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Annomayusn

CraTbsA TOCBSAIIEHA BOIIPOCAM peajnus3alui MeTOJ0B reiMudurkanuu B oopasoBaTeabHOM Ipoiiecce. IIpeacraBieHbl XapaKTepHbIe
0COOEHHOCTH JIETKOM U TsKeIoil refiMmupukanun. PaccMoTpeHa 11e1€c000pa3HOCTh UCI0JIb30BAHNSA re iMU(PUKAIINY IPU IPUMEHeHU N
TeXHOJIOTHH 9JIEKTPOHHOTO0 00yueHusd. [Ipesroskena kiaccuduKausa KypcoB Ha 6ase TAKeIoN reiiMu(DUKAIIN C YIEeTOM TeXHOJIOTUTIECKUX
0cO0EeHHOCTEH pasdpabOTKM: KYyPChI-IIPe3eHTaluu, KYPChl — KOMITbIoTepHBIE UTPbI, VR /AR-Kypchl. IIponII0cTPUPOBAHO NCIIOIb30BAHNE
PaB3INYHBIX UTPOBBIX 9JIEMEHTOB JIErKOU refiMmudukanuu Ha npumepe moxyis «Level up! — Gamification» LMS Moodle. BoamosxuoCcTH
IAaHHOTO MOJYJIS MOKET MCII0Jb30BAaTh B SJIEKTPOHHOM Kypce JIF000i Ilefaror, BJIagelonuil HaBpikaMu padboTsl ¢ miratdopmoit Moodle.

ABTOpaMu IIpecTaBJIeH aHAINS Pa3paboTKU Kypca 10 00y IEeHUI0 TEXHUKAM IIPOLAasK C IPIMeHEeHNeM TeXHOJIOTUH TAKeJION U JIeTKON
reiiMuduUKanuu, rfe OleHNBaJIach pa3paboTKa Kypca Ha IIPeIMeT ee TPYJ0EMKOCTH, TEXHOJOTUYHOCTH, TPEOOBAHMI K pecypcoobeciie-
yeHUIO. Pe3ysibTaThl aHaIM3a MOKas3aau, YTo pa3paboTKa KypPCOB ¢ IPUMEHEHVEM TAMKeI0H reiMuduKranuy TpedyetT HaMHOTO OOJIBIITNX
(UHAHCOBBIX U BpEMEHHBIX 3aTPaT, UeM pa3dpaboTKa KypCoB C IPUMeHeHNeM JerKoi reiiMuduranum.

B craTbe olieHMBaOTCA UTOrH o0pasoBareabHoro nuuTeHcuea «Ocrpos 10—22», mporeairero B utoje 2019 roga 8 CKOJIKOBO, B KOTOPOM
yuacTBoBasi 100 By30BCKUX KOMaH/, KOMaH/ bl HAYyYHO-00Pa30BaTEJIbHBIX IIEHTPOB, KOMaH/IbI IITKOJIbHUKOB — II00eAUTEIeil KOHKYPCOB,
osimMIiuan, xakaToHoB («Mosoabie TaaaHThI» ). PedyabTaTbl HHTEHCHBA TOATBEPAUIN 3(h(HEeKTUBHOCTS IPUMEHEHUA METOA0B JIETKON
refiMmuduKanuyu B 00yueHUU B3POCabIX. TaKuM 06pa3oM, BEIBOAI, IIPEACTABI€HHbIE B JAHHOU CTAaThe, BHIABIAIOT PAJ IPEUMYIIEeCTB,
KOTOPBIMU 0O0JIaZiaeT jierkas reiiMuuKanus B CDABHEHNUH C TAKEJIOH.

Knroueswie crosa: reiimuduKanus, 3JIeKTPOHHBINA KYyPC, 3JIEKTPOHHOE 00yUYeHUe, TssKeaasd reiMuduKaius, Jerkas reiMuuKanus.
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1. BBepeHme

B HacTodAIIEE BpeMA CTaHOBUTCA 3aMETHOI TeHIEH-
IIUA K CHUMKEeHUIO d9(Pp(PeKTUBHOCTU METOA0B, TPaau-
IIUOHHO MPUMEHAEMBIX B 00pa30oBaTeJIbHOM IIPOIECCE.
IToCcTOSAHHBIA KOHTPOJb AEATEJbHOCTH O0YYaIOIUXCS
Ha 3aHATHUAX, 00A3aTeJbHBIN XapaKkTep 00yJarinux
nporenyp IPUBOAAT K TOMY, UTO yUaIecs He OCO3HAIOT
TOTPEeOHOCTY U3YUEHUA IPEeICTaBIIeMOr0 Marepuaia
¥ eT0 IPaKTUYecKoi 3HaunmocTH [1].

CylecTBYIOT pa3jnYHbIe CIOCOOBLI MOBBIIIIEHU A
a(hdPeKTUBHOCTU OOYyUEeHUs, U OOUH U3 CAMBIX IIep-
CIEeKTUBHBIX IIOXO0J0B — 9TO IPUMEHEHUE B IPOIecce
o0yJeHUA COBpPEeMEHHBIX 00pasoBaTeJIbHBIX TE€XHOJO-
ruii. B MUpOBOII 1 OTEUECTBEHHOIN TEOPUU U IIPAKTHI-
Ke 00pa3oBaHUA HAKOIJEH 3HAYNTEJbHBIA OUBIT IO
OpraHUBalUY U peajusanuu 00yuyeHUsi, OCHOBAHHOI'O
Ha KCIIOJIb30BAHWY KOMIIBIOTEPA M KOMIIBIOTEPHBIX
obyuaromux nmporpaMmm. MHOTME UCCIeL0BaTEIN, B TOM
yuciye A. M. Bepmagckuii [1], A. O. Konorsiruua [2],
C. 1. Hukurusx [3], O. B. Opiosa [4], K. Seaborn,
D. I. Fels [5], C. K. Kapaybin6aes [6] mosiaratoT, 4TO

HauboJiee IePCHEKTUBHLIMY HAIIPABJIEHUAMU B JAHHOU
00JIaCTH ABJAIOTCA UHTEPAKTUBHBIE KOMIIBIOTEPHBIE
TEXHOJIOTUU, UCTIOJIb3YIOI[11e UTPOBBIE METOIBI 1 TeX-
HUKU B 00pa30BaTEJbHBIX IEJIAX, 8 UMEHHO TEXHOJIO-
TU0 TeMu(puKanuu.

