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BMNJ/IUB AKOCTI AU3ANHY FTEMMIPIKALLIT HA PEKPYTALLIIO,
MOTMBALLIIO TA PO3BUTOK MPALLIBHUKIB

Memoto cmammi € 0ocridcenHs GNaAU8Y AKOCHi ma 00peuHOCHi OU3AUHY 2eUMIQIKaYitiHUX eleMeHmie Ha peKpymune,
Momusayiio ma egheKmueHiCms po36UMKY NPAYi6HUKIE, BUSHAYEHHS PUUKIB | He2AMUGHUX HACTIOKIG, WO GUHUKAIOMb NPU
HEKOPEeKMHOMY 3ACMOCY8aHHi MexaHix eeumigixayii. Ietimipixayis po3ersndacmvcs Ak Memoo 3acmocy8aHts i2posux
Mexamix 015 nidguwjenHs Momueayii, 3anyyeHocmi U eghpekmusHocmi npayienuxis. Jfosedeno, wjo ii suKopucmanus Ha
emani pekpymuney 4.0 cnpusie nocuieHHo inmepecy KaHouoamis, GoOpMyB8aHHI0 ROZUMUBHO20 OpeHdy pobomodasys ma
nioguUUeHHIO AKOCMI OYIHIOBAHHS HABUYOK MAUOYMHIX npayienukie. 3asnayeno, wo 2etumigikosanuii onoopoune 3aoes-
neyye weuouy adanmayio HOBONPUUHAMUX NPAYIGHUKIE uepe3 iHmezpayilo eneMeHmis yu@posizayii, 360pomHoco
36 'S13KY, MEHMOPCMEA Ma NOCMYN08020 NiOBUWEHHS CKIAOHOCMI 3a80aHb. Y cmammi 00TpyHMo8ano, wo 2etmipikoeani
Memoou HA8UAHHsL MA NPOPECIlIHO20 PO3BUMKY NIOCUTIOIOMb e(heKMUBHICIb KOPNOPAMUBHUX MPEHIH2I6 3a680AKU NPAK-
MUYHITL CNPAMOBAHOCTI, MONCIUBOCMI De3NeyH020 eKCHePUMEHMYBAHHA Ma 3MeHUeHHI0 cmpecy 8i0 nomunok. Taxuil
nioxio € akmyanvHuM OJis NOKONIHHS YUDPOBUX NPAYIBHUKIE | 6I0N0GIOAE BUMO2AM NIONPUEMCIE U000 SHYYKOCHI, THHO-
sayitinocmi ma b6e3nepepeHo20 pO36UMKY NEPCOHATY.

Knruosi cnosa: cetimigivayia;, momusayis, momusayisa 3.0, Ousatin HABUATbHUX MEXHONO2IU,; e(eKMUBHICMb HAG-
yanns, nepezopanns, yupposi oceimui incmpymenmu, Points—Badges—Leaderboards (PBL).

THE IMPACT OF GAMIFICATION DESIGN QUALITY ON RECRUITMENT,
EMPLOYEE MOTIVATION, AND DEVELOPMENT

The aim of the article is to examine the impact of the quality and appropriateness of gamification design elements on
motivation and the effectiveness of learning activities, as well as to identify the risks and negative consequences that arise
fromthe incorrect use of gamification mechanics (points, badges, leaderboards, etc.). The study applies methods of analysis
and synthesis, systematic literature review, comparative analysis, and the method of interpreting empirical research.The
article explores the role of gamification as an innovative tool in human resource management, recruitment, and
onboarding in the context of digitalization and increasing competition in the labor market. Gamification is considered as
a method of applying game mechanics to enhance employee motivation, engagement, and performance. It is demonstrated
that its use at the stage of Recruitment 4.0 contributes to strengthening candidate interest, shaping a positive employer
brand, and improving the quality of assessing the skills of potential employees. It is noted that gamified onboarding
ensures faster adaptation of newly hired employees through the integration of digitalization elements, feedback,
mentoring, and gradual task complexity. Special attention is given to the relationship between gamification and modern
motivation models. According to the Motivation 3.0 approach, which focuses on employees’ intrinsic drivers, gamification
creates an environment in which engagement emerges through positive emotions and a sense of autonomy, competence,
and relatedness. Game elements-such as instant feedback, short-term goals, leaderboards, and team tasks-help increase
productivity, develop soft skills, and shape a learning-oriented organizational culture.The article argues that gamified
methods of learning and professional development enhance the effectiveness of corporate training due to their practical
orientation, the possibility of safe experimentation, and reduced stress associated with mistakes. This approach is
particularly relevant for the generation of digital workers and aligns with the requirements of modern enterprises
for flexibility, innovation, and continuous personnel development.

Keywords: gamification; motivation; Motivation 3.0; learning technology design; learning effectiveness; burnout;
digital educational tools; Points—Badges— Leaderboards (PBL).
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HocTranoBka nmpo6Jjemu. KokHe MINpHEMCTBO Mae  IEPCOHAJIOM, TAKOX BiJIOMa SIK YIPaBIIiHHS JFOICEKUMHE pe-
Habip OCHOBHUX (YHKIIH, HEOOXINHMX Ui AOCSATHEHHA cypcamu abo yIpaBIiHHSA JIOACEKMM KamitanoMm. Bona
cBoix minmeil. OpHiero 3 HHUX € (YHKLiS YOPaBIiHHA  OXOIUIIOE TIMTaHHA, IIOB'SI3aHI 3 TpAIiBHUKAMH, BiJ
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migbopy IepcoHally, MOTHBalii, OLiHKH, HpodeciiiHoro
PO3BHUTKY, OIJIATH Mpalli, BHYTPILIHIX MepeMillleHb i 3Bi-
JIbHEHHS.

