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GAMIFICATION AS AN INNOVATIVE APPROACH TO TEACHING ENGLISH TO
MASTER’S STUDENTS IN MANAGEMENT

T. A. Hannichenko*, O. O. Zhebko*

The article considers gamification as an innovative approach to teaching English. The relevance of
the study is due to the need to increase students' motivation to learn a foreign language and develop
their professional communicative competence, which is an important component of training future
managers in the agricultural industry. Traditional teaching methods do not always provide a sufficient
level of involvement and do not meet the needs of modern students who are focused on interactivity
and digital technologies. In this context, gamification is considered an effective tool for improving the
quality of education, which involves the use of game techniques (point systems, badges, ratings,
quests, role-playing games, simulations) in the teaching process.

The purpose of this paper is to substantiate the theoretical foundations and analyse the practical
experience of applying gamification in teaching the course "English for Professional Communication”
as a case study for Master’s students of Management. The research includes objectives: to reveal the
potential of gamification as an innovative teaching method in higher education, to specify its
application in teaching English to management students, to assess the effectiveness of game-based
practices in the learning process, and to provide methodological recommendations for integrating them
into the curriculum.

The pedagogical experiment was conducted with master's students majoring in "Management" and
"Public Administration” specialities. The results revealed a positive impact of gamification on students’
motivational, cognitive, and behavioural aspects of learning. In the experimental group, where points,
badges, leaderboards, role-playing, and online simulations in Moodle were applied, the average level
of learning motivation increased by 28%, classroom activity grew by 35%, and final test performance
improved by 17% compared to the control group. Students reported that game-based activities
facilitated easier acquisition of English terminology, enhanced critical thinking, teamwork, and
strengthened their confidence in professional communication.

The findings confirm that gamification can serve as an effective tool for improving higher education
if it is implemented methodologically and in balance with traditional teaching methods. However,
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several challenges were identified: high demand for time and technical resources, diverse perceptions
of gamified methods among students, and the need to maintain the academic rigor of the discipline.

Future research prospects include designing gamification models adapted to the specifics of
management disciplines in the agricultural sector, identifying the optimal combination of game
techniques and conventional teaching strategies, and analysing the long-term impact of gamification
on the development of professional competencies of future managers.

Keywords: gamification, innovative teaching methods, English language teaching, professional
communicative competence, Master’s students in Management, agricultural education, game-based
learning, learning motivation, critical thinking, Moodle.

FEﬁMIéIMHIH K IHHOBALIMHHUHN MIAXIA 10 BUKAAOAHHS
AHT'AINCBKOI MOBH MATICTPAM CHELIIAABHOCTI "MEHEIJXMEHT"

T. A. Tauniyenxko, 0. 0. Xebko

Y cmammi pozansidaemucsi 2elimipikayiss sk iHHOBAUIUHUL NiOxi0 00 8UKNIAOAHHSL AH2/iCbKOL
MO8U. AKMYANLHICMb 00CAIOIKEHHS 3YMO8eHA HeObXIOHICMI0 nNi08UULEeHHSL Momusayii cmyodeHmie 00
B8UBUEHHSL THO3EMHOL MOBU MA POPMYBAHHSL Y HUX NPOGPECIliHOl KOMYHIKAMUBHOT KoMhemeHmHocmi,
KO € 8AXKNUBOH CKAAO080I Ni020moeKu MallbymHix meHeoxepis azpapHoi eany3i. Tpaduuilini
Memoou Ha8UAHHS He 3a8K0U 3abe3neuytoms 0oCmamHiil pieeHb 3aayueHocmi ma He 8i0nos8ioarmo
nompebam cyuacHux cmyoeHmis, siKi OPIEHMOBAHI HA IHMepaKmugHicmes ma yugposi mexHosoail. Y
UboMy KOHMeKcmi eetimighikayist po32nsioaemsesi Sk epeKmugHULL IHCmpyMmeHm ni08UULEHHSL SLKOCMI
ocgimu, wo nepedbauae SUKOPUCMAHHSL 2PO8UX MexHIK (cucmemu b6anis, 6elidxkis, pelimuHeis,
Keecmis, posbo8UX 20p, CUMYJAYILN) Y npouect BUKLAOAHHSL.

Memow cmammi e o0b6TpyHMYye8aHHsT meopemuuHux 3acad ma aHali3 NpaKmuuHozo 00ce8i0y
3acmocysaHHsi ezelimipikayii Yy eurnadaHHi oOucyunsiHu "AHenilicbkka wMmo8a npogeciliHo-
KOMYHIKAMUBHO20 CNPSMY8AHHS" K Kellcy Ot mazicmpaHmig-meHeorkepia. st 0ocsizHeHHsL memu
BU3HAUEHO 3aB80aHHSL 8UABUMU NOmMeHylan ezelmipikayii sik IHHOB8AUIIHO20 Mmemody, onucamu
cneyuiky ii BUKOpUCMAHHSL 8 HABUAHHI AH2MIUCHKOL MOBU, OUIHUMU pe3ybmami 8npo8aodIsKeHHs
i2po8uUX MexXHON02ll Y NPAKMUUHOMY OCE8IMHLOMY eKCnepumeHmi.

ITeoazoziuruii excnepumerm, npogedeHuil 3i cmydeHmamu mazicmpamypu chneyianbHocmell
"Meneoxmenm" ma "TIybniuHe ynpasniHHa", NOKA30.8 NO3UMUSHUI 8NIUE 2elUMIDIKAUITHUX NPAKMUK
HA MOMUBAUITIHY, KOZHIMUBHY Ma No8ediHKo8Y CK1adosl HaguaHHsl. B excnepumenmanwhiii epyni, oe
3acmocosysanucst banu, 6elioxKi, nidepbopou, poavbosi 2pu ma OHAAUH-CUMYSAUIL 8 cepedosuldi
Moodle, siobynocsi 3pocmaHHs pigHsi HasualbHoi momusayii Ha 28%, axmueHocmi Yy GUKOHAHHI
3a80aHb Ha 35%, a nidcymkosi pesysbmamiu. mecmysaHHsi 3pocau Ha 17% y nopieHsAHHI 3
KOHMpPOAbHOW 2pynoto. CmydeHmu Gi03HAUANU, UL0 SUKOPUCMAHHSL 2DOBUX e/leMeHmMI8 Cnpusiio
Kpauiomy 3aC80EHHIO QH2AICLbKO! mepmiHOoaoeil, po38UMKY KPUMUUHO020 MUCNEHHS, KOMAHOHOL
83aeMmo0ii ma enesHeHocmi Y NPogheciliHill KOMYHIKAUL.

Pezynomamu niomeeposkyromsb, wo e2elimigikauis wmoxxe 6ymu egeKmusHuM MemoooM
YOOCKOHANIEHHST HOBUAIbHO20 NPouecy, SIKULO0 ii BUKOPUCMAHHSL € MemOOUUHO 0OTPYHMOBAHUM Ma
36a1aHCO8AHUM 13 MPAOUYIHUMU nioxodamu. Pazom 3 mum eusieneHo Ui obmerkeHHs: nompeba Yy
3HAUHUX UACOBUX MA MEXHIUHUX Ppecypcax, pisHe cmasieHHsi cmyodeHmie 00 2posux memoois,
HeobXxiOHIicmb 36eperkeHHst aKxademiuHol cepliodHoCcmi OUCYUUNJTIHU.

Ilepcnekmueu nodanvwux O00OCNIOXKEHb hoasiearome Y po3pobui wmodeneli zelimigpikauyii,
adanmosaHux 00 YnpasaiHCbKux OUCYUNIIH azpapHoi chepu, 8USHAUEHHT ONMUMATLHO020 NOEOHAHHSL
izposux ma mpaduyiliHux memooie HABUAHHS, 0 MAKOXK AHANI3L 00820CMPOKO8020 BNIUBY 2POSUX
MexHoN02ill Ha POPMYBAHHSL NPOogheciliHux KomnemeHmHocmetl mMaiilbymuix meHeo Kepie.

Knrouosei cnoea: zelimichikayis, iHHOBAUIUHI MeMOOU HABUAHHS, 8UKIAOGHHS AH2/ILCbKOL MOBU,
npogecitiHa KOMYHIKAMUBHA KOMNEMEeHMHICMb, Mazicmpu-meHedrxkepu, azpapHa oceima, i2posi
mexHoJ102ll, HagUAIbHA MOMUBAUI, KpumuuHe mucieHHs,, Moodle.

