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AHHoOTauums. Mpeabiayline nccnefoBaHns No NPUMEHEHMIO reMMUdUKaLmMm B paboymnx npoLeccax n3ydanm
KOMMaHWM ¢ HaeMHbIMK paboTHMKamKn. OHaKOo 1 ayauTopus, 1 cneundmrka aeaTenbHOCTU niaTGopMeHHON
3aHATOCTU TOYHO TaKKe NoAXoAaT Ans renMmndurKaumn. B HacTosiLwen ctaTbe onncaHbl MPUHLMMbI, HA KOTO-
PbIX OCHOBAHO MONOXMUTENbHOE BIUSHWE UIPOBbIX MEXaHUK Ha 9PEKTUBHOCTb, BOBIEYEHHOCTb M MOTMBA-
LMo pabOTHMKOB, a TaKXKe MEXaHUKK, KOTopble NPUMEHMMbI 415 NnaTtdopMm pbiHKa Tpyaa.
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Abstract. Previous studies on the application of gamification in work processes have examined companies
with employees. However, both the audience and the specifics of platform work activities are also precisely
suitable for gamification. This article describes the principles on which the positive impact of game
mechanics on employee efficiency, engagement and motivation is based and the mechanics that are
appliable to labor market platforms are described.
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Mocne nangemumn COVID-19 nnatdopmbl cTanm
HEOTbEMJ/IEMOW HYacCTblO pbiHKa Tpyaa. CoBpeMeH-
Hble nnaTtdopMbl yqo6Hbl U NPOCTbl B UCMOJIb30-
BaHuu. Pa3BuTue yganeHHon paboTbl n ppunax-
ca NpMBEJIO K MNOABMEHUIO 3HAYUTENIbHOIO YUC-
Jla camMo3aHATbIX. [Jona cneunanmnctoB, 3aHATbIX
Ha nnatdopmax, pacTeT Kak B Poccuu, TaKk 1 no
BCceMy MUpyY. Ha cerogHaWHWM AeHb OCTPO CTOAT
npo6aemMbl 3dDEKTUBHOCTU NNATGOPMEHHBIX pa-
O0THUKOB, UX BOBJIEYEHHOCTH, a TaKXKe UX YOOB-

NIETBOPEHHOCTM PpaboTom, TaK KaK BCe 370 BAUSET
Ha Ka4yeCcTBO OKa3biBaeMbIX ycnyr. C 04HOM CTOPO-
Hbl, N1aTOOPMbI yKe NpeanpuHUMaloT Waru ans
NOBbILLEHNS Ka4YeCcTBa YCayr, pa3mellas oOT3biBbl
O KOHKPETHOM CneunanucTe, a Takxe onbiTe pa-
60Tbl — KOJIMYECTBO BbINOJIHEHHbIX 3a4a4y (Noes-
[OK, I0OCTaBOK, HamnMcaHHbIX cTaTten, Nnporpamm,
cKkpunToB). C Apyron CTOPOHbI, CYLLEeCTBYIOT CO-
BpeMeHHble MeTO/bl MOBbIWEHUS BOBIEYEHHO-
CTW M yOOBNETBOPEHHOCTHU PabOTOM, KOTOPbIE YIKe

BecTHuK BUCT (BalKMPCKOro MHCTUTYTa colmanbHbIx TexHonorui). 2024. N2 2(63) 157



80™ ANNIVERSARY OF THE N. A. SEMASHKO NATIONAL RESEARCH INSTITUTE OF PUBLIC HEALTH

npuMeHeHbl U 3dPEeKTUBHO cebs NoKa3biBaloT
BHYTPM KPYMHbIX KOMNaHWM ¢ 60blMM KOMYe-
CTBOM HaHSATbIX COTPYAHWKOB.