3natHicTh oprasizanii e()eKTHBHO BUKOHYBaTH (DyHK-
LiI0 YIIPaBJIiHHS EPCOHAIOM 3aJISKUTh BiJl MAKPOEKOHO-
MIYHUX TEHJICHIIH, cepe]] SKUX 0COOINBOI yBaru 3aciyro-
BYIOTH AeMorpadigHi 3MiHH, IO CHOCTEPITalOTHCS OCTaH-
HiMHu pokamu. [lepMaHeHTHE cTapiHHS HACETICHHS B MOE-
HaHHI 3 BIfHOIO, SIKa CIIPOBOKYBaJa IIOCHJICHHS Mirpariii-
HUX IPOLECIB CIPUYNHSE CKOPOUEHHS TPYIOBUX PECYPCIB.
3amy4eHHs TAJTaHOBUTHX JIFOJICH BXKe € BUKIMKOM AJIsI Oa-
raTboX poOOTOHaBIiB. 3MiHA TIOKOJiHB, IIOB's13aHa 3 BUXO-
JIOM Ha PUHOK Tpaili MOJOAI 3 MiJBUINCHUMH OYiKyBaH-
HSIMH BiJ] poOOTOJaBLIB Ta pOOOTH, TAKOXK CYTTEBO BILIH-
Bae Ha 1ieH npouec. Buiie3azHaueHe CIOHYKae 10 €BOJIO-
il miaxoiB A0 peanizauii GyHKUIT ynpaBiIiHHS epcoHa-
JIOM, IO NPU3BOJMTH J0 PO3LIMPEHHS CIIEKTPY 1HCTpyMe-
HTIB YIPaBIJIiHHA HUM 3 METOI0 €()eKTHBHOTO 3aTyueHHS
TAJIAHOBUTUX KaHIUJATIB Ta CTUMYJIIOBAHHS IXHBOI BiJia-
HOCTi po0OTi.

Enoxa iHpopmaru3zanii Takox BUMarae u@poBoi Tpa-
Hcpopmamii (QYHKIIT yrIpaBITiHHS IEPCOHATIOM, 3BiICH H
3pOCTaHHS IHTEPECY /10 BIIPOBAPKCHHS METO/IIB, 3aCHOBA-
HUX Ha iHQopMamiiftHuX TexHoJorisfaX. OTHUM i3 HUX € Tel-
Micikartis.

AHaJi3 ocTaHHiX AocjailkeHb Ta myOJikamiid. O6-
paHa mpoOeMaTKa 3aJUIIAEThCS aKTYaJbHOIO Ta JOCITi-
JUKEHa B HAyKOBUX TpalsX TaKuX JOCTIJHHUKIB SIK:
Deterding S. [1], Dixon D. [1], Khaled R. [1],
Nacke L [1], Pelling N.[2], Jlinu4 JI. [3], Meske C. [4],
Brockmann T. [4], WilmsK. [4], Stieglitz S. [4],
Tkaczyk P. [5], Bombiak E. [6,8], Cisek M. [6], 3axapxke-
suu H. [7], Apssunesa JI. [7], WeredaW. [8], Kpas-
gyk O. [9], Bapic L. [9], Skosnenko M. [9], Manu M.J.
[11], AlbertsL. [12], Lyngs U. [12], Lukoff K. [12],
Hamid R [12], Sibanda K. [13]. Barzenji Z. [13], Kuo-
Wei Lee. [14], AlmeidaC. [16], Kalinowski M. [16],
Uchoa A., Negative B-F. [16], Spencer RW. [17] Ta
iHII.

IcHyrOUl HayKOBi JOCHIDKEHHS YaCTKOBO aHAII3YIOTh
okpeMi edekTu rerMidikarii, MPoTe HEBUPIIIEHOIO TPO-
OJIEMOI0 3ANTHIIAETHCS BIICYTHICTH IUTICHOTO HAYKOBO 00-
TPYHTOBAHOTO IIIXOAY 1O CHCTEMHOI OINIHKH SKICHHX
YHUHHUKIB IU3aliHy TeiMidikaliifHuxX MeXaHiK Ta IXHbOTO
IIPSMOTO BIUTUBY Ha KitodoBi HR-poriecu B opranizanisx.

Merta cTaTTi MoJsITaE B igeHTU]IKAIT CyTHOCTI Me-
ToAy revmidikanii sk iHHoBauiitHOT (yHKUIi ynpaBiiHHs
NIEPCOHAJIOM Ta BU3HAYEHI 11 BIUIMBY Ha PEKPYTHHT, MOTH-
Ballil0 Ta €)EKTUBHICTh PO3BUTKY MPaLliBHHUKIB.

