PeecTpaninHa kaptka JIiP

I. 3arasibHi BimOMOCTI
Jep>kaBHUH peecTpaniliHUI HOMep: 0126U003629
Oco006J1uBi TO3HAYKH: BinKpura

JaTa peecrtpamnii: 27-04-2026

I1. IlizcTaBa AJis IpOBeAEHHS POOIT

IlincraBa ojist npoBemeHHs [iP: 34 - Jlorosip (3aMOBJIEHHS) 3 MiHICTEPCTBOM, iHIIMM LEHTPAILHUM

OpraHoOM BMKOHaBYOi BJIa/iY, aKaZeMi€lo HayK (TOJIOBHUM PO3NOPSAHUKOM OI0J)KETHUX KOLITIB Ha poBeieHHs [1iP)

Hanpsam ¢inancyBaHHS: 2.3 - [lepkaBHi LibOBi HAyKOBi Ta HAYKOBO-TEXHIYHI porpam ()

Ikepesia piHaHCYBaHHS

7713 - Komrtu 3aranbHOro GoHAY Aep>KaBHOTO 00 KeTy

Kop, nporpamHoi kinacudikanii BupgaTkis i kpeguryBaHHs (KITKBK): 2201390

Y Tomy 4HcCIIi 10 pOKax:

2026

300.000 tuc. rpH.

3aranbHui 06car ¢inancyBanHs: 300.000 Tuc. TpH.

I11. BizomocTi npo 3amoBHHuKa [IiP

IloBHe HaliMeHYBaHHS IOPHIHYHOI 0coou (a6o ITIB pizuyroi 0co6H): Hanjonansuuii pomn

IOCJiIKEHb YKpaiHu

Kopg 3a €IPIIOY: 42734019

Micue3Haxoa>KeHHSI: By Bopuca I'pinuenka, Kuig, 01001, Ykpaina

dopma ByacHOCTI: [lepxasna

Cdepa ynpaBiiHHS: KaGiner MinicTpis Vkpainu
InmenTudikarop ROR:

Poamip opranisauii:

Tenedon: 380442981629

IV. Bimomocri npo BukoHaBus JIiP




IloBHEe HaMEHYBaHHS IOPHAHYHOI 0cooH (a60 ITIB pizumuHO0i 0cO6H): XKuromupchKuil fepraBHUIL

yHiBepcuTeT iMeHi IBaHa OpaHka

Kopg 3a €IPIIOY: 02125208

Micue3HaxoaKeHHSI: By B. Bepaudicbka, XXuromup, JKutomupcebkuii p-1., 10008, Ykpaina
dopma BracHOCTI: JlepxasHa

Cdepa yIIpaBJIiHHﬂ: MiHicTepcTBO OCBiTH 1 HayKU YKpaiHu

InenTudikarop ROR:

Poamip opranisaiii:

Tenedon: 380412431417

V. BimomocrTi npo cniBBUKoHaB1 s JIiP

VI. Bigomocri npo [JIiP
Ha3zBa po6oTH yKpaiHCBHKOIO:

3acrocyBaHHs irpoBux Be6-11aTdopm y reimigikanii ocsitHboro npouecy 3BO

Ha3sBa po60oTH aHIJIilICBKOIO:

APPLICATION OF GAMING WEB PLATFORMS IN THE GAMIFICATION OF THE EDUCATIONAL PROCESS OF
HIGHER EDUCATION INSTITUTIONS

MeTta po60TH YKpPaiHCBHKOIO:

TEOPETUYHO OOIPYHTYBATH, PO3POOUTH Ta €KCIIEPUMEHTAIbHO MTepeBipUTH €KCIIepUMEHTaJIbHY MOJIeJlb
3aCTOCYBaHH4 irpoBux BeO-11aT(GopM y reiimidikaliii OCBiITHbOT0 NPOLECY 3aKJIaJy BUILOI OCBITH; 3alIPOBAIATH
pOo3po6JIeHnI1 iIHCTpyMEHTapill y MiAroTOBKYy MailGyTHbOTO BUMTEIS A0 reiimMigikallii OCBITHBOTO mpouecy

3arajibHOOCBITHbBOI IKOJIU.

Merta po60TH aHTIJIiHCHKOIO:

to theoretically substantiate, develop and experimentally verify an experimental model of using gaming web
platforms in the gamification of the educational process of a higher education institution; to introduce the
developed toolkit into the preparation of future teachers for the gamification of the educational process of a
secondary school.

IIpiopuTeTHHH HaNIpSIM PO3BHTKY HayKH i TeXHIKHU: HaujoHanbHa 6esneka i 060poHa
CrpareriyHu# NpioOpHTETHHUI HAIIPSIM iHHOBaLLiHHOI AiSJILHOCTI:

Bupn pOGOTPI: dyHaMeHTasbHI HAyKOBi LOCIIIKEHHS

OuikyBaHi pe3yJyIbTaTH: TexHoorii

l'any3s 3acTocyBaHHs: 01 Ocsira /Ilenarorika

KepiBHHUKH po6OTH

BiacHe IlpizBuie Im's I10-60aTBKOBI: AuTOHOB €BreHiii BosiognMuposny

HayKoBHI1 CTyIIiHb:



BuyeHe 3BaHHS:

Imentudikarop ORCID ID: 0000-0003-3178-2132

JoparkoBa iHdpopmamnist:

VII. ETranu BuUKOHaHH4 1iP

Homep eramy: 1

Ha3sBa eramy: 3acrocysaHHs irpoBux BeG-matdopm y reiimicikanii ocsiTHporo npouecy 3BO

IToyaToK eTamy: 04.2026
3akiHyeHHs eTamy: 11.2026

Buz 3BiTHOr0O JOKYMEHTA: OCTaTo4HMIA 3BiT

VIIIL. Inpexc YK, remaTtnyHi pyopuxu HTI

Inpexc YIK: 371.64/.69,

Koau TeMaTHYHHUX PYyOPHK: 14.85, 20.54

IX. 3ak1104HI BiZOMOCTI
KepiBHHK I0pHAHUYHOL 0COOH

BignoBigasibHuUI 3a MiATOTOBKY

00JIIKOBHX JOKYMEHTIB
Tenedpon

PeecTpaTtop

KepiBHuKk Bigginy YKpIHTEI, mo €
BiZIOBiZaJIbHUM 32 peecTpallilo HayKOBOi

OisiIBHOCTI

Kupnuyk 'anmHa €BreHiiBHa

JKykoBchbKa BikTopis BikropiBHa

FOpuenko TetsHa AHaTosiiBHA

IOpuenko TersiHa AHaToJiBHA



