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POJIb TEUMU®UKAIIMA B OBPA3OBAHUN

AHHoTanus. bricTpoe pa3BUTHE TEXHOJIOTHI U pacTyIIuil 00beM oOMeHa
uHpOpMalMell  OTKPHIBAET  HOBBIE  BO3MOXHOCTH Ui YJIYYIICHHS
o0pa3oBaTeNbHbIX  IPOLECCOB €  MOMOIIbIO  Pa3jIMYHbIX  METOJOB.
I'eliMmudukanyst CTaHOBUTCS OJTHOU U3 TeX APPEKTUBHBIX MPAKTUK M CTHMYJIOB,
KOTOpBhI€  MOBBIIAIOT MOTHUBAIIMIO ¥  BOBJIEYEHHOCTh  y4allUXCS B
00pa3oBaTeNbHYIO Cpey. Y YUTHIBAs BAKHOCTh 00pa30BaHUS ISl COBPEMEHHBIX
YUEHBIX U KYJIBTYPHBIX KPYTOB, B 3TOM 3CC€ HCCIEAYyeTCs, KaK reiMuduKanus
UCTIONB3YETCS B Mpoliecce 00yUueHHsI, U 1aeTcst 00Jiee TOUHOE IPEACTABICHUE O
pe3ynbTaTax, 3a(UKCHPOBAaHHBIX B CTaThsX, U O TOM, KaKk OHHU ObUIH
JOCTUTHYTHI.

KuloueBble ciaoBa: reiimudukanus, UrpoBoe o0ydeHue, oOpazoBaHue,
AIIEKTPOHHOE OOy4YeHHE, WUIpoBas MEXaHUKA, UTPOBas JUHAMHUKA, UTPOBOM
A3aiiH.

**k*k

Anparna. TexXHONOTHSHBIH KapKbIHIBl JaMybl JKOHE aKIapar
aJIMacyJiblH ©cCill KeJe KaTKaH KeJeMi opTypil 9JicTep apKbuUibl OutiM Oepy
MPOIIECTEPIH KaKcapTyFa JKaHa MYMKIHAIKTEp amajibl. [ elMudukamms
OKYyHIbUIApJBIH Ou1iM Oepy opTachlHa Jere€H bIHTAChl MeH OeJICeHIUTIriH
apTTHIPATBIH THIMJI TOXKIpUOEIep MEH bIHTAIAHABIPYIApAbIH OipiHe alfHaTy/a.
Kasipri raipiMap MEH MOJIEHH TONTAap YIIiH OLTIMHIH MaHBI3/IbUIBIFBIH €CKEpe
OTBIpbIN, Oy Makaja TredMUUKAIMSIHBIH OKY IpOLECIHJe  Kajal
KOJIJTaHBUIATBIHBIH 3€pTTEill koHe 0acka Makanaigap/a Ka3bUIFaH HOTIDKENep
MEH oJlapra KaJlail KOJI KeTKI3UINeH1 Typajibl HaKThl TYCIHIK Oepeni.

Tyiiin ce3aep: reiiMudukanus, olbIH apKbUIBI OLTiM Oepy, OltiM Oepy
cajacel, dJEKTPOHABI OKBITY, OWBIH MEXaHHKAaChl, OMbIH JUHAMUKAChl, OMbIH
JIU3aMHBbI.

**k*k

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.

Beeoenue

Jloka3aHo, YTO pPa3BUTHE CTPaHbl BO MHOTOM 3aBHCHUT OT YEJIOBEYECKHX
pecypcoB. Kak u3BecTHo, 00pazoBaHne OTBEYaeT 3a (pOpMUPOBAHUE YETOBEKA;
Takum oOpa3oM, cucrema 00pa30BaHMs WUIPACT BAXKHYIO POJb B CO3AAHUU
OCHOBBI JJIsl IPOLIBETaHUs Haluu. YeM BbIIIE YPOBEHb I'PAMOTHOCTH, TEM
MEHbIIIE IPOLEHT 0e3paboTHIIbl. YTOOBI OCTPOUTH CUIIbHYIO 00Pa30BaTEIIbHYIO
CHCTEMY, JOJDKHO OBITh JOCTaTOYHO MEAaroruueckux meroaoB. C paHHEro
JIeTCTBA J10 TIyOOKOM cTapocTh ObICTpOe pa3BUTHE COLUMAIBHBIX CeTed u
TEXHOJIOTMH CTajo ITOBCEJHEBHOM PYTMHOM 4YeoBedeCcKou ku3HU. [losBnenue
HOBBIX OJIOTOB, CEPBHMCOB, IIATPOPM COLMATIBHBIX ceTe M BeOCAlTOB B
HACTOSIIEE BPEMS 4aCTO UCIOJIB3YeTCs B MHPOPMAIIMOHHBIX 1esiX. TOYHO Tak
xe emte B Hayase 2000-x KOMIbIOTEpHbIE aJallTUBHbBIE UTPBI HCII0JIb30BAIUChH
JUISL U3yYEeHUsI BTOPOTO sI3bIKa B HEKOTOPBIX HiKoJax [1].

