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INOBBIIEHUS YCBAUBAEMOCTHU MATEPHUAJIA: THBPUITHASA
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AnHoTamua. B cTtatee paccmaTpuBaercs mpobiema HU3KOH 3((eKTHBHOCTH
TPaAMIHOHHBIX 00pa3oBaTeJbHBIX METOJOB B YCIOBUSX LU(POBOrO
noxosneHusi. OOOCHOBBIBaETCSI HEOOXOTMMOCTh BHEAPEHUS TIelMUGbUKAINH
KaK MHCTPYMEHTA MOBBIIICHHS MOTUBALIMK U YCBOCHUS yueOHOro Marepuara.
Jlenaercs BBIBOA O MEPCHEKTUBHOCTH THOPHIHBIX CHCTEM [UISl BBICIIEH
IIKOJIBI.

KnroueBble cinoBa: reiiMudukanus, oOpa3oBaHHE, YCBOEGHHE Marepuaia,
ruOpuHast urpoBas cucrema, Unity, MOTHBAIIHS.
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Summary. The article addresses the problem of low effectiveness of traditional
educational methods in the digital generation context. The necessity of
gamification as a tool to increase motivation and learning outcomes is
substantiated. The conclusion highlights the potential of hybrid systems for
higher education.

Key words: gamification, education, learning outcomes, hybrid game system,
Unity, motivation.

CoBpeMeHHOE BhICIIee 00pa30BaHHE CTAIKUBAECTCS C BHI3OBOM «KJIUTIOBOTO
MBIIUICHUS» W CHIDKEHHEM HHTepeca K TPaIWIHOHHBIM 00pa3oBaTeIbHBIM
tdopmatam. CTyaeHTHI TH(GPOBOTO MTOKOJICHUS MPUBBIKINA K WHTEPAKTHBHOM,
BU3YaJIbHO HACKHIIIICHHOM cpefie U ObICTpoit 00paTHOM CBsI3U. B 3THX ycnoBusx
reiMuuKais — MpUMEHCHHE UTPOBBIX MEXaHUK B HEUTPOBOM KOHTEKCTE —
CTaHOBUTCS OIHUAM W3 IPUOPUTETHHIX HATIPABIICHHH TIeJarOTMIeCKUX MHHOBA-
uii. MHOTOYHCIICHHBIE WCCIICAOBAHUS IOATBEPKAAOT e€ A((EKTHBHOCTD:
Mmerta-aHanu3 48 pabor (Hamari et al., 2014) nokaszain, yro reiiMuduxaiys B
CpeIHeM IOBBIIIAeT BOBICUEHHOCTH yuamuxcs Ha 30-40 % u ymydmraer moka-
3aTeNny BRIOJIHEeHUs 3a1anuii Ha 28 % (P < 0,01) [1]. Apyroe macmtabHOe Hc-
cnenosanue (Clark et al., 2016), oxBaTtuBIiee 57 3KCIEPUMEHTOB C CEPbe3-
HBIMH UTPaMH, YCTAHOBUJIO, YTO OOYUYEHHE C UX TIOMOIIBIO IIPUBOJUT K YJIy4-
IIEHUIO YCBOEHUsI 3HAHUM Ha 25 % MO CpaBHEHUIO C TPAJUIIMOHHBIM 00yde-
HHUeM, a retention (IONTOBpeMEHHOE 3allOMUHaHHE) Bo3pacTtaeT Ha 20 % [2].
Tem He MeHee, HeCMOTpSI Ha JOKa3aHHYIO Y (QEKTHBHOCTD, BHEIPEHIE TeHMU-
(uKaIE B BY30BCKYIO IPAKTHKY CHEPKUBACTCS OTCYTCTBHEM YHHBEPCAIh-
HBIX, TEXHHYECKH JOCTYITHBIX B IIPH 3TOM KOMMEPYECKH Ka9eCTBCHHBIX pellie-
HUH.