Memoou docnioxcenns. Y poreci JOCHiIKSHHS BUKO-
PHUCTaHO KOMILIEKC 3arajbHOHAayKOBHX 1 CIIEIiaJbHUX Me-
TOZIB IMi3HAHHS, 110 3a0€3NeYIM CUCTEMHUI aHali3 rei-
Mi(ikaIii K iHCTpYMEHTY yTIPaBIiHHS JIFOICBKUMHE Pecyp-
camiu. 30KpeMa:

- METOoJ aHali3y Ta CUHTE3y 3aCTOCOBAHO /I y3a-

raJbHEHHS] HAYKOBHX MIAXOJIB IO TPAKTYBaHHS MOHSTTS
reiimidikarii, ii eneMeHTiB 1 MexaHik y koHTekcTi HRM.

- MOPIBHSUIbHUN METOJT BUKOPUCTAHO JIJISl 3iCTaB-
JICHHA TPaIUIiHAX 1 reiiMi(hiKOBaHUX IMiIXOIB 10 PEKPY-
TUHTY, MOTHBalil, OHOOpAMHrY Ta mpodeciiiHoro
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PO3BUTKY TpalliBHUKIB.

- CUCTEMHUH IMiXiT JO3BOJIUB PO3TILIHYTH TelMi-
(hikario K CKIaJOBY IUTICHOI CHCTEMH YIPaBJIiHHS IIep-
COHAJIOM, IO B3aEMOJIIE€ 3 KOPHOPATHBHOK KYJBbTYPOIO,
MOTHBAIIMHOIO  TOJNITHKOIO Ta  IudpoBumMu  HR-
IaThOpMaMH.

- 32 JIONOMOIOI0 CTPYKTYPHO-JOTIYHOIO METORY
BHU3HAYEHO KJIFOUOBI irPOBi €IEMEHTH Ta iX BIUIUB Ha 3aITy-
YEHICTh, MOTHBAIIIO i €)EKTUBHICTH NPAIliBHHUKIB.

- METOJ] y3araJbHCHHSI Ta TPYIyBaHHS BUKOPUC-
TaHo JuTs Kiacu(ikamii mepesar i HeJOMIKIB refmidikarii
y npodeciiiHOMY PO3BHUTKY MEPCOHANTY, a TAKOXK JUIS CUC-
TeMaTu3alii NpakTHK ii BIPOBA/PKEHHS YKPaiHCHKHUMHU
KOMITaHIsIMHU.

- Meroa KOHTEHT-aHaIIi3y HAyKOBHX IMyOJIiKauii i
NPaKTHYHMX KEHCIB JO3BOJUB BHABUTH TEHJCHIII 3acTO-
CyBaHHsI reMiQikaniiHUX MEXaHIK y pPeKpyTHHTY, HaB-
YaHHI Ta MOTHBAIIIT IEPCOHAITY.

EMIipn4Hy OCHOBY MJOCHIKEHHSI CTaHOBISTH BTO-
PUHHI JTaHI 3 BIIKPUTUX JUKEPEIl, aHATITUIHUX OTJIAIIB 1
Pe3yIbTATIB NOMEPEAHIX TOCIiKEHb BITIM3HIHAX 1 3apy-
ODKHUX aBTOPIB.

BukJjiag ocHOBHUX pe3yJabTaTiB AocCail:keHHs. [ eii-
MiiKaIlisi € BIIHOCHO HOBHM IIOHSTTSAM Y HAyKOBIiH JTiTe-
patypi Ta ympaBIiHCBHKiH mpakTuni. BoHa xapakrepuzye
BIPOBAKCHHS irPOBOTO MUCIIEHHS Ta iIrPOBUX MEXaHIK y
HEIrpoBi KOHTEKCTHU HE 3 PO3BAYKATHLHOIO METO¥O, & IS Mij-
BUILICHHS 3JIy4EHOCTI KOPUCTYBAUiB 1 PO3B’SI3aHHS MIPHK-
JaJHUX 3aBaHb. /0 TakMX MeXaHIK HaJie)KaTh 3MaraHHs,
CHIBIpalll Ta MIBUAKUN 3BOPOTHHWIT 3B’s130K [1]. Tepmin
«reiimidikaris» O0yno Beemeno y 2002 p. po3poOHUKOM
komrr’ rorepHux irop Hikom Ilemninrom [2]. B anriomos-
Hill HayKOBif Tpamumii redMigikaliis po3riigaeTbCs SK
VOpaBITiHCEKAN TPEHI, IO BiJoOpakae MOIENb YIIpaB-
JIHHS pecypcaMy, 3aCHOBaHY Ha PO3BUTKY JIFOACHKOTO Ka-
MiTaly, Ie KIIFOYOBY POJIb BiAIrPatOTh 3aTy4eHICTh, JOSIIb-
HICTP 1 CITIBIIpAIls.

[eiimidikallisi BUCTynae IHCTPYMEHTOM YIpaBIIiHHS,
SIKUH 3aJIEKHO BiJ] TOTpe® KOHKPETHOI opraHi3allii Moxe
BpaxoBYBaTH iHIUBiAyalbHI OCOOIMBOCTI Ta CXWJIBHOCTI
MPaIiBHUKIB. ITpOBIi pilieHHs MOXKYTh OyTH alaiTOBaHi 5K
JUT KOMaHA, TaK 1 I OKpeMHUX MiApO3aiTiB abo mparlis-
HUKIB. 32 CBOEIO CYTTIO TeiiMidikallis akTyanizye notpedy
B camopeaiizaiii, 0cOOJMBO y BHIIAQJKaX, KOJIH JOCSAT-
HEHHS IrpoBHX LIeit Oe3mocepeHbO OB’ sI3aHe 3 pe3yJlb-
TATUBHICTIO MIsUTBHOCTI MmignmpueMctna [3].

