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OueHKa BocTpeboBaHHOCTM NpUMeHeHUA reuMmnPpurKaumm
KaK MHCTPYMeHTa noBbiweHnAa 3¢PpeKTMBHOCTM 06pasoBaTenbHOro npouecca

A. B. 3onkuna, H. B. JlJomonocoga, 1. A. IlerpyceBuu (MockBa, Poccust)

Ilpoonema u uenw. Hccnedyemes npobrema 3¢hgpexmusrnozo 8osnenenus 00yuarwmuxcs 6 0opa-
306AMENbHBIL NPOYECC, OCYUWECMBTILEMDBLIL 8 PAMKAX YUPDPOBO20 0OPAZ06AMENLHOCO NPOCTNPAHCMEA.

Lenv cmamvu 3ax104aemcs 8 oyenke 60CMpPedOSAHHOCU NPUMEHEHUS 2eUMUDUKAYUU KAK UH-
cmpymMenma nogvliuenus sggexmusHocmu 06paz0e8amenbHo20 npoyecca.

Memooonozun. B pabome ucnonv3osanvl obuemeopemuyeckue, IMIUpudecKue u cmamucmuye-
cKkue memoowl. Mccnedosanue onupaemcst Ha HayyHyro JUmMepamypy, NOCESIUEHHYI0 NpoOIeMam 2eiumu-
@ukayuu 06pazo8anus, HAYYHO-MemooudecKue UCMOYHUKY, d MAKICE HA UCTHOYHUKU, cooepaicaujue 8
cebe HabOp CMAMUCIUYECKUX C8eOCeHUL N0 PACCMAMPUBAEMOLl MeMamuKe, Omuemsl aHATUMUYECKUX
KOMNAHULL, UX AHATU3, CIMPYKMYPUPOBAHUE, UHMEPNPEeMayuio U NOCMpoeHUe 02U4ecKux abl80008. s
cucmemamuzayuu pe3yiomamos ovin nposeden SWOT-ananusz. Ilpu 06pabomke KoauwecmeeHHbIX OaH-
HbIX, NPOAHATUZUPOBAHHBIX C YEAbl0 ONpPedeleHus. 0CMPedOSAHHOCIU 2eUMUDUKAYUY 6 8blcULeM 00-
PA308aHUU, NPUMEHSIUCL MEMOObL MAMEMAMUYECKOU CIAMUCMUKU.

Pesynvmamot. B cmamve npoananuzuposano co0epilicanue OCHOGHbIX MeOPemuiecKux u HayuHo-
nedazo2uyeckux no0xXo008 K COBPEMEHHOMY NOHUMAI0 MEPMUHA «2eliMudurayus 6 00pazo8aHuuy.
Onpedenena 83aumocesizb MenHcOy YEIeUeHHOCMbIO PA3IUYHBIX KAME20PULl HACeNeHUsl GUPIY ATbHbIMU
USPOBLIMU MEXHONOSUAMU U NePCIEKMUBAMU UX UCHOTIb308AHUSL 8 CUCTeMe 8bicuie20 00pazo8anus. Boi-
A6TIEHO HAUYUE 8bICOK020 YPOSHS 80CMPeDOBAHHOCIU 2euMuUpurayuu 6 svicuiem oopasosanuu. B pe-
3yIbMAame UCCie008aAnUsL NPOU3BEOEHA OYEHKA NePCeKIUE UCNOIb308AHUS 2eliMupurayuu 8 obpazo-
BaHUU; NPOAHATUZUPOBAH COBPEMEHHDBII YPOBEHb 3AUHMEPECOBAHHOCIU HACENCHUSl 8 UHMEPAKIMUBHBIX
UEPOBYLIX (hopmamax 0Cc8oeHUst 3HAHUL, GbISAGIEHbL OCHOGHLLE NPUYUHBL OUHAMUYHO2O PA3GUMUS 2CUMU-
Pukayuu 8 06PA308aAHUU(BTUAHUE PBIHKA, C853b MeNCOY USPOU U NPOYECCOM 0OYHeHUs, PACTIY UL UH-
mepec K yu@dposbim MexXHOL02UIM, Neda202UuiecKuli NOMEeHYUAL 2eUMUPUKAYUL, BO3MONCHOCb peliie-
HUS 8 npoyecce Uepbl KOMOUHUPOBAHHBIX 3A0at), 0DOCHOBANHA YeeCcO0OPAZHOCTND NPUMEHEHUS] 2eUMU-
Quxayuu 6 svicuiem oopazo8arulL.

3axnwuenue. B 3axnouenuu 0enaiomcs 6bl800bl 0 MOM, 4O HPUMEHEeHUe cetimupurayuu
6 sbicueM 00pazosanul yeiecoobpazno u 060cnosanno. Aemopamu ommeuaemcsi 0cob60e Mecmo
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eetimMupurkayuu 8 pamKkax Yyugpposozo obpaz0eamenbHO20 NPOCMPAHCMBEA 8Y3d U WUPOKUE NepCnex-

muebl ee Oanvheliue2o GHedpeHUs 8 00PA308aAMeENbHbII NPOYECC BblCUIE20 0OPAZ08AHUSL.

Knwouesvie cnosa: cetimugurayus oopazosanust,; KOMnvlomepHvle uzpul, yugposuzayus 0o6paszo-

8aHUs, Yugdhpogoe NPoCMpPancmeo, INeKMpoHHble 0OPAZ0BAMENbHBIE PECYPChL, BUPIMYATbHBIE UZPOBbIE

mexHono2ul, 3phexmusHocms 00pa308amMeIbHO20 Npoyeccd.

ITocTanoBKa npoodJieMbl

['eiimMudukaius — 3TO UCIOIB30BAHUE UT-
POBBIX JJIEMEHTOB B HEMI'POBOM KOHTEKCTE, TO
€CTh NPOLECC, KOIZA AJIEMEHThl UIPbl HCIOJIb-
3yIOT U1 JOCTUXKEHHUS peajbHbIX Leneil. Boep-
BbI€ TEPMHH «TeiMU(UKaLUs» ObUT HCTIOIb30BaH
B MApKETHMHIOBOM cpeze. Ero mpumeHeHue kak
OJIHOTO M3 UHCTPYMEHTOB CUCTEMBI 00pa30BaHU
MO>XHO CUHMTaTh JIOCTATOYHO HOBBIM. BoJbIINH-
CTBO HCCIEAOBATENIEW CKIOHHBI MOJararb, 4TO
HIMPOKOE pacpOCTPAHEHHE B MUPOBOM IPAKTUKE
TEPMUH «TedMHPUKAIKI» MPUOOpen JHIb B
2010 r. m 10 cux MOp HE UMEET €AUHOTO TOJIKOBA-
HUs. PasnuunpiMu aBTOpamu reiimudukanus B
00pa3oBaHNM MOHUMAETCS KaK «METOJ] O0y4eHUS
U BocnuTaHus» [ 1], «MeToauKa MOBBIIICHUS MO-
TUBAllUM W BOBJICYCHHOCTH OOYYAIOIIUXCS,
«IPUHLUI IPUMEHEHUS UTPOBBIX CLIEHAPUEB IS
JIOCTHKEHUSI pealbHbIX ILeNe» [2], «TeXHOoJo-
TUsl, UCIOJIb3YIOIIasi IPUHIUIIBI KOMIIBIOTEPHBIX
UTrp B 00pa3oBaTeIbHOM Iporiecce», [3] «mapa-
JUTMa Pa3pabOTKH MPOIYKTOB U MOIaYN MaTEPH-
ana, obpamaromascs K 0a30BbIM MCUXOJIOTHYEC-
CKUM TMOTPEeOHOCTSAM 4YEJIOBEKAa Yepe3 HIPOBBIE
MexaHnukny [4]. OqHako Haubojee TOYHOE Ompe-
JIeJICHUE TEPMHUHA «rediMuUKamus» B o0pa3oBa-
HUU, IO MHEHHIO aBTOPOB CTAThH, 3aKIOYAETCS B
CIIEIYIOIIEM Te3HCe: «reiMUpUKalus — 3TO MOJ-
X0Jl, IpelycMaTpUBaIOUINil IPUMEHEHUE B y4eO-
HOM IIpOliecCce€ MPUHIIMIIOB KOMIIBIOTEPHBIX UIP,
UTPOBBIX CLIEHAPUEB U TUHAMUK B HEUTPOBBIX CH-
Tyalusix C 1ENbI0 TIOBBIIICHUS MOTHUBALIUU

! Berrorckuii JI. C. Tlcuxonorus passutus pedenka. — M.:
H3-Bo Cmeici, U3-Bo Dkemo. — 2004, — 512 c.

(BHENTHEH 1 BHYTPEHHEH ), BOBICYEHHOCTH B TIPO-
L[eCC penieHus] Y4eOHbIX 3aJad U JIOCTHKEHUS
yueOHbIX 1eneii» [3].

