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B OBPA3OBATEJIBHOM ITPOLECCE

USING GAMIFICATION
IN THE EDUCATIONAL PROCESS

Hay4Hblil pyKoBOAHTE/Ib:

Tykoea Examepuna Anexkcanopoena

Crapiuii npenojaBareib, Y palbCKui
rOCy/1apCTBEHHBIN YHUBEPCUTET MyTEH COOOIICHHUS

AnHoTanusa. Urpodukanus npeacTaBiseT co00i BHEAPEHUE UTPOBBIX JJIEMEHTOB B
HEUTPOBOM KOHTEKCT. byaydun 3(DPEeKTHBHBIM HWHCTPYMEHTOM OOYYECHHsS, OHA 3aMETHO
ylIydliaeT yCBOGHWE Marepuaja, IMOBBIIIAET MOTHBALMIO YyYallUXCs, CHOCOOCTBYET
Pa3BUTHIO KPUTHYECKOTO MBIIUICHHUS. B cTaThe yka3aHbl OCHOBHBIE METOIBl M TPUEMBI
urpoduKaluy, MpPUMEHsEMble B Y4YeOHOM IIpollecce; MPUBOJISATCS PEKOMEHAAIMH TI0
YCTIEITHOMY BHEIPEHHUIO HTPOPUKAIIUHN B YICOHYIO MMPAKTHKY.

Abstract. Gamification is the introduction of game elements into a non-game
context. Gamification serves as an effective teaching tool. It significantly improves the
assimilation of material, increases the motivation of students and promotes the development
of critical thinking. The author lists the main methods and techniques of gamification used
in the educational process. The article contains recommendations for the successful
implementation of gamification in educational practice.

KiroueBble cioBa: urpoukaius, UrpoBble 3JEMEHThI, MOTHBAIUs, OOy4YEHUE,
y4eOHBIH Tporiecc.
Keywords: gamification, game elements, motivation, learning, educational process.

B ycnoBusix pacnpocTpaHeHuss IUGPOBBIX TEXHOJOTUN UTpodUKaIsL
CTaHOBUTCS BaKHBIM (haKTOPOM TIOBBIIIIEHUST MOTHUBAIMK B HHTEepeca. He cekper, 4To
BBEJICHHE WIPOBBIX DJIEMEHTOB B Y4YE€OHBI MpoIecC JellaeT €ro He IPOoCTOo
WHTEPaKTUBHBIM, HO M1 HAMHOTO 00Jiee YBIEKATEIbHBIM, OCOOCHHO JIJIS TIOKOJICHUS Z
(Tak Ha3BIBAEMBIX «3YMEPOB») — T€X, KTO poauics B 1997 — 2012 rogax. Hanomuuwm,

yTO ToA urpodukanuen (oHa e — reimMuduUKanus) MOHUMAETCS HCIOJIb30BAHKE
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KOMITOHEHTOB WI'Pbl B HEUTPOBOM KOHTEKCTE. JTO OIpEJIEICHHEe, CTaBIliee 0a30BbIM
I TIOCHIEYIONIMX HcclenoBaHui, npemioxkuwa B 2011 romy MexayHapOIHBIM
KOJUIEKTUB aBTOpoB B coctaBe C. [lerepaunra, /1. Jlukcona, P. Kanen u JI. Hakke [1].
OcCHOBHBIC TIPUHIUIIEI WUTPOPHUKAIMA — JOOPOBOJIBHOE YyYacTHE, IOTyYCHHE
MOJIOKUTEJIBHBIX AMOIIUM U CBA3b C peaibHOM KHU3HbIO [4]. HbIHEIIHUM CTyaeHTaMm
uUrpoduKaIms mo3BoJIsIeT KOMPOPTHO OITymaTh ce0s B 00pa3oBaTeaIbHOM MPOILIECCe,
YTO, KOHEYHO, B MIEPBYIO OUYEPE/Ib AKTYaIbHO JJIsI MIIAJIIIUX KYPCOB.

Konnenmus urpodukanmu 3apoaunack B camoM Hadaiie 2000-x romoB, XOTs
caM TepMHUH BO3HHUK eli€ B 90-¢ 1 nmoHayamy OTHOCWICS K BU3yaIM3alluu EPCOHaXEH
KOMIBIOTEpHBIX UTrp. K 00pa3oBaHMIO OHA CTajga MPUMEHSTHCS B BUJIE OTACIBHBIX
UTPOBBIX MPAKTUK MpUMEpPHO ¢ Havana 2010-x.