OOHMM U3 TaKMUX MeToAOoB ABNgeTCcs renMnudu-
Kauus. lenmmounKauna — 3To NpUMeEHEHNE Urpo-
BblX MEXaHWK B npouecce paboTbl (M OTAbIXA).
OOHMM M3 NPUMEPOB TaKMX MEXAHMK ABNGeTCs
cnepyrouas: nonb3oBaTesb Urpbl MoOAy4yaeT pas-
JINYHbIE HEMATepUanbHble (MM MaTepuanbHblie)
GOHYyCbl 3a BbIMNOJIHEHME ONnpeaeneHHoro Habo-
pa 3agaHnun. [ToMMMO 3TOro, B paMKax UrpoBoro
npoLiecca MOXET CylLecTBOBaTb paHroBasi cuc-
Tema, B KOTOPOW Npu CUCTEMATUYECKOM BbINO-
HEHWW 3ajaHUM MOXKHO [OCTUIHYTb 60Jiee BbICO-
KOro paHra, Ha KOTOpOM AOCTYMHbI AOMOJIHUTESb-
Hble 6OHYCbI AN COTPYAHMKOB. MrpoBas MexaHu-
Ka 0Obl4YHO CYLLECTBYET MO0 B MPUSIOKEHUU Ha
TenedoHe, NMOG0O Ha KOPNopaTMBHOM NOpTane, rae
COTPYAHMKM MOFYT OTC/IEXXMBaTb CBOM Mporpecc,
BWIETb NOTEHUMAsbHbIE BOHYCbI M TE€ BO3MOMXHO-
CTH, KOTOPbIMW OHU yXKe MOryT BOCMNONb30BaTbCS
B paMKax 60Hyca OT KomnaHuu. [lanee paccmoT-
pUM peneBaHTHble ucciegoBaHns no remMuodu-
Kaluun paboyero npotecca.

Kak B TeopeTn4ecKomn, Tak U B AMMUPUYECKON
Hay4HOW NuTepaTtype paccMmaTpuBaeTcs BAUSHUE
renMndunKaumm Ha aGPEeKTUBHOCTL PAaBOTHUKOB.

B pa6ote «Game on: Can gamification enhance
productivity?» [1] aBTOpbI BblABUIalOT rMNoTE3Y,
41O reMMmmdurKaLmsa NoBbllLAET BOBNEYEHHOCTb
3a CYeT nNpenocTaB/ieHUs paboTHUKaAM 4yBCTBa
aBTOHOMHOCTM, KOMMETEHTHOCTM M HE3aBUCH-
MocCTU. poaHanu3npoBaB AaHHble no 400 pe-
CMOHAEHTaM U3 pa3Hbix chep IKOHOMUKK CTpaH
MNepcracKoro 3annBa, aBTOpPbl NPUXOAAT K BbIBO-
[y, 4To renmmnduKaLumna nomoraet paboTHUKY No-
HATb CBOIO MOJIESHOCTb, YTO 3HA4YMMO MOBbIWLAET
BOBJIEYEHHOCTb COTPYAHUKa B paboyui npouecc.
Bcnepcteue aToro noBbllwaeTcs MoTUBaLUMA U 9d-
GEKTUBHOCTL PabOTHUKOB.

B amnupuyeckom wuccnegosaHun «Under-
standing the effects of gamification on work
engagement: The role of basic need satisfaction
and enjoyment among millennials» [2] aBTOpbI MC-
cnenyloT noTeHuuManbHble BO3MOMXHOCTU FreMu-
PUKaLUMM Mo YBEIMYEHUIO BOBIEYEHHOCTU Cpeaun
MWNIEHMANOB, a TaKXe n3yvaloT NOCPEeaHNYECKYIO
posib 6a30BbIX NOTPEOHOCTEN YenoBeka — YA0-
B/IeTBOPEHUE M1 yBIIe4EHHOCTb. B pesynbTtate aBTo-
pbl HALWJ/M NPAMOE U KOCBEHHOE NOATBEPXKAEHME,
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4YTO reMMudUnKaLms NOSIOKUTENBHO BIIUSIET Ha BO-
BfIe4eHHOCTb B paboTy. B yacTHOCTH, aBTOpbLI NoA-
TBEPAWIM CBOIO MMMNOTESY, YTO YAOBIETBOPEHHOCTb
N YBNEYEHHOCTb UrpatoT NOCPELHUYECKYIO POIb
B NMOBbILIEHNN BOBIEYEHHOCTH.