[pouec BBaxkaeThCs reiiMihikoBaHMM 3a HasIBHOCTI Oa-
30BHUX XapaKTEPUCTHUK, BU3HaueHux Jxeiin Makronirany ii
Buctymi Ha TEDX [4]. JIo HUX HaJeXaTh: YiTKO CHOPMYIIBO-
BaHi IIiJTi, 0 MOTHBYIOTh YYAaCHHUKIB J0 ydacTi; JOTi9HO
BUOYAyBaHI MpaBwiia, SKi BU3HAYAIOTh MEXi Ta yMOBH JI0-
CSATHEHHS ITiel; e(peKTUBHA CHCTEMa 3BOPOTHOTO 3B’ 3Ky,
10 JEMOHCTPYE MPOTpec 1 MATPUMY€E NOTPUMAHHS IIpa-
BIJT;, & TAKOX JOOPOBUTFHA 3r0J]a YIaCHHUKIB OpaTH y4acTb
y Ipi Ta MpUAMaTH BCTAHOBJICHI YMOBH.

LleHTpasIbHUM elleMEeHTOM TeiiMidikalii € rpa sk Mo-
JIellb COLIialbHO- €KOHOMIYHOTO CEpelioBHIIa, Yy MeXax
SIKOTO YYaCHHKH yXBJIIOIOTh PIIIEHHS, IO

BIUIMBAIOTh Ha MOJANbIINI nepebir nmoaii. TunoBumu
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€JIEMEHTaMU irpoBoi MeXaHiKH € 6anu, piBHi, cTaTycH, Bij-
3HaKM, BUKJIMKH Ta BUHaropoau [5]. HapaTusHa cTpykTypa
I'pH, 110 MOEJHYE BipTyalbHI Ta peayibHi aTpuOyTH, 320€3-
nieyye 3aHypeHHs yYacHUKIB y irpoBuii ipouec. bamu ciry-
T'YIOTb IHIMKaTOpOM 0axkaHOT MOBEAIHKH Ta BiJOOpaXKaroTh
IHMBIAyaNbHUI Tporpec, piBHI CTPYKTYPYIOTh IrpOBHIA
MIPOCTIp 1 CTUMYIIOIOTH ITOAAJBINTY aKTHBHICTH, a CTATYC i
IOCATHEHHS TICHITIOIOTH COLiaNbHe BU3HAHHA Ta (PiKCy-
10Th HaOyTHil oCBif [6].

Kirouona ines reiimicgikarmii monsrae y CTBOpeHHi Imo-
3UTHBHOTO JIOCBify y4acTi, 110 MiATPUMY€ TOBIOTPHBAIY
3aydeHicTh. BoHa 3a0e3nedyeTscs uepes3 OTpHUMaHHS 110-
3UTHBHHMX €MOIlili, MOKIUBICTh COIAJbHOI B3a€EMOIII,
cniBmpani a0o 3MaraHHs, a TAKOX 3aBASKH ONEPATHBHOMY
JOCTYITy 10 pe3yJbTaTiB BIacHuX fii. [lIBumkuii 3B0poT-
HUA 3B’S30K € OJHIEI0 3 TOJOBHHX IepeBar

reiiMipikoBaHUX CHCTEM IMOPIBHSIHO 3 peajbHUMH PO0O-
YUMH POLIECAMHU.

BukopHcTOBYIOUYH 1HCTPYMEHTH MOBEJIHKOBOI IICHXO0-
Jorii, remidikanis 3MIHIOE CIPUUHATTS TPYAOBOT JisIb-
HOCTI, Ha/Ialo4uu il irpoBUX pHUC 1 (GOPMYIOUH Opi€HTALIiI0
Ha PO3BUTOK Ta CaMOBIOCKOHaNIeHHA. OCKIIBKH irpu aco-
LIOIOTHCS 3 BIAMOYUHKOM, a IOJOJIAHHS BHKJIHKIB — 13
3pOCTaHHAM MAaiCTEPHOCTI, TelMi(ikoBaHI MIAXOIH CTH-
MYJIIOIOTh TIParHEHHs 10 JOCSTHEHb 1 KOHKypeHIii. Taki
METO/I1 € 0COOIMBO €(hEKTUBHIMHU JUISI MOJIOIUX NPALliBHU-
KiB, sIKi IIHYIOTh CKJIAJIHI 3aBJIaHHS Ta IIBUIKHU PE3yib-
TaT. 3pOCTaHHS YaCTKH MOJIO/I HAa PHHKY Mpalli, a TAKOX
po3BUTOK MU(POBUX TerMidikarifHux wiatGopm crpus-
I0Th TIOCTYTOBiKM iHTerparii mux iHcTpyMmeHTiB y HR-
NPAKTHKK YKPaTHCHKUX KOMITaHii (Tadi. 1).

