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CPABHUTEJIbHBIA AHAJIM3 JEVMCTBYIOIIUX IPAKTUK TEMMHO®UKALIANA
BBICIIEI'O OBPA3OBAHMUAA

Annomayus. B nanHoi pabote mpeacTaBlieH CpaBHUTENBHBIA aHaIU3 AEHCTBYIOLNIMX MPAKTUK relMMU(HUKAIIH
BBICIIEro 00pa3oBaHus, peanu3yembix B Poccun u 3a pydexxom. PaccmaTpuBaroTcst 1Ba OCHOBHBIX BUa BHEJPEHHS UT-
POBBIX TEXHOJIOTHH B POCCHHCKOM 00pa30BaTEIbHOM IIPOCTPAHCTBE: CKBO3HAsl M To4yeuyHas reiiMudukanus. CKkBo3Has
redMudUKaIMs IpenoIaraeT, YTo 3JeMEHThl UTPhI TPOXOAT Yepe3 Bech 00pa30BaTeNbHbII MPOIEeCC U CIEHApUi Kyp-
ca mpopaboTaH CX0XKUM 00pa3oM ¢ UTPOBEIM HappaTHBOM. ToueyHas redMHUGUKALUS SBISETCS METOAOM, IPU KOTOPOM
UTPOBBIE AIIEMEHTHI IPUMEHSIOTCS PEIIKO M UTPAIOT BTOPOCTEHCHHYIO poib. TpeTuil THI reiMu(UKaLiy, peaTn30BaH-
HBI B 3apy0e)KHOM 00pa30BaTEIHLHOM MPOCTPAHCTBE, OCYIIECTBISIETCS MOCPEICTBOM CO3IaHHS CICLHAIBLHOH HIPHI,
OTBEYAIOIIeH LesiM y4eOHoro mponecca. OTMeYarTcs TOCTOMHCTBA M HEJOCTATKH PAacCMaTPUBAEMBIX MPAKTHK Teid-
MH(HUKALIHN BBICIIET0 00pa3oBaHUs, 8 TAKXKE UX BO3MOKHOCTH C y4€TOM MOTHBALIUH CTYICHTOB.

Kniouesvie cnosa: reiimudukanys, Boiciiee o0pazoBaHue, 00pa3oBaTeIbHOE MPOCTPAHCTBO, 00pa3oBaTebHbIC
1aT(GOpPMBI, UTPOBBIE IIATPOPMBI, BUICOUTPHI.
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COMPARATIVE ANALYSIS OF EXISTING PRACTICES OF GAMIFICATION OF
HIGHER EDUCATION