Introduction of the issue. In modern IlocTaHOBKa mnpobAemMH. Y CydacCHHUX
conditions of globalization and | ymoBax raobaaizaitii Ta 1udpoBisariii 3HaHHS
digitalization, knowledge of the English | auraiticbkoi MOBHM cTae  HEBiI'€MHOIO
language is becoming an integral part of | ckaagoBoro rpodpeciitHoi HiATOTOBKU
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the professional training of master’s
students in Management. For master’s
students studying in the educational
program "Management", proficiency in a
foreign language is of particular
importance, as it allows them to integrate
into the international professional
community, analyse foreign experience,
and successfully interact with partners in
foreign markets.

However, the practice of teaching
English in Ukrainian higher education
institution of the agrarian profile indicates
insufficient motivation of students to
master professionally-oriented vocabulary
and communication skills. Traditional
teaching methods often do not provide the
proper level of involvement and do not meet
the expectations of a generation of students
who are accustomed to digital technologies
and interactive formats of interaction.

In this regard, the search for innovative
pedagogical approaches that can increase
students’ interest in learning a foreign
language and, at the same time, contribute
to the formation of professional
competencies is becoming more urgent.
One of the most promising areas in this
context is the introduction of gamification
elements based on the wuse of game
techniques in the educational process.

Current state of the issue. In recent
years, pedagogical science has seen a
steady increase in interest in the use of
gamification as an innovative learning
technology. Researchers emphasize that
the use of game elements contributes to the
activation of students' cognitive activity,
the formation of sustainable internal
motivation, and improvement of the quality
of learning material (Deterding et al., 2011;
Hamari, 2019).

Modern research emphasizes that
gamification in education is rapidly
spreading due to its ability to increase
student engagement and motivation
(Hoshang et al., 2018; Krath et al., 2021;
Thomas & Baral, 2023; Wang & Tabhir,
2020). Motivation, in turn, directly affects
learning outcomes (Fernandez-Antolin et
al., 2021). Many authors note that the use
of game elements contributes to the
enrichment of the pedagogical process
(Hanus & Fox, 2015; Kapp, 2012; Lyons et

raxiBIiB y cdoepi MeHemKMeHTY. [ada
MaricTpiB, fdKi HaBYaIOTHCA 34 OCBITHBOIO
nporpamoro  "MeHemKMEHT', BOAOMIHHA
1HO3eMHOIO0 MOBOIO Ma€ OCOOAMBE 3HAYEHHS,
OCKIABKM  [I03BOAdE€  IHTErpyBaTHCS B
MDKHapogHe ITpodpeciliHe CHiBTOBApHUCTBO,
aHaAi3yBaTH  3aKOPAOHHHM  OOCBimL Ta
VCIIITHO B3aEMOMIATH 3 IapTHEpaMH Ha
30BHIITHIX PUHKAX.

OmaHak IIpaKTHKa BHUKAQIAHHI
aHTAINCHKOT MOBU B arpapHHX
VHiBEpcHUTeTax YKpaiHuM CBiIUUTH IIPO
HEJOCTATHIO MOTHBAlLil0 CTYAEHTIB [0
OBOAO/IIHHS IpodecifHO-OPiEHTOBAHOO
AEKCHKOIO Ta KOMYHIKaTHBHUMU

HaBHYKaMU. TpaaulifiHi MeToayu HaBYaHHS
4acTo He 3a0e3MedYyIOTh HAAeXKHOIO pPiBHS
3aAY4E€HOCT1 Ta He BiJIIOBiOAIOTH
O4iKyBaHHAM IIOKOAIHHA CTYAEHTIB, 4Ki
3BHKAU [0 LHU(QPPOBHX TEXHOAOTIH Ta
IHTEePaKTUBHUX (POPMAaTIiB B3a€EMO/II].

Y 3BE3Ky 3 IIUM aKTyaAi3yeTbCd IIOLIYK
IHHOBAIIIMHUX IIe1aroriYHuX i IX0miB,
3aTHUX IIiABUIIUTHU iHTEPEC CTyHAEHTIB [0
BUBYEHHSI 1HO3€MHOI MOBH Ta OJHOYACHO
CIIPUATH dopMyBaHHIO npodpeciiHuX
KOMIIETEHTHOCTEH. OpHum i3
HaWMEPCHEKTHUBHININX HAaIpaMiB y IBOMY
KOHTEKCTi € BIIPOBaKEHHSI EeAEeMEHTIiB
rerimidikartii, 3acHoBaHOI Ha BHKOPHUCTAHHI
IrPOBUX TEXHOAOTIH B OCBITHHOMY ITPOIIEC.

AHaaiz ocTaHHIX OocaimkeHb Ta
myOAikaniii. B ocraHHi pOKHU y eqaroriyHii
Haylli CIOCTEpiraeTbCs CTiMKe 3pOCTaHHS
iIHTEpEeCy M0 3aCTOCyBaHHS rermidikarri gk

IHHOBAIMHOI TEXHOAOTIT HaBYaHHL.
JloCAITHUKH HAaroAOIyIOTb, 1110
BUKOPUCTAHHS IrPOBUX EAEMEHTIB CIIPHUSIE
aKkTUBI3aLlil ITi3HaBaABHOI ITiIABHOCTI
CTYIEHTIB, dhopMyBaHHIO CTiMKOi
BHYTPIIITHBOI MOTHBALlii Ta IIiABUIIIEHHIO

SKOCTi 3aCBOE€HHHA HAaBYaABHOIO MaTepiasy
(Deterding et al., 2011; Hamari, 2019).
Cy4acHi JOCAIZKEHHS ITiAKPECAIOIOTD, 1110
revimidirartisa B OCBITI CTPIMKO
IOUIMPIOETECA  3aBASKHW ii  34aTHOCTI
IiABUIIYBATH 3aAy4E€HICTB Ta MOTHBALIiIO
crynenTiB (Hoshang et al., 2018; Krath et al.,
2021; Thomas & Baral, 2023; Wang & Tabhir,

2020). MoruBalig, y CBOIO  4epry,
6e3rocepeTHBEO BIIAUBa€E Ha
pe3yAbTaTHUBHICTL HaBdaHHsS (Fernandez-

Antolin et al.,, 2021). Besaiu aBrOpiB
Bi3HAYAIOTH, II0 BHKOPUCTAHHHA IirPOBHUX
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al., 2023), improves cognitive abilities
(Takemoto & Oe, 2021), and also
strengthens memorization (Isabelle, 2020;
Partovi & Razavi, 2019). In the context of
the goals of the UN Agenda 2030, special
attention is paid to ensuring inclusive and
high-quality education, which involves the
use of active learning methods, based on a
student-centred approach. Gamification is
considered an effective strategy for
improving the quality of the educational
process (Robledo et al., 2015; Ruiz Moral et
al., 2020). At the same time, its success is
associated with the integration of ICT,
which helps students develop self-
regulation and active participation in
managing their own learning (Chaiyo &
Nokham, 2017).

Rueda et al. (2023) conducted a
bibliometric review of the literature on the
use of gamification in higher education,
finding its positive impact on student
motivation and academic performance.
And Pelizzari (2024) carried out a
systematic review of the literature,
investigating the transformative role of
gamification in higher education, in
particular its definition, principles, and
impact on learning outcomes.

Foreign studies on the wuse of
gamification in teaching English to non-
linguistic students confirm its effectiveness
in the context of higher education. Thus,
the work of Sailer & Homner (2020)
demonstrates that game techniques are
particularly effective in professionally
oriented English, as they provide a high
level of involvement and create an
atmosphere of cooperation and
competition.

In the Ukrainian educational space, the
problem of implementing gamification is
studied from various scientific positions.
Domestic authors consider it not only as an
innovative educational technology that
stimulates active participation and
increases student motivation (Petrenko,
2018; Sahan, 2022), but also as a modern
trend that can change the nature of
interaction in the educational environment
(Smahina &  Pereyaslavska, 2019).
Researchers emphasize that the use of
game elements contributes to the
formation of professional competencies,

€AEMEHTIB CIIpUsiE€ 30aradyeHHIO
nenaroriuHoro npoiiecy (Hanus & Fox, 2015;
Kapp, 2012; Lyons et al., 2023), nokpariye
KorHITHUBHI 311i0HO0CTI (Takemoto & Oe, 2021),
a TakoX 3MIIHIOE 3arlaM’sSTOBYBaHHS
(Isabelle, 2020; Partovi & Razavi, 2019).