ITesrecoo6pa3HOCTh, IPUMEHEHUS T€XHOJOTUU Teii-
MuuKaIuu B 00pasoBaTeILHOM IIpoIiecce O0bACHIETCST
PAIOM IIPUYMH:

e IOBBINIEHWEM BOBJEUEHHOCTH M MOTHBAI[UU
00yuaeMbIX, UTO CIIOCOOCTBYET COKPAII[eHUIO
BPEMEHHBIX 3aTpaT Ha 00y4YeHUe;

e yBeJIWUYEHNEM MHTEHCUBHOCTU YCBOEHUS U 3aII0-
MuHaHUA yueOHOU nHopMaIuu;

® AKTHUBHBIM IIPUMEHEHUEM TeXHOJOTUU 3JIEKTPOH-
HOTO MJHU CMEITaHHOTO O0yUYeHHUs, B paMKax
KOTOPOIi ITefjaroraM MpeaoCTaBISIOTCA YA00HbIE
TeXHUYECKUEe NHCTPYMEHTHI OPraHU3aI[uU UTPO-
BOI1 00pa3oBaTeJIbHOI NeATeJIbHOCTH;

e IoJIyueHUEeM OOpaTHOI CBA3U, a TaKiKe HaKO-
IJIeHreM OOJIBIIIOTO MaccuBa 00pa30BaTEIbHBIX
JIaHHBIX, IO3BOJIAIOIINX IIPOBECTH aHAJINS U CKOP-
PEKTHPOBATH IPOIECC OOYUEeHU .
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OreuecTBEeHHBIE U 3aPY0EKHbBIE TIEaroT B KAUeCTBe
OCHOBHO I1eJIV TPUMEeHEHUA reiMu()UKAI[UY Ha3bIBAIOT
BOBJIeUeHUE O0yUYaIUXCA B 00pas3oBaTeJIbHBIN IIPO-
1mecc, moIo0HO TOMY KaK KOMIbIOTEPHAS UT'Da BOBJIEKAeT
UTPOKA.

B HayuHO-IeJarornUecKoi JUTepaType BhI e ISI0TCS
pasauuHble OCHOBAHUSA JIsI KJIACCU(DUKAIIUN METOI0B
reiiMmudukanuu. B paMKax Hallrero uccjeoBaHus ObLiia
paccMoTpeHa KJIacCU(PUKAIIUSA C TOUKU 3PEHUs Peasiu-
3aIy MeXaHUKU UT'PHI: maicenas zeimupurayus
(hard gamification) u nezkaa zeimugpurayus
(light gamification).CTouT OTMETUTH, UTO PeaIn3a-
YA TAMXKEJION U JeTKOM re iMu(MUKAIY CETOLHA paccMa-
TPUBAETCA UMEHHO B PAMKAaX OPTaHU3aI[UU TEXHOJIOTUU
9JIeKTPOHHOT0 00yueHusd. [Ipoananusupyem moapodHee
JIaHHBIE BUABI IPUMEHEHUA UTPDOBBIX METOAUK B KOHTEK-
cTe UX BHEPEHUs B 00pa3oBaTeJIbHBIN IIPOIECC.

2. MeTopbl TsAKenom n nerkon renmnukayun

2.1. Peanusayus tTaxkenon reimnpumnkKaymnn
B 2/1IeKTPOHHOM 06yUYeHun

Tsoxenasa reiMupuKaua XapaKTepU3yeTcs MO~
HBIM IIOTPYKeHreM 00y4aeMOoro B UT'POBOE IIPOCTPAHCTBO
¥ HAJIWYHEeM YeTKUX BPEMEHHBIX OTPAaHWYEHUN, IIpU
9TOM YYaCTHUKU IMPUHUMAIOT Ha ce0s UTPOBYIO POJb,
3ama4y, OIEePUPYIOT UTPOBBIMHU pecypcaMu, CJAeayIoT
ompeJeIeHHOMY UTPOBOMY clieHapuio. [Ipumepamu Ts-
JKeJIOM reiMU(PUKAIIUY MOTYT CAYKUTh Pa3HOOOpa3HbIe
OHJAWH-CUMYJIATOPHI, KOMIbIOTEPHbIE TPEHAaMKEPHI,
KYPCBI-KBECThI, CIIeIINAIbHO CIIPOeKTUPOBAHHBIE UTPHI
UT. I.

Oco60oro BHUMAHUS B JAHHOMN 00J1aCTH 3aCIYKUBAIOT
VR-TpeHaskepsl, NCIOJIH3YIONVIE BOBMOXKHOCTY BUPTY-
asbHOM peanbHocTH (Virtual Reality) mis ¢dopmuposa-
HUS TPAKTUUYECKUX HABBIKOB, B YaCTHOCTH, CJIEAYIOIILe
paspaboTKu:

e mporpaMMHO-anIapaTHBIA MOAYJb ¢ VR-Tpe-
HasKepamMu AJS IMKOJbHUKOB «JBaKyalus mIpu
moskape B IIKoOJie», «J/leficTBUSA IIpU ImoKape
noma», « UpesBuluaiiHble CUTYAI[UU IPUPOJLHOTO
U TeXHOTEHHOTO XapaKTepa» ;

® XUPYPTrUUYECKUHN CUMYJATOP AJA OOyUeHUs
cTtyaeHToB Surgera VR ¢ ouKaMu TOIIOJHEHHOM
peasbHOCTH

e VR-urpa The Hard Way ajsa o6ydyeHus IoBapoB
kommaunu KFC™;

e VR-cucrema xomnanuu Lincoln Electric gis moz-
TOTOBKH CBApIIUKOB U T. I.

