHOIO MiIX0Ay Y HaBYaHHI, SKUH
BXOOUTbL MO0 TIIpiopUTEeTIiB  MaiOyTHBOI
npodecitiHoi [iSIABHOCTI;
XapaKTepPU3yIOTbCI PO3BHHEHUMU
AKOCTSIMM Ta HaBHUYKaMH KOMaHIHOL
pobortH, CaMOUCIIHTIAIHA Ta
caMoopraHizallig y HaBYaAbHIH iSIABHOCTI
cchopmoBani, 3okpema @ 3acobamm
refimidpikartii.
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o presence of a stable conscious
motivation to implement a gamified
approach to organizing the educational
process, as well as creative attitude to the
implementation of these ideas in future
professional activities, which are
characterized by the need for constant
improvement in this area;

o presence of the system of
knowledge about digital educational
resources, modern computer game
technologies, means of their

implementation in the educational process,
game mechanics, game techniques and
readiness for their implementation in
future professional activities is holistic,

dynamic, characterized by constant
development;
o presence of skills and abilities that

ensure the implementation of gamification
tools in the educational process of a
comprehensive school are fully formed,

which  allows Dbuilding their own
approaches to organizing a gamified
educational environment;

o possession of a strategic vision of

future professional activities, a creative
approach to business, the implementation
of a gamified approach in learning is one of
the main priorities of future professional

activities; are characterized by high
development of teamwork skills, self-
discipline = and  self-organization in

educational activities; are characterized by
originality of thinking, the ability to
introduce new ideas into the educational
process; the ability to react quickly in a
changing situation, make non-standard
decisions in conditions of limited time, and
find application to ordinary objects and
phenomena in order to use them in game
activities.

Conclusions and research perspectives.
Thus, based on the analysis of modern
approaches to determining the readiness of
a future computer science teacher to
gamification of the educational process, it
was concluded that this readiness is a
holistic internal personal formation of a
graduate of a higher education institution,
which is based on the acquired knowledge,
skills, abilities, methods of activity,
acquired experience and personal qualities
that ensure the ability to organize

Bucoxuii  pieeHb
TAKUMHU ITOKa3HUKaMHU:

e HadBHA CTiHMKa CBiloMa MOTHBAILA 10
peaaizamii retfimicpikoBaHOrO IAXOMy IO
opradizaiii OCBITHBOIO IIPOIlECYy, TBOpPUE
CTaBA€HHY OO BIPOBA/KE€HHSA LUX ined y
MafibyTHIO MpodeciiHy MiIABHICTb, $Ki
XapaKTepHU3YIOThCd IOTPeOO0I0 ¥ IIOCTiHHOMY
BIOCKOHAAEHHI y 11i#i cdepi;

e cucreMa 3HaHb PO ILH(POBi OCBITHI
pecypcu, cydacHi KOMITIOTEPHi irpoBi
TEXHOAOTII, 3acobu ix peaaisarii B
OCBITHBOMY IIPOLIEC], irPOBi MEXaHIKH, irpOBi
TEeXHIKM 1 TOTOBHICTB [0 ix peaaizamii B
MaiOyTHi# mpodpeciiiHiil AiFABPHOCTI IiAiCHA,
OUHaMidyHa, XapaKTepU3yeTbCd IIOCTIHHUM
PO3BUTKOM;

e VMiHHA Ta HABUYKH, 9Ki 320€31€4yIOTh
YIPOBaKEHHSI 3acobiB refimicpikariii B
OCBITHI¥ IIpolleCc 3araAbHOOCBITHBOI IITKOAU
€ IIOBHICTIO C(POPMOBAaHUMH, L0 [I03BOALE

XapaKTepHU3y€eEThCH

BUOYIOBYyBaTHU BAACHI Imiaxoau 110
opraHizamii relMipikoBaHOTO OCBITHBOTO
CEpeNOBHUIIA,;

® BIIPiI3HAIOTHCI CTpaTeriyHuM
bayeHHaM ManOyTHBHOI rnpodpecitiHoi

[ISIABHOCTi, TBOPYHUM IIiXOZOM [0 CIIPaBH,
peaaisamisa re#iMmicpikoBaHOrO MiAXOOy ¥
HaB4YaHHI € OQHUM i3 OCHOBHUX IIPIOPUTETIB

MatOyTHBHOI rpodpecititoi [iIABHOCTI;
XapaKTepPHU3YIOTbCd BHCOKHM PO3BUTKOM
HaBUYOK KOMaH/IHO1 poboTH,

CaMOIMCIIUIIAIHOIO Ta caMoOopraHizalli€lo y
HaB4YaABHIN iSIABHOCTI; XapaKTepPHU3yIOThCS
OPHTIHAABHICTIO  MHCAE€HHS,  3IaTHICTIO
BHOCHUTH HOBI iflei y HaBYaABHUH IIPOILIEC;

3/TaTHICTIO HIBUIKO pearyBaTu y
3MiHIOBaHIN cuTyartii, npuiMaTu
HecTaHIAapPTHI pileHHs B yMoBax
obMezKeHOro 4acy, 3HAXOAUTH

3aCTOCYBaHHS 3BHYAWHUM MpeaMeTaM i
SBUIIAM 3 METOIO 3aCTOCYBaHHS iX B irpoBitt
JSIABHOCTI.

BHCHOBKH 3 MOAHOIO HOOCAIMIXKEHHS i

NEepPCNEeKTHBH IOJAABUIHX PO3BiAOK.
OTke, Ha OCHOBi 3OiMCHEHOro aHaaizy
CydJacHUX  MiAXoAiB [0  BHU3HAYEHHH
TOTOBHOCTI MaOyTHBOTO BUYHUTEAST
inpopmaTuku o reimidikarlii oCBITHHOTO
Ipolecy 3po0A€HO BHCHOBOK, IO IS
TOTOBHICTP €  IIAICHUM  BHYTPIIIHIM

OCOOHCTICHMM yTBOPEHHSIM BHIIyCKHHKA
3aKAay BHIIOI OCBITH, IKE€ IPYHTYETBCH Ha
3aCBOEHHX 3HAHHSAX, YMIHHSX, HaBHYKaX,
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educational processes using games, game
techniques, game practices and special
motivational mechanisms in order to
obtain high-quality learning results.
According to this approach, the structure

criocobax miIABHOCTI, HAOyTOMy MOCBizi Ta
OCOOHCTICHHUX SIKOCTSIX, IO 3a0e3IedyioThb
3JaTHICTb OpraHizallii OCBiTHIX ITPOIIECIB 3a
[OIIOMOI'0I0 irop, irpOoBUX TEXHIK, IrpOBHX
OpakTUK Ta CHelliaAbPHUX MOTHBALiTHUX

of the studied readiness includes
motivational, cognitive, activity and
personal components, which became the
basis for developing a model of training a
future computer science teacher to
gamification of the educational process.

MEeXaHi3MiB 3 METOI0 OTPUMAaHHS SIKiICHHUX
pe3yApTaTiB  HaB4YaHHA. J3TiAHO  IIHOTO
OiAXony [0 CTPYKTYPH [OOCALIKyBaHOL
TOTOBHOCTI BIIHECEHO MOTHBAIlIMHUHN,
KOTHITUBHHM, MIIABHICHUM i 0COOHCTiICHHI
KOMIIOHEHTH, £Ki CTaAl OCHOBOIO [AS
PO3POOKU MOEAl MTiATOTOBKH MaMOyTHBOTO
BunTeAd iHpoOpMaTHKU m0 refmicikartii
OCBITHBOT'O IIPOIIECY .
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