Y xontekcti 1iaett Agenda 2030 OOH

ocobAUBa yBara IPUIIAIETHCS
3a0€e3[IeYeHHI0  1HKAIO3UBHOI Ta gKicHOI
OCBiTH, III0 mHepemdadae BUKOPUCTAHHS

aKTHBHHUX METOAMK HaBYaHHS, Ha 3acazax
CTYOE€HTOLIEHTPHUYIHOCTI. lFetimicpikartia
po3ragmacTbcad SIK e(eKTHBHA CcTpaTeris
IiIBUIIIEHHS SKOCTI OCBITHBOIO IIPOLIECY
(Robledo et al., 2015; Ruiz Moral et al.,
2020). ITpu npomy ii yCHIIIHICTh ITIOB’d3aHa 3
intrerpamiero  IKT, gaki  monomararoTb
CTyJE€HTaM pPO3BHUBATH CaMOPETYALII0 Ta
aKTHBHY y4YaCTb B YIIpPaBAiHHI BAAQCHHM
HaB4yaHHaM (Chaiyo & Nokham, 2017).
Rueda Tta iH. (2023) IIPOBEAH
O6ibAiOMETPUYHHE OTASIZ AiTEpaTypH IIIONO0
BUKOPUCTAHHS refiMidikarliii y BUILIH OCBITi,
BUSIBUBIIN ii TIO3UTHUBHUM BIIAUB Ha
MOTHBAIliI0 Ta aKaAeMidHy VCIIIIHICTE

cryneHTiB. A Pelizzari (2024) BuKOHana
CHUCTEMaTUYHUH OTAd[ AlTepaTypH,
JOCAIKYIOYHM  TpaHC(OPMAIliiHY  POAb

refimicdikartii y BuUMIH ocBiTi, 30Kpema ii

BU3HA4YEHHd, I[PUHIWNMN Ta BIAMB Ha
pe3yAbTaTH HaBYaHHS.
3aKOpIOOHHI [JOCAIMKEHHSI, IITPUCBIYEHI

3aCTOCYyBaHHIO rediMicpikarlii y BHKAagaHHI
aHTAIMCBKOI MOBH OAd CTYAEHTIB HEMOBHHX
CIIEIliaALHOCTEH, OiATBEPIKYIOTD i
e(peKTUBHICTL Yy KOHTEKCTI BHIIOI OCBITH.
Tak, poborm Sailer & Homner (2020)
JEMOHCTPYIOTH, 10 irpOBi TEXHIKH 0COOANBO
pPe3yAbTaTHBHI 1010 mpodpeciiiHo-
OPI€EHTOBAHOI AHTAIMCBKOI MOBH, OCKIABKH
3a6e31e4YyIoTh BUCOKHY PiBEHBb 3aAYIE€HOCTI i
CTBOPIOIOTH aTMOC(EPY CIiBPOOITHUIITBA Ta
3MaraAbHOCTI.

B ykpaiHCBKOMYy OCBITHBOMY IIPOCTOPI
npobaeMa  BHOPOBa/KEHHsST  reifimidpikartii
JOCAIDKYETHCH 3 PI3HUX HAYKOBHX ITO3HLIIM.
BiTun3HaHI aBTOPU PO3TASAAarOTh ii He Aullle
9K IHHOBAIliIfHy OCBITHIO TEXHOAOTIIO, IO
CTHMYAIOE AaKTHBHY Yy4YacTb Ta IIiABUIIyE
MotuBalito cryneHtiB ([lerpenko, 2018;
Caran, 2022), a ¥ gK cy4yacHHM TpEHZ,
3/IaTHUM 3MIHIOBATU XapakTep B3aeMoii y
HaByaabHOMy cepenoBuIli (CmariHa &
IlepesacaaBceka, 2019). JocaimHuKu
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the development of educational autonomy
and creativity of students (Chyzhykova,
2023; Chernova, Olshevsky & Ivanov,
2023). Particular attention is paid to the
possibilities of gamification in distance
learning, where it is considered an effective
tool for maintaining engagement and
creating an interactive educational space
(Mykhaylova, Semenyshyna,
Krasnoshchok &  Stupenkiv, 2023;
Tsuranova, Tatarintseva, Bivsheva, Pogoda
& Pushkar, 2022). Its effectiveness in
training future teachers and teaching
foreign languages has also been proven,
which expands the practical potential of
this technology (Tarnopolsky, Kozhushko
& Kabanova, 2018). At the same time,
methodological recommendations have
been drawn up aimed at optimizing the
implementation of game approaches in
various educational contexts, which
emphasizes the desire of scientists to
integrate gamification into the domestic
education system at different levels
(Tsuranova et al., 2022).

At the same time, modern scientific
literature emphasizes the need for a
differentiated approach to the
implementation of game techniques. Not all
elements of gamification are equally
effective in different disciplines and at
different levels of student training. For
master’s students in the speciality
"Management", it is important to combine
game tools with professional training
tasks, which requires further research and
methodological developments.

Outline of unresolved issues brought
up in the article. Despite the significant
scientific interest in the problem of
gamification in education, there are a
number of aspects that are insufficiently
researched. In particular, modern
publications often consider the general
positive effect of using game elements in
the educational process, but little attention
is paid to the specifics of using gamification
specifically in the education of master's
students of the specialty "Management" in
Ukrainian agrarian universities.

Most research focuses on the bachelor's
level of training and traditional disciplines
of the humanitarian profile. At the same
time, there are few works that would

10 BHUKOPHCTAHHH IrPOBHUX
CIIpUsie dopMyBaHHIO
KOMIIETEHTHOCTi,  PO3BUTKY
HaBYaABHOI aBTOHOMii Ta KpeaTHBHOCTL
3no0yBadiB  ocBiTn  (HrkmkoBa, 2023;
YepHoBa, OabmieBcbkuil & IBanoB, 2023).
OcobArBa yBara IpHIiAFETHCS MOXKANBOCTSAM
refivicdpikarlii B yMoBax OUCTAHILIHHOIO
HaBYaHHY, Jl€é BOHA pPO3TAdNAETbCH SK
e(peKTUBHUI  IHCTPYMEHT  IIATPUMAaHHSI
3aAy9YEHOCTI Ta CTBOPEHHSI iHTEePaKTHBHOIO
OCBiTHBEOTO IIPOCTOPY (MmxaiiroBa,
CemenuiminHa, KpacHomok & CTyIIeHBKIB,
2023; UypanoBa, Tarapuniena, bisiesa,
[Moropa & Iymkap, 2022). Takoxk moBeaeHo ii
PE3YABTATHUBHICTh y IIATOTOBIL MaMOyTHIX
TeIaroriB Ta BUKAQIAHHI iHO3EMHHX MOB, ITII0
PO3IIIHPIOE TIPAaKTUYHUM IIOTEHIliaa ILi€l
TexHoaorii (TapHomoabcebkuiti, Koxyimko &
KabGamoBa, 2018). BogHowyac ykaameHi
METOAWYHI PEKOMEHJAllli CHpsSMOBaHI Ha
OITTHIMIi3allilo BIIPOBAKEHHS irpoBUX
IiOXoniB y Pi3HI OCBITHI KOHTEKCTH, IO
i IKPECAIOE IIparHeHHs HAYKOBLIiB
iHTETpYyBaTH TrerMidikalito g0 CHCTEMH
BITYM3HSIHOI OCBITH Ha PIi3HUX PiBHAX
(LlyparoBa Tta iH., 2022).

Boanouac y cygacHil HayKoOBi# aAiTepaTypi
HaTOAOLILY€E€ThCS Ha HeoOximHOCTi
audpepeHIIiIHoOBaHOTO HiIXomy 110
BIIPOBA/PKEHHS irpoBUX TexHoAoTi#. He Bci
€eAEMEHTH retimidpikartii OITHAKOBO
e(PeKTUBHI y Pi3HUX AUCIIHIAIHAX Ta Pi3HUX
PiBHSX IiATOTOBKU CTYAEHTIB. [lad MaricTpiB
YIIPaBAIHCHKUX CITEI[IAABHOCTEH BasKAUBUM €
HOEMHAHHS  ITpPOBHX  IHCTPyMEHTIB i3
3aBAAHHAMH MPOQECIHHOI MiATOTOBKH, IO

aKIIEHTYIOTb,
€AEMEHTIB
podpecitinoi

notpebye  IIOMAABIINX  MOOCAIMKEHB  Ta
METOANYHUX PO3POOOK.