Tabnuys 1

Ipukyaaau BupoBaxxkeHHs reiimigikanii B pynkuii HRM ykpaiHcbKHMH KOMIAHIIMH

Ha3sBa komnamii

DyHKLisA, 1e BUKOPUCTOBYEThCH reiimMigikauist

CleverStaff:

crierianizyeTbes Ha IPOrpaMHOMY 3abe3neueHHi AJsl peKPYTHHTY, pOo3po0uIiIa BIacHy BHYT-
pilTHIO cucTeMy Teiimidikanii ama mpouecy miaGopy mepconany. Ii Mmera — 3po6urtu poGoty
[PEKpyTEpiB OLTBII 3aXOILTUBOIO, 3MCHIIUTH MPOKPACTUHALIO Ta ITiIBUIIUTH POYKTUB-
HICTh 3a JOIOMOTrOI0 IirPOBHX EJEMEHTIB, TAKUX K OQJIM Ta PEHTHHTH.

«Cinsmo» (Fozzy Group)

BUKOPHCTOBYE€ Trelimi(ikamnito y cBoiX MOOIIBHUX AOJATKax /IS 3alydeHHs KII€HTIB, ajie Ta-
KOXK 3aCTOCOBYE irpoBi MexaHiku (Hanpukiaz, "Ckapou 3a 1 rpH", koneco popTyHH, HAKO-
Mu4eHHs 0ajiB) y BHYTPILIHIX Mpolecax Ta Mporpamax JOSJIBHOCTI Uil CHiBPOOITHHKIB.

Monobank
MOTHBALi{ IepcoHaITy

IHTErpye€ irpoBi €JIEMEHTH Y CBOIO KOPIIOPATHUBHY KYJIbTYPY Ta BHYTPIIIHI KOMYyHIKawii s

PeopleForce/Hurma:

IBukopHCTOBYIOTH refiMidikanito y HaBuUaHHI Ta OILIHII IIEPCOHANTY, a TAKOXK IPOIIOHYIOTh TO-
[roBi reiiMipikoBaHi pimeHHs JUlsl iHIINX Oi3HeciB

IT-kommanit

Komnanii BUKOPUCTOBYIOTh refiMidikariito st opraHizanii BHyTPilIHEOTO HaBYaHHS, IPOBeE-
IMeHHsI 3MaraHb 1711 mporpamictis (Ha 3pa3zok Google Code Jam), oHOOpAMHTY HOBHX CITiBPO-
0ITHHKIB, a TAKOXK JJIs1 BIICTEKEHHS Ta Bi3yasizawii mporpecy BUKOHAHHS 3aBIaHb, 1100
iABUIIMTH MOTHBAIIIO Ta 3aly4eHicTh (0COOIHBO cepes mokoinab Y ta Z).

Joicepeno: chopmoBaHo Ha ocHoBi [18,19].

i mpukiaan TeMOHCTPYIOTh, IO YKpaiHChKUH Oi3HEC
aKTUBHO BIIPOBA/KY€ IrpoBi MexaHiku (0anu, pedTHHTH,
KBECTH, HAropony, BipTyaslbHi aCHCTEHTH) AN MiIBH-
IIeHHS e()eKTUBHOCTI YIIPaBIIiHHS IEPCOHAIIOM, MOTHBAIII{
CHIBPOOITHUKIB Ta MOKpAIIEHHS KOPIIOPaTUBHOI KyJb-
TypH.

PekpyTHHT SIK eJIeMEHT YIpaBIliHHS JIIOJICBKUMH pPecy-
pcaMu po3IIILIAIOTh SIK IPOLEC MOIIYKY, BifOOpy Ta 3aiy-
YeHHs KaHAUIATIB JJIs 3all0BHEHHS BakaHcii. BiH oxor-
JII0€ BU3HAYCHHS KaJPOBHUX MOTPEO, MATOTOBKY Ta IyOJIi-
KaIlif0 BaKaHCiH, BUKOPUCTAHHS PI3HUX KaHANIIB IOIIYKY
(onmaitH-IIaThOpMH, COIMEPEXi, pEeKOMEHAITI1), a TAKOXK
MIPOBEICHHS CIiBOecis 1 TecTyBaHb. METOI0 pEKPYTHHTY €
3allydeHHs KBani()iKOBaHUX IPAIiBHUKIB, SKi BiIMOBiga-
IOTh BIMOTaM KOMIIaHi1 Ta ii KoprmopaTuBHIN KyIbTypi [7].

PexpyTHHT € Ba)KIMBUM €JIEMEHTOM YIPABIiHHS JIIOA-
CHKHMH PECYPCaMHU Ta OXOILIIOE TPOLIECH MOIIYKY, BiiOOpy
i 3ayTyYeHHs KaHAUIATiB BiMIOBITHO 10 BUMOT MOCAId Ta
KOPHOPATHBHOI KyJIbTYpH OopraHizauii. 3pocTaHHs KOHKY-
PEeHLIT 3a TaJlaHTH 1 1eQIiLUT KaJpiB 3yMOBIIOIOTh AKTUBHE
BIPOBA/DKEHHSI LM(PPOBUX IHCTPYMEHTIB PEKPYTHHTY. Y
HOro pO3BHUTKY BUOKPEMJIIOIOTH YOTHUPH €TAITH: BiJl OXHOC-
TOpPOHHBOT KoMmyHikamii (pekpytuar 1.0) mo iHTepa-
KTHBHHX [H(HPOBUX

mwiathopm i kpayacopcunry (pekpyTanr 4.0), it sKoro
XapakTepHe BUKOPHUCTaHHs reimMidikartii [8].