Jpyrum mepcueKTUBHBIM HAIIPABJIeHUEM PA3BUTHUA
JaHHOM 001aCTH ABJSIETCA IPUMEHEHNe TeXHOJIOTUH J0-
nonHeHHOI (Augmented Reality) u cmeramnaoit (Mixed
Reality) peanbuocTH B 00pasoBaTe IbHBIX IEJIAX, KOTO-
Ppoe pean3yeTcs II0CPeaCTBOM MOOUJIBHBIX YCTPONCTB —
IJIAHIIIETOB 1y cMapTdoHOoB [7, 8].

*  http://project2030925.tilda.ws/#vr

** https://store.steampowered.com/app/763860/Surgera VR /

“* https://www.oculus.com/experiences,/rift/1727232890655019/

" https://www.lincolnelectric.com/ru-ru/equipment/training-
equipment/pages/vrtex360.aspx

B mesom, onmpasich Ha TEXHOJOTMUECKUE OCOOeH-
HOCTHU Pa3paboTKU, KYPCHI C TSKeJI0i reiMupuranuein
MOJKHO Pa3aesINTh HA CJIEIYIOIINe TUIThI:

* KypcouL-npe3denmayuu: IOLPa3yMeBaIOT IIO-
cIafoBYyI0 IOoLauy MaTrepuaja ¢ HaJIudueM
mepcoHa’Kei/repoeB reimMmupuranuu. Kax
OpPaBUJ0, B MOAOOHBIX KypCax MCIIOJb3YIOTCS
CUTyal[MOHHBbIE UTPHI: TEJIEBUBUOHHBIE BUK-
TOPUHBI, TeJEIIoy U Ap. PeanusaymoTcs udare
BCEro C UCII0JIb30BaHNEM CIeINaJIn3POBAHHBIX
KOHCTPYKTOPOB 9JI€KTPOHHBIX KYPCOB, TJe yiKe
CYIIECTBYIOT I1a0JI0OHEI C aJieMeHTaMu oopmJie-
HUdA, padpaboTaHHbIe 9JI€KTPOHHBIE T€POU U B I1e-
JoM ajaeMeHTHI reiimudukamnuu (iSpring Suite,
Articulate 360, CourseLab, Adobe Captivate
u Ap.);

* KYypCcbL — KOMNbIOMEPHbLE UZPbL: OLPA3-
YMeBaIOT POJIEBYIO UT'PY C BLICOKOM CTEITeHbIO NH-
TepaKTUBHOCTHU 1 aHuMaIeii mo runy MMORPG
(Massively Multiplayer Online Role-Playing
Game). [y padpaboTKU KyPCOB JaHHOM KaTero-
puu TpeGyeTcs IPOorpaMMUPOBaHME BCeX DJIeMeH-
TOB UTPBI (UTPOBOTO I10JIS, IIePCOHAKell, MeXaHUK
UTPHI U T. A.), IPUMEHSIOTCSA UTPOBbIE ABUIKKH,
6ubsnoTeKu, GperiMBOPKHU;

e KypculL — npunodcenus éupmyanvroil (VR),
donoanennoui (AR) unu cmewannoii (MR)
peanvHocmu: NOLPasyMeBalOT YaCTUYHOE UJIU
TMOJIHOE TOTPYsKeHNre B BUPTYAJIbHBINA Mup. s
paspaboTKM TaKMX MPUJIOMKEHUN HeoOXOqUMbI
HaBBIKU IPOTPAMMUPOBAHNA, HABBIKU MCIIOJb-
30BaHMs UT'POBBIX ABUIKKOB. [IJIs1 opraHmsamnuu
mporecca o0yJYeHusa HeOOXOAUMO CIeInalu3u-
poBamHoe annapaTHoe obecuneuenue (VR-1rremsr,
VR-0uKM, KOHTPOJLJIEPHI U AP.).

2.2, Peanusauua nerkom reimmpvikayum
B 3JIEKTPOHHOM 06yueHUn

AJbTEepHATUBON TAMKEIOH MOYKET CIYIKUTDH JeTKasd
refiMmudukanusg nporecca oo0yueHusd, ee BHeIPeHUE
OTJINYAEeTCA IPOCTOTOM, TpebyeT HaAMHOTO MEHBIITUX
BPEMEHHBIX U JeHEeKHBIX 3aTPAT, II09TOMY JIeTKas reii-
MUDUKAIIAA MOYKET OBITH Peayn30BaHa COOCTBEHHBIMU
cuyiaMu mefgarora. Jlerkas refiMmuuranusa mpeaosia-
raeT (pOHOBOE MOTPYKeHUEe, OTCYTCTBUE (DUBUUECKUX
¥ BPEMEHHBIX I'DAHUI], T. €. IPoIecC O0OYUEeHUA HE
IpeBpalllaeTcsa B UTPY, a JOMOJHIETCA TeMU WM UHBI-
MU UTPOBBIMHU dJeMeHTaMu. Takum o6pasoM, K exxe-
JHEBHOMY 00pa30BaTeIbHOMY KOHTEKCTY A00aBJIgeTCA
OrpaHMYEHHBIN HAa0OpP UTPOBBIX MEXAHUK — BTO, KaK
IpPaBUJIO, 0AJIBI, DENTUHTH, IPU3HI, CODEBHOBATEIbHbBIE
MOMEHTBI, MUCCUU U T. 1. [lepeuncieHHbIe KOMIIOHEHTHI
MOKHO KOMOMHUPOBATh MEKIY CO00Ii B COOTBETCTBUU
c 3amayamMu OOydYeHUsS M OCOOEHHOCTAMU IIeJIeBOH ay-
nuropuu [2].