Heo6xonumMo 0oOpaTuTh BHUMaHUE H CHE-
JaTh HEKOTOPBIN aKIEHT Ha TO, YTO B NMPUBE/CH-
HOM BBIIIIE OMpeAeNieHuu (UTYpUpPYEeT TEPMUH
UMEHHO «KOMITBIOTEPHBIX» TP, KOTOPBIA OTIIU-
JaeT TeMU(]HUKAIUI0 OT BCEX HHBIX METOJIOB
NPUMEHEHHUsT HUIPOBBIX (OpM B 0Opa3OBaHMH.
Jleno B ToM, 4TO cama 1o cede mpodieMa «urpo-
buKkanumn», «UrpoBbIX 00pa30BaTEIbHBIX TEXHO-
JIOTUI» U «dABI0TEHHMEHTY («edutainmenty, 00y-
yeHue dvepe3 paspieueHue: ot «education» u
«entertainment») B 00pa30BaTEIBHOM IPOLIECCE
ObLTa BBISBIICHA JOCTATOYHO JABHO U JIETAITBHO
aHAJIM3UPOBATACH MHOTOUMHU OT€YECTBCHHBIMU U
3apyOeKHBIMU y4YeHBIMHU. Tak, Hampumep, u3-
BECTHBIN poccuiickuil yuenslit-neaaror JI. C. Boi-
! cumran, 4To Wrpa Kak TakoBas MMeeT
OTpPEICTICHHBIM CMBICT |, MPEACTaBISET COO0O0M
4acTh 4eJIoBeuYecKoW mpuponbl. OH genan mo-

TOTCKUM

MBITKU OOBSICHUTH, UTO UTPa UMEET JaxKe OMOII0-
THYCCKOE 3HAYEHHE, B TOM KOHTEKCTE, YTO HI-
paTh, CHOCOOHBI HE TOJBKO JETH YEIIOBEKa, HO U
JIeTH KUBOTHBIX, & 3HAYHT, cama 1o cebe urpa
“MeeT ropaszfo Oosee MIMPOKOE pacrpocTpaHe-
HUE€ W 3HAYCHUE, YeM MOXKHO ceOe MPEeACTaBUTb.
K. . V IHHCK M2 PEKOMEHIOBAJI BKJIFOYATh WT-
POBBIC BJIEMEHTHI B YUCOHBIX MOHOTOHHBIN TP/
NeTel, 9TOOBI pa3HOOOPA3UTh MPOIIECC TTO3HAHUS
ero Ooiee

)48 caciaTb MPOAYKTUBHLIM.

2 Ymmmnckuii K. JI. Pycckas mkosna / cocT., IIpeJuciL., KOM-
MmeHT. B. O. I'ycakoBoii / oTB. pen. O. A. [lmatoHOB. — M.
WHcruryt pycckoit mmBrmim3anmu. — 2015, — 688 c.
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A. H.TI. Aaukeea® nmcana, 4To NOTPEeOHOCTH
JUYHOCTH B WUTPE HE CBS3aHA C BO3PACTOM KOH-
KpPETHOTO YeIOBEKa, XOTsI CTPEMJICHHE K UTPE Y
B3POCJIOTO U peOCHKAa UMEET MOJI CO00H pa3yimy-
HbIE TICHXOJIOTUYECKHEe OCHOBaHMs. Tak, s
B3pOCJIOTO YEJIOBEKA UTPa MOXKET SIBJISATHCS MOJIE-
JUPOBAHUEM BapHAHTOB Pa3BUTHA TE€X WM UHBIX
COOBITHIA, KOTOPBIEC PEATH30BATh B PEATbHOCTH 110
KaKUM-TTHO00 TPUYNHAM HEBO3MOXKHO.

CerofHs B KOHTEKCTE Pa3BUTHS IJI00ANb-
HOU MH(pOpMAaTHU3aINH, METOAOB OHJIAH-00pa30-
BaHMsI, CMEIIIAHHOTO OOy4YeHHUs CTYIEHTOB [5] u
TpaHcopMalreil MBIIIJICHUS! COBPEMEHHBIX T0-
KOJIEHUH OO0ydarmuxcs, TreWMHpUKamus Kak
OJIMH U3 MOJAXO0J0B K 00pa3oBaTelIbHOMY IPO-
[ecCy NpUOOpeTaeT OCOOCHHYIO 3HAYMMOCTD.
Iefimudukarus Bce yarie paccMaTpUBaeTCs HC-
CJIEZIOBATENISIMH B KOHTEKCTEe LU(POBOTO, 3IIEK-
TpoHHOro 06ydenus®. [UMIOTe3a 0 TOM, YTO MOI-
HOILICHHOE BHEJPEHHE HIPOBBIX KOMIIOHEHT B
nudpoByr0 00pa3oBaTeIbHYIO CPENy, HaPUMED,
B CTPYKTYPY dJIEKTPOHHBIX KypcoB Ha 0a3ze LMS
(Learning Management System), moxeT cTathb
OJIHUM U3 MEXAHHW3MOB IOBBIIICHUS YBICYECHHO-
CTH CTYJICHTOB YY€OHBIMH JUCIHUILUTUHAMU U TIO-
BBIIICHUSI YPOBHSI MPUOOPETAEMbIX UMHU KOMIIE-
TEHIIUN SIBIICTCS KIIOYEBO B JAaHHOM HMCCIIEIO-
Banuu. Tak, uccnenosanus J. Knondepa (Mac-
Ca4yCEeTCKUH TEXHOJOTHYECKUN YHUBEPCUTET)
JTIOKa3bIBAIOT HATMYHE MOJIOKUTEIHHOTO A eKTa
COBpPEMEHHOM reiMuduKaIuy B mporecce ooyde-
Hu [6].

Hekoropeie aBTophl [7; 8] cuMTarOT BO3-
MO>KHBIM BOCHPHHHUMATH OIpE/CICHHBIC 3a/1a4u
CTaTUCTHUYECKOW 00pabOTKM JaHHBIX B KaueCTBE

3 Aumnxeena H. I1. Bocniutanue Urpoii: KH. 18 yauTens. —
M.: IIpocsemenue. — 1987. — 144 c.

4 imutpues B. JI., Kapumos P. X. O6auHble TEXHONOTHH
n urpouKanusi Kak OCHOBA HAay4YHO-00pa3oBaTEIILHOM
wiaTGopMbl Ul OpraHU3aluHM JJIEKTPOHHOTO 00yde-
uus // TlpodeccuonanpHoe oOpazoBanue B Poccuu u 3a
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UTPHI TI0 TTOA00PY MapaMeTPOB MaTEMATHUECKOM
MOJIeTIM, HAWIy4YIIUM OOpa3oM OMHCHIBAIOIICH
SMIUpPHUUYECKUE JaHHBbIC (HampuMep: Mmoadop ma-
pameTpoB mojenell BpeMeHHbIX psagoB ARIMA
(p, d, 9)°. TIpHCYTCTBYIOT HANPaBJICHHS B MAIIINH-
HOM 00y4Y€HHUH, TJie UTPa SBIISETCS OCHOBHBIM HC-
TOYHUKOM OOy4YeHHsI — 00ydeHHEe C MOAKpEIIe-
nuem (reinforcement learning): arentsl B3aumo-
JNEUCTBYIOT C UTPOBOM CPENOH, IOIydast Harpany
Wi mTpad 3a yJadHbe WU HEyJayHbIC JICH-
ctBusi. OOydeHre HAmpaBlIEHO HA MOCTEIIEHHOE
CHIDKEHHE BEPOSITHOCTH BBINOJHUTH JIEHCTBUS,
KOTOpBIE BEAYT K MOJTYYeHUIO TpadoB. XOTs U3-
HAYyaJIbHO 3TU AJITOPUTMbI IPUMEHSITUCH B UTPax
(Happl, MaxMaThl, TO) U B CHUTYaIlUsSIX, KOTOPHIE
MOKHO MHTEPIPETUPOBATh KaK UTPOBBIC (Kpat-
KOCPOUYHOE NMPOTHO3UPOBAHUE KypCa aKILUif), cei-
4yac peUIEHUE CIIOXKHBIX MHOTOKPUTEpPUATbHBIX
3a/lad Ha OCHOBE TaKOTO MOJXOJa 3a4acTyro d(¢-
(dexkTUBHEE MOJIXO0J0B Ha OCHOBE KJIACCHUYECKUX
METOJIOB ONTHUMM3AIUHU (HAmpuMep, YAauHYIO
TpaekToputo nosera K Jlyne uccienosarenu [9]
pPaccUMTHIBAIOT HAa OCHOBE MOJOOHBIX alrOPHUT-
MoB). MHbIEe aBTOpPHI [4] peanaraoT paccMaTpu-
BaTh caM (PYHKITMOHAJ 3JEKTPOHHOTO 00pa3oBa-
TENBHOTO pecypca, B KauecTBE MEXaHU3Ma Teil-
MUDUKAIAH: K DJIEMEHTaM IMPUYUCIATh JOCTYI K
KOHTEHTY H OaJUTbHO-PEUTUHTOBYIO CHCTEMY
OIICHKU 3HAHWI; MEXaHUKON TeMU(UKAIIIN BbI-
CTYMNAIOT, HallpUMep, COTPYAHUYECTBO (KOMMY-
HUKAIMK), 3aJlaHusi U1 00paTHas CBS3b; TMHAMH-
KOW Ha3bIBACTCS JIOTUKA COOBITUN DJIEKTPOHHOTO
Kypca ¥ MOCIIeI0BaTeIbHOCTh U3yUeHUsI 00pa3o-
BaTEJILHON TpaeKTOpuU. Takoil moAXox yKiaabl-
BaeTCs B paMKH MOHSITUIHOTO arapara mporecca

pyoexxom. — 2016. — Ne 2. — C. 131-135. URL:
https://www.elibrary.ru/item.asp?id=26416473

> Petrusevich D. Time series forecasting using high order
ARIMA functions // 19th International Multidisciplinary
Scientific GeoConference SGEM 2019. - 2019. —
Vol. 19 (2.1). - P. 673-678. DOI:
https://doi.org/10.5593/sgem2019/2.1/s07.088
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reiimuduranuu [10] 1 Moxer ObITh NMPUMEHUM
JUISL TPOEKTUPOBAHMUS AIEKTPOHHBIX KYpCOB, HO HE
MOXET IIEJTMKOM OTpa)kaTh CyTh reMMHU(pHKALUU
KaK COBPEMEHHOH 1TU(POBOM TEXHOJIOTHH, TaK KaK
10 CBOEH CYTH SBJISIETCS JIMIIB IIPOLIECCOM CO3/a-
HUSI KQY€CTBEHHOI'O JIEKTPOHHOIO y4eOHO-METO-
JIMYECKOTO KOHTEHTA.

