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Annomayus

OfHUM U3 IPUOPUTETHHIX HAIIPABJIEHUI COBPEMEHHOIO 00pa30BAHUS ABJISETCS UCIOJIb30BAHIE PABINYHBIX METOOB YIIYUIIEeHU S
KauecTBa 00yYaIOIUX MEePOIPUATUIL, CIOCOO0B BOBJIEUEHUA U MOTUBAIINY oOydaroiuxcsa. Cpegu TakuX MeTOLOB BBIIeJINM BOBJIEUEHLIE
B IIPOIIeCC 00yUeHMsI Yepe3 UTPOBbIe MeXaHUKY — refimuduranuio. [IpenmyiecTBaMu JaHHOTO IOAX0/1a ABJISIOTCS BOBJIEUEHE B IIPOIleCC
o0yueHUs, a TaKKe aKTUBU3AIUs TI03HABATEJILHOH feAaTebHOCTH. O0yUaroluecs COBMECTHO C IPUOOPeTeHrneM HOBOT'O OIIbITa U (hopmMu-
pOBaHUEM Pa3JINYHBIX HABBIKOB TaAKKe IPUOOPETAIOT UT'POBOI OIIBIT, KOTOPBIH IPUHOCUT UM y40BOIbCcTBHE. HO Mcnosb30BaHme JaHHOTO
MeTo/a BjedyeT 3a co00U AL CYIeCTBEHHBIX TPYAHOCTElH, C KOTOPHIMYU CTAJIKUBAIOTCS MEJarord U MeTOLOJIOTH B 06/1acTy O0yUYeHUs.
Tefimudukanus ABIAETCA OCHOBHBIM MEXaHU3MOM BOBJIEUEHUA YUEHNKOB B YUeOHBIH ITpollecc B IIU(POBOIL cpesie, U OT IPaMOTHOTO UC-
OJIb30BAHUSA JAHHOI'O METOLA 3aBUCUT OTHOIIIEHIE YUeHNKA K IPOIieccy o0yueHus. BaskHeHIInM HaBBIKOM JJIsI COBPEMEHHOTI'0 IIefarora
CTAHOBUTCSA yMeHUe I'PAMOTHO IIPOEKTHUPOBATH e iMU(MUIIPOBAHHEIE CUCTEMEI, IIPYU 9TOM BaKHBI TEOPETUUECKUI 0030p JIUTEPATYPHI,
CYIIeCTBYIOIINX IPAKTUK 10 IPUMEHEeHUI0 reiiMuuKanuu B 00pasoBaTeIbHBIX IIeJIIX, 00CYKAeHNe Pa3INIHbIX MOLeJell ITIOCTPOeHU s
00yJaIoIINX CHCTEM C 9JIeMeHTaM U re iMu()UKAINY, BEIBICHNE IPOTUBOPEUNH U AKTYaIbHBIX HATIPABIEHUH I YIIyOJIeHHOTO n3yue-
HUA Bopoca reiimuduranuu B upoBoM o0yUeHUU.

Knawueswle cnosa: reiimuduranusa, urpopuranusa, oopazosanue, qudpoBoe odyueHmne, reiMuuUIinPOBaHHbIE CUCTEMBI.
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Abstract

One of the priorities of modern education is methods of improving the quality of training activities, ways to involve and motivate
students. Among these methods, we highlight the involvement in the learning process through game mechanics — gamification. The
advantages of this approach are involvement in the learning process, as well as the activation of cognitive activity. Students, along
with the acquisition of new experiences and the formation of various skills, also acquire a game experience that brings them pleasure.
But the use of this method entails a number of significant difficulties faced by teachers and methodologists. Gamification is the main
mechanism for involving students in the educational process in the digital environment, and the student’s attitude to the learning
process depends on the competent use of this method. The most important skill for a modern teacher is the ability to competently design
gamified systems. At the same time, a theoretical review of the literature, existing practices on the use of gamification for educational
purposes, a discussion of various models for constructing learning systems with elements of gamification, and the identification of
contradictions and current directions for advanced study of the issue of gamification in digital learning are important.

Keywords: gamification, education, digital learning, gamified systems.