Abstract. This paper presents a comparative analysis of the current practices of gamification of higher education,
implemented in Russia and abroad. Two main types of implementation of gaming technologies in the Russian educa-
tional space are considered: end-to-end and precise gamification. End-to-end gamification assumes that the elements of
the game go through the entire educational process and the scenario of the course is worked out in a similar way to the
game narrative. Point gamification is a method in which game elements are rarely used and play a secondary role. The
third type of gamification, implemented in the foreign educational space, is carried out through the creation of a special
game that meets the goals of the educational process. The advantages and disadvantages of the considered practices of
gamification of higher education are noted, as well as their capabilities, taking into account the motivation of students.
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BBenenmne. Maes npuMeHeHHsI UTPOBBIX TEXHOJOTUH B Pa3IMYHBIX chepax KU3HU 00IeCTBa
nosiBuiach B cenHe 20-ro Beka. Bonmpoc aBTopcTBa BBEIEHHS TEXHOIOTUU TeHMU(PUKAIIMN SBIISET-
Csl TUCKYCCUOHHBIM, TaK HEKOTOPBIE MCCIIEI0BATENN CBSA3BIBAIOT MOSBIEHNE reiiMU(UKalUN C BBE-
JICHHEM TEXHOJOTHI HeMaTepHallbHOrO CTHMYJIHpoBaHus Ha 3aBojax B Coserckom Coroze [1].
Jlpyrue uccienoBaTenu OTHOCST MOsBJIEHHE redMuuKanuy K paboTe Ha aMepUKaHCKUX (padbpuy-
HBIX IUIOMIAJAX, OMHCaHHOW corrosioroM Jlonansaom ®pancucom Poiiem [2].C cepenunbl 20-ro
BepKa J0 Havasa 21-ro TpaJulIMOHHBIMU METOAaMH reiiMU(UKaLUY CTAJId POJIEBbIE UTPbI, BKIIOYA-
eMble B y4eOHbII mpouecc [3], O0OHYCHI U KapThl JOSUIBHOCTH B cpepe On3Heca, a TaKKe MOIBITKA
CO3/IaHUS CIICIMATM3UPOBAHHBIX 00pa30BaTeIbHBIX UrP [4] U MapKETHHTOBBIX MPOEKTOB, UCIIOJb-
3YIOIIUX DJIEMEHTHI HACTOJIBHBIX UTp (Hampumep, «Monopoly» koproparuu McDonald’s [5]). Tex-
HOJIOTUU reiiMU(UKalliU B pa3INYHbIX cepax 0OIIECTBEHHOM )KU3HHU Pa3BUBAINCH MMAPAIJIENBHO C
COBEPILICHCTBOBAHHEM LH(POBBIX TEXHOJOTHI M MPOLECCOM MOCTENeHHOM mudpoBuzanuu oore-
ctBa. Ilocne mosBIEeHUs] MHAYCTPUU TeUM-IH3aliHA U MOCTENEHHOW IOMYJIsApU3allii BUJICOUTD B
reiiMuuKa o0pa3oBaHMsl MOSBUIACH OPUEHTALMsI HA BUPTYyalbHBIA (Gopmart. [lomynspuszanms
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HaNpaBJICHUs] OHJIAHH-00pa30BaHUs aKTyaIM3UpOBajia UCCIEAOBAHHUS B 00JaCTH MPUMEHEHHS Me-
XaHUK BUJCOUTP B MOCTPOEHUHU 00pa30BaTEIBHOrO Mpolecca. XOTs TEXHOJOTUU TedMudukanuu
MPUMEHSUIACH YEJIOBEYECTBOM JIOCTATOYHO JAaBHO, CaM TEPMHH B HAy4YHBIH TUCKYpC ObLT BBeIEH
toibKo B 2002 roay nporpammuctom Hukowm Ilexmuarom [6].

TexHonorus rediMupuKai B COBPEMEHHOM MOHUMAaHHUU MPEJCTABISAET cO0O0M MPUMEHEHHE
UTPOBBIX METOAMK B HEUTPOBBIX cuTyanusx. CoBpeMeHHbIe uccieqoBanus B o0jgacTu reimuduxa-
IIMM B KAa4eCTBE JOCTOMHCTB JAHHOTO METOJA BBIIENAIOT aKIEHT Ha MOTHBAIMIO O0yYaroIIuXcs,
GYHKIUIO LieJernojaraHusi 4yepe3 Urpy, npaBo Ha OLIMOKY M «II€PEUTPOBKY» U OPHUEHTAIUIO Ha
rpynnoByto pabory [7]. K HemocraTkam TeXHONOTMM TeHMU(UKAIMUA TPUHITO OTHOCHTH, BO-
MIEPBBIX, MPOOIEMY 110A00pa FNEMEHTOB UTPHI JIJIS YCIIECIIHOTO UCIIOJIb30BaHUs reiMuduKalum, Bo-
BTOPBIX, CTEPEOTUIIN3UPOBAHHOE OTHOLIEHUE K BUAECOUIPAM M CKEINTUYHOE OTHOLIEHUE K I10JIb3€
UCIIOJIb3yeMbIX B HUX TexHoJjorui [8]. Taxke HEKOTOpbIC UCCIICIOBATEIN OTMEUAIOT aMOMBAJICHT-
HBIA XapakTep KOHKYPEHIIMH, CO3/1aBaeMOM Cpea WICHOB y4eOHOW Ipymmbl M3-32 NPUMEHEHHS
TexHoJyioruu reiimudukanuu [9].