OMHOBPEMEHHO C 3TUM HEKOTOpas 4acTh
Ne1aroruyeckoro Coo0IIecTBa YaCTO CKIOHAETCS
K MHEHHUIO O BPEIOHOCHOW 3aBHCHUMOCTH, KOTO-
PYIO MOKET CIIPOBOIIMPOBATH HCIIOJIb30BAaHUE B
IIOBCEHEBHOM )KM3HU KOMIIBIOTEPHBIX UTP, 00b-
ACHSIEMOE B OCHOBHOM HX pa3BJEKaTeIbHOH Iie-
Jb10. DTO CIIPOBOLIMPOBAHO, B MEPBYIO OYEpE/b,
MHTEPECOM K KOMIBIOTEPHBIM HIPaM, BO3HUK-
muM B Hadane XXI Beka, Ha TOM 3Tarne omnpeje-
JMBILIIUM HECOBMECTUMOCTD UTP U 00yUeHUS (AJIb-
TEpHATHBA: JINOO KOMIIBIOTEpHAs! UTPa, TUO0 00y-
yeHue). CTOPOHHUKU 3TOW MJIEU Yalle BCEro He
IPUHUMAIOT U JII000€ MHOE MCIIOJIb30BaHHE HMH-
(opMaLOHHO-KOMMYHUKALIMOHHBIX
ruii B oOpa3oBaHuM (B TOM YHCIIE, FJIEKTPOHHBIC
obpazoBarenbHbie pecypcbl, MOOK, LMS, mynb-
TUMelna KOHTEHT, CHCTEMY TECTUPOBAHUH U TIp.).

TEXHOJIO-

B 10 e Bpems cyiecTByrOT ucciaenosanus [11-
13], koTOpBIEC MPEACTABISAIOT HAYYHOE OMPOBEP-
YKEHUE TEOPUHU OIACHOCTH U HECEPHE3HOCTH KOM-
IBIOTEPHBIX UTP, & TAK)KE HETaTUBHOTO BIIUSHUS
UH(pOpMAaTU3aLUHU, KOTOPOE, IO MHEHUIO MHOTHX
YUYEHBIX, MOKHO CUHUTaTh CHJIBHO NPEYBEINYEH-
HbIM. AHaJIU3 BO3MOKHOCTH NPEBPAIIECHUS KOM-
IBIOTEPHBIX UTP B MHCTPYMEHT PA3BUTHUS U CO-
BEPIICHCTBOBAHUSA IIU(PPOBBIX 00pa30BaTEIbHBIX
TEXHOJIOTUH SBJISAETCS MPEAMETOM ITaHHOTO HC-
CJIEJOBAHMSL.

ApryMEHTOM B TIONb3y HCIOJIb30BaHUS
reiMuuKanuu MOKHO CUMTATh OOpa30BaTEIIb-
HYIO0 IIPO0OJIeMy COBPEMEHHOCTH, 3aKIIIOYAOLIy-
10Cs HE B IOCTHKEHUH YCBOEHUS 00yUarOIUMUCS
MaKCHUMAaJIbHOIO KOJMYeCTBa MH(OpManuu, a B
YMEHUU €€ KaueCTBEHHO BHIOMpaTh, mpeoldpa3o-
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BBIBaTh, aHAIM3UPOBATh, XPAaHUTh U CBOEBpE-
MEHHO 00pamaTbesi K Hell B HEOOXOIUMBIX CUTY-
aIusX, CBSI3AHHBIX C MpodecCHOHAIBHON es-
TelnbHOCThI0. HekoTopele W3 3THX 3a7ad da-
CTUYHO MOXXHO peniaTb IpHU MOMOIIM BEICHUS
CMEIIaHHOT0 00y4eHHUs CTYACHTOB, IPAMOTHO HC-
MOJTB3YSl HECIIOKHBIC ITU(GPOBBIE 00pa30BaATEIb-
Hble TexHOoJoruu [5]. OHaKO MPUMEHEHHUE Tei-
MUDUKAIMHA KaK KOMIIOHEHTa 00pa30BaTEIbHOTO
mpolecca MO3BOJIUT YCOBEPIICHCTBOBATH 3TOT
mporecc. B cBsA3u ¢ 3THM 1eNbI0 pabOTHI SBIIS-
€TCsl OLIEHKA MEePCIEeKTHB UCIOIb30BaHUS TeMU-
¢dukauu B BeIciieM oOpa3zoBanuu. [ eiimudrka-
L[1sl pacCMaTPUBAETCS KAaK MHCTPYMEHT MOBBIIIIE-
Hus d¢hdexTruBHOCTH 00pa30BaTEIBHOIO IPO-
1ecca B YCIOBHUSX HH(POPMATH3AIUU BBHICIIETO
o0Opa3oBaHMUsI.

MeTtoaoJ10rusi MccJIeI0OBaHUS

PaccmaTtpuBaercs mnpuMeHEHHE KOMIIBIO-
TEPHBIX UTP KaK CPEICTB 3JIEKTPOHHOTO 00yde-
HUSI, UHTETPUPOBAHHBIX B IU(PpoBoe 0OpazoBa-
TEIbHOE MPOCTPAaHCTBO. ['eMudukanus BBICTY-
MaeT B KaUeCTBE OJTHOTO M3 KIIIOUEBBIX HAIpaBJe-
HUll nudpoBU3anuu Beicuiero oopazoanus. Me-
TOJIOJIOTUYECKYIO OCHOBY COCTaBJISIIOT OOIIETE0-
peThYecKre, SMIHMPUYECKUE U CTaTUCTUYECKHE
METOABl HucchenoBaHus. MccnemoBaHue omupa-
€TCsl Ha COBPEMEHHYIO Hay4yHYIO JIUTEpaTypy U
MepUOJNYECKHE U3aHHUsl, TIOCBALICHHBIE TPO0IIe-
MaM Teimudukanuu oOpa3oBaHMs, HayYHO-MeE-
TOAMYECKHE UCTOUYHUKH, a TaK)Ke Ha UCTOYHUKH,
cojiepkaiiie B cede Habop CTAaTUCTUYECKUX CBE-
JICHUH 110 pacCMaTpUBaeMOM TEMaTHKE, UX aHa-
JM3, CTPYKTYPUPOBAaHUE, HHTEPIPETALUIO U TIO-
CTPOEHHE JIOTHUECKUX BBIBOAOB. [l cuctemaru-
3allMd TEPCIEKTUB Pa3BUTHUSl redMuuKanud B
BbICIIIEM 00pa30BaHUU MPEIaracTcsi MIPUMEHUTh
SWOT ananus, mo3BOJISIOIMI OLICHUTE CUIILHBIE
U cilabble CTOPOHBI, @ TAK)KE BBISIBUTH BOZMOXKHO-
CTH M yIpO3bl IJIsl JabHEHUIIIET0 UCIIONb30BaHUS
B paMKax IHU(POBOTO MPOCTPAHCTBA BY3a.
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Pe3yabTaThl Hecae10BAHUA