For citation:

Boltyshev M. G. Gamification of digital learning: Actual problems. Informatics and Education. 2022;37(3):28—34. (In Russian.)
DOI: 10.32517/0234-0453-2022-37-3-28-34

1. BBeAeume naugemusa Covid-19. C usmenesnuneM mpoiiecca 00yYeHm s
MEHSIOTCSA U CAMH YUACTHUKY JaHHOTO IIPoIiecca: meaa-
CoBpeMeHHBI TpoIecc O0yUeHU I MeHAETCS O Aeii- roru, yJyariuecs, MeTonoaoru. [{ludpoBrie TeXHOJIOTHUI

CTBUEM I_II/IQ)pOBI/ISaI_[I/II/I, HOBBIX IIOAXOJ0B B IIegaroruke OTKPBIJIX HOBBbIE€ BOSMOHOCTU, paHee HeJOCTYIITHbIEe IIPU
U BBI3OBOB JIEHICTBUTEJIIbHOCTHU, TAKUX, HallpuMep, Kax HMCIIOJIb30BAHUU KJIACCUYECKOUM CUCTEMBbI 06paBOBaHI/IH.
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VuyeHUKY MOT'YT IOJYUUTh ITPAKTUUECKU JTI00YI0 MHPOP-
MaIluio U IPOUTH O0yUeHUre B JIIOOOM yueOHOM IIeHTpe
nin ob6pasoBaTeJbHOM yupeskaennu mupa. Ilemaroru
¥ METOJOJIOTH MOTYT CO3JaBaTh O0yYalOMnii KOHTEHT
U IeJINTHCA UM C JIOOBIM yYaCTHUKOM 00pa3oBaTeIbHOTO
mporiecca, He TOJIbKO B PAMKAaXx ero IIKOJbI 1 KJiacca.

06beM 00yUaroInX MaTePUaJIoB U UX TOCTYIIHOCTh
IOPOIMJIV HOBYIO IIPO0IeMY — cO3IaHUe MHTepeca K 00y-
yeunio. OO6pasoBaTeIbHbIII KOHTEHT Tellepb KOHKYPU-
PYeT ¢ pas3BIeKaTeJbHBIM, U C(pepoii focyra U OTAbIXA.
VueHUK nepecTasi ObITh IOJTHOCTHIO BO BJIACTU YUUTEJIH,
KOTOPBINl MOT IeJleHallpaBJIEeHHO KOHTPOJUPOBATh €ro
MO3HABATEJBbHYIO [EeATeJIbHOCTh. AKIIEHT CUJIBHO CMe-
CTUJICS HA CAMOCTOATEJNLHOCTh YUeHUKA, HA YPDOBHU ee
PasBUTHUA 1 €T0 BHYTPEHHEE JKeJlaHWe YUUTHCA U y3Ha-
BaTh HOBOE.

OaHUM U3 COBPEMEHHBIX MHCTPYMEHTOB BOBJI€UEHU
B 00pas3oBaTeJIbHBII ITPOIECC ABJIAETCA NHTEPAK TUBHBIHN
MeTon — reiiMmuduranusa (IpuMeHeHUe UTPOBBIX dJIe-
MEHTOB ¥ UTPOBOTO ONbITa B 00yuenun). Vlaes ncmoirsb-
30BaHUSA UT'POBBIX METOJOB B IIpoIlecce OOYUeHUs U UX
0JIaroNpUSATHOE BJAUSHUE HA JaHHBIHA IPOIlecC He HOBA:
psan coBerckux yueHbIX (. B. 9apkonuH [1], B. B. [la-
BeIZOB [2], A. H. JleouTses [3] u JI. C. Beirorckuii [4])
WCHIOJIb30BAJIY UTPY B BOCIIUTAHUU U O0yUEHUU JeTei,
K. 1. Yuiuackuii npugaBajl urpe ocoboe sHaueHUe
B IIPOIlECCe BOCIUTAHUA PeOEHKA, OH OTMeYaJI, UTO JJIA
pebeHKa Urpa CTAaHOBUTCA YaCThIO [EMCTBUTEIHHOCTH,
rie OH y:Xe He peOeHOK, a IOJIHOIEHHBIN yYaCTHUK
«zeTckoro meaa» [5].