B uccnepoaHunm «Research on Impact of Work
Gamification on Employee Performance» [3] npo-
BepstoTcs Tpu runoTessbl. [NepBag — renmMnduKa-
LUS NOSIOXKUTENBbHO BAUAET Ha 3PDEKTUBHOCTb
paboTbl. Bropas — mexay renmnduKkaumnen n ad-
GEKTUBHOCTbIO MOCPEAHUYECKYID POJib Urpaet
YyAOBNETBOPEHHOCTb paboTon. TpeTbd — Tpaau-
LLMOHHOCTb paboTHUKa HEraTUBHO BAUSET Ha 3d-
deKT renmudurKkaymn. ABTopbl BbISBUIIKU, YTO HaK-
6onee 3HayuTeNbHbIN abdEKT renmmbduKaLmns
OKa3blBaeT Ha MOKOJIeHne MOoJIoAbIX crevuumanu-
CTOB, TaK KaK OHW 6onee npucnocobseHbl K Lnd-
POBbIM TEXHONOIUAM. B TO e Bpems Ha cTapluee
NnoKoJieHne renMmbunKaums MOXKeT He OKa3blBaTb
3HA4YUMOrO BJIUAHWSA, B TOM YWUCIIE MO MPUYUHE
60/blleN TPaAULIMOHHOCTHU CTapLIEro NoKONEHUS.
B cTtaTbe TakxKe noATBepKAaeTcs NoNOKUTENb-
HOe BNnAHWe renmndurKkaumm Ha adPeKTUBHOCTb
paboTbl U NOCpPeAHMUYECKasa Po/b B YAOBIETBO-
PEHHOCTU PabOTON.

B Hay4HOM paboTe «The Power of Gamification
in Employee Performance Management» [4] TaKkKe
OEMOHCTPUPYIOTCH MPaKTUYECKUE MpenumMyLLecTBa
renmmounKkaummn. 31o poct aPPEKTUBHOCTH, MOBLI-
LUIEHUS MOTMBALMM U BOBJIEYEHHOCTU. [ToMMMO
3TOro, aBTOPbI TAKXKE NOAYEPKMBAIOT M OrpaHuye-
HWS, CBA3AHHbIE C MPUMEHEHUEM reMMUdUKaLMH.
Ans TO0ro, 4ytoobl reMMUPUKaLMa aana MnonorHKu-
TeNbHbIN 3QDEKT, HEOO6XOANMMO Y4YMUTbIBATb CHELM-
UKy 1 UMETb rNy60KOoe NOHMMaHKE TPYAOBbIX pe-
CYpCOB, 3a[1eMCTBOBaHHbIX B paboTe.

Taknm 06pa3oM, aKTyanbHble UCCIefOBaHUS
OoTpaxkatoT NO3UTUBHbLIN IPPEKT OT NPUMEHEHMUS
renmmonKaumm Ha npeanpuaTnax. bonblWMHCTBO
nccneaoBaHWmn BbISBASIOT, YTO MPUMEHEHUE UTPO-
BbIX MEXaHUK A5 MOBbllWeHUss 9OPEKTUBHOCTH
COTPYAHWKOB AENCTBUTENbHO MOBLIWAET UX BO-
B/I€YEHHOCTb, yyyllaeT KOMMYHMKaLIMK, co3aa-
€T KOHKYPEHTHYIO cpefly U MOIOXUTENbHO BANSAET
Ha HacTpoeHue paboTHUKOB. PacTyllee Konuye-
CTBO UCC/iefOBaHNI1 No renMndrnKaLmnm Takxe oT-
paxaeT Bo3pacTalolmi UHTEPEC K laHHOW TeMe.
MNocnegHue nccnegoBaHUA He TONIbKO 3MMUPU-
YeCKM NoATBEPXAAatoT NoNoXKuTenbHble adpdek-
Tbl OT MPUMEHEHUS UTPOBbIX MEXAHMK, HO TaKXKe
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NOACBEYMBAIOT U 3HAYUTENIbHbIE PUCKU, CBA3AH-
Hble C renmubukaumen. NpenmyLecTBEHHO, 3TH
PUCKWN CBSI3aHbl C OTCYTCTBMEM MOHUMaHUA Y pa-
60THUKa ANs Yero BHeapseTca reMMmubuKkaumsa
W C Hel0CTaTO4YHOM NpPopPaboTKOM LeNen, NnocTas-
JIEHHbIX B paMKax UrpoBbIX MExaHWK, KOTopble
BNEKYT 3a CO60M CHMXKEHWE KayecTBa peaysibTaTa
B yrogy Konuyectsa [D].