ITocKoNBKY, KaK OBLIO YIIOMSIHYTO BBIIIIE, I'eliMIU-
buranua npuMeHAETCA B YCIOBUAX DJIEKTPOHHOTO
00yueHUsI, BAXKHBIM YCJIOBUEM €€ PeaIn3aIui SBIIeTC
(GYHKIIMOHAIBLHOCTE ¥ BO3MOYKHOCTHU IJIaT(OPMBI 9JI€K -
TPOHHOTO 00yUYeHUA. AHaIN3 MIPUMEHEeHUs IIaThopM
9JIEKTPOHHOTO 00YUeHUA IT0KA3aJI, YTO OLHOM 13 CAMbIX
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Puc. 1. Yposru 6 modyne «Level up! — Gamification» LMS Moodle

TOMYJAPHBIX MJIAT(GOPM B POCCUNCKOM 06pasoBaTeIb-
HOM cekTope aABaserca LMS Moodle. O6 saTom Tak:xe
CBUETEJILCTBYIOT BBIBO/IbI, IPEICTABIEHHBIE B HAYUHBIX
Tpynax psana uccienosareseii, B Tom uucie C. M. Ko-
mapoBoii [9], H. B. Muxaiinosoii [10], 1. A. IleTpoBoit
[11], K. K. KarmeursikoBa, H. A. Hypmarosa [12],
T. M. Jla6ymeBoit u ap. [13].

LMS Moodle ncnmoassyeT 3HAUKM B KayecTBe
CTAHIAPTHOI'O MHCTPYMEHTA [JIsI Peau3aluu JIerKoi
reiMuduKanIuy, a TaK’Ke IO3BOJIAET IPUMEHATH DA
MOAyJel, He BXOAAIIMNX B 0a30BYI0 KOMIIJIEKTAILUIO
miaT@opMbI, HO CBOOOJHO PACIIPOCTPAHAEMBIX U JIETKO
pasBopadyuBaeMbIX B cucteMe. OTHUM U3 TAKUX MOLYJIEH
asasierca «Level up! — Gamification», KoTopsIii 103BO-
J€eT UCIIOJIb30BATh 3JIEMEHTHI JIETKON reiMu(uKaIium
B 9JIEKTPOHHOM KYypCe.

OcHoBHbIe PYHKIIMOHAJIbHBIE BO3MOKHOCTH «Level
up! — Gamification»:

® aBTOMATHUYECKU MPUCBAWBAET yUaIUMCA 0aJJIbI
3a oIIpesieIeHHbIe NeHICTBUS;

e oTOOpasKaeT TEKYIIUIl yPOBEHb U IIEPEXO0/ K cJie-
AyomeMy yPpOBHIO;

e IIpPeIOCTABJIAET OTUET JAJIA IIpelogaBaTeieii, co-
IepsKaIuii ceejeHnsa 00 yPOBHE yUaIluXcs, IIPO-
XOOAIIUX KYPC;

e OTHpAaBJISET MOJb30BATEJISIM YBEJOMJIEHUS O 10~
BBINNIEHUY WX YPOBHS — BCILJIBIBAIOIlee OKHO
C MO3PaBJICHUSIMU;

e oTOOpa’kaeT «TabJIUILY JIUAEPOB» , UILITIOCTPUPY
PEATUHT 00yUaIOIIUXCH;

® IIPEIOCTABJIAET BOBMOXKHOCTb HACTPOUKU KOJIU-
YecTBa YPOBHEN, TpeOyeMbIX OYKOB U UX 0(hopm-
JIeHUS;

e IIpeaycMaTpPUBAET Pa30JOKMPOBKY KOHTEHTA IIPU
TOCTUKEHUU OTPEeJIEHHOTO YPOBHA;

e 0TOOpa’ykaeT OUKHU OIILITA, 3apaboTaHHbIe 3a KypC.

Mopgyns mo3BOIsIET HACTPOUTH KOJIMYECTBO YPOBHEN,
OIIMCaHVE YPOBHEN 1 yCJIOBUA IIepexoaa Ha CIIeTYIOITU i
YPOBEHb: KOJUUYECTBO 0aJIJIOB, KADTUHKY-3HAYOK, HA-
3BaHUeE-CTATYC U KPAaTKOe OIUCaHue.

Hanpumep, Ha pucyHke 1 mpejacTaB/ieHbI CIeAyIO-
e KpUTePUn:

e 0 0aynmoB — mepBbId ypoBeHb « HOBUUOK » (KoJIH-

YeCcTBO 0AJIJIOB 3a[aeTCA 110 YMOJYAHHIIO);

e 30 6ammoB — BTOPOI yPOBeHb « HaumHAIOIIUII» ;

e 2500 6anmoB — Tperuit ypoBeHb «IIpocBerien-
HBI»;

e 6700 6ayTOB — YETBEPTHIN YPOBEHD «3HATOK»;

e 10000 6am10B — mATHI ypoBeHDb «['ypy».

3. Pe3yn bTaTbl nccyiegoBaHnA

3.1. TpyAoeMKOCTb pa3paboTKu KypCcoB C TAKenom
1 nerkomn reimnpuikauuen

IIpeacraBuM TpymOeMKOCTH Pa3pabOTKU 5JIEKTPOH-
HOTO Kypca I O0yYeHUs TeXHUKaM OPOJAK C yIeTOM
peanu3anuu MeTOAOB TAMKEJON U JIeTKO reiMuuKa-
nuu. Kypc paccunTas Ha 36 uacoB 00yuyeHUsd, 13 HUX HA
TEeOPeTUUECKYIO YacTh OTBoAUTCA 18 uacoB, Ha IpPaKTHU-
YeCcKyIo uacTb — 14 yacoB, Ha 6JIOK KOHTPOJIsI — 4 yaca.

J s TsaaResioin reiiMmuduKanuy 6617 BEIOPaH KYPC C IO~
CcJIaliIOBOM momaueii, CO3AAaHHBIA B BUE IPE3EHTAIINN.
HaHHbBI Kypc pa3paboTaH B BHie KOMIIBIOTEPHOM UTPHI —
BeCh yueOHbII MaTepuaJl, MIpakTUIYeCKre 1 KOHTPOJIbHbIE
3a/laHUs PeaJN30BaHbI BHYTPU UTPOBOTO CIOJKETA.