2. AKTyanbHble Nnpo6nemMmbl npuUMeHeHNA
renimndpukayum B obyyeHnn

Tepmun «reiimudpuranusd» Beea Huk Ilenauur
B 2002 roay 1 MCII0JIb30BAJI €T0 AJIS OIHNCAHNS YCKOPEeH-
HOT'0 B3aMMOENCTBUS C IPOrpaMMHBIMU UHTep(deiica-
mu. Ho cam TepmuH Bores B o6uxof quitk B 2008 roxy
¥ UCIIOJIb30BAJICA IPY IPUBJIEUEHN N KJINEHTOB B chepax
OpoJask U MapKeTuHra. KilaccuuecKuMm orpeeieHIeM
reiMu@UKaIUU CIYIKUAT «IIPUMeHeHNe UTPOBbIX Mexa-
HUK BHE UTPOBOT0 KoHTeKcTa» [6]. Camo aTo omrpenesie-
HUe JIJAKOHUYHO, HO YIKe He IBJISIeTCS NCUePIILIBAIOIIHM.
Poccuiickue nccaegoBaTesu mpeaaaramT aJIbTEPHATHUB-
HOe oIlpeneeHne, a UMeHHO: «['eiMuuKanusa — 3To
METOJIOJIOTHUS II0 MCIIOJIb30BAHUIO METAUTPOBBIX JJIe-
MEHTOB U MEXaHUK C I[eJIbI0 KOPPEKTUPOBKHU YeJOBe-
YEeCKOTO0 IIOBEIeHUS 3a CUET CO3MaHUs 0JIaTOIPUATHOTO
amMoruoHaabuoro dhoua» [7].

B xHure mo o6yuenuio paspaboTKe UTp HA JBUKKE
Unity Maiika I'eiir, pyKoBOOUTE/Jb HAIIPaBJIE€HUSI MH-
(PopMAaIMOHHO-PA3BACHUTEIbHON PabdOThl KOMIIAHUY
Unity Technologies, maet nHTepecHoe ompeaeieHMre:
«IIporiecc mpeBpallleHUsA B UTPYy Has3bIBAETCA TefMU-
duranueii» [8]. [lanHOe ompenesieHre OH BBOIUT IJIA
OomMCcaHUA Mpollecca pa3paboTKU UTPHI, B KOTOPOM
HWCIIOJIb3yeTCA TEPMUH «UTPYIIKa» — 5TO 00BEKT U
Ha00p 00BEKTOB, KOTOPBIMU MOJKET YIIPaBJATDH IIOJIb-
30BaTe b, BJAUATH HA HUX. Vrpa Ke moJydaeTrcs IIpu
HOMOIIU M00aBJIeHUA K «UIPYIIKe» MEXaHUK, TaKUX

KaK IeJiu, IpaBuUJjia 1 nperpajabl. JlaHHoOe onpeaeieHne
pacuiupseTr NOHATUA rediMuGuUKaIU B IPUBBIYHOM
TOHUMAaHWM, TaK KAK OHO HE MOJKET CYyIlleCTBOBaTh 0e3
TOHATUS UTPYIIKU, & UMEHHO 00'b€KTOB, KOTOPBIMU
MOJKeT YIPaBJSATh II0Jb30BaTe/b.

Emre oqmu paspaboruuk urp [:xeccu [llesnn B cBoeit
KHUTe TaKsKe 3aTparuBaeT MOHATHE UTPYIITKH B IIPOIlec-
ce UT'PbI, OH TOBOPHUT, UTO JIF000I 00BEKT, C KOTOPBIM MBI
urpaeM, MoskeT ObITh UTPYIIKOI [9].

Eciu nanHoe ompejesieHre IIePeIoKUTh HA 00yUe-
HUe, TO 00bEeKTaMU I reiMu(PUKAIIUU MOTYT BBICTY-
naTh KaK OT/JeJbHBIE 3JIEMEHTHI 00yJaroIneil CucTeMbI
(TeTpanu, yueOHUKU, MaKeThI U T. [I.), TaK U IPOIIECCHI
(3aHATHUA, TECTUPOBAHUA, d9K3aMEHbI, JIEKITU).

ConenuajgucThl 110 reiMu@UKaIIu B 00yUYeHU U
cTaparTcA OTAEJUTH TEPMUH OT CMEXKHBIX 00JacTeii:
UTPONPAKTUKU, TUTAKTUUECKUX UTP, CUMYJISATOPOB
U TpeHakepoB. XOTdA B KaKIO0U M3 HaHHBLIX obJacTeil
WCIIOJIb3YIOTCS UTPOBbBIE BJIEMEHTHI U MEXaHUKMU.

Tetimupuranua crapaeTca He BMEIIINBATHCA B caM
00'bEKT, He CO34aBaTh U3 HEro urpy, HO JaThb 00yd4aro-
IUMCS UTPOBOM OMIBIT ¥ 9SMOI[HU OT IPOIlecca NIl 00b-
eKTa, KOTOPOI'o y HUX He ObLIO0 paHee.

Kak ormeuaer Kapa Kamnmia, «refiMmudukaiiusa — sTo
IpuMeHeHe UTPOBOTO0 OIIbITA, UTPOBBIX MEXAHUK, UTPO-
BOM 9CTETUKYU W UTPOBOTO MBIIIJICHUS A5 BOBJIEUEHU S
yUYeHWKa B IpoIlecc O0yUeHUsT U ITOMOIIb B PEIlleHUNn
npobaem» [10].