AHann3 CymIecTBYIOIUX NOAX0M0B. Ha ceromHsImHNN eHb CI0XUIHCH
JIBA OCHOBHBIX ITOJIX0/a K MHTErPaIiii 00pa30BaTeI-HOTO KOHTEHTA B UG PO-
ByI0 cpexy. [lepBrlit — «3HIMKIIONIE U B UTpe» (Hampumep, Assassin’s Creed
Discovery Tour) — HCIIOJIB3Y€eT JBHKOK KOMMEPUYECKOM UTPbl KAK HHTEPAKTUB-
HbIiT My3€eii, HO ITOJHOCTBIO OTKIIIOYAET UTPOBbIe MeXaHUKH. CTYIEHT OCTaeTCs
MACCUBHBIM HaOIO/IaTesIeM, YTO CHHYXKAET BOBIEUYEHHOCTh U MPOTHBOPEUUT
NPUHIMIIAM aKTUBHOTO 0O0yuyeHus. BTOpoil moaxon — «cepbe3Hble HIPBI»
(serious games) — co3/1aeTcsi UCKIIOUUTENBHO Ul y4eOHBIX Helsei, Ho, Kak
NpaBIJIO, 00J1a]aeT HU3KUM TEXHHYECKUM YPOBHEM, yCTapeBlIel rpadukoi u
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c1ab0i MOTHBAIIMOHHOW COCTABIIAIONIEH. DTO JeNaeT MX HENPHUBJICKATENb-
HBIMU 11 MAaCCOBOTO CTYJIEHTA, IIPHBBIKIIETO K BEICOKOMY Ka4eCTBY KOMMeEp-
YyecKux TauTioB. Ob0a moaxona cTpagaroT OT OMHAPHOCTH: TNOO pa3BicUCHUE
6e3 oOpazoBanms, MO0 0Opa3oBanue Oe3 paspiedeHus. OTCyTCTBYyeT THOKas
apXUTEKTypa, CIIOCOOHAs IMHAMUYECKU aJalTHpOBaTh IeiMIUIeH mox y4deo-
HBIE 33]]a4M, COXPAHIsI IPU STOM BBICOKOE KayeCcTBO MPOIYKTa.

[Ipennaraemast ruOpuIHast apXUTeKTypa. B 0TBET Ha BBISIBICHHBIE OIPaHU-
YeHHs aBTOPOM pa3paboTaHa MOJYJbHas apXUTEKTypa rMOpUAHON UTPOBOU
cucteMsl Ha 0a3e aBrkka Unity. Ee kirodeBas 0COOCHHOCTh — TPEXYPOBHEBOE
cTpoeHue: 1) MHBapHaHTHOE UTPoBoe sAApo (pusmka, ynpasieHUe pecypcam,
0a3oBast JorMKa); 2) IEHTPAIM30BAaHHBI MEHEIKEep PEKUMOB (Ha OCHOBE
Scriptable Objects), KOTOpBIH OmpenenseT, B KaKOM COCTOSHHH — pa3BJeKa-
TEIIBHOM, 00pa30BaTEILHOM WM CMELIaHHOM — padoTaeT MpUIIOKeHHe; 3) H-
HaMHYECKH MOATPYKAaeMble KOHTEHT-CIION (TEKCTYpHI, yueOHbIe MaTepuabl,
apXUBHBIC JTIOKyMEHTHI, HHTep(eiic). Takas apXxUTeKTypa HO3BOJISET B peallb-
HOM BPEMEHH IIePEKITI0YaTh PEKUMBI O3 rmepe3arpy3Ku UIpbl, H3MEHSS LISITH,
00paTHYIO CBsI3b M HAOOp JOCTYIHBIX AeHcTBH. [[jis 0Opa3oBaTeabHOTO pe-
JKMMa TPeJyCMOTPEHBI crienuaibHbie Moauukaropsl reiimiuies: Historical
Accuracy Enforcer (0mokupyer neiCTBHs, MPOTUBOPEUAIINE UCTOPHYCCKIM
(axram, ¢ nosicueHusimu), Scaffolding Assistant (aganTupyeT CIIOXKHOCTb 11O
YpOBEHb CTYACHTA COTJIACHO 30HE Omrpkaiimero passutus) u Adaptive
Difficulty Tuner (1nHamMH4YecKn KOPPEKTUPYET BBI3OB, YACPIKHUBas MOJIb30Ba-
TeNsL B COCTOSIHUM ITOTOKA). DTH MEXaHU3MBI ONUPAIOTCS HA TEOPHIO CaMo-
onpenenenus (Deci & Ryan), oBblIIasi BHYTPSHHIOI MOTHBALMIO Yepe3 aB-
TOHOMHIO, KOMIIETEHTHOCTB M CBSI3aHHOCTb.

Peanuzanus u anpobanus npororuna. Ha mpuMepe ncropudeckoii crpate-
ruH, MoJlenupyroreit onepanuto «barparnon» (1944 rox), 061 co3man pado-
4uii mporotun B cpeae Unity. [IpoToTHI yernemHo 1eMOHCTpUpyeT OecoBHOE
MEePEeKIII0UEHIE MEXKAY PEXKUMAMU: B Pa3BJIEKATEIbHOM PEXHME UTPOK MOITY-
YaeT TOJIHYI0 TaKTHYECKYI0 CBOOOJY; MPH aKTHUBALMK 00pa3oBaTeIbHOTO pe-
J)KUMa B UTPOBOM IIPOLIECC UHTEIPUPYIOTCS JOIOJIHUTEIbHbIE UCTOPUUECKUE
CIpaBKH, apXHBHbIE KapThl U GoTorpadun, a MoIU(UKaATOPbl MITKO HAIpaB-
JSIFOT ISHCTBUSI CTY/IEHTa B PYCIIO UCTOPHYECKOM JJOCTOBEPHOCTH.