IIpakTuku reiiMmupukanun Bbicuiero oopazoBanusa. CuctemMarusupys IpeACTaBICHUS O
reiMuQuKanuy, MOXHO BBIIETUTH JBa OCHOBHBIX BUJA BHEIPEHHS HUTPOBBIX TEXHOJOTHI B 0oOpa-
30BaTEIbHBIN MPOIECC: CKBO3HAs U ToueuHas reiimudukanus [10]. CkBo3Has reiimudukanms mo-
pa3yMeBaeT, YTO JIEMEHTHI UTPhI MPOXOJAT Yepe3 BeCh 00pa3oBaTENbHBIN MPOLIECC U CIIEHAPH
Kypca mpopaboTaH CX0XKHM 00pa3oM C UTPOBBIM HappaTuBoM. TodeyHast TeiMUBUKAIMS SBISETCS
METOJIOM, IPU KOTOPOM HUIPOBBIE JIEMEHTHI UCHOJB3YIOTCS PEAKO U HUTPAIOT BTOPOCTEHICHHYIO
poib. CeroiHs peaau3yroTcsl pa3IMuHbIe IO CBOMM COJIEPKATEIbHBIM XapaKTEPUCTUKAM MPAKTUKU
reiMuQuKanuu BUPTYaJbHBIX 00pa3oBaTeNbHbIX I1aT(GopM. B paMkax Haieil craThu MBI IpOaHa-
JTU3HUPYEeM OCHOBHBIE OCOOCHHOCTH 00pa30oBaTeNIbHBIX IIaTopM, JeicTByONmX B Poccuu u 3a py-
0€K0M, HUCIOJIb3YIOIUX JIEMEHTHI U TEXHOJIOTUH reiMUupUKaIINU.

[epBblii THN reiiMudUKanny, MO AHATOTHU C BHICOUTPAMH, MBI MOXXEM OOO3HAYHTH Kak
«KBECTOBYIO CHUCTEMY», HCIOJB3YIONUIYI0 TOYEUHYIO TedMHU(UKAINIO, IEeTbI0 KOTOPOH SBISETCS
BBINIOJIHEHUE CTYJEHTAMHU OIPEAEICHHBIX MOALENEH 1S MoJIydeHus 0anoB, HEOOXOAUMBIX 1JIs J10-
cTikeHus nenu. OAHUM W3 TPUMEPOB HCIOJIB30BaHUS JAHHOTO METOAA SBJSIETCS TOSBIICHUE
6amtbHO-pedTHHTOBBIX cucteM (BAPC), ncnonp3yembIx JUIst OLIEHKH CTYAEHTOB (puc. ).

Bua peAtensHocTH WcTopusa 6annos Wtoro
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parop Qus0
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MpakTuyeckune
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pabota
ABTOMaTWU3VMpPOBaHHOE 0.0 us 20
TecTMpoBaHve
Opyrne Buabl
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[eATenbHOCTH
MpomexyTo4yHasn
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Puc. 1. TIpumep mexaHusMa oleHKH ¢ caiita https://ipsilon.sgu.ru/

Jloruka «bAPC» mompa3zymeBaer, 4To CTYJIEHT JOJDKEH COOpaTh CBOM WTOTOBBIM Oyl 1O
JTUCIUIUTMHE, YYacTBYS B Pa3IMUHBIX (popmax akaJeMHU4ecKol aKTUBHOCTH. B HEKOTOPBIX CHCTe-
Max TaK¥XeE 2106aB.]'I${eTC${ BO3MOXHOCTb KOHKYPCHIHNHN U (bOpMI/IpOBaHI/Iﬂ Hy6J'II/I'-IHOF0 CITMCKa JINJac-
POB IO KOJMUYECTBY 3apaboTaHHBIX OaisioB. [1nrocoM moIOOHBIX CHUCTEM SIBISIETCS BO3MOXKHOCTH
CTyJIeHTa HaOJI01aTh 32 CBOMM MPOTPECCOM U TOBBIIIICHHE 0ObEKTUBHOCTH MEXaHU3MOM OIICHUBA-
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HUS, MUHYCAMHU — HU3Kas BapUAaTUBHOCTh U OTCYTCTBHE BO3MOXKHOCTU BHIOOpa aKTUBHOCTH IS
CTYJZICHTa B CBSI3U C T€M, UTO OaJuIbl 3apaHee pacrpeeseHbl 0 KaTerOpUsM.

