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POJIb TENMH®HKAIIII B OBPA3OBAHUI

AnHotanus. beicTpoe pa3BiTIe TEXHOIOTHIL H pacTyIii 00bseM oOMeHa
nHdopmariieli  OTKphIBaeT  HOBBIE  BO3MOXKHOCTH  JUIA  YIYUIIEHIS
Oﬁp&.’SOBﬁTEJ’IBHBTX IIPpOLIECCOB C IIOMOIIBHO pa3JIHIHBIX METOIOB.
IefiMudukanis cTaHOBHTCA OJHOI 13 TeX 3((HeKTHBHEIX IMPAKTHK H CTHMYJIIOB,
KOTOpBle [OBBIIIAIOT MOTHBAIIHIO H  BOBIEYEHHOCTh YyYallIXCA B
o0pa3oBaTelbHYIO cpelly. YUHTBIBasA BaKHOCTb 00pa30BaHIA I COBPEMEHHBIX
VUEHBIX I KYJIBTYPHBIX KPYTOB, B 3TOM 3CCe HCCIeayeTcs, KaK reiiMiIKanisa
HCIOIb3YeTCs B Impolecce o0yueHis, i 1aeTcs 6o1ee TOUHOE MpeICTaBIeHIE O
pe3yibTaTax, 3a(bIIKCIIpOBaHH]>lX B CTaThiaX, H O TOM, KaK OHH OBl
JOCTHTHYTHI.

KaroueBnle coBa: refiMi@uKaiisg, HIPoBoe oOydeHIe, 00pa3oBaHIe,
3JIeKTPOHHOe OoOyueHHe, HTpoBas MeXaHHKa, HIpoBas IHHAMIKa, HIPOBOIl
Ji3aild.
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Angatna. TexXHOTOTHAHBIH KAapKBIHIBI JaMybl JKoHe akmapaT
aJIMacyIbIH ©CII Kelle jKaTKaH KejIeMl 2pTYpiIl JIICTep apKbUIbI OuTiM Oepy
IpolecTepiH JKaKcapTyFa JKaHa MYMKIHIOIKTep amajael. [efimuduxanns
OKVIIBLIApAbIH OuriM Oepy opTackiHa JereH BIHTAChl MeH OeJCeHILUIriH
apTTBIPATHIH THIMII TaKipHOeaep MeH bIHTATaHILIpYIapabIH OlpiHe aifHaIyaa.
Kasipri razsiMaap MeH MaIeHH TONTap YIIH OLTIMHIH MaHBI3IBUIBIFBIH eCKepe
OTBIpBINN, Oy1 Makaza TreliMHQHKAIHMAHBIH OKY IIpolleciHIe  Kajlail
KOJIIaHBIIaTBIHBIH 3epTTeiinl KoHe 0acKa Makaialapia Ka3bUIFaH HoTIKeTep
MeH OJIapFa Kajail KOJI KeTKI3UIIeHl Typalbl HaKThl TYCIHIK Oepel.

Tyiiin ce3nep: reiimudukanis, oifIH apKbelIsl 61TIM Oepy, OuTiM Gepy
canzackl, MeKTPOHIBI OKBITY, OHBIH MEeXaHIKACHl, OIbIH IHHAMHKACHI, OIBIH
JIH3aiTHEL.

F kK

Abstract. The rapid advancement of technologies and growing amount of
information exchange provides new aspects to improve educational processes
through various methods. Gamification becomes one of those effective practices
and stimulations to increase motivation and engagement of learners in the
educational environment. Given the importance of education in contemporary
academics and culture, this essay examines how gamification is being used in
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the learning process and provides a more precise picture of the results recorded
in the articles and how they were achieved.

Keywords: Gamification, Game-based Learning, Education, E-learning,
game mechanics, game dynamics, game design.