Ha ceromusmauii neHs reiimudukanvs B
00pa30BaHUM UMEET JIBE PA3HOBHIHOCTH: TIepBast
W3 HUX OCHOBaHa Ha pa3pabOTKe HEKOTOPHIX 00Y-
YalOIIUX U, UCTIONIb3YEMbIX B CTEHAaX KOHKPET-
HOTO YHUBEPCHUTETA UM KOJUIEIKa U He MoJlyda-
IOLUX JallbHEHIIero paclpoCTpaHEHHs! B CBA3HU
co cBoei y3Kkoii crienudukoil. [pyras pazHoBUa-
HOCTB — 3TO T€ UTPhI, KOTOPBIE pa3paboTaHbI CTO-
POHHMMM KOMMEpPUYECKUMHU KOMHOaHusMH [14].
OHM 4acTO HE YUUTHIBAIOT psiaa TpeOOBaHUN 00-
pazoBatrenbHOM cucteMbl [15], a Takke Hyxaa-
I0TCS B PEIICHUH 1IeJIOT0 MepeyuHs: PUHAHCOBBIX U
IOPUAMYECKHUX BOMPOCOB, CBA3AHHBIX C MX pac-
MIPOCTPAHEHUEM, B CBSA3H C UM, IPUMEHEHHE Ta-
KHUX UTP B YHUBEPCUTETE CTAHOBUTCS 3aTPYAHU-
TenbHBIM. OTAromaer npuMEHeHHE MOI0OHBIX
UTp B 00pa30BaTEIbHBIX YUPESKACHUAX €IIE U TO,
YTO BCTPOMUTH UX B IM(PpoBOe 00pazoBaTeIbHOE
MPOCTPAHCTBO KOHKPETHOT'O YHHBEPCHUTETA I0-
CTaTOYHO CJIO)KHO B CHJTy OTCYTCTBHUSI CTaHIapT-
HBIX 3aKOHOJATENbHBIX U MHBIX TpeOOBaHUI HcC-
MOJIb30BAHUS KOHKPETHBIX AJIEKTPOHHBIX pECyp-
COB (CyIIIECTBYET MHOXECTBO Tutatopm, Ha Oasze
KOTOPBIX MOXKHO peajn30BaTh UAEH reimudurka-
UM, TpPUMEpPaMU TaKUX CEPBHCOB, KOTOpHIE
HanOoJiee aKTUBHO HMCIIONB3YIOT TeMU(DUKAITUIO
it oopazoBanus sBisitorcsi: Codecademy, Code
School, Motion Math Games, Mathletics,
Khanacademy, Spongelab, Foldit, Lingualeo,
Radix, Zombie-Based Learning, MinecraftEdu,
World of Classcraft u mp). Oaaum U3 BapuaHTOB
perieHust 3Toil mpoOiIeMbl MOXKET CTaTh paspa-
00TKa 00y4aroIUX UrP MO KOHKPETHBIM JTUCIIH-
TUTHHAM, BCTPAaUBAEMBIX B HanbOoJee Moy sipHbIe
3NIEKTPOHHBIE 00pa3oBarenbHbIe pecypcsl (LMS),

® Metaari A. S. Advanced Learning Technology Research.
The 2018-2023 Global Game-based Learning Market.
Worldwide Serious Game Industry in a Boom Phase / Se-
rious Play Conference. — University of Central Florida,
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UCTOJIb3yeMbI€ CETO/IHS B By3aX. JTO MO3BOJIUIO
ObI HE TOJIBKO PAaCHpPOCTPAHUTDH OMBIT reiMudu-
KalliH, HO ¥ YIIPOCTUTH MPOIEAYPY MOUCKA, BBI-
O0opa W amanTanuu OOYYAIOIIMX HTp, HAXOIs-
IIMXCS B CBOCOOPAa3HOM PENO3UTOPHH PECYpPCOB
reiimudukanyu as oopa3oBaTeIbHBIX OpraHu3a-
IHAH.

YacTo npuMeHeHne TeiMUpUKAIIIN CBA3bI-
BAaIOT ¢ OOYYEHHEM JeTel MIIQAIIEro Bo3pacTa u
HE pacCMaTpPUBAIOT €€ KaK MEXaHU3M, TPUMEHHU-
MBI B CHCTEME BBICIIIETO U JAXKE IMOCIEBY30B-
cKoro obOpaszoBaHus. B To ’xe Bpems BO3MOXK-
HOCTb IEpeHoca 00pa30BaTENIbHOIO MPOCTPaH-
CTBa U WUIPbI, B YACTHOCTH, U3 PEAIbHOTO MUpa B
BUPTYQJIbHBIH MOXXET OBITh OAMHAKOBO 3(dek-
THUBHA /Il O0YYarONINXCs Pa3HBIX BO3PACTOB: OT
JETCKOTO cajia 10 MpoQecCHOHAIBHOM Mepernoi-
TOTOBKH KaJIPOB BBICIICH KBATU(DUKAITIH.

B ordere, mpencTtaBIeHHOM HCCIEIOBa-
TEJILCKOU KOMITaHUEN «Metaari»6, €XETOIHO aHa-
JU3UPYIOLIEH PHIHKKM 00pa30BaTEIbHBIX TEXHO-
soruii 122 cTtpan mupa, BbISIBIEHO BOCEMb AKTHB-
HBIX TPYII NOTpeOIeHUs reiMuQuKamu B 00pa-
30BaHUU, CpPEAN KOTOPBHIX: WHINBUAYAIbHBIE
MOJIB30BATEH, TPH 0OpPa30BATEIbHBIX CETMEHTA
(preschools, primary schools, and secondary
schools), yueOHbIe 3aBe/leHHUsI BBICIIETO 00pa3o-
BaHUsA, 00pa3oBaTelbHbIC OPraHU3alUU JOIOJI-
HUTEITLHOTO 00pa30BaHUs U areHTCTBA eaepalb-
HBIX 1 MECTHBIX OPTaHOB BJIACTH, KOPIOpAIUHU U
ouzHec. Temnbl pocta mpuMeHeHUs reiMuduka-
MU B 00pa30BaHUU B MEPEUUCICHHBIX TPYIIax
rpaduuecKy IpeAcTaBiIeHbl B Tadmule 1.

2018. URL: https://seriousplayconf.com/wp-content/up-
loads/2018/07/Metaari_2018-2023_Global _Game-
based_Learning_Market Executive_Overview.pdf
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Tabauya 1
IIporHo3 oTHOCHTENbHBIX TEMIIOB POCTA reiiMupUKAINU
B 8 morpedurtenbcknx cermenrax Ha 2018-2023 rr.
Table 1
Forecast of relative growth rates of gamification in 8 consumer segments for 2018-2023
I'pynnsl norpediaenus: reiMupuranun OTHOCHUTEJILHBIH TeMIl pocTa, %

Bricuiee oOpazoBanue 33
Jo1ikobHOE 00pa3oBaHUe 47
Kopmopaumu 53
MecTHbIE Oprassl BIacTH 44
OcHoBHOE 00pa3oBaHHe 34
[ToTpeburensckuit 32
Crapias mkosia 44
®denepanbHbIe OPTaHbI BIACTH 42

TakuMm 06pa3oM, COBOKYIIHbBIE TEMITBI pOCTa
reiMuukanun B 0O0pa30BaHUU HMEIOT JOCTa-
TOYHO MACIITA0HBIA XapakTep, B TO BpeMs, Kak
CEI'MCHT BBLICHICTO 06p2130BaHI/I}I IIOKa OTJINYacCTCs
IUPOKHUMHU TICPCICKTUBAMU JJIA HaﬂbHeﬁmero
Pa3sBUTHUA. I1o JaHHBIM OT4UY€Ta KOMIIaHUHN
«Metaari», KOMIBIOTEpHBIE HUTPHI, pa3paboTaH-
HbIe U1 chepbl 00pa3oBaHUs, 3aHUMAIOT 3HAUH-
TenbHyI0 10710 (37,3 %) Ha COBOKYITHOM pBbIHKE
BHICOUTp. B 3TOM CBSI3M MHTEpeC MpeacTaBiseT
OIICHKA PpbIHKAa BUACOUTP KaK TAKOBBIX U KOHTUH-
T'€HTa HOHB3OBaTeHeﬁ, YBJICHCHHBIX BHICOUT-
pamMu, B HaCTHOCTH.

Hampumep, craTtuctuka, IEeMOHCTPUPYIO-
11asi 3AMHTEPECOBAHHOCTh PA3IMYHBIX KaTeropuit
Hacenenust CIIIA” B BUJICOUTPAX, MPEICTABICHA
B Tabnuie 2. [IpeacrapieHHas aHAIUTHKA SBIISI-
eTCsl JOCTaTOYHO MOKa3aTeIbHOM, B CBSI3U C TEM,
YTO COTTIACHO PEHTHHTY cTpaH®, HaceneHne KOTo-
pBIX HanboJiee aKTUBHO MCIIOJIB3YET BHICOUTPHI,

" The Percentage of Adults Who Often/Sometimes Play
Video Games in the U.S. (2017). URL:
https://www.pewresearch.org/

8 0630p aHAIMTUKH Newzoo. URL:
https://hronika.info/igry/36920-podschitano-kolich-
estvo-geymerov-v-mire/

CIIA nHaxomuTcs Ha TMEPBOM MecTe (BTOpPOE M
TpeThe MecTo 3aHuMaroT Kutaii u Slnonus coot-
BETCTBEHHO, Pocculickas denepanus HaXOIUTCS
Ha 12 mecre). Ha ocHOBe aHHBIX, IPE/ICTABIICH-
HBIX B Ta0JIMIIE 2, CTAHOBUTCS BO3MOKHBIM KOH-
CTaTHpOBaTh, HANpPUMEp, TakoH ¢akr, dYTO
HauOOoJIbIIAs 10JI JI0JEH, 4YacTO U UHOT/Ia Urpa-
IOIUX B KOMITBIOTEPHBIC UTPHI B popMe X000H,
COOTBETCTBYET BO3PACTHBIM pamkam 18-29 ner,
YTO KakK pa3 MPUXOAUTCSA Ha mepuoj oOydeHus B
By3e. s Hux ydeOHO-mpodeccroHalbHas es-
TEJNBHOCTD SBISCTCS BEIyLIEH M redMuQuKanms
00pa30BaTeNBLHOTO MPOIIECCa MOXKET CTaTh MPHU-
eMJIEMOM 3aMEHOM pa3BIEKATENbHBIX KOMIIbIO-
TEPHBIX UTD.