JJis co3manmsa Kypca MCIOJIb30BAJINCH CJIEAYIONITE
TEeXHOJIOTUU: COAePIKaTeJbHBIN anaans u nHMOpPMAaIlr-
OHHas mepepaboTKa MaTepuasioB, rpad)muecKuit qusaiiu,
3D-MomenupoBaHue, MPOrpaMMUPOBAHNE, TECTUPOBA-
HUe U OP.

TpyaoeMKOCTb paspaboTKU OTAEJbHBIX DJI€MEHTOB
OlleHeHa HKCIIePTOM KOMIIAHUU, 3aHUMAalOIIelicss Ipo-
M3BOJCTBOM 00pPa30BaTEIbHOTO KOHTEHTA IJISA KOPIIO-
paTuBHOTO OOyUYeHUs.

Taxske Oblaa OlleHEeHA TPYJAOEMKOCTh paspaboTKu
Kypca o JaHHOII TeMaTHUKe C peajin3aliueili MeToI0B
JIETKOM reiMuuKaIyuy 1 IpuMeHeHrneM Moay st « Level
up! — Gamification» LMS Moodle.

PesyabraThl OIIEHKU TPYAOEMKOCTH IIOJYYEHBI HA
OCHOBeE IIO/ICUeTa IPAKTUYECKON MesTeIbHOCTU paspa-
0OTUMKA KOHTEHTAa UM TeXHUYECKOro CIelraJicTa, 3a-
HUMAIOIIerocsa pasMellleHrueM KOHTeHTa Ha IaaTdopMe
Moodle. B rabauiie mpeacTaBiaeH aHAJINS3 TPYL0EMKOCTIL
paspaboTKU Kypca ¢ UCIIOJIb30BaHUEM METO0B TS KeJION
U JIETKOU TeiMu(UKaIUN.

Taxum 06pasom, MOKHO CZIeJIaTh BHIBO, UTO paspa-
0OTKAa KYPCOB C ITPUMEHEeHUEeM TsKeJIONH re MU UKAI[uT
B 0oOpasoBaTeJIbHOM IIPOIlecce TPeOyeT HaMHOTO OOJIBIITHIX
(pHAHCOBBIX ¥ BPpEMEHHBIX 3aTPAT, UeM C IPUMEHEeHM-
eM JIETKOIi reiMu(uKaIinm, a TakKe He 00XoauTcs 6e3
MPUBJIEUEHUS CTOPOHHUX CIIEI[UAJINCTOB — SKCIEPTOB
B ITaHHOII obGaactu (BebG-musaiinmepa, mrpomacrepa,
3D-mopmeniepa u ap.).

3.2. 3¢ $peKTNBHOCTb NPUMEHEeHNA MeTOA0B
reimudukalmm B npouecce o6yueHns
Heobxogumo oTMeTUTE: HEKOTOPbIE UCCIeT0BATEIT

YTBEPIKIAIOT, UTO IMOJOKUTEJbHBIN 9(eKT OT mpume-
HEHUS JIETKOU reMu@uKaIuy CynecTBeHHO yCTyIIaeT
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Tabruya
AHanuns TpyAo0eMKoCTU pa3paboTKu Kypca C MCnojib30BaHNeM METOAO0B TAXKEeNON 1 nerkon refimmpunkauumn
Tsakenas reiMupuKamus Jlerkas reiiMmuduKamusa
Ne
Bunsr pa6or
n/m Kox-B0 Kou-BO
IIpumeuvanusa IIpumeuvanusa
4acoB YacoB
1 Peanusanus gusaiina 40 IlpensBapuTenbHO paspadaThbi- 0 Vicmosib3yeTcs CTaHIAPTHLIN AU3aH
Kypca BAIOTCSA TPU BapUaHTA JU3afHA 9JIEKTPOHHOTO Kypca mIaTdopMbl
B COOTBETCTBUU C OPEHAOYKOM
3aKa3YMKa MJIA YTBEPIKICHUS
OIHOTO M3 HUX 3aKa3UYNKOM
2 HopabGoTka KOHTEHTa 150 KoHTeHT mIpemocTaBiiseTcs 3a- 8 Hna paspaboTaHHOTO yueGHOTO KOH-
Kypca Kas3uMKOM, HO JopabaTbIiBaeT- TeuTa oobemoMm 150 crpanui, pabora
ca cuenuaaucramu (me 6oJiee c raoccapuem, opopMIIeHHE CXEM,
150 cTpanwmIr) TabIUIT
3 Peanusanus KoHTeHTA 600 Peanusamnusa no 200 MHOroCI0M- 15 Pasmemenue 8 LMS Moodle B Buzge
HBIX CJIANI0B 3JIeMEHTOB «JIeKItus»
4 PaspaboTka TeCTOBBIX 54 TecroBbie 3amanuA paspaba- 12 TecToBbIe 3a1aHNIA HA MHOYKECTBEHHbBIIN
3aaHui THIBAIOTCHA CHEIUAJUCTAMHU BBIOOD, OTKPBITHIE BOIIPOCHI, BOIIPOCHI
opraHmsanuu-paspaboTuyuKa Ha conocraBienue (80—100 Bopocos)
(180 BompoCOB)
5 Peanusamnus TeCTOBBIX 54 Peannzaius B kypce 180 Tecro- 3 PasmMmernrenue TeCTOBBIX 3amaHU
3agaHuii BBIX BOIIPOCOB B 0auk BompocoB LMS Moodle, coszna-
HIUe U HACTPONKA IPOX 0K/ [EHUS TECTOB
(8—10 TecToB)
6 | PaspaboTka mpakTuue- 80 IIpakTruecKkue 3aaHUA C aB- 6 DopmyupoBKa 3aKaHu, opopMIeHIe
CKUX 3aJaHUN TOMaTU3UPOBAHHOU ITPOBEPKOM TpeboBaHU K 3aganuam. KosmruecTBo
¥ OIIeHKOM Pe3yJIbTaTOB BBIIIOJI- IpaKTHUYeCKUX 3amaHuil — 3. OmeHKa
HeHus 3aganusa (40 mpaxkTuye- BBIMOJIHEHU A MIPAKTUUECKUX 3aJaHui
CKUX 3aJaHUit) peasimsyeTcsi mperojgaBaTeieM — Ha-
CTaBHUKOM KypcCa, He IOoAPa3yMeBaeT
aBTOMATU3UPOBAHHYIO OLIEHKY
7 Peanusamnusa npakTuye- 80 Peanuzamusa 40 mpakTHIeCKUX 0,5 Pasmerernne 8 LMS Moodle, macTpoii-
CKUX 3aJaHuil 3aaHui Ka mapaMeTpPOB BBIMTOJTHEHU I
8 Paspaborka rpadguue- — W300parkeHns IpeaoCcTaBIAIOT- 20 PaspaboTka nusaiiHa 5JI€MEHTOB IJIs
CKOT'0 KOHTEHTA JIJIs 9JIe- cdA 3aKa3UUKOM moxysia «Level up! — Gamification»
MEHTOB reiMuMUKaIunmu (mo 10 syiemeHTOB)
9 Peanuzanusa rpaduue- 24 Peanusamusa B kKypce usobpa- 1 Hacrpoiika mogynsa «Level up! —
CKOT'0 KOHTEHTA JIJIs dJIe- JKeHUN Gamification»
MEHTOB reiMuuKauu
10 | ATOTO: 1082 | ITOTIO: 65,5