Jlpyroii miaTgopMoii, akTUBHO HCIIOJIb3YEMOW POCCHICKUME By3amu, siisercs «Moodley.
Cucrema «Moodle» — 3To MHCTpyMeHTallbHasl cpefia Juis pa3pabOTKU KaK OTACIbHBIX OHJIANH-
KYpCOB, TaKk B 00pa3oBaTebHBIX Web-caiiToB. Ha 0a3e naHHOW CHCTEMBI TaKKe MOXKET Obl peau-
30BaHa To4euyHas reiMuuKaims, 3ajJ0KeHHas B MOMEHT CO3/IaHUs Kypca U IJIaHUPOBAaHUS TECTO-
BbIX 33/JIaHUH, IMOMHMO 3TOr0 CAMT MCIIOJNB3YET WUIPOBbIE MEXAHUKHM OTCIIEKUBAHUS AKTHUBHOCTH
I0JIb30BAaTENs (aBTOPU3ALIHS, «BPEMSI B UTPEY).

Onnako, maat(opMbl, UCHOIb3yeMbIe POCCHICKMMHU BY3aMH, YacTO CTAIKHBAIOTCA C KPUTH-
Koi. Bo-mepBbIxX, mpobiieMa cucTeM TUCTAHIIMOHHOTO OOpa30BaHHs 3aKIIIOYAeTCs B OTCYTCTBHH
MPAKTUKU JJIs1 CTYJIEHTOB MHOTHX CIIEIUAILHOCTEH, B KOTOPOH HEOOXOAUMO COLUAIBHOE B3aUMO-
neiicreue. Bo-BTophiX, miaT¢opMbl IUCTAHIIMOHHOTO OOpa30BaHMsS, B OTIWYHE OT BUACOUTP, HE
MOTUBHUPYIOT CTyJEHTa JeHCTBOBAaTh, a CUCTEMa KOHTPOJIS, B CBOIO OuYepellb, OCIabeBaeT, MoToMy
YTO MPH PEUICHUH TECTOB M 9K3aMEHOB MOKHO T0JIb30BaThcsl IHTEpHETOM, YueOHUKaMU, MaTepua-
JaMH U JPYTHMMH «ITOMOIIHMKAMK», HE TpaTs MHOIO BpeMEHH Ha moarotoBky [11]. B-tperbux,
BUPTYyasbHbIE MIATGOPMBI Ui 00pa30BaHMsl, UCHIOIb3YEMbIE By3aMH U IIKOJIAMH, CTATKUBAIOTCS C
€IMHOH MPOOJIEeMON: CYIIECTBYIONIUE PEIICHUS i1 y4eOHON paboThl B IIU(PPOBOI Cpelie HEIOTHBI
Y BKJIIOYAIOT JIMIIb YacTh UHCTPYMEHTOB, HEOOXOIUMBIX ISl pealu3aliy MOJTHOIEHHOro 00pa3o-
BaTEJIBHOTO MPOIIECCa, HAIPUMED, TOJIbKO HHTEPAKTHUBHBIC 33/Ia4YHUKU WM y4eOHbIe posinku [12].

Bropoii tun reiimudukanuu, UCIoap3yeMblid B IuIaTopmax OHIAWH-00pa3oBaHUs, Mpeia-
raeT co3JlaHue BUPTYaJIbHOIO MUpa 00pa30BaTeIbHON UIPbl U OTHOCUTCS K CKBOZHOMY BUAY BHE-
peHus reiimudukanuu. s ucrnonb3oBaHUs CKBO3HOW TelMudukanuu oOpa3oBaTeNbHbIC IIIAT-
(bOpMBI 3aMMCTBYIOT U3 BHJICOUTD TAKUE IEMEHTBI, KaK: «KapTa Mupa (00y4eHwsl)», MO3BOJISIONIAs
UTPOKY MYTEIIECTBOBATH MO Kypcy (pHc. 2); HIKaia mporpecca, 0ToOpaskaroias JOCTUKEHUS UTPo-
Ka B KOKJIOM OJIOKE; «ypPOBEHB)» UTPOKA, MOKA3BIBAIOUIUN OOIIMI MPOTPECC B BHIMOJIHEHUH 3a1aHUM
urpsl. [Imocamu ganHoro Tumna reiiMuduKanuu sSBISETCS BApUATUBHOCTh U CBOOOJA BhIOOpaA jesi-
TEJBHOCTH UTPOKOM, & MUHYCaMH — CJIOHOCTH TIEPEHECCHHS JAHHOTO (popMaTa JUIsi COBMEIICHHS B
OYHOM U JUCTAHIIMOHHOM (hopMaTe 00yUueHUsI.