Beeoenie

Jloka3aHo, 4TO pa3BHTHE CTPaHbl BO MHOTOM 3aBICHT OT YeJOBeUeCKHX
pecypcoB. Kak n3BectHo, 0Opa3oBaHIe OTBe4aeT 3a (JOPMHPOBAHIE UEIIOBEKA;
Taknm oOpaszom, cuctema oOpa3oBaHIS HrpaeT BaXHYK POJIb B CO3TAHHH
OCHOBBI JUIA TPOIBeTaHHS Haiuu. YeM BbIllle YPOBEHb I'PAMOTHOCTH, TeM
MeHbIIIe IPOLEeHT Oe3paboTHIbl. YTOOB MOCTPOHTE CHIBHYIO 00pa30BaTeIbHYIO
CHCTeMY, IO/DKHO OBITE JOCTATOUHO NeJarorngecknx MeronoB. C paHHero
JeTCTBa OO0 IJIYOOKOIH CTapoCTH OBICTpOoe pa3BHTHE COLHAIBHBIX ceTell I
TeXHOJIOTHII CTaJIO MOBCeAHEBHOII PYTHHOII YyeoBeuecKoil xki3HH. [logBieHne
HOBBIX OJIOTOB, CepBHCOB, ILIATGOpPM COLHAIBHBIX ceTeil n BeOcaiiToB B
HACTOSINEe BpeMs 4acTO HCIONb3YeTCA B HHGOPMAIIHOHHEIX IeX. TouHo Tak
ke eme B Hauate 2000-X KOMIBHOTEpPHEIE aJalTHBHLIE HIPEI HCIIOIL30BAICE
IS H3YUEHIIs BTOPOTO S36IKa B HEKOTOPBIX mIKomax [1].

Ho ceifluac ¢ pa3BHTHeM BBICOKHX TeXHOJOIMHil, TaKHX Kak IIHTepHer,
BcTpoeHHEIe cucTeMbl (IOT), MoOIUTBHEIE raKeTEl, 00pa3oBaHIe Pa3BHBAETCA.
C MAaccOBBIM HCHOJIL30BaHHEM BBICOKHX TE€XHOJIOTHII JTOIH HAUHHAKIOT HCKATh
Gonee 3¢¢eKTHBHBIE METOIB H HHCTPYMEHTHl 11g Ooree 3ddekTiBHOrO
oOyueHns aereil H B3pociaplX. OAHH H3 TaKHX MeTOIOB - reiiMudukamnusg
00pa3oBaTeIBHOTO mpolecca. VueHsre M0-pa3HOMY OITIICEIBAIOT
reiivngukamro. Ho Bce OHN mNpHaepXIBalOTCA TOTO JKe MHEHHS. 4TO
reiiMHUKALNA - 3TO HEHTPOBOII MPOIECC, B KOTOPBIN BKIOYEHEB! 3J1eMeHTEI
HIPOBOrO Xapakrepa. ITH HTPOBBIE 3TI€MEHThl BKIKYAKT CHCTEMY IIOJCYeTa
OYKOB, CIICKH JHJIEPOB, BHYTPH-HTPOBBIE MOJAAPKIH, HHTEPECHbBIE HCTOPHH I
apyrie. OHHI HCMOTB3YIOTCA I8 MOBBIIISHIS MOTHBAIINI, BOBISUSHHOCTH I
KadecTBa 00ydeHHs CTYIeHTOB He TOJIBKO B 00pa30BaTelbHOII cpede, HO U B
apyrux cdepax xm3HHL. Icrmonp3oBaHne refiMuuUKamiy B 0Opa3oBaTeIbHOI
cepe HabHpaeT MOMYIAPHOCTD, IIOCTENEHHO J0Ka3bIBasA CBO 3 (eKTHBHOCTE.
B pe3ynsTaTe MHOTHE MpenoaBaTeni, 00pa3oBaTeIbHbIe YUPEKISHNIS 1 JIakKe
KPYIHBIE KOMIIAHHH BKIKOYAKOT 3JI€MEHTHI reiimmdukaim B CBON yueOHBIe
nponecchl. CTIpyKTypa H IH3ailH HIP MO3BOJAIOT peanl30BaTh 31eMEHTEHI
reiiMiu(pUKaLHH B paMKax MeToaa 00ydeHHs Ui HHTYHTHBHOI HHTepIIpeTalii
MeXaHHKH HTPOBEIX MPOIIeCCOB.