BuzineHH  HEBHpIIlIeHHX  YaCTHH
3araabHOI npodaemu, SAKHM

NIPHCBAYYETHCA cTraTTda. HeszBaxkaroun Ha
3HAYHUP HAYKOBHU iHTepec A0 IpodaeMH
refivicdpikartii y HaBYaHHI, 3aAHUIIAETHCS
HH3Ka acCIIEKTIB, gKi HEIOCTaTHBO
JOCALKEHI. 3okpema, y Cy4aCHHUX
IyOAiKaIlisIX YaCTO PO3TAIOAETHCS 3araAbHUH
TIO3UTHUBHUN e(eKT BUKOPHUCTAHHA iIrpOBHX
€AEMEHTIiB B OCBITHBOMY IIpPOLleCi, IIpoTe
MaAO0 yBaru IPUMIAGETBCS  CIIEIHiIt
3acTocyBaHH4 reiiMicpikaiiii came y HaB4aHHi
MaricTpaHTiB creniaabHOCTI "MeHekMeHT",
4gKi 3000yBaOTh OCBITY B arpapHUX 3aKAa1aX
BHUIIIOI OCBITH.
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comprehensively assess the impact of

gamification on the formation of
professional communicative competence of
future managers of the agricultural
industry.

The following also remain insufficiently
studied:

- the issue of adapting game techniques
to the needs of adult master's students, for
whom the practical orientation of training
and integration with future professional
activities are important;

- determination of the optimal ratio
between game elements and traditional
forms of learning in the course of the

discipline "English for Professional
Communication";
- analysis of the effectiveness of

gamification from the point of view of
developing critical thinking, decision-
making, and team interaction skills in
master's degree managers.

Thus, despite the active development of
research in the field of gamification, there
are no comprehensive methodological
recommendations for its use in teaching a
foreign language (English) to master's
students of Management in agrarian
universities. This is the issue to which this
article is devoted.

Aim of the research is to provide a
theoretical justification and practical
analysis of the possibilities of using
gamification in teaching English to
master's students of "Management" in
agrarian universities.

The research objectives include:

- to reveal the potential of gamification
as an innovative teaching method in a
higher education institution;

- to determine the specifics of the use of
game techniques in the process of learning
English by master's students of
Management;

- to analyze the effectiveness of using
gamification using the example of the

discipline  "English for  Professional
Communication" as a case;

- to formulate methodological
recommendations for integrating

gamification into the educational process
of an agricultural institution of higher
education.

BiABITICTE MOCAIIKEHb KOHIIEHTPYETHCA
Ha 0aKaraBPCHKOMY PiBHI ITiATOTOBKHU Ta Ha
TPAOUILAHUX OUCIHIIAIHAX TyMaHITApHOIO
npodiato. [Ipy 1IbOMYy Maao IIpefiCTaBAEHO
pobiT, IKi 0 KOMITAEKCHO OITIHIOBaAW BIIAWB
reiimicpikartii Ha ¢opMyBaHHS IHIIIOMOBHOL
npodpeciiiHoi KOMYHiKaTUBHOI
KOMIIETEHTHOCTI MaMOyTHIX MeHeIKepiB
arpapHOi raaysi.

HenocraTHRO BHBYEHHMHU 3aAWUIIAIOTHCS
TaKOXK:

- IIMTaHHA amarrrartii irpoBHUX
TEXHOAOTIH 10 moTped MOPOCAHMX CTYAEHTIB
MaricTpaTypH, OAd SKHX BaKAUBUMH €
IIpaKTH4YHa CIPSIMOBAHICTh HaBYaHHA Ta
iHTerpalliss 3 MaMOyTHBOIO ITPOECIHHOIO
JIISIABHICTIO;

-  BH3HA4YEHHd OITTHMAaABHOTO
CIIiBBiIHOIIIEHHS MK iIrpOBUMHU eA€MEeHTaMH
Ta TPAgUILIWHUMH (QopMaMU HaBYaAHHA Y
Kypci "AHraificekka MoBa — HpodyeciiiHo-
KOMYHIKaQTHBHOI'O CIIPSIMyBaHH4";

- aHaai3 edpekTHBHOCTI refimicpikartii 3
TOYKN 30py (POPMyBaHHS y MAaTriCTPaHTiB-

MeHeKePiB HaBHUYOK KPUTHUIHOTO
MUCAEHHS, ITPUHHSTTS PillleHb Ta KOMaHIHO1
B3aEMO/Iii.

Takym 4MHOM, HE3BaxKalOuH Ha aKTHBHHM
PO3BHTOK IOCAIIKEHb ¥ cdepi rermidirartii,
BIZICYTHI KOMIIAEKCHI METOINYHI
pekoMeHalii 110710 I BHUKOPUCTAHHS Y
BHKAQAHHI 1HO3EMHOI MOBHU (QHTAIMCBHKO)

MeHeKepaM MaricTparypu arpapHHX
yHiBepcureTiB. Came 1M  ITUTAHHSIM
IIPHUCBSYEHO IaHy CTaTTIO.

MeTa miei crarri nHoagrae y
TEOPETUIHOMY oOr'pyHTYBaHHI TQ
OPaAKTUIHOMY aHaAizi MOZKAHUBOCTEH

3acTocyBaHHA reiMidikarii y BHUKAamaHHI

aHTAIMCEKOI MOBU MaricTpaM CIIEIiaAbHOCTI

"MeHemKMEHT" arpapHOro YHiBEPCUTETY.
3aBmaHHSA NOCAIIKEHHS ITepeadadaroTh:

- PO3KpHUTHU IIOTEHIliaA redrmMidikariii gk
IHHOBAIITHOTO METOAy HaBYaHHA y 3aKAa[i
BUIIIOI OCBITH;

-  BHU3HAQYUTHU CHEIU(PiIKy BUKOPHUCTAHHS
IrPOBUX TEXHOAOTIH y IIPOIlECi BHUBYEHHS

aHTAIACBKOIL MOBH MEHeIKeEPaMU-
Maricrpamy;
- IIpoaHaAi3yBaTH e(PeKTUBHICTh

3acTocyBaHHA reiimicikarlii Ha mDpuKAami
HaBYaABHOI AUCITUIIAIHM "AHTAIMiICBKaA MOBa
1podeciitHO-KOMYHIKaQTUBHOTO
CIIpSIMyBaHH4 ' 9K KEHCy;

- copmyarOBaTH METOIMYIHI
pexkoMeHpaltii oo inrerpartii refimidikartii
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Thus, the article is aimed at clarifying
how the use of gamification elements can
increase the motivation of master's
students, contribute to the formation of
professional communicative competence,
and strengthen the practical orientation of
training.

Results and discussion. In recent
decades, gamification has become one of
the most discussed and sought-after
methodological approaches in pedagogy.
This concept refers to the application of
game techniques and strategies in non-
game contexts, particularly in education.
The main idea of gamification is to employ
elements typical of computer games, board
games, and interactive scenarios to
stimulate student motivation, engagement,
and participation.

For the purposes of this study, the
definition of "gamification" is presented in
Table 1.

10 HaBYaABHOTO IIPOLIECY arpapHOIo 3aKAaIY
BHUIIIOTO OCBITH.

TakuMm YWHOM, CTATTS CIpsSMOBaHa Ha
3’dCyBaHHA TOTO, SKUM YUHOM
BUKOPHUCTAHHS  €Ae€MEHTIB  redmicpikartii
MOXKe MHiIBUIIUTH MOTHUBALlII0 MaTiCTPaHTIB,
CIIPUSITU dopMyBaHHIO podoecitinol
IHIITOMOBHO{ KOMYHIiKaTHUBHOI
KOMIIETEHTHOCTI Ta IIOCHAUTH IIPAKTUYHY
CIIPSIMOBAHICTbL HABYAHHSI.