KAPTA OBYYEHUSA

(4
’—OBODMM 0 noroae
6
‘\

l'oBoOpUM

? KOMNANMEHTLI

9 HacTpoiika yBeOMNeHuiA
MOIA YPOBEHb A3bIKA
BEGINNER (HYNIEBOIA)

CNEAYIOWMWIA YPOBEHD
ELEMENTARY (HAYAJIbHbIA)

0CTanock 29 Wwaros 0%

3HaKoMCTBO

N, ?.mu

Puc. 2. TIpumep «kapThl 00yUEHHUS» M0 M3YUCHHIO HHOCTPAHHBIX A3BIKOB ¢ caiita https://lingualeo.com/ru/

Tpetuii Tun refiMuUKaMY, HE peaIn30BaHHbBIN B pOCCUHCKOM 00pa30oBaTeIbHOM MPOCTpaH-
CTBE, OCYILECTBISETCS] C MOMOUIbIO CO3JaHMs CHEeNMAIbHOM UIPhl, OTBEUAIOLIel 1essIM y4eOHOro
nporecca. CI0KHOCTSIMU CO3[aHUsI BUJICOUTPHI JUIs obecrieueHus: 00pa3oBaTeIbHOIO Mpolecca sB-
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JISIIOTCSI: BO-TIEPBBIX, HEOOXOAUMOCTh MEXIUCIMIIMHAPHON pabOThl CIIEUATUCTOB Pa3HOIro Mpo-
(uis1, BO-BTOPBIX, 3aTPaThl Ha BHIMOJIHEHHE JAHHOTO MTPOEKTA.

OnHUM U3 YCHEIIHBIX KeHCOB B 3TOM HampaBiicHUH siBisiercst urpa «Fold.ity, paspadorannas
yueHbiMu Bammnrronckoro YuamBepcurera B 2008 rogy [13], a ero pasBuTHe HOIEpKUBACTCS
rpantoM Ne 1629879 nanumonansHo HayuHoro ¢onma CILA [14]. Urpa Busyanusupyer GOpMbI U
CBsI3U OeJIKa B KJIETKaxX M MOJEIUpPYeT uX nopeaeHue (puc. 3). 3agada ydeHbIX (a B UTPE MOJIb30Ba-
Tesel) Kak MOXKHO 0oJiee KOMITAKTHO CBEpHYTH Oenok. CyTh TakoBa, YTO, €CIIM CBEPHYTH OEJIOK B
KOMITAKTHYIO ()OpMY, J1a’ke HECMOTPS Ha TO, YTO BPOJI€ ObI COCTaB €ro HE IMOMEHSICS, OH OOJIbIIe
HE CMOJKET BBINOJIHATH CBOM (PYHKIMH. B TOM umuciie u 6eIKu BUPYCOB HE CMOTYT aTaKOBaTh HAIl
opraausMm [14]. To, HACKOIBKO XOPOIIIO 3TO CIACIAHO, UTPOK TOHMMACT U3 KOJIMYECTBA OYKOB, KO-
TOpBIEC OH MOJIy4aeT. Pe3ynpTaThl Urpbl OyIyT y4acTBOBAaTH B OOIIEM OHJIAWH-PEUTHHIE U CMOTYT
IIOMOYb YYCHBIM B JICUCHHH TaKuX 3a0osieBaHui kak pak, CIIN]] 1 MHOTUX APYTHX CMEPTEIbHBIX U
MOKa HE M3JICYMMBIX 3a00ICBaHHIA.

[ F =

Puc. 3. Ckpunmor u3 urps «Fold.it» ¢ caiita https://fold.it/

Crenyroumii mpumep oOyueHHs ¢ TIOMOIIbIO BHJICOUTD HE SBISETCA 00pa30BaTeIbHBIM MPO-
€KTOM, OJHAKO OTPAXKaeT TO, KaKHe 3JIEMEHTbl MOKHO HCIOJIb30BaTh B MPOEKTAX, HAINPAaBIEHHBIX
Ha HUCTOpHUYECKoe o0pa3oBaHHE M coxpaHeHue mamsaTh o Bemmkoit OredecTBeHHOH BoitHe. Tema
Benukoit OTBETCTBEHHOW BOWHBI SIBISETCS OJHOM M3 aKkTyanbHbIX A kutened crpan CHI™ u, B
cBs3u ¢ 3TuM ¢ 2008 no 2010 rox koMaHa0# poccuicKO-0eIopycCKUX pa3paboTUMKOB ObLIa BbI-
nymiena urpa «World of Tanksy, n3HagaabHO BKITIOYAOIIAs TOJABKO IIKOJIBI TaHKOcTpoeHus CCCP
u ['epMaHuy U ceMb pa3IMYHbIX UTPOBBIX KapT [15, 16].