ITlo manHbIM POoCCHIICKMX CTAaTUCTHYECKUX
HaOmronennii’, 58 % POCCHSIH UTPAIOT B KOMITBIO-
TEpHBIC UTPHI, U3 HUX 68 % — 3TO MIOHU, CTapIIe
18 ner.

9 CKOJIBKO JTI0JIeil NrparoT B KoMIbloTepHbie urpsl. URL:
http://atlasplay.ru/skolko-ljudej-igrajut-v-kompjuternye-
igry/ (data obpamenus: 12.12.2019)
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Tabauya 2

AHaJIMTHKA OTBETOB Ha BOIIpOC «Kak gyacTo Bol UIrpaeTe B KOMIIBIOTEPHLIE HprI?))
B Pa3HbIX BO3PACTHBIX H CONUAJTBHBIX KATErOpUAX

Table 2

Analysis of answers to the question ""how often do you play computer games?"*
in different age and social categories

Kareropust naceremus YacroTa HcnoJib30BaHUsI KOMIBIOTEPHBIX UTP
Otser pecnionnenToB: «MHorma, (%) Otser pecnionmenToB: «Hacto», (%)
Bo3zpact 18-29 net 31 29
Bo3spact 30-49 net 25 28
Bo3spact 50-64 net 17 15
Bospacr ot 65 net 13 11
OO0pa3oBaHue: BBICIIICES 19 17
Oo0pa3oBanue: o5 25
CpelHee CrelHalIbHOe

OO0pazoBanue: cpenHee 21 21
[Mon: >xeHckuit 21 19
[Toi: My»)ckoit 23 24

OOHOBPEMEHHO C 3TUM MHPOBOW PBIHOK
OHJIAl{H BUCOUTP TOKA3bIBACT CTAOMILHYIO €Ke-
TOJIHYIO TEHJICHIUIO K TOBBIIICHUIO TPUOBLTEHO-
CTH KOMIIAaHUH, 3aHUMAIOIINUXCS X pa3paboTKOn
Y TIOAJICP’KKOM, MPEICTaBICHHYIO Ha PUCYHKE 1.
Jleno B TOM, YTO BUJICOUTPHI, MTOAJIEPKHUBAOIINE
OHJIalH (popMar, MO3BOJISIOT MOTH30BATEIISIM B3a-
UMOJICHCTBOBATh B CHHXPOHHOM PEXKHUME, MTOBBI-
nrast TeM CaMbIM MOTHBAIIMIO K UX JallbHEHIIeMY
WCIIONIb30BaHMIo [16]. AHaloruyHas TEHACHITUS
HaOmogaeTcs B chepe nudpoBoro oopazoBaTesb-
HOT'O MPOCTPAHCTBA, TJ€ BCE OONBIIYIO MOMYIISIp-
HOCTb HaOHMpaIOT pa3jMYHbIe MACCOBBIE OTKPHI-
Thle OHJIalH Kypchl [17]. PaccmaTtpuBasi 1aHHBIN
(dakT ¢ TOUKM 3peHust GyHKIUOHUPOBAHUS LUD-
poBOoro  00pa3oBaTENbHOTO  MPOCTPAHCTBA,
MO>KHO KOHCTaTUPOBAaTh, YTO BHICTYIUICHUE TIpe-
nojaBaTesst B poJid He Toiabko aBTopa MOOK, Ho
U MojiepaTopa 00yd4aromieil urpbl B CHHXPOHHOM
dopmare, a TakKe ceTeBoe urposoe 0n-line B3au-
MOJIEHCTBUE MEXIY CTYJEHTaMH MO3BOJIAT YyBe-
JUYUTH YPOBEHb 3aUHTEPECOBAHHOCTU B JAHHOM

dbopmare mpuOOpETEHUST KOMIICTCHIIMM. 3Have-

HUE BUICOUTD, MIPETHASHAYCHHBIX JIJISI HCIIOJIB30-
BaHUs HA MOOWJIBHBIX yCTPOMCTBAX M KIIACCHYE-
CKHUX KOMITBIOTEPHBIX UTP, TAK:KE€ MOXKET UMETh
JTUJTAKTUYECKUN CMBICH. [[eo B TOM, 4TO COBpe-
MEHHO€ COCTOSIHHE€ MOOWJIBHBIX TEXHOJOTUM
HMMEET HACTOJBKO MPOTPECCUBHBIN XapakTep [18;
19], uto B psine ciaydaeB MOOUIIBHBIE YCTPOWCTBA
MOJIHOCTHIO 3aMEHSIOT COOOM KOMITBIOTEPHI U HO-
yTOyKH. 3HAYUTENLHOE MPEBBINIEHUE TEMIIOB PO-
CTa MOOWJIbHBIX UTP HAJl UTPaMU, MPeAHA3HAYCH-
HBIMHM JJISi KCIIOJIb30BAaHUS HA MEPCOHAIBHBIX
KOMIBIOTEpaX, MPEACTaBICHO Ha pucyHke 2. Ciie-
JOBaTEIbHO, KpOCCILIAT(GOPMEHHBIE 3JEMEHTHI
nudpoBoro 00pa3oBaTENILHOIO MPOCTPAHCTBA,
KOTOPBIE MOTYT OBITh TTOAJIEP>KaHBI MOOMITHHBIMHU
YCTPOMCTBAMH, TMONYYAIOT OOJBIIYIO MOMYJISIp-
HOCTh Ha PBIHKE 3JIEKTPOHHBIX PECYPCOB, YEM HX
aHasiord. Bompoc ucmonp30BaHUS MOOUIIBHBIX
MPWIOKEHUH B KayecTBE OJHOIO U3 CPEICTB
BHEJIpeHUs reiMuduKanuu B 00pa3oBaHue Tepe-
CeKaeTcs ¢ BOIPOCOM BbIOOpa 1udpoBoro obdpa-
30BaTEeIbHOIO MPOCTPAHCTBA, Ha 0a3e KOTOPOTo
IUTAHUPYETCS PEeaTn30BbIBATH DJIEMEHTBI WIPBHI.
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Tak, mpu BBIOOpE B KadecTBE OCHOBHOM ILIO-
IaIKU TeiMuUKay Kakoh-In0o momyaspHOi
LMS (Moodle, Canvas, iSpring, Black Board,
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eFrot, Sakai, Schoology u 1p.) MOKHO PacCUUTBI-
BaTh Ha HaJM4ue MOOWJIBHOM BEpCHH pecypca,
npu Beibope MOOK oueBnHa moamepikka Mo-

OWJIBPHBIMH YCTPOWCTBAMU Opay3epoB | T. 1.
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Pucynox 1. lunamuka npruObUIBHOCTH KOMIIAHUK-Pa3pa00TINKOB OHJIAH-BUICOUTD
Figure 1. Profitability dynamics of online games developer companies
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B MoBUNbHBIE NPUATHEHKA EMPpUNOHEHWMA ANA NEPCOHANBHBIX KOMMBHITEROE

P UCYHOK 2. Temmsl POCTa pbIHKA UT'p JJIA MOOWMIIBHBIX HpI/IJ'IO)KeHI/Iﬁ U Urp ajs n1€pCOHAJIbHBIX KOMIIBIOTECPOB
Figure 2. Growing rates of mobile games and PC games markets
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TenaeHIUs TPEBATMPOBAHUS TEMIIOB pa3-
BUTHUSI 00pa30BaTENbHBIX WIP, MPUMEHUMBIX Ha
MOOUJIBHBIX YCTPONCTBAX, HAJl UTPaAMHU, PEaTU3Y-
€MBIMH UCKJIFOUUTEIIFHO Ha TIEPCOHATBHBIX KOM-
NBIOTEpaX, SBISIETCS HE CAMHCTBEHHBIM MHPO-
BBIM TPEHJIOM TeWMHU(UKAIINN, CHOCOOCTBYIO-
MM BO3PACTaHHIO ee momyisipHocTH. Mccmeno-
BaTenu *° BBIIENSAIOT BOCEMb OCHOBHBIX KOMIIO-
HeHtoB [20; 21],

PBIHKY 00pa30BaTENbHBIX UIP PA3BUBATHCS BHICO-

MIO3BOJIAIOIIUX MHUPOBOMY

kMU TeMiaMid. K HUM OTHOCSTCH:

— DKCIIOHEHIMAJIbHOE YCKOPEHUE BHEIPEHUS MH-
HOBaIlMKM B cpepe UTPOBOM MHAYCTPUHU, TPU-
MeHUMOU B cpepe oOpazoBaHUs;

BBICOKMH YpOBEHb MHBECTHUIIUN B MUHAYCTPHUIO

reiMuduKanuy;

IIUPOKUH CIIEKTP COIVIALICHUM MEXIy paspa-
060TYMKaMu 00pa30BaTENBHBIX UTP U JUCTPH-
ObIOTOpaMU;

CTPEMUTENbHBIA POCT HUCIIOJIb30BaHUS 00pa3o-
BaTEJIbHBIX UTP B OM3HECE;

POCT HCIOJIb30BaHMSI BUPTYaJIbHON U JOMOJI-
HEHHOW pEaJbHOCTH, BHEAPEHHUE 3JIEMEHTOB

UCKYCCTBEHHOTO HMHTEJUICKTa B OIEPallOH-
HbIE CHUCTEMbI M UTpoBble “IBMXKH~ (Apple
ARK:it, Google ARCore SDK3s);

— JOCTYIHOCTH MPOCTHIX B UCIOJIb30BAHUU U HE-
JIOPOTHX MHCTPYMEHTOB JIsi pa3pabOTKU UTp,
WHTETPUPYEMBIX B HHU(PpPOBOE 0Opa3oBaTEIIb-
HOE MPOCTPAHCTBO;

10 Takeuchi L. M., Vaala S. Level up learning: A national
survey on teaching with digital games. — New York: The
Joan Ganz Cooney Center at Sesame Workshop, 2014.
URL: https://www.aca-
demia.edu/28215255/Level_up_Learning_A_Na-
tional_Survey _on_Teaching_with_Digital Games
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— yBEJIMYCHHE BPEMEHH KU3HEHHOTO IIUKJIa 00pa-
30BaTEIbHBIX OHJIAWH-TUIOMIAIOK ¥ U(PPOBBIX
00pa3oBaTeNbHBIX TPOCTPAHCTB.