pesyabTaTaM, KOTOPbIE IIO3BOJSAET JOCTUYL BHEPEHUE
TSKEJION reiMuuKanuy B 00pasoBaTeIbHBIN IIPOIECC.
Hanpuwmep, K. Bep6ax u II. Xaurtep [14] yTBep:xaaioT,
uyro npuMeHeHue PBL-asemenTos (oT anzesn. P — points
(ouxku), B — badges (6efig:xu), L — leaderboards
(pedTUHTY JIUIEePOB)) MOYKET MMETh MEeCTO, OQHAKO,
YTOOBI MOJYUYUTh MAKCUMAJbHYIO OJIB3Y OT reiiMudu-
KaIluu, UCII0Jb30BaHusA ToabKo PBL HemocTraTouHo.
ABTODBI MUTUPYIOT CJIOBA OPUTAHCKOM pPaspaboTUUIIEI
urp Mapraper Pobeprcon: «Ouku u GedoKU MMEIOT
TakKoe JKe cjaboe OTHOIIIeHUEe K Urpe, KaK U K caiiTam,

OPUIOKEHUAM IJIs1 PUTHEC-TPEHUPOBOK U JUCKOHTHBIM
KapTOYKaM... OTO HauMeHee BayKHbIe 9JIEMEeHThI UT'PEI,
PeIKO CBABAHHBIE C CUJIBHBIMU KOTHUTUBHBIMU, 9MOI-
OHAJIBHBIMU U COITMAIbLHBIMY MOTUBATOPAMY, KOTOPHIE
OBUKYT jobutenamu urp» [14]. OgEaxko sHAYMMOCTD
JIeTKOU refiMmupuranuu O6blJIa TPOJEMOHCTPUPOBAHA
BuccaenoBaHuax A. U. 'osopoBa u ap.[15], E. B. Kap-
MaHOBOI u Ap. [16—18], rme B X0o/e dKCIEPUMEHTOB
OBIJIO TOKal3aHO CYIIeCTBEHHOE yBeJUUYeHUe YPOBHS
00yYEeHHOCTH YUaIlUuXCsA B YCJIOBUAX NPUMEHEHUSI
reiMupuUKann.
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Puc. 2. Camosazpyxicaemolil yugposoil cied yracmruukos unmencusa «Ocmpos 10—-22»

PaccMoTpuM npumep peanausanuu reiMupuKanun
B o0OpasoBarexbHOM HHTeHcHBe «OcTtpoB 10—22», ipo-
BenenuoM B utojie 2019 roga 8 CKoIK0OBO, I'lie y4acTHU-
kamu craau 100 By30BCKUX KOMAaH/, KOMaHIbI HAYYHO-
obpasoBaresnbHbIX 1eHTpoB (HOILL), a Takixe KOMaHIbI
IIKOJIbHUKOB — I100eauTe el KOHKYPCOB, OJUMITHAA],
xakaToHOB («MoJsoabie TagaHTEI» ). B Teuenue 12 queit
YUYaCTHUKU €XKeIHEeBHO O0yUaMCh HA PA3JUUYHBIX Ma-
cTep-KJjaccax, UHTEHCUBaX, ceMUHapax, TPeHWHTax,
B jJabopaTopuax, Kaybax MbILIeHus u aAp. Opranmsa-
TopbI «OcTtpoBa 10—22» aKTUBHO IPUMEHSIN 9JIEMEHThI
JIETKO# reiMu(pUKAIINNT: TaOJUIILI C PEUTUHTaMU BY30B,
KpacHbIe 1 3eJIeHble KapTOUKH [IJIsI YUaCTHUKOB KOMAH/I,
6aJIJIbl — BJIEKTPOHHBIE JeHbI'! [JIA 3alIUCU Ha MHTEepec-
HbIe J1abopaTOPUU U MacCTeP-KJACChl, METOABLI CTABOK.

AHanua IpUMeHsAeMbIX UTPOBBIX MEXaHUK ITOKa3aJ
BBICOKUIT MOTUBAITMOHHBIN 5()(EKT IpU OpraHu3aIruu
00pas30BaTeILHOT0 MHTEHCHUBA — KOMAaH/bI BY30B CTpe-
MUJINCH IOJIYYATh KaK MOYKHO OOJIbIIIe 3€JI€HBIX KapTO-
YeK, IIOJTyYeHNEe KPACHBIX KaPTOUEK JUCIIUIIIINHUPOBAJIO
YYaCTHUKOB.