OreuecTBeHHBIEe ucciaenoBateaun A. M. Beccmeprt-
Hblli u U. B. 'aeHKOBa BBOIAT oIIpeiesieHIe UTPOPUKA-
nnu (reiiMuduKanu) Kak «00pasoBaTeIbHON UTPOBOIL
mapagurMbl», KoTopasd o0befuHAeT B cebe GoabIlIoe
CceMeliCTBO Pa3JIMUYHBIX IOAXOJO0B B IPMMEHEHUU UTD
B obyuaroiiem npoiiecce [11].

Ounetinuk 1O. I1. BasKHBIM acIeKToM UTrpoduKaIlINT
(refimupuranuy) cuuTaeT He paspaboTKy UTIPLI paau
WUTPHI, & JOCTUKEHNE ITIOCTAaBJIEHHBIX 00yUaIOIINUX IeJIei
[12].

B cBsA3u ¢ HEOIHO3HAYHOI TEPMUHOJOTHEN U TeM,
9TO TeiMUuPUKAIA ABIAETCA OTHOCUTEIHHO MOJIOAO
00JIaCTBIO HCCIEeLOBAHUA, TPeOyeTcsa 00JbIIIe SMINPHU-
YeCKUX JaHHBIX U O0CYKIEHUIN, KOTOPBIe IIOMOTJIN ObI
ee Pa3BUTHUIO.

T'oBops o refimuukamuu B 00yUeHNN, TOJb3YIOTCA
TepMHUHAMU 13 TeliMAn3aliHa, IIe TaKKe MMeIOTCS CJI0MK -
HOCTH C TEPMUHOJIOTUEH, XOTsA JaHHas obJacTh 6oJiee
pasBuTA 10 CPABHEHUIO C reiMuuKaImeii.

OG6yueHMre nCTOPUUECKU IPHUOOPEIO B CBOIT apceHast
3JIEMEHTHI UTPHI, KOTOPHIE MBI V)K€ K Hell He OTHOCHUM,
aMMEeHHO OLIEHKU, JKyPHAaJIbI, KJIacchl. B cucteme reiimu-
duKanUy UX MOKHO IPEICTaBUTD KaK OYKU, DETUHTHU
¥ YPOBHU.

3a BCIO MCTOPUIO CYI[eCTBOBAHUS TePMUHA «Teii-
MuPUKANUA» cPOPMUPOBATIOCH OOJIBIIIOE KOJIUUECTBO
KOHCTPYKTOB, CO3JaHHBIX KaK KDYIHBIMU KOMITAHUSMU,
TaK M OTAEJbHBIMU IIpo(deccruoHaaMy U3 PA3HBIX 00-
Jaacreii. PaccmoTpuM HEKOTODHIE U3 HUX.

K. Bep6ax u [. XauTep mpeaIosKuIn aJrOPUTM Aeii-
CTBUI, KOTOPBIN COMEPIKUT IIECTh 9TAIIOB Pa3padoTKu;
reiimudpuranuu [13]:
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1. OupeneseHue meJieit — Ha 4TO OyAeT HaIIpaBieHa
reiMuUKaNuAg, KaKre U3MeHeHUS KAYT yIacT-
HUKU OT IPUMeHEeHUs 2JIEMEHTOB UTPHI.

2. OnucaHue Ke1aeMoro MoBeJeHIA 00y JaroIuXC.

3. OnucaHue 1eJieBOU ayAUTOPUU — MOJIs BBIOOpa
HamboJIee MOAXOAAIINX 00pa3oBaTEIbHBIX PECYP-
COB.

4. IIpoeKTUpPOBaHMNE U ONHCAHUE IIUKJIOB BOBJIEUE-
HUSA U IPOABUIKEHUA B CCTeMe reiiMupuKanmum.
IIpu sToM IUKJ IPOABUMKEHUSA ABJISAETCSA IIPO-
IIeccoM M3MEeHEeHU s IIKJIa BOBJICUEeHNUA.

5. Omenka mpoiiecca Ha IIpeIMeT YBIeKaTeIbHOCTH.
Heo6xoqumMo yUUTHIBATE, YTO 3aSAHUS JOJIKHBI
OBITh UHTEPECHBI.

6. Boibop 1 IpuUMeHeHHe ONTUMAJbHLIX CPEICTB
u TexHOJOTMH. [[/151 KasKI0H Baaum TOJIIKEH OBITH
WCIIOJIb30BAaH aJleKBaTHBINI MHCTPYMEHT.