B coBokynHOCTH mepeunciieHHbIe (PaKTOPbI
MPUBOASAT K CO3JAHUIO JIOCTaTOYHO OJaronpusT-
HOW cpeibl Ha pbIHKE 00pa30BATENbHBIX WUIP U
CTPEMUTEIHHOMY YBEIUYEHHIO J0JIU relMuduka-
MU B 00pa30BaTEIILHOM IPOIEcCe BO BCEM MHUPE.

[TocrynatenbHOe JBHXKEHHE MHUPOBOTO
pBIHKa 00pa30BaTeNbHBIX HIP MOATBEPKIAACTCS
AHAJIMTUKOM, IPEICTABICHHOMN B otuere!l. Taxk, B
MTOJABJISIONIEM OOJBITMHCTBE PETHOHOB HAOJIO-
JaeTCst OBICTPBIM POCT UCIIOJIb30BAHUS TeiMUDH-
Karuu B IUPOBOM 00pa30BaTEIIHHOM MPOCTPAH-
ctBe. [IaTriieTHre TPOTHO3BI Pa3BUTHS TEUMHUDH-
Kaluu B 00pa3oBaHUU, OPHCHTUPOBAHHEIE HA T1E-
puoa 2018-2023 rr., nOATBEP>KIAAIOT, YTO JUE-
POM 110 OTHOCUTEIBHBIM TEMIIAM POCTa reMudu-
Adpuka
(60,1 %), BTOpOC M TpeThe MecTo 3aHuMaroT Ce-
BepHas AMepuka (46,1 %) u Bocrounas EBporna
(42,8 %) coorBercTBeHHo. Cnaboe OTCTaBaHUE
nemoHcTpupyet 3anaanas Espona (40,1 %) u Jla-
tuHCcKas Amepuka (39,9 %).

Kallukpy B 06p3.30BaHI/II/I SABJIACTCA

Bbonee Toro, mpu cpaBHEHHWH HECKOIBKUX
MNOCICAHUX MATHIICTHUX OTUCTOB IO MPOMICATITNM
rojaM ¥ TPOTHO30B Ha Omipkaiimee Oymyinee
Ha0III0/1aeTCsl YCKOPEHUE TEMIIOB POCTa MPOAYK-
TOB relimudukanuu B oOpa3zoBaHun. COOTBET-
CTBYIOIIME TpauKHU, COTJIACHO ATOMY e OTYETY,
MPEJICTABJICHBI HA PUCYHKE 3.

11 Metaari A. S. Advanced Learning Technology Research.
The 2018-2023 Global Game-based Learning Market.
Worldwide Serious Game Industry in a Boom Phase / Se-
rious Play Conference. — University of Central Florida,
2018. URL.: https://seriousplayconf.com/wp-content/up-
loads/2018/07/Metaari_2018-2023_Global _Game-
based_Learning_Market Executive_Overview.pdf
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Pucynox 3. TlaTuneTHre TeMIBI pocTa JUIS TI00aTbHOTO PhIHKA reiiMu(pUKAIH B 00pa30BaHUT
Figure 3. Five-year growth rates of the gamefication in education global market

Takum oOpa3oM, MOXXET OBITH TOATBEP-
KJICHA JUHAMHUKA YBEIWYCHHS TOMYISIPHOCTH
reiMuQuKaim Kak COBPEMEHHOTO MHTEPAKTHB-
HOTO pecypca U €€ BOCTPeOOBaHHOCTh B KOHTEK-
cte nudpoBOro 00pPa30BATEIBHOTO MPOCTPAH-
ctBa. llepcriekTuBBl pa3BUTHA TeHMUDUKAITUN
[22; 23] B 0Opa3oBanuK OBUTH OIICHEHBI TIPH I10-
momu SWOT-ananm3a, mpecTaBIeHHOTO B Ta0-
aune 3.

3akiao4eHue

Tpanchopmanus uudposoro obpa3oBa-
TETHHOTO TIPOCTPAHCTBA JHUKTYeT HEOOXOMH-
MOCTb TOHMMaHUs reiMuUKaNU KaKk KOMIIbIO-
TEpPHOU UIPBI, KOTOpass MUMEET AUAAKTHYECKHI
CMBICT U JIETKO BCTPAMBAETCS B COBPEMEHHBII
y4eOHBIN MPOIIECC BY3a, KOTOPBIA HE TPEICTABIIS-
€TCsl BO3MOXKHBIM 0€3 KOMIUIEKCHOTO IMpHUMEHe-
HUS DJIEKTPOHHBIX 00pa30BaTEIbHBIX PECYPCOB.

I'etimudukarnus oOpa3oBaHus sBISETCS 3a-
nadeid, ropa3fo Ooliee CIOXKHOM, 4yeM OObIuHas
pa3paboTka M pacHpoCTpaHEHHE pa3BIeKaTelb-
HBIX KOMIBIOTEPHBIX UTp. OCHOBHAS CII0KHOCTh
CBs3aHA C HEOOXOIMMOCTBIO OIpEAETCHUS IU-

JAKTUKO-TEXHOJIOTHYECKOW NapaurMbl 00y4Jaro-
med urpel U ee dPQPEKTHBHOW HMHTETPAIllMHA B
y4eOHBIH MPOIECC, pPealn3yeMblii B IH(PPOBOM
S¢dexTus-
HOCTh MPUMEHEHUs relMU(pHUKaIUU B 00pa3oBa-

O6p8.30BaTeJ'IBHOM IMPOCTPAHCTBE.

HUU 3aBUCHUT OT TOT'0, HACKOJIHKO XOPOIIO OHAa 0y-
JIeT BCTpOeHa B IM(pOBYIO 00pa3oBaTEIbHYIO
cpeny KOHKPETHOTO By3a

[IpoBeneHHBIN B MCCAECIOBAHUH aHAJIU3 110-
Ka3aJ, YTO MUPOBOI PHIHOK KOMIBIOTEPHBIX UTP
U UTP, UCTIONIL3YEMBIX B chepe oOpa3oBaHus, je-
MOHCTPUPYET TEHACHIIMIO K BO3PACTaHUIO, KaK C
TOYKH 3pEHUS IOXOAHOCTH, TAK ¥ C TOYKHU 3PCHUS
3aMHTEPECOBAHHOCTH HACEJIEHUS B PA3JIMYHBIX
BHJIaX TeMUDUKAIUH.

Ha texymuii MOMeHT reiMuduKkamnus B 00-
pa3oBaHUU aKTUBHO HCIIOJIb3YETCs, HECMOTPS Ha
TO, 4TO ATOT MPOIIECC HE BCerja o4yeBucH. I eil-
MUDUKAIHS CTAHOBHUTCS XOPOIIMM HHCTPYMEH-
TOM TOBBIIICHUS 3PPEKTUBHOCTH 00pa30oBaTeb-
HOTO TpoIlecca B T€X CIydasx, KOrja: HET YCTO-
SIBIIIUXCSl AITOPUTMOB PEIICHUSI MPAKTUYECKUX
3a/1a4 (Urpa Ha OMpIKe); MPAKTUUECKHUE 3aHATHS C
0Oy4aloIMMHUCS CTAHOBSITCS CJIMIIKOM 3aTpat-
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HBIMHU WX OIIaCHBIMHU (I/ICHOJIB3OBaHI/Ie aBua CH-
MYIIATOPOB, OIBITHI, CBA3AHHBIC C KBaHTOBOU Me-
XaHWKOW U s/IepHOH (U3UKOi); oOyueHue Tpedy-
€TCS TIPOBOJIUTh HA yTAJICHHOW WM TPYTHOIO-
CTYITHOM MECTHOCTH (TOpHOCHAcaTeIbHOE JEJIO);

IMPOBCACHUC IMPAKTUKU CBA3aHO C MCIIOJIB30Ba-
HHUCM LCHHBIX PCAKTUBOB WM PCAKHUX MAaTCpHaA-

JIOB.