OpHUM 13 MacIITabupyeMbIX HHCTPYMEHTOB MHTEH-
cuBa ObLJIO HAKOIJIeHe ITu(ppoBoro ciaena (uHGopmaIm-
OHHBIX NTaHHBIX, GUKCAIIUU PEUU U JOCTUIKEHUI, O110-
MEeTPUUYECKUX JAHHBIX YUACTHUKOB) AJA IIOCTOSHHOTO
00yUYeHUsI UCKYCCTBEHHOTO MHTEJIJIeKTa U YTOUHEHUA
TpaeKkTopuil passurus. Ha prucyHKe 2 mokasaHa cra-
TUCTHKAa 00'beMa 3arpysKkaeMoro 1iudpoBoOTo ciesa: ero
peskoe yBesmuenne 12—15 1o CBA3AHO C JKeJaHueM
YYaCTHUKOB IOJYUYUTHh KAK MOYKHO OOJIbIIEe 3eJIeHbIX

Bo3pacTt yuacTHHKOB
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Puc. 3. Pacnpedenenue yuacmuukos unmerncusa «Ocmpos 10—22» no eospacmy u 3aHAMUAM
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Kaprouek. Kpome Toro, janHasa quarpamMmma UJILIIOCTPU-
PyeT cCoOKpaIlreHue 3arpy30K 6ecosesHoro ciena (MaJjo-
cozep:KaTeabHbIe N300paKeHus, HenH(GOPMAaTUBHBII
TEKCT) IIpU CTa0MIBFHOM YBEJIMYEHUY I'PAMOTHOTO CJIeia,
YTO MOATBEPKIaeT 9PPEeKTUBHOCTh IPUMEHEHUA Me-
TOAOB TeiMUPUKAIIUYN AJISA MOOIPEHUS JKeJaTeIbHOTO
MMOBeJeHUA 1 JeCTUMYJINPOBAHUS HEIKeJIaTeJIbHOTO.

B nHTEeHCHBe MPpUHAJYU yyacTue OKoJio 1,5 Thicauu
YeJIOBEK, 0OJIbIIe THICSUYN U3 HUX — UJIEHBI BYSOBCKUX
KoMaug, 6osiee 100 — mKoIbHUKY, Topsaaka 20 — mpen-
CTaBUTEJU cTapTaoB. HarnanHo 3aHATUA U BO3PAaCTHOM
cocraB yuacTHUKOB «OctpoBa 10—22» n1eMOHCTPUPYIOT
IuarpaMMBbl, IIPe/ICTaBJIEHHbIE HA PUCYHKE 3.

HecmoTpsa Ha TO UTO OCHOBHOM KaTeropueil ydacT-
HUKOB MHTEHCUBA OBLIIU PYKOBOJUTENHU U YIIPABJIEHILHI,
a CpeIHUI BO3PACT YyUaCTHUKOB — okoJio 40 jet [19],
IpUMeHeHUe 3JIeMEeHTOB TeiMUUKAIUU CIIOCOOCTBOBA-
JIO YBEJIMUEHUIO YPOBHSA BOBJIEUEHHOCTH. [lanHOe HabIt0-
JleHUe CBUETEeJILCTBYET O ITOJIOYKUTETHHOM BO3IEeHCTBUN
WUTPHI HE TOJBKO HA yUYaIIUXCs MJIAIIIETO U CPEJHEro
BO3pacTa, HO 1 Ha B3POCJIBIX.

4, 3aknoueHne

Taxum ob6pasom, aHAJINU3 PeaTnu3aIllud TeXHOJOTUU
reiMu@UKaIuy B 00pa3oBaTEILHOM IIPOIIECCE TT03BOJIUIT
OPUNTHU K CJIEAYIOIINM BEIBOJAM:

e TpuMeHeHUe reiiMuuUKaIUU B y4eOHOM IIpoIlecce
CBA3aHO C peaus3alueil TeXHOJOTUY BJIeKTPOHHO-
ro o0yueHud;

e peanmsalUA TAXKEJION reiMupuKaIy II03BOJISAET
OpraHM30BaTh IIOJIHOE O0yUYeHUe 110 IPUHITUITY
KOMIIBIOTEPHOI UTPHBI, OJJHAKO IIPOIleCcC paspa-
OOTKU COOTBETCTBYIOIIUX JJIEKTPOHHBLIX KYPCOB
TPYLOEMOK U UMEET BHICOKYIO CTOMMOCTD}

® peasm30BaTh JIETKYIO TeiMU(PUKAIINIO B COBPE-
MEHHBIX ILIaT(QopMax 3JIeKTPOHHOT'O O0yUYeHUsT
MOJKeT JIF00OI IIearor, BJIaAeIONINi HaBbIKaMU
PaboThI C OCHOBHBLIM (DYHKITMOHAJIOM ILJIAT(OPMBI;

e Jierkas reiMupuKanusa TpedyeT MeHBIIUX Bpe-
MEHHBIX 1 (DMHAHCOBLIX 3aTpPaT Ha paspaboTKy
UTPOBBIX KYPCOB, & TAKKe OKA3bIBAET 3BHAUUTEIIb-
HBIH ITOJIOKUTEJIbHBIN 9(D(heKT Ha BOBJI€UEeHHOCTD
¥ MOTHUBAINIO YUAIITUXCH.
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HARD AND LIGHT GAMIFICATION IN EDUCATION:
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Abstract

The article is devoted to the implementation of gamification methodsin the educational process. The characteristic features of light
and hard gamification are presented. The appropriateness of using gamification when applying e-learning technology is considered.
Classification of courses based on hard gamification taking into account the technological features of development is proposed:
courses-presentations, courses — computer games, VR/AR courses. The article also illustrates the use of various game elements of
easy gamification using the example of the module “Level up! — Gamification” of the Moodle LMS. The capabilities of this module can
be used in an electronic course by any teacher who has the skills of working with the Moodle.