Ho ceifuac ¢ pa3BUTHEM BBICOKHX TEXHOJOIMH, Takux Kak VHTepHer,
BcTpoeHHbie cuctembl (I0T), MOOMIIBHBIE raKeThl, 00pa30BaHUE PA3BUBACTCS.
C MaccoBBIM HCIOJB30BaHMEM BBICOKMX TEXHOJIOTUH JIFOJM HAUWHAKOT UCKATh
Oonee >PQeKTHUBHBIE METONBI W WHCTPYMEHTH aisi Oosee >PPEeKTHBHOTO
oOyueHus nerel u B3pociblX. OAMH W3 TaKUX METOAOB - relMuukanus
00pa30BaTeIbHOTO nporecca. VYyensie M0-pa3HOMY  OIMCBIBAIOT
reiiMupukanuio. Ho Bce OHM MpHIEpKUBAIOTCS TOTO >K€ MHEHMS, 4YTO
reiMuguKanus - 3T0 HEUIPOBOW MPOLECC, B KOTOPBIM BKIIFOUEHBI JIEMEHTHI
UI'POBOrO XapakTepa. JTU UIPOBBIE IEMEHTHl BKIIOUYAIOT CUCTEMY IOJCYETa
OYKOB, CIHMCKHU JIMAEPOB, BHYTPU-UTPOBBIE MOJAPKU, UHTEPECHbIE UCTOPUU U
apyrue. OHM HCHOJIB3YIOTCS AJI TOBBINIEHWS MOTHUBALIMM, BOBJICYEHHOCTH H
KayecTBa OOyuU€HHUsl CTYACHTOB HE TOJILKO B 00pa3oBaTeNbHON cpene, HO U B
npyrux céepax xusHu. Vcnonbp3oBaHue reidmMudukanuu B o0pa3oBaTelbHON
chepe HaOUpaeT MOMyIIPHOCTh, TOCTEMEHHO JTOKa3bIBasi CBOIO 3 (HEKTUBHOCTD.
B pesynberate MHOTHE MpernoiaBaTeny, 00pa3oBaTeIbHbIC YUPEKACHUS U JaKe
KpYyIHble KOMIAHUM BKJIIOYAIOT AJIEMEHTHl TedMuduKanuu B CBOM y4ueOHbIE
npoueccel. CTpyKTypa W [OW3aiH WP IO3BOJISIIOT PEaIn30BaThb AJIEMEHTHI
reiiMuguKanuy B paMKax MeToJa 00y4eHHs 111 MHTYUTUBHOM HHTEPIIpETalluu
MEXAHUKH UTPOBBIX ITPOLIECCOB.

Onpeodenenue

«Mcnonp3oBaHue TEOPUM UTp, TpadUKd W HMIPOBOM MEXAHMKH IS
MOOUIPeHUs: 00y4eHHUsI, TOOYX ACHUS K IeHCTBUIO, BOBJICUEHHUS MOJIb30BaTeNeH
U perieHus mpobaemy, - Tak onuckiBaeT reiMudukanmro Kamm [2].

['eliMuduxanus - 3T0 UCMOJIB30BAHNE UTPOBOTO MBILUIEHHUS, [TOAX0/I0B U
3JIEMEHTOB HE B UTPOBOM cMbIcie. Kak B popmanbHO, Tak M B TOBCETHEBHOM
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00CTaHOBKE HCITOJIb30BAaHHE UTPOBOM MEXAaHWUKU YBEIIMYMBACT BIOXHOBEHHE U
nonnMmanue. Crenyromme 3HAYeHHs IEPECEKAlOTCs HM  MOTYT  OBITh
pe3toMupoBaHbl: ['eiMUpUKAIKS - 3TO MPHUIOKCHUE WUIPOBBIX DIIEMEHTOB U
UTPOBOTO MBINUICHHUS K HSUTPOBBIM MTPaKTUKaM. B reiiMudukanum urpsl UMEIOT
HECKOJIPKO Ba)KHBIX XapaKTEPUCTHUK:

* [Tonp30BaTenu ABIAIOTCSA OAHOBPEMEHHO YIaCTHHUKAMH - COTPYIHUKAMHU
WM KIueHTaMu (U1 Ou3Heca), CTyIeHTaMHu (U1l YIeOHBIX 3aBEICHHM ),

