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Hcnoab3oBanue crpareruil reiMupuKanuu
JJISi MOTMBALMHU HIKOJbHUKOB 00y4eHHIO
UH(popMaTHKE

B cTarbe 00CyxaaeTcst UCTONB30BaHUE CTPATErnil reiiMudUKanuu 115l MOTUBAIUH
IIKOJIbHUKOB 00yueHHi0 nHpopmaruke. OLeHUBACTCS BIUSHIE, KOTOPOE OKAa3bIBACT MPH-
MEHEHHUE JJIEMEHTOB TEXHOJOTHH reiiMU(pUKAIIMK B OpraHU3aI[Mu mpoiecca 00yueHus
IIKOJILHUKOB MTPOTPAMMHUPOBAHUIO.

Krouesvie cnosa: TeXHOMOTHU TeMUPUKAITIN; 00ydIeHHe HHPOpMATHKE; HH(OPMATH-
3arTs 00pa30BaHM; MOTHBAIIUS O0YICHHUS.

YCIIOBHSX T100abHON MH(pOPMATU3AIUKA O0IEeCTBAa UCTIOJIb30BaHUE
MH(GOPMAIIMOHHBIX U TEJIEKOMMYHHUKAIIHOHHBIX TEXHOJIOTUHA OKa3bIBaET
OTPOMHOE BIIMSIHUE Ha M3MEHEHUE METOJO0B OO0yuyeHHus (B TOM YHCIIE
1 B UH(POPMATHUKE) M BEACT K MPUMEHEHHUIO HOBBIX (OpM 3(PHEKTUBHOU €ro op-
raiu3anuu. B dncie Takux coBpeMeHHbIX (OpM OpraHu3zaluu 00yuYeHHUsS MOKHO
BBIICNTUTH TPU OOJBIINX HAIIPABIICHUS.
Bo-nepBeIx, 3TO TeXxHUYeCKas MOMOIIIb U MOJAEPKKa, OKa3blBacMas yUUTesIM
B YCJIOBHSIX IOCTOSIHHO MEHSIIOIIMXCS KaK amllapaTHbIX, TaK U IPOrPaMMHBIX CPEJICTB
o0yueHus. Bo-BTOpBIX, 3T0 pa3paboTKa 1 BHEIPEHHE MEKTPOHHBIX 00pa30BaTeIbHbIX
W3aHUI U PeCypCcoB, UCIOIb30BAHUE AIEKTPOHHBIX YUeOHUKOB. B-TpeTbux, 310 noj-
TOTOBKA Y4YHTeNel K MPUMEHEHHIO Ha YPOKaX COBPEMEHHBIX TEXHOIOTHUI 00ydeHus,
JIAIOIIMX BO3MOXKHOCTh OPraHU30BaTh 0COOYI0 MOTUBUPYIOILYIO CPELY.
TexHonorus reiMUpUKALIN TO3BOJISET IPUMEHSITh IPUHIIMITBI UTPOBOTO JTN3aii-
Ha ¥ UTPOBOM MEXaHUKHU K HEMTpoBoMy miporieccy. Ona TpedyeT ocoboii mpodeccuo-
HaJIbHOM MOATOTOBKH yUUTENeil, B 4eM-TO yAOBJIETBOPSET HHTEPEC MEAaroroB K pas-
JIUYHBIM NIPUEMAaM IMOBBIILIEHUS MOTUBAIIMH 00yUYaIOLIUXCs, BHOCUT OIPEICICHHbBIE
MOBE/ICHYCCKHE U3MEHEHUS B Tiporiecc oOydyenus nadopmaruke' [1].
leiimuduxanus, npuMeHseMas B paMkax Kypca nHGOpMaTUKH, OApPa3yMeBaeT
MCIIOJIb30BaHUE UTPOBBIX AJIEMEHTOB B Kau€CTBE MPUEMOB, BIMSIONIMX HA MOTHBA-
LIMOHHBIE (PAKTOPBI; B UX YUCIIE MTHOBEHHasi 0OpaTHasi CBsI3b, CBOOOA COBEPILIATD

' Dominguez A., Saenz-de-Navarrete J., de-Marcos L., Fernindez-Sanz L., Pagés C., Mar-

tinez-Herraiz J. Gamifying Learning Experiences: Practical Implications and Outcomes. URL:
https://portal.uah.es/portal/page/portal/epd2_profesores/prof23288/publicaciones/GamifLearning-
Experiences pre-review v3.1PreprintFinal.pdf (nara oopamenus: 10.01.2020).
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omnOKHU, cBOOOa BBIOOpA TPACKTOPUU JACHCTBHM, OCO3HAHHBIC W/WIH KEJIaeMbIe
JNOCTHKEHMSI, MEXaHUKA ITPOTpecca, NEPCOHABHBIN WM KOMaHAHBIA pEUTUHT. Bee
3TO MOXET CTaTh MOJIE3HBIMU 3JIEMEHTAMH COBEPILICHCTBOBAHUS 00yueHus: HHOP-
MaTHKe IIKOJILHUKOB U TIOBIIUATH Ha YPOBEHB MOBBIIICHUS MOTHBAIIMH, BOBJICUCH-
HOCTH M JOCTHXKEHUH YJalIUXCsI HA YPOKax HHPOPMATHKH.

CrneuranucTsl OTMEUAKOT, YTO MPAKTHYECKU BCeM IIKonbHUKaM 10—11-x kiac-
COB HPABUTCS UTPATh B Pa3lIMYHBbIC KOMIBIOTEPHBbIC UTPhl. C MO3UIIUU BIHSHUS
Ha oOyueHHe MH()OPMATHUKE MTPOBBIC TEXHOJIOTHH MOTYT OBITh HCIIOJIb30BaHbI
B paMKax y4eOHOIl mporpaMMbl B Ka4eCTBE BBOJHOTO MHCTPYMEHTA Ha YpPOKax
MIPOrPaMMHUPOBAHUS.