Tabnuya 3

SWOT ananau3 npouecca npuMeHeHHs rediMupukanum B npoiecce odpa3oBaHus

Table 3

SWOT analysis of the process of applying gamification in education

CuabHbIe CTOPOHBI (S)

Caa6wbie croponni (W)

THMH3ALHs METOJIOB 00pa30BaHus;
I poBOM IIPOCTPAHCTBE;
— Busyanuzanus cloXHBIX MPOLIECCOB;
— Hanmune obpatHoii cBsizu [24];

HaBBIKOB B BUPTYaJIbHOH CpELE;
— MopenupoBanue (pyHKIMOHadIa Oynyiield mpo-

— Hannuue yeTknx 00pa3oBaTeNbHBIX (IPOMEXKY-

— VYmporieHue o0pa3oBaTebHOTO MpoLecca U of- | —
— Paborta oOyd4arommxcsi B NPUBBIYHOM Ui HUX | —
—  OtcyTcTBHE TUCKPUMHUHAITAN 00yIarOIIHXCST; -
— 3anoMuHaIOIuecs UTPOBbIE MEXAHUKH; -

— Hanuuune MexaHuW3Ma TOJNYYEHUS YMEHUH U |—

(hecCHOHAIBHOMN IeATEIbHOCTH; -

TOYHBIX U (PUHAJIBHBIX) IEJIEH. -

Hanuune Ha peiHKe 00pa30BaTENbHBIX UT'P HEKa-
YECTBEHHOTO KOHTEHTA,

Bricokasi cTOMMOCT pa3pabOTKA KOMIIBIOTEP-
HBIX UTP JUISI CHCTEMBI 00pa30BaHus;
OtcyTcTBHE MIA0JOHOB MPUMEHEHHS TeiMubU-
Kalluy B yueOHOM Tpo1iecce;

Heo0xoaumMocTh HaIHuus OAHOPOAHON MaTepH-
AIBHO-TEXHUYECKOH 0a3bl y 00ydaromuxcs;
VYXyameHue BOCIpUATHS 00yJIarOIUMUCS HHBIX
(hopM B3auMOJIEICTBUS ¢ TIperoiaBaTesieM (Tpa-
JUIAOHHBIE (GOPMBI paboTh);

Hannawme pucka nmotepu nHTEpEca K Urpe y o0y-
YarOIUXCS;

JononHuTeNbHBIE 3aTpaThl BPEMEHHBIX pECYp-
COB TIeJIarora.

Bo3mo:knocTu (O)

¥Yrpossi (T)

— TloBbllIeHUE 3aMHTEPECOBAHHOCTH U BOBIICYCH-
HOCTH 00yYarOIIUXCS;

— TloBblllicHUE BHYTPEHHEH MOTHBAIMK 00YyJaro-
IIHAXCS;

— @opMupoBaHUE aeKBATHOTO OTHOIICHHS 00Y-
YAOIIUXCS K COBEPIIACMbBIM ONTHOKAM;

— Pa3BuTHE KOMMYHHKATUBHBIX HABBIKOB PaOOTHI
B KOMaH/IC;

— PasBuTHe uyBCTBa OTBETCTBEHHOCTH OO0y4Yaro-
MIMXCS ¥ IPHOOPETEHNE YBEPEHHOCTH B ceOe;

— Hcnonp3oBaHue YCIOBHO OOBEKTHBHOW CH-
CTEMBI OIIEHWBaHUS (PEUTHHTOBAaHHE);

— DBrisBieHne HesIBHBIX CHOCOOHOCTEW 00ydYaro-
IIAXCS, IPU TOMOIIIHA HECTaHIAPTHOTO MOIX0/1a;

— Pacmmpenune cnekTpa 00Opa3oBaTENbHBIX BO3-
MO>KHOCTEH;

— IIpodeccuonanpHoe HUPPOBOE CaMOPa3BUTHE
nearora.

— Tlepexox OT MOTHBAIIMH K a3apTy, COMPOBOXK-

Jlaronuics norepei TepBOHAYAIILHOTO
CMBICIIA;

— Ilcuxonoruueckas yrpo3a moJMEHbI MOHATUN

«PCATBHOCTB» U «KHUI'Pa»,

— Pa3BuTHe runepKoHKYypeHLIUH cpean o0ydaro-

HIAXCSH;

— llepenaceiienne yaeOHOTo mpolecca Urpou;
— Pa3BuTHe NpUBBIYKH OKUJAHUS BO3HATpaXK/Ie-

Hus [25];

— HecooTBeTCcTBHE UTPOBOTO CIICHAPHs 00pa3o-

BAaTCJIBHBIM LCIIAM,

— OrcytcTBHEe cBOOOABI BBIOOpa y 0oOyuyaro-

UXCsA, KOTOPbIC HE 3aMHTEPECOBAHBI B UT'PO-
BOIi ()OpME OCBOCHUSI MaTEpHaIa;

— He NPU3HAHHOCTb YYAaCTHUKAMHU o6pa303a—

TEJBHOIO Tpoiiecca 3pPEeKTUBHOCTH METOIOB
reMuuKaIum.
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B pamkax 1aHHON CTaTbU IOATBEPKIAECHO
HaJIMYME BO3PACTAIOLIETO TPEH 1A MOMYJISIPHOCTH
reiMu(uKanuy Kak COBPEMEHHOT'0 MHTEPAKTHB-
HOTO pecypca U ee BOCTpeOOBaHHOCTh B KOHTEK-
cte 1UdpPoBOTO 00pa30BATEIBLHOTO MPOCTPAH-
ctBa. [IpencraBiieHHbIE CTATUCTUYECKUE TaHHbBIE
MO3BOJISIFOT JIENIaTh BBIBOJBI O TMEPCIIEKTUBAX
TpaHchopMalui KOMIBIOTEPHBIX UTP B UHCTPY-
MEHT pa3BUTUSI U COBEPUICHCTBOBAaHHUS LH(DpO-
BBIX 00pa30BaTeNbHBIX TexHONOTru. [lonHomeH-
HOE BHEJIpeHHe reiMudukanuu B HUPPOBYIO 00-

http://sciforedu.ru

ISSN 2658-6762

Management System), moxeT cTaThb OJHHUM U3
MEXaHU3MOB MOBBIIICHUS YBJICUCHHOCTH CTY/ICH-
TOB y4YCOHBIMU JUCIMILUIMHAMU M TIOBBIIICHHS
YPOBHSI IPHOOPETAEMBIX HMH KOMITCTEHITHA.
[IpoBeeHHOE WCCIEMOBAHUE TIO3BOJIHIIO
BBISIBUTH OCHOBHBIC TIPUYHHBI TUHAMUYHOTO pa3-
BUTHS TelMHUUKAIIMH B 00pa30oBaHUU, IO pe-
3ynbTaraM 0000IIEHUS TEOPETUYECKUX UCTOTHHU-
KOB, aHAJIMTHYECKOW MH(DOPMAITUH U TPOBEACHUS
SWOT-ananu3za o00ocHOBaHA 11€51€CO00Pa3HOCTh
NPUMCEHEHHsI TeHMUBUKAIIMK B BBICIIEM 00pa30-

Pa3oBaTEIBHYIO CPEIy, HaPUMED, B CTPYKTYPY BaHUU.
9JIEKTPOHHBIX KypcoB Ha 0ase LMS (Learning
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Gamification as a tool of enhancing teaching and learning effectiveness
in higher education: Needs analysis

Abstract

Introduction. The article explores the problem of increasing student engagement in the learning
process within a digital learning environment. The aim of the research is to assess the need for
gamification as a tool of enhancing teaching and learning effectiveness in higher education institutions.

Materials and Methods. The study employs theoretical, empirical and statistical research
methods. The authors provide an overview of theoretical and empirical research (scholarly literature,
handbooks, statistical data and research reports) into gamification in education. SWOT analysis has
been used in order to systematize the findings. Quantitative data on gamification in higher education
have been processed using the methods of mathematical statistics.

Results. The authors conducted the analysis of theoretical, research and educational approaches
to gamification. The study reveals correlations between popularity of virtual game technologies among
various groups of respondents and possibilities of their implementation within the framework of higher
education. High demand for implementation of gamification in higher education has been found. The
authors evaluated future possibilities of using gamification in higher education and identified the need
for interactive game-based learning environments. The study has revealed factors contributing to the
rapid development of gamification in education. They include marketing factors, interconnections
between games and learning, growing interest in digital technologies, learning potential of
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gamification, and capacity to solve complex tasks using games. The authors justify implementation of
gamification in higher education.

Conclusions. The article concludes about the relevance of gamification in higher education,
especially as a part of digital learning environments.

Keywords

Gamification of education; Computer games; Digitalization of education; Digital environment;
Virtual game technologies; Learning and teaching effectiveness.