Onpeoenenie

«lIcnonep3oBanne TeopHH Hrp, rpadHKH H HIPOBOIl MEXAHHKH IUIA
noomipeHus o0yueHna, nodOyK/IeHNsA K 1eliCTBHIO, BOBIeUeHHs M0JIb30BaTeneil
I pelleHist npobiaeMy», - Tak onHchBaeT reiimiduxarnno Kanm [2].

[eiimn¢uKanng - 3TO HCIOIb30BaHIIe HIPOBOTO MBIIUISHHS, TTOIX0I0B H
3JIeMeHTOB He B HIpoBoM cMEbIciIe. Kak B popManbHOIL, Tak H B IIOBCEIHEBHOI
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00cTaHOBKe HCIIOTB30BaHHe HTPOBOIl MeXaHIKH yBeTH4NBaeT BIOXHOBEHHE I
noHnmanne. Cleayronnme 3HaueHHs IIepeceKalOTCs M MOTYT  OBITh
pe3toMupoBaHel: ['efiMHpUKaLIA - 3TO IPIUIOJKEHHE HIPOBBIX 3JI€MEHTOB I
HIPOBOTO MBIIILIEHHS K HEHTPOBLIM MPAKTHKaM. B refiiMidukaiii urpst nMewoT
HECKOJIBKO BaKHBIX XapaKTePHCTHK:

* [Totp30BaTeNH ABIAIOTCA OJHOBPEMEHHO YIACTHHKAMH - COTPYAHHKAMI
IUTH KJIHeHTaMH (U1 On3Heca), CTyAeHTaMH (1711 yJeOHBIX 3aBeIeHHil);

* BEI30BHI / 3aJaul, KOTOPBIE IOJIB30BATEeNH BEIIOTHSIOT H MPOIBHTAIOT
JUISL TOCTHZKEHHUS ONpeJlelleHHBIX Lleleil;

* arUIBl, MOTyUeHHBIE B pe3y/IbTaTe BHIOIHEHIIS 3aJaHiL;

* YPOBHIL, KOTOPBIE MOIB30BaTEN MIPOXOIAT 110 Gastam;

* HarpaJbl, KOTOPEIe CIyKAaT CTHMYJIOM IUIS BEIIOIHEHNS AefiCTBHIT;

* PAaHXKHPOBaHHe MOJIb30BaTelNeil 10 HX JOCTHKEeHHAM.

Hepoeaa mexanuxa u OuHamuxa

Pa3BrekaTebHBle HTPHI BKIIOYAIOT B ce0s MpPUATHBIE BIeYATIeHHs, I,
MOXOKe, HHTEpPeC K Pa3BIeKaTelILHBIM HIPaM He TOIBKO He ociabeBaeT, HO U
npoxokaeT pactil. @utokpatus, Runkeeper, Nike +, Zombies, Run! i gpyrue
KOMITbIOTepHBIe TefiMH(HIIPOBaHHBIE CePBHCHI MOMOTal0T CTPYKTYpPHPOBATh,
MOIepKHBATh H MOTHBHPOBATh 3aHATHA QUTHecoM [3].

Taxke OBITO TpednOkKeHO, YTOOBI HIPOKH B KOMMEpPYeCKHe HIPEI
VIYUIIATH CBOH HABBIKH DeIleHHs MpoOaeM H UTeHHs, H 4TOOBI XOpoIIie
KOMMepUecKile HIphl BOILTOIIAIN B cebe Xopomme oOydaromie IeHHOCTI,
M03BOJISAA HIPOKaM (G PeKTHBHO H 3aIyMUHBO YIaCTBOBATh BO BpeMs HIPEI [4].