Buxkaan OCHOBHOTO MaTepiaay.
letimicpikartia (Bim awura. Gamification) B
OCTaHHI [OECATHAITTA CcTaaa OOHUM 3

HaMOIABIII OOrOBOPIOBAHUX i 3aTpeOyBaHUX
METOMOAOTIUYHUX IiaxomiB y meparoririi. ITig
UM IIOHATTSM PO3YMIETbCH II€PEHECEHHS
IrpOBUX TEXHIK Ta cTparerii y HeirpoBui
KOHTEKCT, 30KpeMa — y cdepy OCBiTHU.
OcHoBHa ifes refiMidikailii moasrae B Tomy,
1106 BUKOPHUCTOBYBaTH IHCTPYMEHTH
BAACTHUBI KOMITIOTEPHUM irpaM, HACTIABHUM
CTparTeriiM Ta IrpoBHM CHEHapPiaM, [OAs

CTUMyAdLi MoTHBallii, 3asy4eHHa Ta
aKTHUBHOCTI CTY[EHTIB.

Busznauenusa "retimicpikartii”, 1110
JOTUYHMMH [0 HAILIOrO  JOCAi[IKEHHH

npeacraBuMo B Tabawurii 1.
Table 1

Definition of the concept of "gamification"

Author

Definition

Deterding et al. (2011)

Gamification is the wuse of game design
elements in non-game contexts to increase user
engagement and motivation.

Kapp (2012)

Gamification is the application of game
principles and techniques in an educational
environment to improve student engagement
and enhance the quality of learning.

Werbach & Hunter (2012)

Gamification is the process of using game
systems, techniques, and aesthetics to engage
people, motivate them to take action, and
promote learning.

Zichermann & Cunningham (2013)

Gamification is a way of using game thinking
and game dynamics to engage audiences and
solve problems.

Hamari et al. (2014)

Gamification is the use of game elements in
non-game contexts, aimed at changing
behavior and increasing student engagement.

The definitions presented in the table
demonstrate the diversity of approaches to
interpreting the concept of "gamification".

A number of researchers emphasize that
gamification is not "a game in its pure
form", but rather borrows specific elements
of the game process, integrating them into

IMomami B TabAUL BH3HAYEHHA
JOEeMOHCTPYIOTH Pi3HOMAaHITHICTh IiAX0IiB 10
TpaKTyBaHHS ITOHSTTS "refMidikartia”.

Pan mocAimHUKIB HiKPECAIOIOTH, IO
reimicpikallia He € 'Tpol0 Yy YHCTOMY
BUrAgdi', a AHIIe 3al03udye OKpeMi

€AEeMEeHTH irPOBOIO IIPOLIECY, IHTETPYIOYH iX ¥
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traditional learning. Among the key
principles of gamification are clearly
defined goals, a system of incentives and
rewards, competitive elements, a
hierarchical structure of task complexity,
and visualization of student progress.
These principles allow students to develop
both learning motivation and an internal
sense of progress, which is most important
in the training of future leaders.

The widespread simplified
understanding of gamification as a "points-
badges-leaderboards" (PBL) technique
often limits its potential. Unlike "game-

based learning”" or ‘'serious games",
gamification adopts a more holistic
approach that includes rules, levels,

missions, narratives, ratings, and rewards,

strategically integrated into the
educational process (Mohanty &
Christopher, 2017). Researchers
emphasize that superficial or poorly

designed implementation of gamification
practices can negatively impact student
motivation.

Empirical evidence supports that
gamification in a university context has a
positively  influences both academic
achievement and intrinsic motivation. It
increases student engagement (Hanus &
Fox, 2015; Lyons et al., 2023) and has a
positive impact on students’ emotional and
cognitive development. Recent meta-
analyses support its impact on cognitive,
motivational, and behavioural aspects of
learning (Sailer & Homner, 2020).

Scientists also record a positive
perception of gamification by students:
they tend to prefer game-based practices
over traditional lectures, find such formats
more useful, and note increased
interaction with peers. However, the
problem remains: despite the growing
interest, gamification, as before, is not
sufficiently implemented in universities
and is often reduced to one-time activities
or the use of individual applications.

Thus, in the scientific literature, there
are different emphases: from instrumental
(techniques, elements) to  systemic
(structures, aesthetics) and  target
(motivation, learning, behaviour change).
The unifying factor of all definitions is the

Tpaguilitine HaB4daHHsS. Cepel KAIOYOBUX
TIPUHITUITIB refimidpikartii BUIIAIIOTH
HagBHICTh YiTKO C(OPMYABOBaHUX IliAeH,
CHCTEMY 3a0X04Y€Hb Ta BUHATOPO, 3MaraAbHi
€AeMEHTH, PIBHEBY CTPYKTYPY CKAaIHOCTI
3aBJaHb, a TAaKOXK Bi3yaaizallifo IIporpecy
cryneHta. Lli OpUHIMON  [103BOASIOTH
dopmyBatTu |y 3mo00yBadiB  OCBITH 9K
HaBYaAbHY MOTHBAllil0, TaK 1 BHYTPIIIHE
IIOYyTTS IIPOTPECY, 1110 HAMDOIABIII BAsKAUBO B
HaBYaHHI MalOyTHiX KEPiBHUKIB [|.

ITommpene CIIPOILICHE PO3yMiHHS
refimidikaltii gK TexXHIKU 'Oasn-OedmKuU-
Aipepbopmu” (PBL) Hepimko obOMexye ii

noreHirian. Ha Bigminy Bim "game-based
learning" abo "serious games", refimicikartis
nepenbadae OIiABINI ITIAICHHMM ITiAXid, IO
BKAIOYA€E IIpaBHAA, PiBHi, Micii, CrOXKeTH,
PEUTHHIH Ta  HAropoau, CTPAaTeriyHo
iHTerpoBaHi B ocBiTHIi# 1mporec (Mohanty &
Christopher, 2017). JocAimHUKYT
HaTrOAOILIYIOTh, IO IIOBEPXOBE YU IIOTraHO
IIpoayMaHe BIIPOBaIXKEHHS irpoBHUX
IIPaKTHUK MOXKe HEraTUBHO IT03HAYUTHUCS Ha
MOTHBAllil CTYIeHTIB.

Emmipyani gaHi OiOTBepKyOTH, M0 B
VHIBEPCUTETCHKOMY KOHTEKCTi reiimicpikartisa
IIO3UTUBHO BIIAUBa€ HK Ha aKaJeMidHi
JOCATHEHHS, TaK 1 Ha  BHYTPILIHIO
MOTHBallito y9HIiB. BoHa mnizmBuilye piBeHb
ydacTti, 3aaydeHHa (Hanus & Fox, 2015;
Lyons et al., 2023) Ta HOO3UTHBHO
IIO3HA4YaEThCS Ha €MOLIIHHOMY Ta
KOTHITUBHOMY PO3BHUTKY CTYAEHTIB. HenaBHi
MeTa-aHaAi3u IMATBEPKYIOTh ii BIIAMB Ha
KOTHITHMBHI, MOTHBAIlifiHi Ta IIOBEIIiHKOBI
acriekTd HaB4yaHH4 (Sailer & Homner, 2020).

Bueni Takoxk (IKCYyIOTH II03UTHUBHE
CIIPUHHATTS reiiMicikariii 3 60Ky CTYAEHTIB:
BOHM 4AacCTilll€ BOAIIOTH IIpOBi IIPaKTHUKHU
TPAOUIIIAHUM AEKIligIM, BBaXKalOTb TakKi
dopMaTH KOPHUCHIIIMMH Ta CIPHUSIOTH
B3aEMOMIii MIXK  OJHOAITKAMH. OmHak
3aAUIIIAETECH MIpo0AeMa: He3BaXKAIO4YH Ha
3pocTaHHS iHTepecy, redmicdikartisa, gk i
paHilie, HEOOCTATHLO BIIPOBa/XKEHA B
yHiBepcUTeTaX 1 4YacTo 3BOAUTBHCA MO
Pa30BUX AKTHUBHOCTEH ab00 BHKOPHUCTAHHS
OKPEMUX OJATKIB.

TakuM 4YHHOM, B HAYKOBIH AiTepatypi
iCHYIOTH pizHi aKIIEHTH: BIiI
IHCTPYMEHTAABHOIO (T€XHIKH, €AEMEHTH) [0
CHUCTEMHOIO (CTPYKTYpPH, €CTeTHKa) Ta
IIiABOBOTO (MOTHBAllid, HaBYaHHY, 3MiHa
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idea of using game elements to enhance
student  activity, @ engagement, and
productivity. Consequently, gamification is
an effective tool for improving the quality of
education, but its success depends on a
comprehensive approach and thoughtful
pedagogical design.