The authors present the analysis of the development of a training course in sales techniques using hard and light gamification
technologies, where the course development was assessed for its complexity, manufacturability, and resource requirements. The results
of the analysis showed that the development of courses using hard gamification requires much more financial and time-consuming
than the development of courses using light gamification.

The article evaluates the results of the educational intensiveness intense “Island 10—22”, held in July 2019 in Skolkovo, in which
100 university teams, teams of research and educational centers, teams of schoolchildren — winners of competitions, olympiads,
hackathons (“Young Talents”) participated. The results of the intense confirmed the effectiveness of the use of light gamification
methods in adult training. Thus, the conclusions presented in the article reveal a number of advantages that light gamification has

in comparison with hard gamification

Keywords: gamification, electronic course, e-learning, hard gamification, light gamification.
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HOBOCTMU

B Poccun BnepBble BpIagyT ny¢poBble AUIIOMBI Ha O7TOKYeliHe

ITensenckuit rocygapcTBeHHbl yHMBepcuteT (I1I'Y) mep-
BBIM CpeiMl POCCUIICKVX BY30B Ha4HeT IIPelOCTABIATh CBOMM
BBIITYCKHMKAM 37IeKTPOHHbIE IUIIOMBI. J/IEKTPOHHbIE BEPCUA
TOKyMeHTOB 06 o6paszosanuy ¢ 2020 roga 6y#yT IOmTyJaTh
BBIITYCKHUKY Kadeapsl MHGOPMALIOHHOTO O6eCredeHs,
ympasnenus u npousBoactsa (VIHOYII). B anexTpoHHBIX
IUIVIOMax OyIyT YYTeHbl KBaM(pUKALUY U CHeIVanu3anusa
CTYHEHTOB, MX IIPaKTMKa J YCIeBAeMOCTb.

ITo cnosam JItopMusibl PMOHOBOI, JOKTOPA TEXHUYECKUX
HayK, mpodeccopa, fekaHa (aKylIbTeTa BBIYUCTNUTENbHON
texuuku I1I'Y, o uroram Tectuposanus Ha Kadenpe NHOVII
TEXHOJIOTMIO BBbIJa4M LM(POBBIX AUIJIOMOB IUTAHUPYETCA
MacuITabupoBars.

Texumueckoe pelreHne, obecmeunpaloliee BbIady,
XpaHeHMe U HPOBepKy LM(POBBIX AUIIOMOB, CO3MIaHO
xomnanueit Credentia. [[na ero peammsanuy 6bUT MCHIOND-
30BaH O1OK4elH (paclpefe/leHHbIl PeecTp) IOMy/IIPHOI
cetu Ethereum.

TexHomMorNA, 10 3aAB/IEHNIO ITPEJICTaBIUTeNell KOMITAaHUM,
rapaHTHpYeT MOXU3HEHHYI0 IPOBEPAEMOCTb JJOKYMEHTA.
QYHKIIMOHMPOBAHNE CETH Ethereum moppepxuBaercs
3a cueT GOJMBIIOrO YMCIa ee PU3NUECKUX Y3/I0B, MIM HOJ
(6omee 100 TbIC.). YTOODBI M060J AUIUIOM OBLT rapaHTHUPO-
BAHHO IIPOBEpsIeM, JOCTATOYHO OFHOM JeiCTBYIOIIEel HOJB,

3aBeps0T B KoMmaHuu. ONHY Takylo HOLy B pabodeM co-
crosuun nopgep>xusaet u Credentia.

Kmuentsr Credentia — o6pasoBaTenbHble OpraHM3a-
nuy — npuobperator [10, KoTopoe KaeT MM MHCTPYMEHTBI
II0 BBIITYCKY IM(POBBIX CepTI(UKATOB /I CBOUX YYAIVIXCA.

ITpu BBITTyCKe 37IEKTPOHHOTO AUIUIOMA MU CepTUdUKaTa
BY3, IIKOJIA VTN IpyTOe yueOHOe 3aBefieHe YIOCTOBepseT J0-
KYMEHT C IIOMOIIBI0 1M POBOIL IOAINCK U JOOABIIAET B HETO
IaHHbIE, KOTOPbIe TAPAaHTUPYIOT €T0 MOIMHHOCTD, — MM
IOJTyJaTesid, OIMCaHNe Kypca M Ipodue HaHHbIE, BKIIOYas
IpUMepbl paboT yJalerocs M pe3ynbTaTbl 9K3aMEHOB.

JlaHHBIe BBITYCKHVUKOB He XPaHATCA IyOIYHO, HO IPU
9TOM 6J1arofapsi UCIOb30BAHNUIO TEXHOIOTY O/IOKUeTIHA JTI0-
60if 3aMHTEPECOBAHHBIII MOXKET YOEAUThCS B Ay TEHTUYHOCTH
JOKYMEHTA: TIPOBEPUTD JIATY BBITYCKa, KPUITOrpadmyecKmit
K/II0Y BBIITYCKAIOIIel OpTaHM3alyy M TeKYIIMil CTaTyc fIo-
KYMEHTA, B CIy4asX, e/ TpeOyeTcs: IOATBepXKIeHIe aKTy-
QJIBHOCTM, HAIIpuMep, OBUI M AMIUIOM OTO3BaH.

Ba’kHO OTMeTHUTD, YTO LUPPOBOIl JUIIOM Ha JaHHBIN
MOMEHT He AB/IAETCA IOTHOLIEHHOV 3aMeHON AUIIOMY
FOCYJapCTBEHHOTO 00pasiia Ha TPAAMI[MOHHOM HOCUTETIE.
ITonHBIiT 0TKA3 OT BbIIAYM GYMaXKHOIT BepCKM TOKYMeHTa 06
obpasoBaHuM TpebyeT BHeCEHM MI3MeHEeHMI B defiepanbHOe
3aKOHOZJATENbCTBO, roBopAT B Credentia.

(Ilo mamepuanam CNews)