Teiimidikamis € xapakrepHoto i etamry 4.0. Bona mo-
3BOJISIE MOJICITIOBATH TIpodeciiiHi cutyamii y ¢popmi rpu Ta
OLIIHIOBATH KOMIIETCHTHOCTI KaHJUJIATiB Y BIpTyaJIbHOMY
cepernoBuii. BoHa mifBHINye iHTepeCc 0 BaKaHCIH, po3-
IIMPIOE OXOIUICHHS MOTEHLINHNX KaHIUIATIB, MOKpAIlye
JIOCBi/1 B3aeMoJii 3 poOoTOAaBIEM 1 cripusie pOpMyBaHHIO
MO3UTHBHOTO IMIJDKY KommaHii. Oco0nrBo e(peKTHBHOIO
reiimipikamis € Ha erami OHOOPAWHTY, 3a0€3MEUYIOYN
MIBUALTY aJaNTalilo HOBUX MPaliBHHUKIB 1O KOPHOPATHB-
HOI KyJIBTYPH, TIPOIEAYpP 1 BUMOT Tocaau [9].

CydacHi nporpamMu OHOOPAHMHTY 0a3yIOThCS Ha TIPHH-
munax nugpoBizamii, THYYKOCTi, MEHTOPCTBA, PO3BUTKY
soft skills i 6e3nepepBHOTO HaBuaHHs. BogHOYAC TPUBAIOTH
JIUCKYCIT [0/10 BIAMOBIAHOCTI TPAAMIIIHHKUX IMiXO/iB HO-
BUM (opmaram ajanrauii nepcoHay, cepes sKux AUCTaH-
1iiiHa poboTa, 4ar-00TH, refimidikariis, BipTyaibHa Ta J0-
noBHeHa peanbHicTh [10]. Y bOMY KOHTEKCTI KIIIOUOBHM
€ popmyBaHHS ITUPPOBO OPIEHTOBAHOTO CEPEOBHINA, BiJI-
KPHUTOTO [0 IHHOBAIIiH 1 3MiH.

CydacHa mapaaurmMa MOTHBAIII T IPAIiBHAKIB BioMa sIK
motuBatis 3.0 [11]. Ha Bigminy Big Momeni MoTtuBarii 2.0,
IO TPYHTYETHCS Ha 30BHILIHIX CTUMYyJax Y BHIJISII
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BUHAropoJ i nokapaub, MotuBauis 3.0 30cepe/KyeTbest Ha
PO3BUTKY BHYTpilIHBOi MoTHBaulii. BoHa mnepenbauae
CTBOPEHHS TaKUX YMOB Mpalli, sIKi 3a0e311e4yI0Th 3aJI0BO-
JICHHS! JTyXOBHHX 1 IICHXOJIOTIYHUX NOTPeO MpalliBHUKA Ta
CIPUSIOTH OPMYBAHHIO HOTO 3aimydeHocTi [12].

IrpoBi MexaHIKK - 3BOPOTHUIA 3B’SI30K, PEHTHUHTH, KO-
POTKOCTPOKOBI ITiJTli, KOMaHJHA B3a€MO/Iis, CHCTEMa BHHA-
TOPOJI - CIIPHUAIOTH 3pOCTAaHHIO MOTHBAII1, 3aJy4eHOCT] Ta
JOSIIBHOCTI TIepcoHay. BoHN akTHUBI3YIOTH SIK BHYTpIIIHI,
TaK i 30BHIITHI MOTHBATOPH, CTUMYJIOIOTH 3I0POBY KOH-
KypEHIIII0 Ta PO3BUTOK NPO(ECiHHNX KOMIIETEHTHOCTEH.
Iefimidikaliis TakOX MOKPAITY€e BHYTPIITHIO KOMYHIKAIIitO
il 3a]10BOJIbHSIE TOTPEOY Y BU3HAHHI Pe3yJIbTaTIB Mpalli.

J10 KJTFOUOBHX IrPOBUX EJIIEMEHTIB, IO MMiIBUIIYFOTh MO-
THBAIIiI0, HAJIEXKATh:

- IIBUIKWN 3BOPOTHUH 3B’ 30K, IO JTIO3BOJISIE
OTIepPaTHUBHO BiJICTEXKYBaTH Pe3yIbTaTH;

- IIPO30pICTh, SKa Ja€ 3MOTY IOPIBHIOBATH
BJIACHI JIOCSITHEHHSI 3 Pe3yJIbTaTaMH 1HIINX;

- KOPOTKOCTPOKOBI ITiJIi, 3aBISKH SIKUM JIETKO
BHMIPIOBATHU MPOTPEC;

- My OJTiYHI iIHAMKATOPH HABUYIOK, 1[0 CTHMYJTIO-
I0Th 3/I0POBY KOHKYPEHIIiIO;

- KOMaH/IHa B3a€EMOJisl, sIKa CIpusic oOMiHy
3HAHHSMH Ta CTBOPEHHIO CHHEPTII.