REFERENCES

1. Varenina L. P. Gamefication in education. Historical and Social Educational Idea’s, 2014, no. 6—
2, pp. 314-317. (In Russian) URL.: https://elibrary.ru/item.asp?id=22981456

2. Polyakova V. A., Kozlov O. A. Impact gamification for information and educational environment
of school. Modern Problems of Science and Education, 2015, no. 5, pp. 513. (In Russian) URL.:
https://elibrary.ru/item.asp?id=32664400

3. Afonina M. V., Harlamova A. S. Content analysis of the notion of “gamification”. Altai State Pedagogical
University Bulletin, 2017, no. 3, pp. 46-50. (In Russian) URL: https:/elibrary.ru/item.asp?id=30547297

4, EsinR. V., Vainstein Y. V. Gamification in electronic environment as means of students’ motivation
in the educational process. Open and Distance Education, 2017, no. 2, pp. 26-32. (In Russian) DOI:
http://dx.doi.org/10.17223/16095944/66/3 URL.: https://elibrary.ru/item.asp?id=29443397

5. Lomonosova N. V., Zolkina A. V. Digital learning resources: Enhancing efficiency within blended higher
education. Novosibirsk State Pedagogical University Bulletin, 2018, vol. 8 (6), pp. 121-137. DOI:
http://dx.doi.org/10.15293/2226-3365.1806.08 URL.: https://www.elibrary.ru/item.asp?id=36655296

6. Cheng M.-T., Rosenheck L., Lin C.-Y., Klopfer E. Analyzing gameplay data to inform feedback
loops in the radix endeavor. Computers & Education, 2017, vol. 111, pp. 60-73. DOI:
http://dx.doi.org/10.1016/j.compedu.2017.03.015

7. Featherstone M., Habgood J. UniCraft: Exploring the impact of asynchronous multiplayer game
elements in gamification. International Journal of Human-Computer Studies, 2019, vol. 127,
pp. 150-168. DOI: http://dx.doi.org/10.1016/j.ijhcs.2018.05.006

8. Petrusevich D. A. Analysis of mathematical models used for econometrical time series forecasting.
Russian Technological Journal, 2019, wvol. 7 (2), pp. 61-73. (In Russian) DOI:
http://dx.doi.org/10.32362/2500-316X-2019-7-2-61-73 URL.: https://elibrary.ru/item.asp?id=38231257

9. Cheng L., Wang Z., Jiang F. Real-time control for fuel-optimal Moon landing based on an
interactive deep reinforcement learning algorithm. Astrodynamics, 2019, vol. 3 (4), pp. 375-386.
DOI: https://doi.org/10.1007/s42064-018-0052-2

10. ParkJ., Kim S., Kim A., Yi M. Y. Learning to be better at the game: Performance vs. completion
contingent reward for game-based learning. Computers & Education. 2019, vol. 139, pp. 1-15.
DOI: https://doi.org/10.1016/j.compedu.2019.04.016

11. Orlova O. V., Titova V. N. Gamification as a way of learning organization. Tomsk State
Pedagogical University Bulletin, 2015, no. 9, pp. 60-64. URL.:
https://elibrary.ru/item.asp?id=24309337

12. BerdunF. D., Armentano M. G., Berdun L. S., Cincunegui M. Building SYMLOG profiles with an
online collaborative game. International Journal of Human-Computer Studies, 2019, vol. 127.
pp. 25-37. DOI: http://dx.doi.org/10.1016/j.ijhcs.2018.07.002

13. Moore-Russo D., Wiss A., Grabowski J. Integration of gamification into course design: A noble
endeavor with potential pitfalls. College Teaching, 2018, vol. 66 (1), pp. 3-5. DOI:
https://doi.org/10.1080/87567555.2017.1295016

© 2011-2020 Science for Education Today All rights reserved

142


http://en.sciforedu.ru/welcome-journal
http://en.sciforedu.ru/journal/2020-3
http://en.sciforedu.ru/
https://elibrary.ru/item.asp?id=22981456
https://elibrary.ru/item.asp?id=32664400
https://elibrary.ru/item.asp?id=30547297
http://dx.doi.org/10.17223/16095944/66/3
https://elibrary.ru/item.asp?id=29443397
http://dx.doi.org/10.15293/2226-3365.1806.08
https://www.elibrary.ru/item.asp?id=36655296
http://dx.doi.org/10.15293/2658-6762.2001.05
http://dx.doi.org/10.15293/2658-6762.2001.05
http://dx.doi.org/10.1016/j.ijhcs.2018.05.006
http://dx.doi.org/10.32362/2500-316X-2019-7-2-61-73
https://elibrary.ru/item.asp?id=38231257
https://doi.org/10.1007/s42064-018-0052-2
https://doi.org/10.1016/j.compedu.2019.04.016
https://elibrary.ru/item.asp?id=24309337
http://dx.doi.org/10.1016/j.ijhcs.2018.07.002
https://doi.org/10.1080/87567555.2017.1295016

Science for Education Today

14.

15.

16.

17.

18.

19.

20.

21.

22.

23.

24,

25.

2020, Vol. 10, No. 3 http://en.sciforedu.ru/ ISSN 2658-6762

Erkens M., Bodemer D. Improving collaborative learning: Guiding knowledge exchange through
the provision of information about learning partners and learning contents. Computers &
Education, 2019, vol. 128, pp. 452-472. DOI: https://doi.org/10.1016/j.compedu.2018.10.009
Osipova O. P. Main stages of instructional design and expert evaluation of electronic learning
resources. Open and Distance Education, 2015, no. 2, pp. 76-82. (In Russian) URL.:
https://elibrary.ru/item.asp?id=24004882

Makransky G., Petersen G. B. Investigating the process of learning with desktop virtual reality: A
structural equation modeling approach. Computers & Education, 2019, vol. 134, pp. 15-30. DOI:
https://doi.org/10.1016/j.compedu.2019.02.002

Zinovieva O. M., Zolkina A. V., Lomonosova N. V., Merkulova A. M., Smirnova N. A. Issues of
online courses integration into higher education system (on the example of discipline “life safety”).
Life Safety, 2018, no. 1, pp. 57-64. (In Russian) URL: https://elibrary.ru/item.asp?id=32283681
Chung C.-J., Hwang G.-J., Lai C.-L. A review of experimental mobile learning research in 2010-
2016 based on the activity theory framework. Computers & Education, 2019, vol. 129, pp. 1-13.
DOI: https://doi.org/10.1016/j.compedu.2018.10.010

Demenkova T. A., Tomashevskaya V. S., Shirinkin I. S. Mobile applications for tasks of distance
learning. Russian Technological Journal, 2018, vol. 6 (1), pp. 5-19. (In Russian) URL.:
https://www.elibrary.ru/item.asp?id=32466033

Landers R. N., Landers A. K. An empirical test of the theory of gamified learning. The effect of
leaderboards on time-on-task and academic performance. Simulation & Gaming, 2015, vol. 45 (6),
pp. 769-785. DOI: http://dx.doi.org/10.1177/1046878114563662

ter Vrugte J., de Jong T., Vandercruysse S., Wouters P, van Oostendorp H., Elen J. Computer
game-based mathematics education: Embedded faded worked examples facilitate knowledge
acquisition.  Learning and Instruction, 2017, wvol. 50, pp. 44-53. DOL:
http://dx.doi.org/10.1016/j.learninstruc.2016.11.007

Liao C.-W., Chen C.-H., Shih S.-J. The interactivity of video and collaboration for learning
achievement, intrinsic motivation, cognitive load, and behavior patterns in a digital game-based
learning environment. Computers & Education, 2019, vol. 133, pp. 43-55. DOL:
https://doi.org/10.1016/j.compedu.2019.01.013

Wood J., Donnelly-Hermosillo D. F. Learning chemistry nomenclature: Comparing the use of an
electronic game versus a study guide approach. Computers & Education, 2019, vol. 141,
art. 103615. DOI: https://doi.org/10.1016/j.compedu.2019.103615

Landers R. N., Auer E. M., Collmus A. B., Armstrong M. B. Gamification science, its history and
future: Definitions and a research agenda. Simulation & Gaming, 2018, vol. 49 (3), pp. 315-337.
DOI: https://doi.org/10.1177%2F1046878118774385

Hernandez-Sellés N., Mufoz-Carril P.-C., Gonzélez-Sanmamed M. Computer-supported
collaborative learning: an analysis of the relationship between interaction, emotional support and
online collaborative tools. Computers & Education, 2019, vol. 138, pp. 1-12. DOI:
https://doi.org/10.1016/j.compedu.2019.04.012

Submitted: 12 December 2019  Accepted: 10 March 2020 Published: 30 June 2020

This is an open access article distributed under the Creative Commons Attribution
‘@ @ \ License which permits unrestricted use, distribution, and reproduction in any medium,

provided the original work is properly cited. (CC BY 4.0).

© 2011-2020 Science for Education Today

143

All rights reserved


http://en.sciforedu.ru/welcome-journal
http://en.sciforedu.ru/journal/2020-3
http://en.sciforedu.ru/
https://doi.org/10.1016/j.compedu.2018.10.009
https://elibrary.ru/item.asp?id=24004882
https://doi.org/10.1016/j.compedu.2019.02.002
https://elibrary.ru/item.asp?id=32283681
https://doi.org/10.1016/j.compedu.2018.10.010
https://www.elibrary.ru/item.asp?id=32466033
http://dx.doi.org/10.1177/1046878114563662
http://dx.doi.org/10.1016/j.learninstruc.2016.11.007
https://doi.org/10.1016/j.compedu.2019.01.013
https://doi.org/10.1016/j.compedu.2019.103615
https://doi.org/10.1177%2F1046878118774385
https://doi.org/10.1016/j.compedu.2019.04.012
https://creativecommons.org/licenses/by-nc-sa/4.0/
https://creativecommons.org/licenses/by-nc-sa/4.0/

