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VIIK 373.5:004
METOJIUKA PABPABOTKH NHTEPAKTUBHOM OBPA3SOBATEJBHOM
IVIAT®OPMBI JJISI YUALIIUXCSI HA OCHOBE UT'POBBIX
TEXHOJIOT U

HI.A.A0xypaxmaHoBa
PhD, nonent xadenpsr MHbopMalinonHbie TeXHOJIOTHN U cucTeMmbl Y3HITY umenu
Huzamu
Hacupos batnii-xan CyiaTaHoBuY,
MarucTpasr 1-ro kypca no cnenuaibHoct MHpopmannonnslie cucremsl Y3HITY
nuMenu Huzamm.

B cmamve  paccmampusaemcs — memoouka — paspabomkKu - UHMEPAKMUBHOLU
00pazosamenvHoll NIam@opmvl Ha OCHOBE USPOBBIX MEXHON02ULL (ceumugurayu) Ois
obyuenus unpopmamuxe yuawuxcs 5—9 xnaccos. IIpeocmasnen meopemuyecKuil
AHANU3 COBPEMEHHBIX N0o0X0008 K eceumugurayuu 8 o00paszoeaHul, ONUCaHa
apxumexmypa niamg@opmul, CUCMeEMA USPOBbIX MEXAHUK U dManvl pazpadoomru.
IIpugedenuvl pezynomamol anpobayuu, 0eMoOHCMpupyroujue nogvluienue MoOmusayuu u
gosreuénnocmu  yyawuxcs. Ilpeonodcenvt npakmuyeckue pekoMeHOayuu 1o
uUHmMezpayuu uposwvlx d1EMEeHmMo8 8 YuebHblll npoyecc no UHGoOpMamuxe.

Kntouesvie cnoea: ceimugukayus, ucpogvie MeXHONO2UU, O00PA308aAMENbHAS
niamgopma, uHmepakmugHoe  ooOyueHue, ungopmamuka,  mMomusayus,
B061€4EHHOCTb.

The article discusses the methodology for developing an interactive educational
platform based on game technologies (gamification) for teaching computer science to
students in grades 5—9. A theoretical analysis of modern approaches to gamification
in education is presented, the architecture of the platform, the system of game
mechanics and the stages of development are described. The results of approbation are
presented, demonstrating an increase in the motivation and involvement of students.
Practical recommendations for the integration of game elements into the educational
process in computer science are proposed.

Keywords: gamification, gaming technologies, educational platform, interactive
learning, computer science, motivation, engagement.

CoBpeMeHHas cucTemMa 00pa30BaHHUS HAXOJIUTCA B IpoIecce TIIyOOKoi IupoBOH
tpanchopmarmu. MadopmaTika kak ydeOHbIN IPEAMET 3aHUMAET IIEHTPATIEHOE MECTO
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B (opmupoBaHHM NHU(PPOBBIX KOMIIETCHIIMA YYaIIUXCS, OJHAKO TPATUIIMOHHBIC
METOJIbI 00yuYeHHUsI BCE yallle CTAJKMBAIOTCS C MPOOJIEMON CHMXEHHSI MOTHBALIUU U
BOBJICUEHHOCTH MIKOJBHUKOB. Ilo maHHbIM uccienoBanuii, no 60% ydammxcs 5-9
KJIACCOB OTMEYAIOT HEJOCTATOYHYIO HHTEPAKTUBHOCTh YPOKOB HH(pOpMaTHKH, a 45%
CUMTAIOT U3y4YaeMbIil MaT€pUaj OTOPBAHHBIM OT PEATIbHOM KU3HHU [1].