The use of gamification tools in the
process of teaching the discipline "English
for Professional Communication" allows
you to combine the professional orientation
of training with interactive teaching
methods. The teacher has the opportunity
to increase students' interest in learning
English of a professional-communicative
orientation by creating a learning
environment where knowledge and skills
are acquired through  game-based
interaction.

In Table 2, we present the integration
of game techniques for studying the
discipline "English for Professional
Communication".

noBeniHkH). O0’eMHYIOYMM YHHHHUKOM BCiX
nediHillil € imed BHUKOPUCTAHHS irpOBHX
€AEMEHTIB JIAd MiABUIIEHHS aKTHUBHOCTI,
3aAYYEHOCTI 1 IPOAYKTHUBHOCTI yuHiB. OTXKe,
refimicdikalliga € epeKTUBHUM IHCTPYMEHTOM
IiIBUITIEHHS SKOCTI OCBITH, aae ii yCHiNTHICTb
3aA€XKUTh Bil, KOMIAEKCHOIO MiAXOO4y Ta
IIPOAYMAaHOIO IIeAAarorivHoro JU3alHy.

3actrocyBaHHA refimicpikartitHux
IHCTPYMEHTIB y TIIPOLleCi BHUKAQIAHHSI
OUCIUIIAIHY "AHTAIHICEKa MOBa IIPOoeCciiiHOo-
KOMYHIKaTUBHOIO CIIpSIMyBaHHA' [JO3BOASIE
noemqHaTy — IIpodeciiHy — CIIpgMOBaHICTh
IMiATOTOBKU 3 IHTEPAKTUBHUMU MeETOAaMHU
HaBYaHHA. Buraamad Mac MOKAHUBICTD
OiABUIIIATH 3alliKaBAEHICTH CTYIOEHTIB Y
BUBYEHHI aHTAIICEKOI MOBH IpodeciiiHo-
KOMYHIKaTUBHOIO  CIIpSIMyBaHHSA  depes
CTBOPEHHHA HAaABYAABHOIO CepeAoBHINA, M€
3HAHHS Ta HaBUYKU 3400yBalOTbCA ¥
¢opmari irpoBoi Blaemoii.

Y Tabaumi 2 HaMH OpeacTaBA€HO
iHTerpallifo irpoBUX TEXHIK A BUBYEHHS
OUCIIUIIAIHY "AHrAiMicbKa MoBa (aHTAiMicBbKa)
npocpeciiiHO-KOMYHIKaTHBHOTO
CIIpSIMyBaHHS .

Table 2

Integration of game technologies into the learning process

Game technique

Application example

Educational outcome

Points and badge

Moodle points for weekly

Increased intrinsic motivation;

system activity; badges for timely responsibility for one's own
submission of work and quality | learning trajectory
of projects
Leaderboards Team and individual Positive competitiveness;
(ratings) leaderboards based on case and | development of team

test results

interaction and leadership

Scenario games (role-
play, case study)

briefings

Negotiations with a foreign
distributor, presentation of an
agricultural project, anti-crisis

Professional communicative
competence in English;

application of terminology in
situations close to real ones

Online simulations

Managing a virtual agricultural
company in English: planning
crops, budgets, risks

Critical thinking; integration
of language and management
skills; decision-making

Gamified elements of
Moodle
of achievement

Timed tests, quests between
modules, automatic certificates

Increased engagement;
discipline of execution;
transparent recording of
progress

"Game mission"
format

competence

Chain of tasks in English with
accumulation of "resources"
(terms, data, credits) and
transition between levels of

Gradual formation of
competencies; self-
organization; transfer of
theory into practice
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The practical implementation of
gamification approaches in the training of
master’s students in the specialties
"Management" (25 students) and "Public
Administration” (25 students) in the
discipline "English for Professional
Communication" at the Mykolaiv National
Agrarian University allowed wus to
highlight a number of advantages of this
method.

1. Increasing motivation for studying the
discipline.

The use of a system of accumulating
points for completing tasks on the Moodle
platform  (quizzes, tests, interactive
exercises) resulted in a significant increase
in student engagement. Thus, in the
"Management" group, the number of
students who  regularly completed
homework increased from 60% to 85%.
Students noted that they were tracking
their progress and comparing results with
classmates.

2. Development of critical thinking.

As part of the gamified tasks, students
worked on business cases in English that
required the analysis of management
situations in agribusiness. For instance,
one task involved developing a strategy
for promoting an agricultural product in
the international market. By discussing
various options, students presented
arguments, analysed risks, and proposed
optimal solutions. This format
contributed to the development of
analytical and critical thinking skills.

3. Formation of team
communication skills.

Special attention was paid to group
tasks with elements of a business game.
Students were united in teams and
competed in delivering the best project
presentations in English ("development of
a business plan", "preparation of an anti-

and

crisis strategy"). During discussions,
students learned to allocate roles,
negotiate, and present collective

solutions. In the "Public Administration"
group, this especially enhanced the
participation of less active students,
increasing overall engagement.

I[TpakTHuyHe BIIPOBaIZKEHHS
retiMmihikallifHUX ITiAXOMIiB y HaBYaHHS
MaricTpiB cnemiasbHocTel "MeHemKMeHT"
(25 oci6) Ta "Ilybaiune ympaBaiHHg" (25
oci®) 3 pmuconunainm "AHraifickKa MoBa
npodeciiHO-KOMYHIKaTHUBHOTO
CIIpaMyBaHHH" y MukoaaiBCbKOMY
HallioHAABHOMY arpapHOMy YHiBEpPCHTETI
[03BOAMAO BUIIAUTH HU3KY IlepeBar JaHOI'o
METOAY.

1. IligBUIIIEHHA MoOTHUBALIil
JTUCITHUIIAIHHA.

BukopucranHs cHUCTEMH HAaKOIHWYEHHS
OaaiB 3a BHUKOHAHHA 3aBJaHb Ha
naatrdopmi Moodle (BikTOpHMHH, TeECTH,
IHTepaKTUBHI BIIPaBH) CHPUINHUAO 3HaYHE
3pOCTaHHA aKTHUBHOCTiI CTymeHTiB. Tak, y
rpymi "MeHemKMeHT" KiABKICTH CTYOEHTIB,
dKi PEeryAdpHO BHKOHYBaAM JOMAalllHi
3aBaaHHg, 30iapimmaacda 3 60% mo 85%.
CrymeHTH 3a3HadaAd, 110 iM OyAo IiKaBo

BHBYE€HHA

BizcTexXyBaTHu CBilt Iporpec Ta
TIIOPiBHIOBATH pe3yabTaTu 3
ONHOT'PYIIHUKAaMHU.

2. PO3BHUTOK KPUTHUYHOTO MUCAECHHS.

B pamkax retfimiikoBaHUX 3aBIaHb
CTY[AEHTHU IIpallloBaAu Haz Oi3Hec-Kelicamu
AHTAIACBKOIO MOBOIO, HKi IoTpeOyBasu
aHaaidy  yIpaBAIHCBKMX  CHTyalliii B
arpobizHeci. Hampukaam, omHe i3 3aBOaHb
nepenbadasro pPo3pobKy cTpaTerii ImIomo
IIPOCYBaHHS arpapHOro IIPOAyKTY Ha
MiXKHaponHUH pUHOK. OOTrOBOPIOIOYH Pi3Hi
BapiaHTH, CTYIAEHTHU BHCYBaAM apTyMEHTH,
aHaAi3yBaAM pPH3HUKH Ta IIPOIOHYBaAM
onTUMAaAbHI pimteHHs. Takwmit  ¢opmar
cupusgaB (POpPMyBaHHIO aHAAITHYHOIO Ta
KPUTUYHOTO MUCAEHHSI.

3. ®opmyBaHHA KOMAaHIHUX
KOMYHIKaTHBHHUX HAaBHUYOK.

OcobamuBa yBara IIpHUIiASAaCs TPYIIOBUM
3aBIAaHHSIM i3 eAeMeHTaMH [iA0OBOi TIpH.
CryneHTH O00’c¢qHYBaAMCS B KOMaHAM Ta
3Maraamcss 3a Ha¥kpaml IIpe3eHTarlii
IIPOEKTIB aHTAIHCHKOI0 MOBOIO ("po3pobka
6izHec-mmaaHy', "HiATOTOBKAa aHTHKPHU30BOI
cTparerii'). Y  1mporeci 0O6roBOopeHb
CTYAEHTU HaBYAAUCH PO3MOMIAITH POAi,

Ta

JOMOBAITHUCH Ta IPeaCTaBAITH
KOAEKTUBHE pirteHHd. Y rpymi "[lybaiune
yopaBaiHHga" 116 O0COOAMBO  CIPHSIAO

3aAyYE€HHIO MEHIII aKTHBHUX YYaCHUKIB, 1110
[OO3BOAVAO MiABUIIMTU 3arasbHUN piBeHb
3aAyYIEHHS.
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4. Activation of educational activities.