The game economy

Things Social capital
Cash Status
Prices Charity
Points Gifts Friends
Rewards Groups
Resources Contribute

Likes

Badges - Levels —

Fun Self esteem
Excitement Praise
Delight Mastery
Surprise Leadership
Discovery Conquest
Fantasy Access
Awe

Pucynox 1. Hepoeas 3xoHomuxa
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ATeHTEBI, IpeIMeThl, KOMIOHEeHTHI H HX OTHOIIEHHs B HTPe Ha3bIBAIOTCH
HTPOBOIl MeXaHHKOIl. OHH OIICBEBAIOT HIPY KaK OCHOBAaHHYIO Ha MIpaBHIaxX
CTPYKTYpPY, KOTOpas OIpeJieIseT, YTO MPHCYTCTBYeT, KaK OHA ()YHKIIIOHHPYEeT
I KaK UTPOKH MOT'YT B3aIMOJEIICTBOBATE ¢ HIPOBOIl cpejioil. JIHHAMIIKA HTPEI -
3TO SMEPIREHTHOE IIOBECHIEC, KOTOPOE€ BO3HHKACT IIPH HCIIOIbB30BaHHHI
MEXaHIKH B HIPe, a 3CTeTHKa - 3TO 3MOIHOHAIbHBIE peaKUHH HIPOKOB Ha
HTPOBOII mporecc [5].

Oukn, 3BaHHA, MeJamH, TpodeH, BHPTYalTbHBIE IIpeIMeThl, TaOIHIEI
TMHIepOoB H BHPTYalbHBlE MOJApKH - BCe 3TO XOPONIO H3BeCTHas HIPOBas
mexannka. [lo cmoBam Illondensaa, Harpaabl, 3BaHIe, COpPEBHOBaHIIE,
CAMOBBIPAXKEHHEC 11 IPYTHE COCTABIAIOIIIE IIl'pOBOfI AHHAMIIKIIL. On 1;1306pa}1{aer
47 pa3mIYHAIX T€MEeHTOB HIPOBOIl ANHAMHKII [6].

Tefivugpuxayua 6 oopazoeaii

KOHTaKT co cTyZeHTaMH H YYHTeISAMH, B3aHMHOCTh, ObICTpas oOpaTHas
CBA3b, COTPYAHHUECTBO MEXKIY CTYAeHTAMH, KOHCTPYKTHBHbIE CTpaTerHu
oOyueHIsi, BpeMss Ha MICCHI, MpH3HAHHE pPa3HOOOpa3ms, KOMMYHHKAIHS
BBICOKIIX O}KIIJI&HIH'I I pasIITIHBIX cTHIel OﬁleEHIIH OT KazKI0T0 CTYIEHTA - BCE
3TO MOJKeT MOOUIPATECA B 3(peKTHBHOIT 00pazoBaTenbHOII cpere [7].

KiroueBoil memplo 00pa3oBaHNA SBIAETCS IOBBINIEHIE YCIeBaeMOCTH,
OPOAYKTHBHOCTH, IPHBEP;KEHHOCTH, CYAaCThid H BIOXHOBEHHS YYAIIHXCH.
Icrionp30BaHIe HTPOBOIT MEXaHUKH H reiiMH(HKAITHH TOMOKET JOCTHYb 3THX
nesneii.