Jisi KaueCTBEHHOTO MPOEKTUPOBAHUSA O0yUeHUS
C UTPOBBIMU dJIEMEHTAMU B METOJOJOTH IIPUMEHSIOT
TunoJoruio urpokos P. BapTaa, koTopas O6nla co3gaHa
JIJISI MACCOBBIX OH-JIAMH UTP U IPUMEHSJIach AJIs paspa-
0OTKM MHOTOIIOJIB30BaTEJIbCKUX Urp [14].

P. Bapra uccieqoBaJi moBeeHMe JIOIEH B MACCOBBIX
OH-JIAH UTPaXxX U BHIAEJUJ CPeIU HUX YeThIpe TUIA II0-
BeIeHU A, KJIaCCUPUIIUPYS NX IO KJIIOUEBBIM (haKTopaM.
B ero mogenu nBe ocu, KOTOpPBIE Pa3AeIAlOT IIJIOCKOCTD
Ha COIIEePHUYECTBO U KOOIIepaInio, a TaKsKe B3auMoeti-
CTBUE C IPYT'UMU UTPOKAMU UJIU K€ C CAMUM UTPOBBIM
mupom (puc. 1).

Huxe npuBeneHbl ONIMCAHUA JAHHBIX THUIIOB UT'PO-
KOB:

e HakomuTesu (achievers) — OCHOBHOII MOTUB JaH-

HOTO THIIA YUACTHUKOB UTPHI — B3aIOJYYUTH Ha-
Tpazbl B UTPe, OJIep:KaTh ITo0eqy Hall caMOIi UTPOIi;

o nyosuasaHTsI (Killers) — MOTHB JaHHOT'O THUIIA UTPO-
KOB — B 1mobefie HaJ APYTUMU UTPOKAMU, JeMOH-
CTpaIus CBOETO IPEBOCXO/ICTBA;

e wmcciengoBareinu (explorers) — MOTHBOM [IJIsI 9TOT'O
TUIIA COYKUT U3YUEeHNe UTPOBOTO MUDPA;

e KOMIIAHLOHEI (socializes) — mMoTuBOM mJis maH-
HOTO THUIIA UTPOKOB SBJIETCS JKeJlaHUe ObITh
B KOMIIAHUU JIOAeii, 00IIaThC.

B mocinenyromux paborax P. Baprta pacimupser
MOJeJIb O BOCBMU TUIIOB, N00aBJIsIsA OCh OCO3HAHHOCTH,
KOTOpAas OIMCHIBAET KaKABII THUII C TOUKU 3PEHUS 0CO3-
HaAHHOT'O OTHOIIIEHUA K UTPeE.

Takxe ObIIN MPEAJIOYKEHbl aJlbTePHATUBHBIE TU-
HOJIOTUH IJsA OIpeAeieHNsT MOTHUBAIIUU YYACTHUKOB
CHCTEMBI C 9JieMeHTamMu urpbl. MccaenoBarens A. Map-
JKEeBCKUU IIPEIJI0 KNI CBOIO TUIIOJIOTUIO IJIA TreiMuu-
nupoBaHHBIX cucTeM [15]. OH BBIIEINUJ IIIECTH THUIIOB
urpokos. CBowo TUmoJoruio o maspaya «I'ekcama» —
B Hee BXOOAT CJIeAYIOIMe TUIIhI UTPOKOB: Disruptor,
Philanthrope, Socializes, Player, Achievers, Free
spirit, mamee A. Map:KeBCKUIl pacIiupul CBOIO THUIIO-
JIOTHIO 10 JBEeHAAIlaTH TUIIOB.

Emie ogun uccienoBaresb reiimuduranuu HO-xkai
Yoy BBIAEISIET BOCEMb MOTUBOB, KOTOPHIE UCTIOJIB3YIOT-
csA IJis BOBJIEUEHUS B reiiMu(UIINPOBAHHbBIE CUCTEMBI
[16]. Ou paspa6oran nactpyment Oxranus (Octalysis),
KOTOPBIH IMO3BOJISAET JYUIlle IIOHATH U CIIPOEKTUPOBATH
au3aiiH reiMuGUITTPOBAHHOMN cucTeMbI. B ero nHCTPY-
MEHT BXOAAT CJIEAYIOIMe TUIIBI MOTUBAIINN: JKeJaHue
IOCTUKEeHUM, O0IleHre U IPUUYACTHOCTh K I'PYIIIe
Jioneit, omymnienre 6e30IIaCHOCTY, HEOMKUAAHHOCThD
U CJIyYaiiHOCTD, CTPEMJIeHE K BJIACTU U BJIaJeHUIO, Je-
(QUIUT pecypcoB, IIPOABJIEHNE TBOPUECTBA, IJI00aIbHAaA
MUCCHA.