The introduction of a rating table and
a system of bonus points for participating
in discussions contributed to the regular
activity of students in classes. If
previously only 40% of students willingly
joined oral discussions, then after the
introduction of gamification, their
number increased to 70%. This had a
positive effect on the development of
speaking skills and professional
communication.

5. Individualization of learning.

Gamification elements allowed
adapting tasks to the level of language
proficiency. Thus, more complex cases
and debates were offered to students with
a high level, while step-by-step exercises
with prompts were offered to students
with a basic level. This ensured a balance
of the load and allowed each student to
feel progress, which is especially
important for maintaining motivation.

A pedagogical experiment  was
conducted to test the effectiveness of
using gamification methods in teaching

the discipline "Foreign = Language
(English) of a Professional-
Communicative Orientation". Two

academic groups of master’s students
took part in the study: a control group (25

people, majoring in Public
Administration) and an experimental
group (25 people, majoring in
Management).

In the control group, standard teaching
methods were used (practical classes,
testing  without game  interaction
elements). In the experimental group, the
learning process was partially gamified
using points, badges, leaderboards, role-
playing games, and online simulations in
the Moodle environment.

The main results of the comparative
analysis are presented in the form of a
diagram (Figure 1).

4. AKTHUBI3alligd HaBYaAbHOI JiFABHOCTI.

BBeneHHsa pedTHHroBoi TabAuIlll Ta
cucreMu OoHycHuUx 6aaiB 3a y4dacTb y
[OUCKYCIfIX CIIPUSAO PETYASIPHi¥ aKTUBHOCTI
CTYAEHTIB Ha 3aHATTIX. JKINO paHilie
aunte 40% CTyOeHTIB ox0o4ue BKAIOYAAHUCS B
YCHIi OOTOBOPEHHS, TO ITiCAS BITPOBAIZKEHHS
refimicpikartii ixHa KIiABKICTB 3pocaa 10
70%. lle DO3WTHUBHO IIO3HAYHAOCH Ha
PO3BUTKY HaBHUYOK MOBAEHHS Ta
npodecitinoi KoMyHiKarltii.

S. InnuBinyasizaliia HaBYaHH4.

EaemenTu refimidpigartii  m03BOAMAU
aJanTyBaTH 3aBaaHHI mifg piBeHb
BOAOIHHS MOBOIO. Tak, OAs CTYOEHTIB 3
BHCOKHUM piBHEM IIPOIIOHYyBaAHCH
CKAQHIINI Kedcu Ta aebdbaTH, TOdi 9K OAd
CTyHeHTIB 3 06a30BUM piBHEM — IOeTallHi
BIpaBu 3 minkaskamu. lle 3abesmedynao
6asraHC HaBaHTaXXE€HHd Ta JI03BOAHAO
KOXKHOMY CTYZAEHTY BildyBaTH IIPOT'PEC, 110
0COOAMBO  BaXXAUBO [Ad  ITiATPHUMKU
MoTuBaliii.

JAVN: IIepeBipKUu e(peKTUBHOCTI
BUKOPHUCTAHHS reiMidikalliiiHoi MeTouKH
Yy BHKAQIAHHI OUCIIHIIAIHK "AHTAIWCBKA
MOBa nnpodeciiHO-KOMYyHIKaTHBHOIO
CIIpSIMyBaHHS" 6yao IIPOBEAECHO
IeNaroriyHuil  eKCIEepPUMEHT. YdacTb ¥y
JOOCAIIZKEHHI B39AM ABI aKaIeMidHi Tpymnu
MaricTpis: KOHTPOABHA (25 oci0,
crneniaabHicTh “IlybaiyHe ympaBaiHHA”) Ta
eKCIIepUMeHTaAbHa (25 ocib, creriaabHICTD
"MeHenxMeHT").

Y KOHTPOABHIH TPYyIHi 3aCTOCOBYBAAUCH

CTaHOAPTHI MeTOOHU BUKAQJAHHH
(mpakTH4YHiI 3aHATTH, TeCTyBaHHd 0e3
€AEMEHTIB irpoBoro B3a€eMO/ii). B
E€KCIIEPUMEHTAaABHIN TI'pyli HaBYaAbHUU

nporec 6yB 4acTKOBO reiimicikoBaHHH 3a
JOTIOMOTOI0 0aaiB, OelmxKiB, AigepOopAiB,
POABOBHX Irop Ta OHAAWH-CHUMYASIIH ¥y
cepenoBuiili Moodle.

OcCHOBHiI pe3yAbTaTH IIOPiIBHAABHOTO
aHaAi3y IIPEACTaBHMO Yy BHIASAlI CXE€MH
(Pucynok 1).
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Fig. 1. Main results of the comparative analysis

Motivation for learning. The survey
showed that the average level of learning
motivation in the experimental group,
increased by 28%, while in the control
group the positive dynamics was only 7%.
Students noted a greater interest in the
discipline due to interactivity and
competitive elements.

Success in testing. The average score of
the experimental group on the final test in
English for professional and
communicative purposes was 17% higher
than in the control group. The most
significant growth was demonstrated by
tasks related to the use of professional
terminology and situational language.

Activity in classes. Observations showed
that the number of students who actively
participated in discussions, role-playing
games, and group tasks in the
experimental group increased by more
than 35% compared to the beginning of the
experiment.

Quality of group projects. According to
the criteria of completeness of content and
language design, the projects of the
experimental group received an average of
20% higher marks from teachers than in
the control group.

Subjective  feedback from master's
students. Participants of the experimental
group indicated:

Momusauyis 0o HaguaHHs. OIUTYBaHHS
II0Ka3aAo0, 110 CepeaHil piBeHb HaBYaABHOI
MoOTHUBAllii B eKCIIepUMeHTaAbBHIN IpyIIi 3pic
Ha 28%, ToAl dK y KOHTPOABHIH TIpyIi
IIO3UTUBHA AMHAMIKa CTaHOBHAA Aullie 7%.
CtyneHTH Bim3Hadaau OIABINIME iHTEepec 0
OUCIIUIIAIHY 3aBSKH IHTEPaKTHUBHOCTI Ta
3MaraAbHUM €AeMeHTaM.

YeniwHicms 'y mecmysarHi. CepemHitt
6aa  eKCIEepUMEHTAAbHOI  TpPymH  Ha
OiACYMKOBOMY TE€CTYBaHHI 3 aHTAIHMCBHKOI
MOBH npodeciiHO-KOMYHIKATUBHOTO
cupaMyBaHHA OyB Ha 17% BHIIMM, HiX y
KOHTPOABHIH. Hai1biab1mn CyTTEBE
3pOCTaHHS MIPOAEMOHCTPYBaAM 3aBIAaHHH,
IOB’s13aHi 3 BUKOPUCTAHHAM ITpodeciiiHoi
TEPMIHOAOTII Ta CHTyaliiiHOI MOBH.

ArxmusHicmo Ha 3aHsIMMSX.
CoocrepeskeHHST II0Ka3aAH, IO KiABKICTh
CTYOEHTIB, gKi Opaasn akTHUBHY y4acTb y
UCKYCifIX, POABOBUX irpax Ta TIPYIIOBHUX
3aBIaHHSAX, B €KCIIEpUMEHTAABHIH TIpyIi
3pocaa Oiapmn Hizk Ha 35% mnDOpPiBHSAHO 3
IOYaTKOM €KCIIEPHUMEHTY.

fAxicme  2pynosux — npoexkmis. 3a
KPUTEPISIMH [OBHOTH 3MICTy Ta MOBHOTO
opOPMAEHHS, IPOEKTU EKCII€PUMEHTAABHOI
TPyIIx OTpuUMaAu B cepenHboMy Ha 20%

BUIIII OIliHKHU BUKAQIAYiB, HIXK ¥
KOHTPOABHIH.