B urpe npoBojsATCS BETKH pa3BUTHUS TAHKOB, YPOBEHb KOTOPBIX OMPEIENATCA TOAaMU UX TO-
CTpOEHHUSI U pa3pabOTKH, O0E3yCIOBHO MIpa HE MOXET MPETeHJ0BaTh Ha aOCOIIOTHYIO HCTOpUYE-
CKYIO ayTEeHTHYHOCTbh, OJJHAKO JaeT 0030pHYI0 KapTUHY TAHKOCTPOEHUS KaX/10i Hauuu (puc. 4).
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Puc. 4. Cxkpunmiot u3 urpst «World of Tanks». ®dparmeHT BeTKH pa3BUTHS COBETCKUX TAHKOB.

K xaxxnomy TaHKy B UIpe JaeTcs ONHMCAHME, BKIIOYAIOIIEE TEXHUUYECKHE XAPAKTEPUCTUKHU
MaIlMHBI, TOJ BBIITYCKAa U POJIb BO BTOPOM MHPOBOM BOMHE (puc. 5). DTO MO3BOJSET TeiiMepaM He
TOJIBKO BKJIFOUATBCS B UTPY, HO U MOJy4aTh HOBBIC 3HaHUS B e€ mporecce. Crienuduka urpsl 1mo -
paszymeBaet, uTo i 3GEKTUBHOTO BeJeHHs 005 UTPOKY HEOOXOAUMO 3allOMHHUTh CUJIBHBIE U CJa-
Oble CTOPOHBI 0OEBBIX MAIlIMH, YTO YACTO CBSA3AHO C MpeAHA3HAYCHUEM TaHKa.

Vil ¥ CY-152 0

MT-CAY CY-152

vy Vi

—_—

XapakTepucTHKH KomnnekTayus Jxunax

Puc. 5. Cxpunmior u3 urpst «World of Tanksy. IIpumep onucanust TaHka.

Tax xak gopmaT Urpbl HE MO3BOJSET BKIIOUUTH B HEE KPYIHbIE HCTOPUUECKUE CIIPABKH, TO
Ha CaliTe UIPBI PETYJIIPHO Pa3MEILAOTCS CTAThbH, MOCBALICHHBIE UCTOPUU BTOpON MUPOBOI BOWHBI

(puc 6).

i3 WORLDorTANKS Wrea | - PEATHHIN | ~ KIAHBI | v TYPHUPHI MEQMA | ~ COOBUIECTBO | v

Bcé, yem 3anoMHKUNACch YUTATENAM BOEHHO-UCTOPUYECK anta MWHYBLUAA Hefend, Tenepb W Ha HalleM noprane.

BeHrepcK1e XpOHMKM ANHHHOHOCHIX «COTOK»: TPeTHi «KoHpaps

ITKKM fe6nokupoBatb bynanewr.

TAHIH B 60D kit WC-2 npoTuBe ropoaa-KpenocTu
38Th TO

v

[ononHKTeNb
oHHble [10Tbl 1 K
LieHHbIM pecy yauuu TaHku UC-2

Puc. 6. Crarbs, nocssiieHHast uCTOpur BTopoit MUpOBO#i BOIHBI, Ha caiiTe
https://worldoftanks.ru/ru/news/history/karina-february-2021-28/
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Urpa «World of Tanks» siBnsieTcsi He €JMHCTBEHHBIM UTPOBBIM IIPOEKTOM, TPAHCIHPYIOIIAM
UCTOpPHYECKHE 3HaHHMs, TaK UIpbl cepun «Total Wary mpemiararor refimepamMm B HTPOBOM Hpolecce
U3y4YUTh aPMUU U UCTOPUYECKHE (aKTbl 00 OTAEIbHBIX cTpaHax [17], a paHHss nuHElKa urp
«Assassin’s Creed» (2007 — 2010 rr.) npejyiaraetT reliMepy MO3HAKOMHUTBCS C KYJIbTYPOH SIOXH
BO3POXKJICHHSL.