Poccuinckme komnaHum «YouDo» u «AHAOEKC.
Mpo» B cBOEM UCCNefoBaHUK [6] pbiHKa TpyAa Onu-
cain NOPTPET CaMO3aHATOr0. 3T0 My»X4YMHa B BO3-
pacte oT 25 a0 34 net. B KayecTBe npodeccumn ca-
MO3aHsTble 06bIYHO BbIGUPAIOT TakMe Hanpase-
HWS, KaK OHNarH-cneumanbHOCTH, KypbepcKas fo-
CTaBKa, TaKCW, CTPOUTENLCTBO, PEMOHT U AU3aKH.
Monogon BO3pacT, Kak Obllo onNucaHo paHee
B cTaTbe, 60siee nNpeapacnosnoXeH K renmmnbnKka-
LMW, YTO AeNa€eT 3TOT MHCTPYMEHT XOPOLIO MOAXO-
OaWuM ang nnathopm pbiHKa Tpyaa.

YT106bI ONKcaTb cNocobbl MPUMEHEHUSA TEMMU-
dUKaLunmM HeOBXOAMMO HavaTb C TOr0, 3a CHET Ka-
KUX YeNOBEYECKMX MOTUBOB MOXHO CU/IbHEE BO-
BJieYyb cneumanncrta B pabovyunin npouecc:

— KOHKYpPEeHLHUS;

— CTpeMJIEHNE K pPas3BUTUIO, YIYYLIEHUIO
N NPEOOJSIEHUIO UCTbITAHWN;

— YKenaHue obnajatb YEM-TO PEAKUM WUJTN IKC-
KTIO3UBHbIM;

— OllyllEeHME CO31aHNS YEro-TO BEJIMKOIO;

— OlLYyLIEHME MOJIHOrO KOHTPONSA HaA npoLec-
COM.

Kakune UrpoBble MEXaHWKN 13 TEKYLLLEN NpaK-
TUKM MPUMEHUMbI AN CNELMANMUCTOB, 3aHAThIX Ha
nnatpopmax?

MNepBass — paHru unu cratycbl. 3a ycnewHoe
BbIMOJIHEHWUE ONpeaeneHHoro Konm4yecTea 3agad
Nnosb30BaTe/ib MOXET MOBbIWAaTb CBOW paHr Ha
nnatdopme 1 nosy4vyatb onpefeneHHble 60HYChI.
OnbITHbIE COTPYAHUKMU, KOTOPbIE NOSASIbHbI MaaT-
dopmMe 1 KoTopble peryisgpHO 3axoasaT U BbIMos-
HAIOT 3aaHuns, GbICTPO M KaYeCTBEHHO MOTYT rnpe-
TEHA0BATb HA CHMXEHWE KOMUCCUM NNaTdhOopMbl,
nonagaHWmM HaBEepPX MOMCKOBOW BblAayu UCMOSHU-
Teslen n gpyrue 60oHYyChbl, CNOCOOCTBYIOLIME B3aK-
MOBbITOAHOMY COTPYAHUYECTBY NNat@opMbl U UC-
NOSIHUTENS. ATOT TUN reMMUPUKaLMN JEMOHCTPU-
PYeT, 4TO reMMudUuKaLmnsg MOXKET ObiTb NosIe3Ha
W BbIrOAHa He TONIbKO A1 PabOTHUKOB, HO TaKKe
n ons nnatdopm, KoTopble MOTyT Noay4nTb 6osiee
JIOSSIbHOTO MoJib3oBaTesis nNnatdopmbl, KOTOPOMY

OyEeT UHTEPECHO U BbIFOAHO OCTaBaTbCs Ha naaT-
dopwme.

BTopas — wKana nporpecca uian 04K onbita.
[n§a aTon MexaHWKKW MOTyT ObITb pasnyHble Npu-
MeHeHUs. OHa MOXXEeT oTo6paxaTb BbIMOSIHEHKE
COBGCTBEHHOrO MNnaHa Ha AeHb / Hefento / MecsL.
lnaH MoKeT BblpaxaTtbCs B 3apaboTaHHOMW CyM-
Me, KONIMYEeCTBE MOe3A0K TaKCKU WX BbINOJTHEH-
HbIX JOCTaBOK. LLIKana mokeT oTo6paaTtb CKOJlb-
KO BbIMOJIHEHHbIX 3a4ay OCTanoCb A0 AOCTUKE-
HUS cCneaylolWero paHra uaun cratyca. lomumo
3TOro, WKany nporpecca MOXHO NPUMEHUTb NS
KPYMHbIX NPOEKTOB, KOrAa 3ajavya pasdunBaeTcs
Ha HECKOJ/IbKO 3TarnoB. 3TO MOXET 6bITb Nones-
HO KaK ANns UCMONHUTENS, TaK U AN 3aKa34duKa,
KOTOpPbIX ByaeT HarngaHO BUAETb TEKYLMK cTaTyC
BbIMOJIHEHWS MPOEKTA.