ConepHu4yectso

AOyanantol (Killers)

Nrpoku

Hakonutenu (Achievers)

Urposoii M1p

KomnaHboHbI (Socializes)

Koonepauua

Wccneposatenu (Explorers)

Puc. 1. Tunosozus uepoxos P. Bapmaa

Fig. 1. Typology of players by R. Bartle
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Takske MUCIOJIB3YETCS aJTOPUTM IOCTPOEHUS Teii-
mubpuranuu MDA Framework [17]. [laHHBIH TTOIXON
OCHOBAH Ha MCIOJIb30BAHUU TPEX CMEKHBIX objacTeit
MOCTPOEHUS reMuUKAINNN: MeXaHuKa, TUHAMUKa
" scTeTrKa. MexaHnKa co3faeT KOHKPETHbLIE UTPDOBbIe
KOMIIOHEHTHI, C KOTOPBIMU OyAeT B3anMOeliCTBOBATDH
0JIb30BaTeJb, TaKWe KaK OUKHU, YPOBHU, PEUTUHTH,
Harpagbl 1 T. a. JuHaMUKa co3ZaeT MpaBuja U CBA3U
Me)KIy KOMIIOHEeHTaMUu MexXaHUKu. K mpumepy, Ha-
Oupasi OYKU, II0JIb30BaTeJI YyUYACTBYIOT B pelTHHTAX,
mobeauTe NI B PEATHUHTE IIOJYYaloT HArpamy. ICTeTUKAa
OMMCBLIBAET 9MOINH, KOTOPLIE OJIyUYaeT YUeHUK BO Bpe-
Ms B3aUMOJEMCTBUSA C TeUMUpuKaImen.

Emre ogHa mMeTomoJsiornyecKkasi MOJieab, KOTOpas
MMO3BOJISAET CUCTEMAaTU3UPOBATh MPOIlecC paboThl HAT
reiMu(UIIUTPOBAHHLIMU CUCTEMaMM, sBJasgeTca Gami-
fication Model Canvas (GMC) (puc. 2). [JanHas MOAeJb
6asupyercsa Ha 6usHec-momenu A. OcrepBaabaepa [18].

BasKHBIM TPEUMYIIIECTBOM JaHHOI MOIEJN ABJISET-
Cs UTePAITMOHHBIH ITOX 0/ K IIPOIECCY IPOeKTUPOBAHUS
CUCTEMBI.

Poccuiickue uccienosarenu ns 1abopaTopuy reiiMm-
duxranuu CoepbaHKa IPeqIOKUIN CBOIO METOL0JIOTHIO,
HaspiBaemyro G-model [19] (puc. 3).

GAMIFICATION MODEL CANVAS

IIpeumyiiecTBOM JaHHOW MOJEJNU SIBJIAETCS IOA-
po6HOe onncaHue ee UTPOBBIX 9JI€MEHTOB U OPUEHTUPO-
BaHHOCTbH HA MIPAKTHUYECKOe IPUMeHeHne KaK 00JIbIITNX
CHCTEeM, TaK U HeOOJIbIIINX 3JIEMEHTOB.

Jlyist BHeIpeHU A B 00yUaIoIre IIPOIecchl reiMudm-
Kalus Hy K /JaeTCs B UHTeTrPaI[UU C TEOPUSIMU 00y UeHU .
Wrpossie 971eMeHTHI JOJIKHBI OBITH COTJIACOBAHBI C 3a1a-
yaMu 00yUeHUs, eJIAMU U IeJarOTUUeCKIM 3aMbICJIOM.

Ilna pemreHusa AaHHON MPOOJEMBbI CIIeI[NAJUCThI
HavaJiu pas3pabaTbIiBaTh CUCTEMBI, OCHOBBIBAIOIIIUECH,
B IIEPBYIO 0Uepenb, Ha o0ydamlneM sdderTe OT mpume-
HEHUA UT'POBBIX MEXaHUK.