PaccmoTpum BiHsiHHE, KOTOPOE OKa3bIBACT MIPUMEHEHUE IIEMEHTOB TEXHOJIOTHU
reiiMu(UKanuy Ha OpraHU3aIMI0 CaMOTO MPOIECca U3YYSHHS TPOrPaMMHUPOBAHHUS,
Y TIOTIBITAEMCS OLICHUTH ATO BIHsHUE HA () ()EKTUBHOCTH 00yUeHus: HH(OPMATHKE
Y APYTUM TPEMETaM B IIEJIOM, MOTHBAITUIO IIIKOJIbHUKOB.

CHayana OlleHUM BIUSHHE TEXHOJOTUN rediMudukanu Ha GopMHpPOBAHHE
1eneit o0yuenus. J{s 9Toro mpoaHanu3upyeM MyOIHKaIlliid U MHEHUS YIUTEleH,
MIPEJICTABJICHHBIC B ceTH VIHTEPHET B OTKPBITOM JIOCTYIIC.

bonbmmncTBO nenaroros (77,3 %) oTMe4aroT, 4TO MPUMEHEHUE TEXHOJIOTUU
reiMuuKany B OpraHu3alud U OCYIIECTBICHUU 00pa30BaTeIbHOTO MPOIeC-
ca ObU10 «04eHb dP(EKTUBHBIMY» WM J1aXKe «UYpPE3BbIYAWHO 3(PPEKTUBHBIM
Mpu B3aUMOJEHCTBUU ¢ oOydaeMbiMU. Co3qaHue UTPhl MOXKHO paccMaTpUBAThH
KaK MHUHH-TIPOEKT. Takasi yueOHasi 3a7a4a mpearnonaraeT OoIbIIyI0 CaMOCTOSTEIb-
HOCTB B BBIOOPE MOIXOOB IS €€ PEIICHHS, TPOBEICHUS TIOMCKa HanOoJIee ONTH-
MaJbHBIX TBOPYECKHUX BAPUAHTOB peaIn3allii COOCTBEHHOTO B3I AA, TO3UIUH.

Bce 310, Mo MHEHUIO OONBIIMHCTBA TIenaroroB (64,7 %), oka3bIBaeT MOIO0XKH-
TEJIPHOE BO3JICHCTBUE HA IMOBBIIICHNE MOTHBAIIMHA YYACTHHKOB 00pa30BaTeIbHOTO
npotiecca, a 86,7 % U3 HUX CYUTAIOT TelMHupuKanuio 3)pPEeKTUBHBIM CITOCOOOM
OIaroTBOPHOTO BIMSIHUS Ha O0IIIee MOBEJACHHUE YUalNXCs B KIacce.

Kpowme Toro, 6omnee 1noioBHHBI 11e1aroros, 00001aroumx B cety MutepHeT Kosiek-
TUBHBIH OIBIT 0 UCIOJIB30BAHUIO TEXHOIOTHI reiiMU(UKaIIN, OTMEYAIOT, YTO TaKOM
TOJIXO/T K OOYYEHHUIO TIOMOTaeT c(hOPMUPOBATH HABBIKH ITAHUPOBAHUS, PA0OTHI B KOMaH-
7Ie, TIOJIOKUTEITBHO BIIMSET Ha XapakTep OOMICHUS MKy YIUTEIIEM U YICHHKOM.

Takum 00pa3oM, reiMupuKaIms:

— HOBBIM MHCTPYMEHT, KOTOPbII aKTUBHO HAYMHAET MPUMEHSATHCS ISl TIOBHI-
[IIEHUs Ka4eCTBa O0yUYCHHUS;

— TIOBBIIIAET YPOBEHb BOBJICUEHHOCTH IIKOJIBHHUKA B MPOIECC O0ydeHUS
M €ro MOTHBAIIHIO®;

2 Glover I. (2013) Play as You Learn: Gamification as a Technique for Motivating Learners.
URL: http://shura.shu.ac.uk/7172/ (nara obpamenus: 10.01.2020).
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— CHOCOOCTBYET yNy4IIEHUIO H3YUEeHUs M TOHUMaHUs MIPeIMETa;

— OKa3bIBAaET BIUSHUE HA SMOIMOHAJIBHBINA ()OH IIKOJBHHUKA: K UTPE MPOSB-
JsieTcs JII0OOIBITCTBO, €CTh CBOSI PAJJOCTh U TOPIOCTh OT JOCTUTHYTHIX Pe3yibTa-
TOB, IOSABJISIIOTCA MHBIEC ITO3UTUBHBIE SMOLIMOHAJIBHBIE IIEPEKUBAHUS, OIITUMU3M,
U TOPIOCTb;

— CHOCOOCTBYET COIMAIbHOMY B3aMMOJICHCTBUIO MEXKTy OOyUYarOIIUMH 32 CUET
UX KOMMYHUKAIIUH, yYacTUsI B COBMECTHOM OOCY’KICHHUH C LIEJIBIO MIOMCKA PEIICHNUS;

— CO3JaeT BO3MOXHOCTB JJIsI CAMOBBIPAKCHUS IIKOJIbHUKOB;

— TosBiIsIeTcs cBOOOa AEUCTBHIA MO UCIIPABICHUIO HEMPABMUIILHOTO PEILICHHS,
MPUYEM 3TO MOXKHO CJIEJIaTh CAMOCTOSATEIILHO M 0€3 HEraTUBHBIX MOCIICACTBUIL .
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