* BBI30OBBI / 33J]au, KOTOPBIE MOJIB30BATEIH BBHIIOJIHIIOT U MPOABUTAIOT
JUTSL JOCTHIKEHHSI OTIPEICIICHHBIX LIEJICH;

* GaJUIBl, TOJIyYEHHBIE B PE3yJIbTAaTe BHITOJHEHUS 3aJaHU;

* YPOBHH, KOTOPBIE ITOJIb30BATEIN MPOXOIAT MO Oayiam;

* Harpa/ibl, KOTOPHIE CIYXKAT CTUMYJIOM JUIs BBITIOJIHEHUS JICHCTBUI;

* PAaH)KUPOBAHKE MOJIB30BATENCH TI0 UX JOCTHIKECHHSIM.

Heposas mexanuxa u OuHamuka

PasBnekaTenbHble WIPHI BKJIIOYAIOT B Ce0sl MPHUSATHBIC BIICYATICHUS, H,
MOXO0YKE, MHTEPEC K pa3BJeKaTeIbHBIM HIPaM HE TOJBKO HE ociadeBaer, HO U
npoaosokaet pactu. @utokparusi, Runkeeper, Nike +, Zombies, Run! u npyrue
KOMITBIOTEPHBIE TeHMU(PHUIINPOBAHHBIE CEPBUCH TOMOTAIOT CTPYKTYPUPOBATh,
NOJICP)KUBATh © MOTUBUPOBATH 3aHATUs GUTHECOM [3].

Taxoke OBUIO TPENTIOKEHO, YTOOBI MIPOKH B KOMMEPYECKHE HIPHI
yIAydIllajJd CBOM HABBIKM PEUICHHUS MPOOJIEM M YTCHHUs, W YTOOBI XOpPOIINE
KOMMEpUYECKHE WIPhl BOIUIOMIATH B cebe Xopomme o0ydarolue IIeHHOCTH,
MO3BOJISASI UTPOKaM (P (HEKTUBHO U 33 [yMUYHBO Y4aCTBOBATh BO BpeMs UTPHI [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. Hzeposas sxonomuxa
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ATEHTBI, IPEeAMETHI, KOMIIOHEHTBI M X OTHOILIEHHS B UI'PE HA3bIBAIOTCS
UrpoBOi MexaHMKOW. OHU ONMCHIBAIOT UIPYy KaK OCHOBAaHHYIO Ha INpaBUiax
CTPYKTYPY, KOTOpasi ONpeAessieT, YTO IPUCYTCTBYET, KaK OHa (YHKLIHOHUPYET
Y KaK UT'POKH MOT'YT B3aUMOJCICTBOBATh C UI'POBOM Ccpeno. JIMHaMuKa Urpsl -
9TO HMEPUKCHTHOE IIOBEJEHUE, KOTOPOE BO3HMKAET IPU MCIIOJIb30BAHUU
MEXAHUKH B MIPE, a ICTETUKA - ATO 3MOLMOHAIbHBIE PEaKLUU HUIPOKOB Ha
UrpoBOi mporiecc [S].

Oukwu, 3BaHUsA, Meganu, Tpodeu, BUPTyalbHbIE MPEIMETHI, TAOIUIIBI
JUAECPOB U BHUPTyalbHBIC INOAAPKH - BCE ITO XOPOIIO H3BECTHAs WUIPOBAs
mexanuka. [lo cnoam IlloHdenbna, Harpagsl, 3BaHHE, COPCBHOBAHHE,
CaMOBBIpa)KEHHUE U APYrHe COCTABIAIOLINE UTPOBON TuHAMUKU. OH H300pakaeT
47 pa3nUuHBIX 3JIEMEHTOB UTPOBOI IMHAMUKH [6)].

Tetimugpuxayus 6 obpazosanuu

KoHTakT co cTyneHTaMu M Y4UTEIsIMH, B3AaUMHOCTb, ObICTpast oOpaTHast
CBSI3b, COTPYAHHYECTBO MEXAY CTYINEHTaMHM, KOHCTPYKTHUBHBIEC CTpaTeTruu
oOy4yeHHs, BpeMs Ha MHCCHH, NPU3HAHHE Pa3HOOOpasus, KOMMYHUKAIUSI
BBICOKUX OXHJIAaHUH U pa3IMUHBIX CTUIICH 00yUeHHUs OT KaX/JI0r0 CTy/IeHTa - BCEe
ATO MOXKET MOOWPAThCA B 3 ekTuBHOI 00pa3oBaTensHOM cpexe [7].