OaHuM W3 TEPCIEeKTUBHBIX HANpPABJICHUM pEIICHUS NaHHOM MpOOJEeMBbl SIBISETCS
NPUMEHEHUE UTPOBBIX TEXHOJIOTHM TredMu@uKanuu B o0Opa3oBaTeIbLHOM IIpoliecce.
['eiimudukarys npeacTaBiasieT coO0M UCMOIb30BAaHUE SJIEMEHTOB UTPOBOTO U3aifHA B
HEUTPOBBIX KOHTEKCTaX C IEJbI0 TMOBBIIMICHUS MOTHBAIlMU, BOBJICYEHHOCTU U
npoayktuBHoctH [2]. ITo onenkam kommnanuu Marketsand Markets, MupoBoil peiHOK
reiMudukauu B 00pa3oBaHUM JOCTUTHET 25,7 mupa gosmapoB Kk 2027 romy, 4To
CBUJIETENBCTBYET O CTPEMHUTEIIBHOM POCTE MHTEpECa K JaHHOMY noaxony [3].
Tepmun «reimudukanys ObUT BBEIEH B MUPOKUN HayuHbI 060poT C.JleTepauHrom
n coaropamu B 2011 romy, KOTOpble ONpENENHWIM €ro KakK «HCIOJIb30BAHHE
AJIEMEHTOB UTPOBOTO JM3aiiHa B HEUTPOBBIX KOHTEKCTAaX» [2]. BaxkHO pa3rpaHU4YuBaTh
MOHATUSL «TeUMUPUKALMI) U «UTPOBOE OOYUEHHUE»: €CIIHM MOCIEIHEE MPEANOIaraet
oOydeHHe yepe3 MOJTHOLICHHBIE UTPBI, TO TeMMU(UKAIIS TOAPAa3yMEBAET HHTETPALIUIO
OT/ICJIbHBIX UTPOBBIX AJIEMEHTOB B CYILECTBYIOIIUI 00pa3oBaTeIbHbIN mporiecc [4].

B ochHoBe pazpabarbiBaeMON METOJMKH JIEKAT HECKOJBKO  IMPU3HAHHBIX
TEOPETUYECKUX MOJICIICH.

Paifana Bbigenser Tpu 0a30Bble TICUXOJOTHYECKHE TOTPEOHOCTH: aBTOHOMHUIO,
KOMIIETEHTHOCTh W  COIMAIBHYIO  CBsi3aHHOCTh. [ elimMudukanus crocoOHa
YIOBJIETBOPATh BCE TPU MOTPEOHOCTH: BHIOOP 3aJaHUil 00ecleurBaeT aBTOHOMUIO,
CUCTEMa YpOBHEM W OelpKell — OLlylIeHHe KOMIETEHTHOCTH, a PEUTHHIU H
KOMAaH/IHbI€ 3aJIaHUsI - COUUATBHYIO CBSI3aHHOCTH [S].

Teopus noroka M.UukceHTMUXalN ONKUCHIBAET COCTOSTHUE MOJIHOW MOTPYKEHHOCTH B
JesITeNIbHOCTh, BO3HUKAIOIIEE MPU OalaHCe MEXIy CIOKHOCTBIO 33J1ladll U YPOBHEM
HaBBIKOB. AJTaNITUBHAS CJIOKHOCTD 33J]JaHUi Ha Tu1aT(opme O3BOJISIET MOICPKUBATD
YYaIUXCsl B COCTOSIHUS «IIOTOKay, MPEJ0TBpaIias Kak CKyKy, Tak u ¢pycrpanuto [6].
MDA-®peitmBopk (Mechanics, Dynamics, Aesthetics) P.Xbionuke, M.JIebnanka u
P.3y0eka paznensieT UrpoBOoil ONBIT Ha TPU B3aMMOCBSI3AHHBIX YPOBHS: MEXaHUKU
(mpaBuia U aarOPUTMBl), AUHAMUKHU (TIOBEJIEHUE CHCTEMBI MPHU B3aUMOJCHCTBUM C
MOJIb30BATEEM) M DOCTETHKA (IPMOLIMOHAJIBHBIN OTKIMK). JlaHHBIA (ppeiiMBOpK
SABJSIETCA IEHTPAJIbHBIM HMHCTPYMEHTOM MPOCKTUPOBAHMS HIPOBBIX 3JIEMEHTOB
maTdopmel [7].

MEXAHUKHA JANHAMUKHU OCTETUKA
(Mechanics) CIEN (Dynamics) CH (Aesthetics)
Ouku 3a 3a1aHus CopeBHOBaHHE Y I0BOJILCTBHE

Cucrema ypoBHEH CoTpyIHAYECTBO Bri3oB
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Puc. 1. Ilpumenenne MDA-¢peiiMBOpPKA B IPOEKTUPOBAHNH TLUIAT(HOPMbI
Ha peiHke 00pa3oBaTeNbHBIX TEXHOJOTHUH TMpEACTaBieH psiag  Iuatdopm,
MCIIOJIb3YIOUIMX AJIEMEHTBI TeMMHUpUKaLnuu Aj11 o0ydeHus: uHpopmartuke. B tabnuue
| mpuBenEH cpaBHUTENBHBIA aHATU3 Han0oJIee 3HAUUMbIX U3 HUX.