Kakwue >xe MeTop1 1 ipuéMbl UTPOGUKAIIMH UCTIONB3YIOTCS B 00y4eHnn?

o bannvt u pelimuneu: 6amiabpl — 3a BBINOJHEHUE 33IaHUNA U Pa3IUYHBIC
AKTUBHOCTH, PEUTUHTH — KaK CTUMYJI 3J0POBOM KOHKYPEHIINU;

e Haepaowvl u noowpenus — NpeACTaBIAIOT co00i MyOIMUHOE MPU3HAHUE
JTOCTUKEHUH B yuéoe;

e Ksecmwvl u muccuu — NpeBpalaloT yueOHBIN MPOLIECC B YBJIEKATEIbHOE
MPUKIIOYEHNE, B TOM YHUCIE, C BOBMOXHOCTHIO MOJICITUPOBAHUS U3YIaeMOTO
oobekTa [3];

o Komanonwiti nooxo0 — pa3BUBAET HABBIKM KOMMYHUKAIUMH, JTUAEPCTBA U
B3aMMOITOMOIIIH;

o Obpamnas cea3b ¢ npenodasamenem U Camooyenka (pegrexcus) —

IMIOMOTar0T CTYACHTY IMPOAHAJIU3HUPOBATDH HOHY‘ICHHBIﬁ OIIBIT, OLICHUTH IIJIFOChI
U MHUHYCBI I/II‘pO(I)I/IKaI_II/II/I, pPaBHO KaK M OCO3HATb CBOM JOCTHIKCHUA U

HeyJa4yu B yu€oe.

B mnacrosmee Bpemsi pa3BuTHE UTpodUKaAMU HUAET Cpa3y MO HECKOJIbKUM
HamnpaBJieHUsIM. Bo-TIepBbIX, 3TO HEYKJIIOHHOE COBEPIIEHCTBOBAHUE OOYYaIOLIUX WUIP

U KOMIBIOTEPHBIX O0pa30BaTENbHBIX MporpamMMm (Hampumep, MIargopma IS
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M3yUYeHHS S3BIKOB «JlyonmHTOY», MrpoBas oOydaromas miargopma «Kahoot!»). Bo-
BTOPBIX, BHEIPEHUE UTPOBBIX METOJOB B CHCTEMY YIIPaBJICHHS Y4€OHBIM KOHTEHTOM
u oOydeHueMm B IieioM. M HakoHel, B-TPETbUX, HEOOXOJUMOCTH IOCTOSTHHOTO
MO/ICPKaHUsT MOTHBAITMKA OOYYAIONTUXCS, WX BOBICYEHHOCTH B YUCOHBIA MPOIIECC
[2]. B kauectBe peKoMeHAAUWK HA30BEM IMOCIEAOBATEIbHBIC IIard MO

HUCIIOJIB30BaHHIO I/IFpO(l)I/IKaI_[I/II/I Ha 3aHATUSAX B BBICIICH IIKOJIE:

1) Ormpenenenne 1enu UTPoPUKAIIN — 3TO MOXKET OBITH YIyYIICHUE
[0J1a4l MaTepuala WK MOBBIILIEHNE MOTUBALIUU CPEIH CTYACHTOB.

2) O3HakomiieHME C  YCINEIIHbIMH  @pUMepamMu  UrpouUKaluu
oOpa3zoBanus B Poccun u 3a pyOe:kom, OlleHKa BO3MOKHOCTEH UX aJanTaiuu
K COOCTBEHHOU yueOHOI MpaKTUKE.

3) Brwibop meTomoB 00ydeHHMs — OpraHusanus KBECTOB, paboTa B
KOMaHJiax " T. 1. PazymeeTcs, METO1bl MOKHO KOMOMHUPOBATb.

4) Pa3paboTka cucTeM OIIEHMBAHMS U IOOIIPEHHS] — B MEPBOM CIlyyae
peub HAET O OauIbHO-PEHTHUHIOBOM CHUCTEME, BO BTOPOM — O CIOCO0ax
HNOJJEPKKU YUYEHHKOB, JOOMBIIMXCS 3HAYUMBIX pE3yJbTaTOB (BpydeHHUE
IUIIOMOB, TPaMOT, IIPU30B U IIPOYEE).

5) OOGecneuenne 0OpaTHOM CBSI3HM CO CTYJICHTAMH, MOJYYCHUE OT HUX, —
HampuMep, MyTéM HamucaHHs 3cce, — pedUIeKCUH MO MOBOAY UIpOopUKALUU

y4eOHOro mpoiiecca.

Utak, wurpodukamuss mnpeacTaBisieT coOOW TMEepCINeKTUBHBIN MOAXOA K
MOJIepHU3aluu 00pazoBaTeNbHOro mnpoiecca. OHa HE TOJIBKO TOBBIIIAET YPOBEHb
UHTEpeCa U BOBJIECYEHHOCTH, HO U CIOCOOCTBYET pa3BUTHIO Yy CTYJEHTOB
npodeccHoHaNbHBIX ~ HaBbIKOB. [Ipm  3TOM  KpaiilHEe  BaXHO  YYUTHIBATH
UHAUBUAYAJIbHbIE  OCOOCHHOCTHM  OOy4yaroluxcsi M COOTBETCTBEHHO  ATHM

0COOCHHOCTSIM MO0UPATh MPUEMBI I METOJII UTPOBOTO OOYUYECHHUSI.
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