IlJ1s IpaBUJIBHOTO OIpeAeIeHUs 3a4a4 U Iejeit ooy-
YEeHUA CHEIUAJINCThI HAYAJIU IPUMEHATH TAKCOHOMUIO
Bayma—Annepcena [20], a Tak:ke ycTaHaBIUBATH CBA3U
MeXKAYy YUeOHbIMU U UTPOBBIMU dyieMeHTamu [21]. Bmo-
ciaencTeuu yuenble HacTraoro yuusepcurera B Ceyire Peciy-
onuku FOxxuast Kopes peiios i ITNHAMIYHY IO MO/Ie/Ib
s reiMuduIIMpoBanHoro ooyuenusi Dynamical Model
for Gamification of Learning (DMGL)[22]. OcobeHHOCTEHIO
MAHHOM pabOTHI CTaJIA TIOMBITKA BHIABIEHUS CBI3U MEKIY
Model Driven Architecture (MDA) (Mexanuka, [luHamm-
Ka, IcreTura) u cucremoii moruBanuu ARCS (BKJrouato-
ITIei B ce0s cieayroie KOMIIOHeHThI: Attention — Buu-
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Puc. 3. G-model
Fig. 3. G-model

manue, Relevance — smaunmocTts, Confidence — yBepen-
HOCTB, Satisfaction — ymoBiyieTBopeHMe) IpeaIOsKeHHOMI
. Kenaepowm, ajs obecrieueHus OIeHKY 00pa30BaTeILHOTO
a(deKTa OT BHEAPEHU S reiMUDUKATIIIN.

Takum o6pasoM, CJAEAYIOIIUM STAIIOM Pa3BUTUSA
MOAXOMOB K reiMu(puKaIuu cTaHeT o0beuHEHNe 13-
BECTHBIX TEOPHUI O0yUEeHUA U MO eJIeli TPOeKTUPOBaAHUA
HUTI'POBBIX CUCTEM.

2.1. Mpo6nembl, CBA3aHHbIE C TEXHONOrNAMM
npuMeHeHnA reiMmuenLnpPoBaHHbIX
obyualowmx cucrem

Hapsaay ¢ TeopeTuueckuM MHOTOOOpasueM U He-
OMHO3HAUYHBIM MOHATHWHBIM amiiapaToM B o0JacTu
reiMu(PUKAIINN BOSHUKAIOT BOIIPOCHI IIPAKTUUECKOTO
IpUMeHeHUA 1 Pa3padoTKU PellleHnii B T poBoii cpee.
HJia peanmsanyuy Ha TPaKTUKe IPUHITUIIOB reiiMuuKa-
Y B 00YYAIOIINX IIPOIleccax CIelnaJnuCThI IpuberaioT
K Pa3JUYHBIM TEeXHOJOTHUSIM, KOTOPbIe MMEIOT CBOU
TpeOboBaHUA K 3HAHWIO NHMOPMAIIMOHHLIX CHCTEM U ITPO-
rpaMMUpoOBaHusd. [1Jid mpemogaBaTesiss, MeTOL0JI0ra U
TpeHepa 3aJava U3yUYeHUsS TaKUX WHOOPMAIMOHHBIX
CHCTEeM IIPEeBpalaeTcsa B MPOIlecC OCBOEHUA HOBOI IIPO-
deccuu. I[losTomy 3ajaua peaausaiuy He MeHee BasKHasd,
yeM IIpoliecc npoektupoBanusa. CiegoBaTeabHO, I0-
CTYIIHOCTB CPEJICTB CO3MaHUA NH(POPMAIITMOHHBIX CCTEM
ompeeisaeT IIyTh Pa3BUTUA reiMU(PU KA B OOYUEeHU .

CyIIecTBYIOT CUCTEMBI, JOOABIAIOIINE DJIeMEeHThI
reiMu(UKaANUM B JKUBOW OH-JIaliH YPOK, TaKue Kak
Kahoot (nHCTpYMEHT co3maHuA BUKTOPUH) U €My IIO-
no6ubie, ClassDojo (cucrema Beigauu OelasKeil u mpu-
cBoeHUusA aBaTapoB yueHukxam), ClassCraft (ou-maiiu
NHCTPYMEHT CO3JaHUsI NT'POBOM 00yUaIOIeil CUCTEeMBbL
IJISI KJIacCa C aCUHXPOHHBIM B3aumoaeiicTBuem). Takux
CHUCTeM JOCTATOYHO MHOTO, UX OCOOEHHOCTHU 3aKJIO-
YalTCS B TOM, UTO [IJIS CO3JaHUSA UTPHI He TpebyeTcs
CIenuaJu3upPOBAHHLIX 3HAHUN WM YyMeHUN paboOThI
C IPOrpaMMHBIM obecleyeHreM. ITO IIPEUMYIIeCTBO
SABJSAETCA U ONHOBPEMEHHO HeJAOCTATKOM, T. K. Ha-
KJaAblBaeT PAJ OTPAHUUYEHUMN IIPU MCIOJb30BAHUU
ITaHHBIX CUCTEM.