OOcyxenne pe3ynbTatoB. [IpeuiokeHHas apXUTEKTypa HO3BOJISET Tpe-
0JI0JIETh JyajliM3M «pa3BiedyeHue vs o0pazoBaHue». B ommune or cymecTBy-
IOIIMX aHaJIOroB, OHAa HE TpeOyeT CO3JaHUs JIBYX OTAENBHBIX NMPOIYKTOB, a
JlaeT BOBMOXXHOCTh YHH(DUIIMPOBAHHOHN IIIAT(HOPMBI, KOTOPasi MOKET HUCTIOIb-
30BaThCS KAK B KOMMEPUYECKHX LEIsIX (pa3BlIeKaTeNbHbIN PEeXXUM JUIS IIUPOKOH
ayJIMTOPHH), TaK U B yueOHOM Ipouecce (00pa3oBaTeIbHbIH PEXXUM C METOIU-
YeCKHMMH WHCTpyMeHTaMu). C TOUKH 3peHHs YCBOGHHUS MaTepHaia, oopa3oBa-
TEJIbHBIN PEXUM pCaIn3yCT MPUHIUIIBI AKTUBHOT'O O6yquI/I5[: CTYACHT HE IIPO-
CTO YHMTACT CIIpaBKy, a BBIHYXICH IMNPUMCHATH UCTOPUYCCKUEC 3HAHUA JIA
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MPUHSTHS TaKTHYECKUX pemeHuit. ITo coorBercTByeT manHbM Clark et al.
(2016), cormacHO KOTOPEIM CEpbE3HBIC UTPHI C AKTUBHBIM IPUHITHEM pellie-
HUH yJTy4IIaroT epeHoc 3HaHui Ha 33 % 110 CpaBHEHUIO C TACCHBHBIM 00yUe-
HueM [2]. Kpome Toro, ananTuBHAs CI0KHOCTD CHIDKAET (PPYCTPAIIHIO CIIa0BIX
CTYZICHTOB U TOJICPKUBAECT MHTEPEC CHUIBbHBIX, YTO KPUTHUECKU BAXKHO IUIS
MHKITIO3UBHOTO 00pa30BaHMsL.

3akmrouenue. [IpoBeneHHOE HcClieIOBaHUE W TPOTOTHIIUPOBAHHE MOJ-
TBEPKJAIOT, YTO THOpUIHAS WUTpoBas apXuTeKTypa Ha Oaze Unity sBiseTcs
TEXHUYECKU PEaJM3yeMbIM U II€arornieckKy 000CHOBAHHBIM MHCTPYMEHTOM
reiiMudukarmy Beiciiero oopazosanus. OHa MO3BOJISIET CO3/AaBATh MPOAYKTHI,
COYCTAIONINE KOMMEPUYECKOE KAdeCTBO C MUIAKTHICCKOW (PyHKIMOHAIIBHO-
cTbt0. CTaTHCTHYECKNE JaHHBIE METa-aHAJIN30B IOKa3bIBAIOT, YTO TAKHUE pe-
IIEHHUs CIIOCOOHBI TOBBICHTH yCBOeHHEe MaTeprana Ha 20-30 %, a BoBiIedeH-
HocTh — Ha 30-40 % mo cpaBHEHHIO C TPaAULIUOHHBIMU JeKuuAMU. [lepcnek-
TUBBI JaibHEHIed paboThl BKIIOYAIOT Pa3pabOTKy IOJHOLEHHOTO pPEn3a
crparerun «barpatnon», co3maHue ceTeBBIX 0OPa30BAaTENbHBIX CIIEHAPHEB
(coBMeCTHBIE MCTOPHUECKHE PEKOHCTPYKLUHU B TPYyIINax) U THUPaKUPOBaHUE
apXUTEKTypHl HA APYTHE UCTOPHUECKUE TeMbl. BHeApeHne Mo J00HBIX CUCTEM
B BY30BCKYIO NPaKTHUKy MOXET CTaTh OJHHM M3 HPUOPHUTETOB LU(PPOBOI
TpaHcdopmanuu 00pa3oBaHHUs.
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