Cyb’ekmueni egideyku MmazicmpaHmias.
YyacHUKH  €KCIIEpUMEHTAAbHOI  TI'pymnu

BKa3dyBaaHu Ha:
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- easier memorization of English
terminology due to the use of quests and
simulations;

- increased confidence in professional
communication in English during role-
playing games;

- greater interest in group forms of work,
in particular, projects and cases;

- a sense of the practical relevance of the
acquired knowledge for their future
professional activities.

The comparison of the results in the
control and experimental groups is clearly
illustrated in the diagrams (Figure 2).

Motivation to Learn

100
+28%
80
+7%
60
40
20 .
Experimental Control
Group Group
Class Engagement
100
+35%
80
60
20 )
Experimental Control
Group Group

A€TIIE 3alaM’dTOBYBaHHSA aHI'AOMOBHOI

TEPMIiHOAOTII 3aBAIKH BHUKOPUCTAHHIO
KBECTIB Ta CUMYASIIiH;
IMiABUIIIEHHI BIIEBHEHOCTI y

npodoecitinii KoMyHiKamii aHTAIRCBKOIO

MOBOIO IIiJf YaC POABOBUX irop;

OiABIIME iHTEpPEC [0 TpPYIOBUX (opM

poboTH, 30KpeMa, IPOEKTIB Ta KEUCIB;

BimquyTTa "KOpPHCHOCTi" 3M00yTHX 3HaAHb

A MauOyTHBOI rpocpecifinoi

IMIFIABHOCTI.

[lopiBHSHHSA PE3yABTATIB B KOHTPOABHIM
1 EeKCIepHUMEHTaABbHIH TIpyllax HaO4YHO
npencTaBUMO Ha giarpaMax (PucyHok 2).

Test Success

100
+17%
80
60
40
20 .
Experimental Control
Group Group
Quality of Group Projects
100
+20%
80
60
20 .
Experimental Control
Group Group

Fig. 2. Comparison of results of the control and experimental groups

Thus, the introduction of gamification
elements in teaching English to master’s
students in the specialty “Management” at
the Mykolaiv National Agrarian University
demonstrated a positive impact on the
motivational, cognitive and behavioural
components of learning.

However, the use of gamification in
education faces several limitations. Not all
students perceive game elements in the

same way: some consider them too
informal for an academic context.
Preparation of  materials requires

significant time and effort on the part of the
instructor, as well as adequate technical
support—including computers, stable
internet access, and multimedia resources.

Takum YHHOM, BIIPOBAIKEHHI
eAeMeHTIB redwmidiikanii y BHKAaJaHHI
aHTAIMCHKOI MOBHU MaricTpam CIeliaAbHOCTI
“MenemkMeHT” B MukoaaiBCBKOMY
HalliOHAABHOMY arpapHoOMy VHiBEpPCHTeTI
IIPOAEMOHCTPYBAAO IIO3UTHUBHUU BIIAUB SK
Ha MOTHBAlliliHy, TaK 1 Ha KOTHITUBHY Ta
IIOBEIIHKOBY CKAQIOBiI HAaBYaHH4.

[Ipore, 3acrocyBaHHd redimidikarii
HaBYaHHA CTUKAETHCS 3 HH3KOIO
obMmexkeHb. He BCi CTymeHTH OTHAKOBO
cupuiiMaloTh IirpoBi €AEMEHTH: 4YacTHUHa

BBajKa€e iX HaAMIpHO HeCepPHO3HUMHU AL
akageMidyHOTO cepegoBuIIa. [ligroroBka
MaTtepiaaiB motTpedbye 3HAYHUX THUMYACOBHUX
BUTpaT 3 OOKy BHKA3Zada, a TaKOX
HASBHOCTI TeXHIiYHOro 3abe3rnedeHHs
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Moreover, it is essential to maintain a
balance between gamified elements and the
academic rigor of the discipline to ensure
that the level of professional training is not

KOMIT'IOTEPiB, cTabiABHOTO iHTEpHETy Ta
MYABTUMEOIHHUX pecypciB. Kpim Toro,
HeoOximHO 30epiraTu 0asaHC MiX irpoBUMHU
€eAEMEHTaMHU Ta aKaleMidHOI0 CEpPHO3HICTIO

compromised. OUCLHIAIHM, 1006 He 3HHXKYyBaTH pPiBeHb
Conclusions and research | mpodeciiiHoi HiATOTOBKHU CTYAEHTIB.
perspectives. The results of this study BHCHOBKH Ta IepCIEeKTHBH
confirm that gamification is an effective | mocaimxkens. Pe3yapTaTH ITPOBEAEHOTO
and innovative tool for teaching master's | mocaimxenus OiATBEPIKYIOTh, 110
students in the specialty "Management" at | refimicdikartia € e(PEeKTUBHUM
an agricultural university. The use of game | iHHOBaiiHUM IHCTPYMEHTOM Yy IIPOLIECi
techniques enhances learning motivation, | HaBuYaHHg MaricTpis CIIeIiaABHOCTL

activates cognitive engagement, and | "MeHemXMeHT"' B arpapHOMY YHiBEpPCUTETI.
promotes the development of critical | BukopucTanHsa IirpoBUX TEXHIK CIIpPUSE
thinking, communication, and teamwork | 3pocTaHHIO HaBYaALHOL MOTHUBAIII,
skills, thereby directly improving the | akruBizawii mi3HaBaAbHOI  OiFABHOCTI,
quality of professional training for future | po3BuUTKYy KPUTHUYHOTO MUCAEHHS,
managers in the agricultural sector. The | KOMyHiKaTUBHUX Ta KOMaHIHUX HaBUYOK,
pedagogical experiment demonstrated a |10 0Oe3nocepeqHbO  MiABUIILYE  SKICThb
significant increase in student success and | mpodeciiinoi OiATOTOBKU MarOyTHIX
engagement under gamified learning | KepiBHUKIB arpapHoi cpepu. [lemaroriunmii
conditions compared to traditional | ekcnepuMeHT IIOKa3aB CyTTEBE 3POCTAHHS
teaching methods. VCIIIIHOCTI Ta AaKTHUBHOCTI CTYAEHTIB B
At the same time, the successful | ymoBax reiiMicpikoBaHOTO HaBYaHHA
implementation of gamification requires | mOpiBHAIHO 3 TPAOUILIMHUMU METOIAMHU.
methodological justification, sufficient Y Tot Xe Yac, BIPOBAIAXKEHHI
technical support, and careful balancing of | refimicdikarii noTpedye METOIHUIHOI

game elements with academic rigor. Only
through a comprehensive approach can

OOI'PYHTOBAHOCTI, JOCTATHBOIO TEXHIYHOTO
3abesnedyeHHd Ta MOOTPUMaHHS OasaHCy

gamification become a holistic educational | MIXK irpoBUMH €AEMCHTAMH Ta
Strategy rather than a one-time | aKaAEMIIYHOIO CEPHUO3HICTIO HaB4YaHHAA.
pedagogical technique. TinAbBKM  HOpHM  KOMIAEKCHOMY  ITiAXOmi
Promising directions for further | TefiMi(bikallid Moxe CTaTH HE pPa30BUM
research include: HeJaroriyHuM IIPHUHOMOM, a IIiAiCHOIO
_ development of gamification CTpAaTeri€lo MiABUIIEHHS SIKOCTi OCBiTH.
models adapted to the  specific IlepcnexTHBHUMH HalIpAMKaMH
requirements of management disciplines in [[TOAABIIHNX JOCAIIZKEHD € o
the agricultural sector; - po3pobka Momeaed refmidiirariii,
- determination of the optimal azanToBannx Ao CHeHHCblK,I:I
— . IPaBAIHCBKHUX  IHCIIHIIAIH arpapHi
combination of game-based techniques Z CbI; 3 AHCH, y pap
and traditional teaching methods for PL
, - BU3HAYEHHH ONITHMAaABHOTO
master's programs; . .
. . IO€THAHHA irpoBux TEeXHIiK Ta
- analysis of the long-term impact of o .
. . TPaAUIIFHUX METOAiB HaBYaHHHA [AS
gamification on the development of . .
fessional competencies amon MaricTpatypH;
pro ter' tp dent g - aHaAi3 JOBIOCTPOKOBOIO  BIIAUBY
managers-masters students. refimicpikariiaux TEXHOAOTIH Ha
dopMmyBaHHA npocpeciiHmx

KOMIIETEHTHOCTEeH MEHEIKEPiB-MaricTpiB.
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