KnroueBoil 1enpto 00pa3oBaHMs SBISETCS MOBBILICHHE YCIEBAa€MOCTH,
IPOAYKTUBHOCTH, IPHUBEPKEHHOCTH, CYACTbS M BJIOXHOBEHHUS Y4alIUXCS.
Mcnonb30BaHue UrpoBOM MEXaHUKH M reiiMU(UKaLUU TOMOXKET JOCTHYb ITUX
LEJIEH.

VYnpaieHue o0pa3oBaHUEM SIBISETCS BaXXHBIM KOMIIOHEHTOM MOJIENH,
KOTOpasi IOMOraeT ydyaluMmcs ObITh BOOJYIIEBICHHBIMH, CYACTIMBBIMU,
3¢ (GeKTUBHBIMU M PE3yIbTaTUBHBIMU. MoJenb, MOoKa3aHHas Ha PUCYHKE 2,
BKJIIOUAET CJIEAYIOIIME KIIIOYEBBIE JJIEMEHTHI:  YyIpaBI€HHUE, WIPOBYIO
JUHAMUKY, KpUTHYeCKHe (aKTOpbl, dSTambl  pa3padOTKH,  AJIEMEHTHI
B3aMMOJICMCTBUSL €  TOJb30BATENEM, HWIPOBYI0 MEXAHHUKY, 3JEMEHTHI
reiMu(uKaluy 1 uX BIMSHUE HA yYallluXcs.
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Pucynox 2. Mooenw eetimugpuxayuu 6 obpazosanuu
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Bausnue cooepocanus obyuenus na pesyrsmamuol 00yueHus

OtcyTcTBUE BBICOKOKAYECTBEHHBIX Y4EOHBIX pECcypcoB Hapsay ¢
reiMuduKanmeil He yIy4dlIUT pe3yabTaThl o0ydeHus. [elimudukanus
o0pa3oBaHHUsl HE TNOMOXET JOOWUThCS ycrexa, €clid y4eOHBbIH Marepual He
noMoraer ydammmcss B ydeOe [8]. DTo 3asgBieHHE CIYXHUT IOJE3HBIM
npuMeYaHUeM Kak Il YYeHbIX, Tak H i1 Bpaued. HeszaBucumo ot
TEXHOJIOTMYECKUX  WIM  TMEJarorudeckux  JIOCTIDKEHUH, He0OXOIUMBI
KaueCTBEHHbIC y4yeOHble Marepuanbl. Ha y4eOHBIH OMBIT y4aluxcs MOXKET
3HAQUUTENIbHO BIIMATH pa3Has CTENEHb OTHOIICHHWS M TOBEACHUS. XOTS
KOHCTPYKIIMU (HAmpuMep, BPOKICHHAS MOTHBAIMSA) MOTYT pa3iHyaTbCs B
3aBUCHUMOCTH OT KOHTEKCTa, B Yy4eOHOW IuTeparype ObLIM OOHApY>KEHBI
JI0Ka3aTeNbCTBA 3HAYMMOW B3aWMOCBSI3M MEX]y OTHOLIEHHEM U MOBEACHHEM
ydamuxcs u pesyiapraramu o0ydeHus [9]. CTyaeHTBI, KOTOpbIE MPUIIATAIOT
0oJbIIIe TTO3HABATENBHBIX YCUIIUHM, TPATAT OOINbIIE BPEMEHH HA BBHIMOJIHEHHE
3aIaHUSI U KOHCTPYKTHBHO OTHOCATCS K TIPEIMETY, TEOPETHUYECKH MOTYT
YBUJAETH JTy4llne pe3yabTaTsl [10].

3axnouenue

Pe3ynbrarhl 3TOr0 MCCiaen0BaHMS MOATBEPKAAIOT TUIIOTE3Y O TOM, YTO
UTPOBOM CETMEHT BCce Ooiibllie W OOJBINE pa3BUBAETCs, OCOOCHHO Cpeau
HBIHEITHETO MoKoyieHus. Hapsay ¢ atum Habupaer o00poThl redMuduKanus,
oco0eHHO B cepe obpazoBanusi. CeroaHs OCHOBHAs 3a7ava reiMuGUKaIug B
00pa3oBaHUM - MOTUBUPOBATH M BOBIIEKATh CTYJACHTOB B 00y4EHHUE.

B 3akiroueHne MOXXHO CKa3aTbh, YTO redMuUKalus - 3TO He pelieHue OT
BCceX MpoOiieM oO0pa3oBaHUs, M €€ CJIEeNyeT HCHOIb30BaTh TOJBKO TIpHU
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HEOOXOAMMOCTH, WHA4Ye OHAa He OyaeT cmocoOCTBOBaTh K 3(h(PEeKTHBHOMY
00y4eHHuI0.

10
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