3akmouenne. Takum o0pa3zoM, y cymiecTByommx B Poccun u 3a pyOesxoM miathopm, Uc-
MOJIB3YIOIIUX TCXHOJIOTUH I‘eI\/JIMI/I(i)I/IKaLII/II/I O6pa3OBaHI/I5I, €CTh AOCTOMHCTBA U HEAOCTATKH, CBA3aH-
HbIe CO cdepamMu UX MPUMEHEHHUs (04HOE/3a0YHOE OOYyYEHHE WIIM IMOJHOCTHIO JHCTAHIIMOHHOE)
[18].

JInst mpuMeHeHust 00pa3oBaTe/ibHbIX TIATGOPM B OYHOM 00pa30BaHUU HEOOXOIMMa HX MPO-
pa60TKa C y4eTOM HGOGXOI[I/IMOCTI/I MOTUBAIIUKU CTYACHTOB K HMX HMCIIOJIB30BAHUIO U HOCTUKCHHUIO
pesynbratoB [19]. B cnenuduke ounoro oopazoBanusi reiMu(UKAIKs T0JKHA 3aHUMATh BCIIOMO-
raTrcJIbHYIO pOJib, @ BUPTYAJIbHLIC HHaT(bOpMBI AOJIKHBI MCITOJIB30BAThCA JIA PACIHUPCHUA 3HAHUU
CTYIICHTOB, YYUTBIBask X UHIUBHIyaIbHBIC BO3MOXXHOCTH M MOTpeOHOCTH. C Hallleit TOUKH 3pEHHS,
JUISL TOCTHDKEHUST ATOTO B IUIATGOPMBI, HCIIONB3YIOIINEe MEXaHU3MbI reiiMUupUKaum, HeoOX0IuMO
BBOJIUTH HAYaJIbHBIC TECTHI JJIs OMPEICIICHUST YPOBHS 3HAHHI CTYICHTA, & TAKXKE CHCTEMY «BETKH
pa3BUTHSI», UCIIOJIB3YEMYIO B BUACOUTpax. JlaHHas cHcTeMa MO3BOJHUT CTYICHTAM CaMOCTOSTEIbHO
BBIOMPATh CIIOKHOCTH BBIMOJHSICMBIX 3aIaHUN M OOIIMPHOCTD MOTyYaeMOi HHPOPMAIIHH, CO3/1aBas
cB00OIy BEIOOpa B 00pa30BaTEIILHOM MPOIIECCe.

['aBHBIM HEOCTATKOM IIAT(HOPM CO CKBO3HO# reiiMubHUKanuei, CoO3IaHHbIX IS AUCTAHIIU-
OHHOTO 0OyUYEHHUSI, ABISETCS HEBO3MOKXHOCTh H3MEHEHUS (popmMara pabOThl Ha OUYHBIA U OTCYTCTBHUE
MEXaHHU3MOB JJISi B3aUMOJICUCTBHS C MPENoJaBaTeIssMi. ABTOHOMHOCTD TIaT(GOpPM SBIISIETCS J0-
CTOMHCTBOM JISI TIOCTPOSHUS CTYIGHTOM COOCTBEHHOTO Tpadrka o0ydeHus, OJTHAKO B CIIydae BO3-
HUKHOBCHHUS TPYJAHOCTEH OH HE CMOXKET MOJYYHUTh MIOMOIIb JIJISl HX PEIICHHS.

Tun npakTuK, OCHOBaHHBIM Ha MPUMEHEHUHU CIELMAIBHO CO3JaHHBIX BUJCOUTP B OOyUYEHUH,
JaIie BCEro pachpocTpaHEéH B 3apyOe:kHOM OmbiTe. OTHOCUTEIBHO OTEYCCTBEHHOM MPAKTHKH, MBI
I1Ioj1ara€Mm, 4Tro 3BpI/ICTI/ItIeCKI/If/'I MNOTCHIHUAI YK€ CYIICCTBYIOIINX BUACOUI'D MOXKET 6I)ITI) HUCITOJIB30-
BaH B OT/ICIBbHBIX 00Pa30BaTEeIbHBIX MIPOCKTAX Ul BU3yaaH3alud HH(OOPMALIUU U TOBBIIICHHS MO-
TUBALlWN CTYJEHTOB.
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