YHpaBJ]EHIIe 06pa3033H]IEM ABIACTCA Ba*XKHBIM KOMIIOHCHTOM MOJICIIH,
KOTOpass TIOMOraeT YydJallMcs OBITh BOOIYIIEBIEHHBIMH, CUACTIHBBIMIIL,
3dekTHBHBIMI H pe3yabTaTHBHBIMH. Mozenb, MOKa3aHHasd Ha PHCYHKe 2,
BKIIOUAaeT CledyIOllHe KI4eBble JIeMeHTH: VIpaBlIeHHe, HIPOBYIO
JIMHAMHKY, KpHTHUecKHe  (akTopbl, 3Tambl  pa3paboTKH,  3JIeMeHTHI
B3aUMOJEICTBIA C [OIb30BaTelleM, HIPOBYI0 MEXaHHKY, 3I€MEHTEI
rei'mmtnmamm 1 IX BIIAHIE HA YUAITHXCA.
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[Elements of gamification
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Pucyrok 2. Mooens celimugurayiiu ¢ 00pazo6ariiu

Bausnue cooepixcaniis 06VueHIA Ha pe3yibiidanvl 00VyeHs

OTCyICTBIE BBICOKOKAUECTBEHHBIX YUeOHBIX pecypcoB Hapaay ¢
refiMupuKamuell He YIYYIHT pe3yabTaThl oOydeHHsA. [efimndpuxamims
o0pa3oBaHHsA He NOMOKeT IO0OHThCS ycIlexa, eclIH Y4eOHBIII MaTepnal He
nmoMoraeT yduammMmcs B ydebe [8]. DTo 3asBiIeHHe CIVKHT IOJIe3HBIM
OpHMeuaHHeM KaK I8 YUYeHbIX, TaKk U Ui Bpaueil. HesaBucumo ot
TEXHOJOTHYEeCKHX UM  [eJaroriyecKnX  JOCTIDKeHHIl, HeoOXOIImMBbI
KauecTBeHHkle yueOHBle MaTepuansl. Ha yueOHEBIT ONBIT yuamimxcss MoxeT
3HAUNTEIBHO BINATH pa3Has CTelleHb OTHOIIGHHA H TNOBeleHHsd. XoTd
KOHCTPYKIHH (HampuMmep, BpOKIeHHas MOTHBALHA) MOTYT pa3IHYaTbCi B
3aBHCHMOCTH OT KOHTeKCTa, B y4yeOHOIl IHTepaType OBUIH OOHapyKeHBI
JI0Ka3aTeIBCTBA 3HAUIMOII B3aIIMOCBS3H MEXKIY OTHOIIEHIEM U IMOBeIeHHeM
yuanmxcs u pesyiabratamu obyuenns [9]. CTyaeHTBI, KOTOpbIe MPILIArarT
Gorpllle MMO3HABATEIBHBIX YCITHIL, TPaTAT OOIIbIIE BPEMEHI Ha BEIIOTHEHIE
3aJaHHsg H KOHCTPYKTHBHO OTHOCAICH K IIpeiMeTy, TeOpeTHUYeCcKH MOTYT
YBHJIETH JTyUIlIHe pe3ynbTatsl [10].

3axmoverue

Pe3yabpTaThl 3TOTO HCCIEIOBAHIS MOATBEPKIAOT THIIOTE3Y O TOM, UTO
HIPOBOIl cerMeHT Bce Ooibllle H 0olbllle pa3BHBaeICA., OCOOEHHO cpenn
HEIHENIHero nokoneHns. Hapsay ¢ Tum HabupaeT 000poTHI reiiMudukanis,
ocobeHHO B cepe oOpaszoanns. CeroaHsa oCHOBHas 3ajada reiiMuUKaIim B
00pa3oBaHHH - MOTHBHPOBATh H BOBIEKaTh CTYI€HTOB B 00yueHIe.

B 3ak1r0ueHHe MOKHO CKa3aTh, YTO refiMH(HKAIIA - 3TO He pelleHHe OT
BceX mpoOrem oOpa3oBaHHs, H ee clIeQyeT IHCIOOJIB30BAaTh TOIBKO MpH
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HEoOXOIIMOCTH, HHaue OHa He OyaeT cmocoOCTBOBaTh K 3((eKTHBHOMY
o0yueHHro.

10
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