Taoauna 1.

CpaBHHMTE/IbHBIN AaHAJIN3 CYLIECTBYHOIIMX 00pa3oBaTe/IbHbIX I1aT¢opm ¢

3JIeMEHTAMM rediMupuKaAnuu

Ilnargopm | Bospacrtna | Urpossbie Ipeamernas AanITHBHOCTH
a sl Tpynna | 3JeMeHThI o0J1acTh
Scratch 8—16 ner IIpoektelr, | [IporpammupoBan | Huskas
(MIT) COOOIIECTB | e
0
Code.org 6—18 ner YpoBHH, CS-ocHOBBI Cpennsis
OCH KU,
nporpecc
Kahoot! Bce Bukropun | pedtunr, taimep | Jlrob6as

BO3paCThI bl,

CodeMonke | 814 ner KgecThl, nepcoHaxu, croxet | [IporpammupoBan
y ue
SIKnacc 5-11 Ouku, Bce npeameTsi Bricokas
KJIACChI PEUTHHT,
TOIT

AHanmM3 TOKa3bIBaeT, YTO OOJBIIMHCTBO CYHIECTBYIONUX IuatGopm Jmbo
OPUEHTHUPOBAHBI Ha Y3Kyl0 00JacTh (TOJBKO TPOrpaMMHUpPOBAHUE), JMOO HE
00ecreunBaOT TMOJHOIEHHONW WHTETPAIlii WIPOBBIX MEXaHWK C aJlallTUBHBIM
oOyueHHeM HWMEHHO 10 uH(popMmaTuke mIa 5-9 KiIaccoB. ITO ompeAenseT
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aKTyaJIbHOCTh Pa3pabOTKHM KOMIUIEKCHOU IIAT(HOPMBI, OOBEIUHSIONICH TITyOOKYIO
reiMuUKAIIIO C TIOJIHBIM OXBAaTOM IIKOJIBHOTO Kypca nHMopMaTHKH [8].
PazpabotanHasi MeTOAMKA OCHOBAaHA HAa WUTEPATUBHOM TMOJXOJE U BKJIIOYAET MATh
MOCJIEAOBATEIbHBIX ATANoOB, KaXAbIM U3 KOTOPHIX COMPOBOXKIAETCSA MEXaHHU3MaMH
00paTHOM CBSI3M M KOPPEKTUPOBKH (pucC. 4).

Oran 2 Oran 4
Orarn 1 Oran 3 Oran 5
[IpoexTuposa WuTerpamus
AHnanm3 Pazpaborka TectupoBanme
. HUE UTPOBBIX
noTpedHOCTEeH KOHTEHTa u anpoOanus
APXHUTEKTYPBHI MEXaHUK

Puc. 2. dTansl MeTOAMKHU pa3padoTKu 00pa3oBaTe/IbHOM IJIAT(HOPMBI
Oran 1: npoBOIUTCS KOMIUIEKCHBIN aHATIN3 00pa30BaTEIbHBIX MOTPEOHOCTEN LIEIeBOM
ayJIUTOPHH.
Oran 2: [IpoekTHpoBaHUE APXUTEKTYpbl. APXUTEKTypa IUIaTGOpPMBI IOCTPOEHA IO
MOJYJIBHOMY MPUHIMUIY, 4YTO OO€ecrneYuBaeT TUOKOCTb, MacCIITA0UPYeMOCTb H
BO3MOKHOCTh HE3aBUCUMOT'0 OOHOBJIEHHUSI KOMIIOHEHTOB (puc. 1).
Oran 3: Pa3paboTtka yueOHOro KoHTeHTa. KOHTEHT miatopMbl CTPYKTYpUPOBaH B
COOTBETCTBUM C Yy4yeOHOU mporpamMmod mno wuHboOpMaTUKe a1 5-9 KiIaccoB u
OpraHU30BaH B BUJIE€ TEMAaTUYECKUX MOJYJIEH:

[Tonb3oBarenbckuit HHTEPGEIC
Beo6-nipunoxkenue © MoObuibHOE IPHIIOKEHUE * ATaNITUBHBINA TU3aiH

v \/
HrpoBoii 1BHKOK Mopynpe KOHTEHTa

Ouxwu * beitxku * Peritunr VYpoku ¢ 3ananus * TecTsl
VYpoBHu * KecTsl WHTEepakTUBHBIE YIPAXKHEHUS

AHanuThKa ¥ MOHUTOPHHT CucremMa ynpaBieHHs
IIporpecc yuenuka * OTUéThI AJIMUHUCTPUPOBAaHUE
AnantuBHOE 00yUueHUE YnpasieHne nojab30BaTeasIMu

INN[IVATI L NCIACARGIT
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I I

ba3a naHHBIX ¥ cepBEpHAs 4acThb
PostgreSQL ¢« REST API  O6naunslii XocTHHT * be3onacHocTh

Puc. 3. ApxureKkTypa HHTEPAKTUBHOM 00pa3oBaTe/ibHOM NJIaT(GOpMbI
Ortan 4: WHrerpauus WrpoBbIX MeXaHHMK. JIaHHBIA 3Tam SBISETCS KIIOYEBBIM B
METOJIMKE U MPEJIOoIaracT BHEAPEHHE KOMIUIEKCHOM CHCTEMBbI UTPOBBIX JIEMEHTOB

(puc. 2).

Ouxu 1 OaIbl
3a BELIMIOJHEHHE 3aJaHUH

( N\ U aKTUBHOCTH 4 )
Komannper Y beitmxu u Harpaapl
CoBMeCTHOE 3a JOCTHKEHNS
L pelIeHue 3aaad ) H MacTEPCTBO
( . ) )
Paz6nokupoBka PedTunar
oxup UT'POBBIE
HoBbIi1 KOHTEHT CopeBHOBaHUE
3a [porpece \ MEXIYy YYCHUKaMU
& ) MEXAHUKHN J
( 2
YposHH / KBecTsI
IIporpeccus TemaTtnueckue
CJIO’KHOCTH LEMTOYKHU 3aJaHuI
N\ J \\§ J

Puc. 4. Cucrema UrpoBbIX MEXaHUK 00pa30BaTe/IbHOM IVIaTGOPMbI
Oran 5: TectupoBanue u anpobanusi. TectupoBanue mIaTGopMbl MPOBOJUTCSA B TPU
¢basbr:
l. Texnuueckoe TectupoBanue (anbda). [IpoBepka paboTocmocoOHOCTH Beex
MOJyJIel, Harpy304YHOE TECTUPOBAHUE, TECTUPOBAHUE OE30MIaCHOCTH.
2. [Tenaroruyeckoe TtectupoBanue (Oera). [IpuBrnedeHue rpymnmbl yduTeneH
MH(OpPMATUKU 711 OLICHKM KauyecTBa KOHTEHTa, KOPPEKTHOCTH 3aJlaHuil U yJ00CTBa
CUCTEMBI YIIpaBJICHHUS.
3. [Munotnass anpoGanusi. Buenpenune mnatdopmbl B 2-3  mKOJax cC
napajuieIbHbIM MOHUTOPUHIOM TTOKa3aTesieil BOBICYEHHOCTH U yCIIEBAEMOCTH.
PaspaboranHass MeToAuKa MOXKET OBbITh aJanTUpOBaHa s JAPYTUX Y4eOHBIX
MPEIMETOB U BO3PACTHBIX T'PYIII, UTO ONpPEaEsieT €€ MPaKTUUECKY0 3HaYMMOCTh IS
cucteMbl oOpa3zoBaHus. KIilo4eBbIM YCIOBHEM YCHEIIHOTO BHEIPEHHUS SIBISIETCA
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CUCTEMHBIN TOJXOJ, COYETAIOINUNA TIIyOOKOe MOHMMAaHWE MEJarormyecKux 3ajad,
TEXHUYECKH TPaMOTHYIO pealu3alyi0 W HEMPEephIBHYI0 OOpaTHYIO CBs3b C
y4acTHUKaMu 00pa30BaTEIbHOTO MpoIiecca.
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