Iefimicikaliist IpyHTYETBCS Ha KOHIETIIIT «opraHizarii,
110 HABYAETHCS», 1€ KOKEH MpaliBHUK Oepe y4acTb y BU-
3HA4YCHHI Ta BHPINICHHI MpobiieM, a TaKoX y MOCTiHHOMY
npodeciifHoMy PO3BUTKY. Bona JTO3BOJISE

BUKOPHCTOBYBaTH BJIACHUH JOCBiJ, BKJIIOYHO 3 TOMMII-
KaMH, K pecypc Juid BIocKoHaneHHs. Came ToMy TeiiMi-
¢ikalis Mae BaXXJIMBY NepeBary Haj IHIIMMH METOJaMU
BIUIUBY Ha MOTHBALIIIO - BOHA POOUTH BUKOHAHHS POOOYUX
3aBJIaHb [[IKaBUM MPOLIECOM 1 BOJHOYAC CHPUSIE PO3BUTKY
KOMIIETCHTHOCTEH 0e3 He0OXiHOCTI 30BHIIIHBOTO TUCKY
a00 MOJaTKOBUX CTUMYIIB. JIOCATHEHHS HOBUX DiBHIB Y
rpi mocTtae epeKTHBHIUM 3aco00M MOTHBaLii mpodeciii-
HOTO 3pOCTaHHSA MPAIliBHUKIB.

VY coepi HaBuaHHS TreiiMidikarmiss po3TIATAETECA SK
KIIFOYOBa TEHJCHIIS JICKTPOHHOTO HABYAHHS Ta €IEMEHT
edutainment. Bora poOuTs OCBIiTHIH mporiec OibIT iHTEpa-
KTUBHUM, 3HUXKY€E DiBEHb CTpecy, 3a0e3leuye NIBUAKHA
3BOPOTHHI 3B’5I30K 1 CIIPUsIE HABYAHHIO Yepe3 NPaKTHKY Ta
nomMuiky. Lle ocoOnuBoO epeKTHBHO Uil MPEICTABHUKIB
«1r(poBOTo» MOKOJIHHS, SIKi Kpallle CIIpUiMaroTh iHTepa-
KTUBHI ()OPMATH.

EmmipudHi TOCTiHKEHHS i ITBEPKYOTh IIO3UTUBHHMA
BIUTHB TeliMi(ikallii Ha MOTHBAIIIIO, 3aJIyYCHICTH 1 pe3yiib-
TaTi HaBuaHHA [13-15]. BogHOYac HayKOBII HAroJOIMIy-
FOTh, MO 11 €pEeKTHBHICTh 3HAYHOIO MIPOIO 3aJICKUTH Bif
SKOCTI TU3aiiHy Ta BIAMOBITHOCTI iIrPOBUX €JIEMEHTIB HOC-
TaBJICHUM LUIIM: HaJMipHe abo (opManbHe BHKOpPHUC-
TaHHS MEXaHIK MOKE€ MaTH 3BOPOTHUH e(EeKT 1 MPU3BECTH
JI0 3HIDKEHHS MOTHBAIlii abo mpodeciiiHOro BUTOpaHHS
[16].

Omxe, xoua reriMidikarliss Mae 3HAYHUN TIOTEHITIAMN, il
HOTPIOHO BIIPOBAIKYBATH 3 ypaxXyBaHHSIM KOHTEKCTY, Ha-
BUYQIBHHX IIIJIEH Ta TICUXOJOTIYHUX OCOOIMBOCTEH ydac-
HHKIB (Ta0m. 2).

Tabauys 2

IlepeBaru Ta Hel0JIiKH BUKOPHUCTaHHA reiiMidikauii y npodeciiinomy po3BHTKY npaniBHUKIB

IlepeBarn

Hepnoaikn

[Y4aCHHKIB;

il Ha PI3HUX PIBHSIX;

LILJICH.

- METOJMKa yHiBepcallbHa Ta HE BUMAarae >KOJHOI CIeiaabHOl MiArOTOBKH BiJj~

- 03BOJIsiE PO3BUBATH M’ sIKi HABUYKH, TaKi sIK KOMYyHiKallis Ta KOMaHaHa poboTta,PCy 1€pe3 BeG-caliT BUMArae 3Ha4HOr0 00
OCKIJIBKH BHMAarae CIiBIpalli yYaCHUKIB I'PH IS TOCATHEHHsI HACTYNHUX piBHIB; [CTY poGorn;

- yuacTh B irpax 3a0e3nedye BiuyTTs 3aJ0BOJICHHS BiJ JoCATHyTOro nporpecy” PO "
Ta yCyBa€ MCUXOJIOTIYHI HACIIIKH HEB/Ia4i Yepe3 MOMKIIMBICTh MOJAIBIINX CIIPOO; refimMidikanii € TpyAOMICTKUM Ta BUTpAT-

- J0I1oMara€ CTBOPUTHU CUCTEMY OLIiHKI/I 3HaHb, HABUYOK Ta COL[iaJ'H:HI/IX KOMIICTCH-

- 3aBISIKH [OCTIHHOMY 3BOPOTHOMY 3B’SI3KY ILIOJO HPOTPECy, BOHA JA€ 3MOTY
3ifiCHIOBATH MOCTIHHI MOHITOPHHT MPOLIECY 3aCBOEHHS 3HaHb Ta HABUYOK;

- CHpUsie TOYHOMY BH3HAUEHHIO SIK KOHKPETHHX, TaK 1 JOBrOCTPOKOBHX

po3pobka HapaTHBY, OKPEMHX PiBHIB
Ta 3aBJaHb, a TAKOX aJMIHICTPYBaHHS Ky-

MpOLeC IiATOTOBKH IIIaT(GOopMH|

HUM I 9ac PO3pOOKHU Ta eKCIIIyaTalii;

- ICHy€ PU3HUK TOT'O, IO YYAaCHUKHU 30-
cepesIThCs Ha 3MaraHHi, a He Ha OTPUMaHH]
BHaHb Ta HABUYOK.