TpeTbsl MEXaHWKa — co3aaHue Tabnuubl nuae-
poB. [ns nnaTtdopMbl JOCTABOK U TAKCU MOMKET
ObITb aKTyanbHa Tabnuua IMAepoB, B KOTOPOK
OyayT oTo6parKaTbCs caMble pe3yfbTaTuBHbIE pa-
60THUKK. N5 TOro, 4To6bl MOTUBALIMA HE yracana
CO BPEMEHEM — 3a [JOCTMKEHME NYHLINX Pe3yib-
TatoB PaboOTHMKOB naatdopm HeoBXoAMMO pe-
rynsipHO Harpaxkgatb. 910 6yAeT co3aaBaTb KOH-
KYPEHLIMIO N MOTUBUPOBATb PabOTHUKOB BbIMOJI-
HATb 6O0Jiblle 3aKa30B U BhIMOJIHATE UX BGbICTpee
N Ka4yeCTBEHHee.

YeTBepTas — Harpafbl 3a BbIMOJIHEHWE WUC-
nbiTaHni. OHM Yallle BCEro NpMMEHSoTCS B BUae
3HaA4YKOB MK Mefanen B npoduae cneymanmcra.
3T Mmeganv BUOHbI KAk camoMy CreuunanucTy, TaK
M 3aKa3ymkam. CTpemMsieHne K NpeogoneHmto nc-
NblITaHWUM NOBYAUT pabOTHUKA AOCTUraTb LEnen
Ona nonydyeHus Harpagbl. lMnatdopma, B CBOIO
oyepeb, NS JOCTUKEHUA COBCTBEHHbIX LIeNEBbIX
nokasaTesien CMOXET 3aMOTUBMPOBaTb PabOTHU-
KOB 191 JOCTUXKEHUS 3TUX LieSIer C MOMOLLbIO Npo-
CTOWM U NOHSATHOM UFPOBON MEXaHUKM.

MNaTas — orpaHWyeHWe rno BpeMeHU Yyepes 06-
paTHbIM OTCYEeT. TaKas MexaHUKa MOXeT npume-
HATbCS B TEX HAMpPaB/IEHUSX, 1€ CPOKM CTPOro pe-
rnameHTMpoBaHbl. Hanpumep, B paboTte KypbepoB
[IOCTaBKM UK B paboTe TaKcu Npu ero nojgadye.

[ToMuMO 3TOro, renMmbUuKaLmMsa MOXKET Npume-
HATbCS HE TOJIbKO AN1K MOBbIWEHUSA 3PDEKTUBHO-
CTM B npouecce paboTbl, HO U AN 06y4EeHUs CO-
TpyaHWKOB. O6y4eHWe MOMKET BKIOYATb KaK nosy-
YyeHue HaBbIKOB B3aMMOJENCTBUA C NNaTthopMon,
TaK U B3aUMOJENCTBME C 3aKa3vynKaMu, a TaKKe
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TEXHUYECKME HaBbIKKU, HEOBXOANMbIE OrnpeaeneH-
HoMYy cneunanucty. PaboTHrkam nnatdopm, KoTo-
pble NPoXoasT Kypc 00y4YeHUs, MOryT BblhaBaTbCs
3NEKTPOHHbIE Mefanu U Apyrue 60HYChI.

TakMm 06pa30M, MOXKHO C YBEPEHHOCTbIO CKa-
3aTb, YTO NAATPOPMbl MOIYT NEPEHATH OMbIT KOM-

NaHWW C HAeMHbIMKU paBoTHUKaAMU U BHEOPUTb
UrpoBble MexaHWKMU. MNnaTdopMebl nosiy4aT rmbKkue
WHCTPYMEHTbl MOTUBALMKW, BOBNIEYEHUS U, KaK
cneacrteme, NoBblleHNs 9OGEKTUBHOCTU paboT-
HWKOB. A cneuunanucTbl noay4art npo3payvHble UH-
AVKAaToPbI U LLeNn Ans cBoen paboTbl.
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