Bo mHOTUX cucTemax ynpaBiaenus ooyuenuem LMS
(Learning Management System), KoTopble UCIOJIb3Y-
I0TCA KaK B By3aX, TaK U B KOPIIOPATUBHOM O0OyYeHUMH,
BHEJPEHBI MOLYJIU refiMmuduKanum, rakre kaxk Moodle,
BlackBoard, Webtutor, Ispring Learn u ap. 3T MoxyJiu
n00aBJIAIOT Pa3JNUYHbIe UT'POBLIE MEXAaHUKU IJIA IIPO-
mecca o0y4YeHunsd.

TexHOJIOTMY, KOTOPbIE IPUMEHAIOTCS IJIs Peaainsa-
YU 5JIEeMEHTOB reiiMu(puKanuy B IIporecce 00ydeHm s
B u(POBOHA cpejie, BIUAIOT HA NBHAYATBHBIA 3aMbICEJI
paspaborunka. B ¢cBA3u ¢ aTM TpedyeTcsa KOMILIEKCHOe
pelieHue O MOAOOHBIX CHUCTEM, Aafoliiee THOKOCTh
peanusamnuu.
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2.2. Mpo6nembl, cBA3aHHbIE C OLL@HKOIA
3¢ PeKTUBHOCTU reliMmnprLnpoBaHHbIX
o6yualowmx cucrem

Ha Texkyminii MOMEHT HeT OOIIeNPUHATON MOAeJIN
omeHKN 3PPEeKTUBHOCTU reMUpUIIMPOBAHHBIX 00yUa-
IoImux cucreM B udpoBoii cpene. s OmeHKy JTaHHbBIX
CHCTEM 3aMMCTBYIOT MOZIEJIV 13 CMEKHBIX 00JI1acTe, ogHa
M3 JOCTATOUYHO PACIIPOCTPAHEHHBIX — DTO MOJEJIb OIIEHKY
s(pdexTuBHOCTH 00yueHus [I. Kuprknarpuka [23]. dan-
Has MOJeJIb COCTOUT U3 YeThIPEX YPOBHEH N3MEePEeHUI:

® OIleHKAa YMOIIMOHAJIHLHOM PeaKI[uM 00yUaIOIIIUX CS

OT MCIIOJILBOBAHUS CUCTEMBI C dJIeMEHTaMU Teii-
MupuKanun;

® OIleHKAa IOJYUYEeHHBIX 3HAHUI;

e OIleHKAa N3MEeHEHUs ITOBEeJeHUS;

e OIleHKa U3MeHEeHUudA pedyabTaTa.

Hanuas Moaesb IMOKasajga CBOIO 3(pGheKTUBHOCTD
IIJIs OIIEHKU 00pasoBaTeIbHBIX MEPOIPUATHUI, HO B HEl
HeT 9Taria oleHKU ahdeKTa OT IPUMEHEHNA BJIEMEHTOB
reiMupUKanIIn.

3. 3aKknyeHue

Ananusupysi TeEOPeTUUECKYIO 6a3y U CYII[eCTBYIO-
Y0 MPAKTUKY IPUMEeHEeHU A 9JI€MEeHTOB re i MU UKAIu 1
B 00pasoBaTeJIbHOM IIPOILECCE, MOMKHO CIeJIaTh CIeYI0-
II1ie BBIBOJIBI:

® OTCYTCTBYET €JUHAsI KOHIEIINA U MEeTOI0JOT -

yecKasi MOJIeJIb IIOCTPOEHU O0YUAIOIIUX CUCTEM
C JIEMEHTAMU re iMU(PUKAIINH;
e He paspaboraH OOIIUI IMOHATUNHBIA amapar,
KOTOPLI# OyZeT sSceH mefaroraM U MeTOL0JI0raM;
e peaJaM30BaHHBLIE METOJbl 1 TEOPUU He KOPPesn-
PYIOT ¢ KQ4eCTBOM IIOJIyYaeMOro pe3yjabTaTa Mo
uToram O0OyueHmusd;
e He OmIpeeseHbl METObl U MHCTPYMEHTHI OIIeHKHU
00pasoBaTeJbHOro 3P@dexTa, KOTOPBINA JOJIMKHEI
MOJNYYUTH YUEHUK U IIefaror.
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