Joicepeno: BIacHi HanpalroBaHHs Ha ocHoBi [1-17].

Sk naronomrye P. Cniencep, reiimidikanis - e iHcTpy-
MEHT 3 0OMEXEHNM 3aCTOCYBaHHSIM, OCKUTBKH ii MeXaHi-
3MH HE MOXYTh CTUMYJIOBATH 3aJy4eHICTh II0 BCIX 3a-
BJIaHb, 110 BUKOHYIOTECS B opranizamii [17]. O1xe, refimi-
¢ikaris Mae 3HAYHUI MMOTEHITIAN y PEKPYTHHTY, OHOOPIH-
HT'Y, MOTHBAIlii Ta HABYaHHI IEPCOHAIY, OJHAK I BIpOBa-
JOKEHHS TOTPeOY€E 3BaXKEHOTO MiAXO0Y 3 YpaxyBaHHIM Op-
TaHi3aliiHOrO0 KOHTEKCTY, IIJThOBOI ayAUTOpIi Ta MCUXO-
JIOTTYHHUX OCOOJIMBOCTEH yYaCHHKIB.

BucHoBkH. Y TypOyJIEHTHOMY CepelIOBHII (PYHKILIO-
HYBaHHs CYYacHHMX MiJNPHEMCTB 3pocTae mnorpeda B

40

MOIIYKY IHHOBAI[IHHMX METOJIB, 3JaTHUX 3a0€3MeYUTH
MIBUIIECHAS €(QEKTHBHOCTI YTPaBIiHHSI MEPCOHAIOM.
VYnockonanenHs HR-¢yHkmii HaOyBae cTpaTeriqyHOro
3HAYCHHS Ta CTA€ OJHHUM i3 KIFOYOBHX YHHHHUKIB opmy-
BaHHS KOHKYPEHTHUX IlepeBar KOMIIaHiil B yMOBaX €KOHO-
MiKH, 3aCHOBAaHOI Ha iHTENeKTyalsHOMY Kamitaii. OqHuM
i3 TaKUX IHHOBAI[IHUX MIAXOIB € refmidikarris - yrnpas-
JIHChKA TEXHOJIOTIs, [0 MA€ 3HAYHUI MOTEHINAN I 3a-
cTocyBaHHs B JisuibHOCTI HR-1inpo3ninis. Bona Moxe Bu-
CTYNaTH JIIEBUM 1HCTPYMEHTOM SIK 3aJIy4eHHs KaHAWAATIB
Ha eTari peKpyTHHIY, TaK i CTUMYJIIOBaHHA podeciiiHoro
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PO3BHUTKY, 3aJIy4€HOCTI Ta pe3yIbTaTUBHOCTI IPALliBHUKIB.

B ykpaiHchKiil Gi3Hec-IpaKTUIll 3aCTOCYBaHHS TeiiMi-
¢ikauii B HR Hapasi nepeGyBae Ha mouaTKOBOMY eTari po-
3BHUTKY, XO4a OKpeMi IHHOBaliiHO OPi€HTOBaHI KOMIaHil
BXE€ IHTErpyloTh i €JIEeMEHTH y CBOi YNpaBIIHCBKI Ipo-
necu. J{J1st moJanpIioro moMMpPEHHS i€l TEXHOJIOTiT Heo0-
XiHI TOTIMOICH] eMITipHYHI TOCIiIKEHHS, SKi TO3BOJIATH
0OTpyHTYBaTH i TepeBaru HOPiBHIHO 3 Tpaaumiiaumu HR-

BUKODHUCTaHHs. Pe3ynbTaTu Takux JOCHIIKEHb MOXYTh
OKPECIIMTH MEPCIEKTUBHI HANpPsIMU PO3BHUTKY reimidika-
il B yIpaBIiHHI MEPCOHAIOM 1 JaTH BIAMOBIAb HA IH-
TaHHS, Y4 CTaHE BOHA CTIMKOIO YIPaBIIHCHKOIO MPaKTH-
KOO, UM 3aJIMIIUTHCS KOPOTKOCTPOKOBUM TpeH10M. Ha cy-
yacHoMy erarri reiimigikaris B HR mae nepeBaxHo excre-
PHMEHTAIBHHI XapakTep, OJHaK ii MOTeHIia CTBOPIOE i-
OIPYHTS Uil MOJANBIIOTO HAYKOBOTO OCMHCJICHHS Ta

MCTOaAaMH Ta BHU3HAYUTH YMOBH e(bCKTI/IBHOFO MNPAaKTUYHOI'O BIIPOBAXKCHHS.
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