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Annotatsiya

Magolada zamonaviy pedagogikadagi ma’no jihatdan bir-biriga yaqin bo‘lgan to‘rtta tushuncha,
ya’ni geymifikatsiya, o‘yinli ta’lim, jiddiy o‘yinlar va edyuteynment o‘zaro farqlangan. Geymifikatsiya
o‘quv faoliyatining noimitatsion xususiyatini saqlab, o‘yin elementlarini real o‘quv jarayoniga tatbiq etishi,
golgan yondashuvlar esa imitatsiyaga asoslanishi aniglangan. Ushbu atamaning 2002-yildan buyon paydo
bo‘lish xronologiyasi ko‘rsatilgan, geymifikatsiyaning 10 ta elementi va ularning pedagogik funksiyalari
tizimlashtirilgan. Shuningdek, M.Sayler va L.Xomnerning 2020-yilgi meta-tahlili ma’lumotlari keltirilgan
bo‘lib, unda kognitiv o‘qitish natijalari uchun geymifikatsiya samarasi g=0,49 ekani qayd etilgan.

Kalit so‘zlar: geymifikatsiya, oyinli ta’lim, jiddiy o‘yinlar, edyuteynment, interfaol usullar, rus
tilini o‘qitish, boshlang‘ich sinflar, o‘yin mexanikalari, motivatsiya, pedagogik texnologiyalar,
terminologik tahlil.

CYIIHOCTb TEUMUA®UKAIIMA U EE OTJIUYHA OT CMEJKHBIX UTPOBBIX METO/IOB
OBYYEHUSA
Hap3yaunaesa Ilapsuna AxkmManoBHa
Byxapckuii rocynapcTBEHHBIN Te1arormiecKuii HHCTUTYT, 0A30BBIA JOKTOPAHT

AHHOTAIASA

B cratbe pasrpannuensl 4 OJIM3KUX 110 CMBICTY IOHSTHSI COBPEMEHHOMN ME€AAaroruky, & UMEHHO
reiiMudukanys, WrpoBoe oOOy4YeHHE, CepbE3HBIE WIPBl M DIBIOTEHHMEHT. YCTAaHOBIEHO, YTO
reliMuUKaIns COXpaHseT HEMMUTAMOHHBIN XapakTep y4eOHOH AeATeNTbHOCTH U BCTPaMBaeT UIPOBEIC
3JIEMEHTHl B PEaJbHbIH Y4eOHBIM Hpolecc, TOrAa Kak OCTAJbHBIC MOIXOABI CTPOSTCS Ha MMHUTALKU.
ITokazana xpoHonorusa mnosiBaeHust TepmuHa ¢ 2002 roga, cucrematusupoBanbl 10 3meMeHTOB
reiiMupuKauM M ux nexarormyeckue (yHkuuu. [IpuBeneHsl aaHHble Mera-aHanm3a M.Caiinepa u
JI.Xomuep 2020 roaa, pukcupyromiero s3¢pdext reiimupukanum g = 0,49 11 KOTHUTHBHBIX PE3yIbTaTOB
oOyueHusl.

KaroueBbie caoBa: reiimudukanusi, urpoBoe oOydeHHE, CEepbE3HBIE UTPHI, JABIOTCHHMEHT,
WHTEPAKTHBHBIE METOJBI, OOY4YE€HHE pPYCCKOMY S3bIKY, HauyaJlbHBIE KJAcChl, WTPOBBIC MEXaHUKH,
MOTHUBALHSA, IEJArOTHYECKHE TEXHOJIOI MU, TEPMUHOIOTUYECKUI aHAIN3.

THE ESSENCE OF GAMIFICATION AND ITS DIFFERENCES FROM RELATED GAME-
BASED METHODS OF TEACHING
Narzullayeva Parvina Akmalovna
Bukhara State Pedagogical Institute, Doctoral Student

Abstract

The paper differentiates 4 conceptually adjacent notions of contemporary pedagogy, namely
gamification, game-based learning, serious games and edutainment. It has been established that
gamification retains the non-imitative character of educational activity and embeds game elements into the
real instructional process, whereas the remaining approaches rest upon imitation. The chronology of the
term since 2002 is traced and 10 constitutive elements of gamification together with their pedagogical
functions are systematised. Empirical evidence is drawn from the meta-analysis by M.Sailer and L.Homner
(2020), which records an effect of gamification at g = 0.49 for cognitive learning outcomes.

Keywords: gamification, game-based learning, serious games, edutainment, interactive methods,
teaching the Russian language, primary school, game mechanics, motivation, pedagogical technologies,
terminological analysis.

[lonsTe refiMu@uUKaM BOILUIO B MEAATOTHYECKUA 000POT CPaBHUTENBHO HENaBHO. TepMHH
obur mpemioked H. Ilemmuarom B 2002 romy. lllupokoe pacmpocTpaHeHHE OH MOJYYHMII MOCHE
koH(peperuun MindTrek 2011 B Tamnepe, rae C. JleTepauHr nan onpeieieHue, CTaBiiee BIOCIEACTBUN
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KaHOHMYECKUM. 3a TocieHrue 15 JeT B pyCCKOS3BIYHON Mearorudeckoi TurepaType chopMHUpOBAIOCh
HECKOJIbKO KOHKYPUPYIOIIUX TPAKTOBOK JAHHOTO MOHSATHS, MPUYEM TpaHHIA MEXIy Teimudukanuei u
CMEXHBIMM MeToAaMM Hepenko ocTtaércsa pasMeiToil. O. B. Opnoa u B. H. TurtoBa ykaseiBaroT Ha
HEOOXOIUMOCTh pa3rpaHUYCHUs reMMU(UKAIMU U POJIEBBIX, JACJIOBBIX, @ TAK)KE MHBIX MMHUTAIIMOHHBIX
urpoBeix ¢opMm. B mpakTtuke oOydeHHs pycCKOMY S3BIKY, OCOOCHHO Ha Ha4yaJbHOM JTame, AaHHas
HEOMpeAeNEHHOCT MPUBOAUT K TOMY, YTO Pa3IMUHbIC 10 CBOCH CYTH METOIbI O0BEAUHSIOTCS IO O0IINM
Ha3BaHHEM, BCIIEICTBHE Yero crenuduka reiMuuKanuy yrpauuBaeTcs.

Lenp maHHOM pabOTHI 3aKIOYACTCA B IMPOBENCHUH TEPMHUHOJIOTMYECKOTO AaHANW3a TOHATHUS
«reiMUpUKaAIMA» U €ro pa3rpaHuvYeHUH CO CMEXHBIMH METOAAaMH, TaKUMHU KaKk WIpOBOe OOy4eHHE,
CepbE3HBIE HUIPHl U SABIOTEMHMEHT. 3aJauM UCCIEAOBAaHUSA BKIIOYAIOT COMNOCTABICHHE JIECATH
OTIpEIENICHUHN, MIPEIIOKCHHBIX PA3JIMYHBIMU aBTOPAMH, BBIJCIICHUE KPUTEPUEB Pa3rPaHUUCHHS YETHIPEX
MOHSATHH, OMHMCAHHE NIECSITH OCHOBHBIX 3JIEMEHTOB TeMHU(HUKAIMK C yKa3aHHEM HX MeAarorHyecKux
¢$yHKUIMH, a Takke BepUUKALHMIO SMIUPUUIECKOr 3(dekTuBHOCTH reiiMuduKay Ha OCHOBE AaHHBIX
MeTtaananusa M. Catinepa u JI. Xomuep (2020).

Metoapl wuccnenoBaHus M 0030p JMTEpaTypbl. B HccienoBaHMM — HMCHOJIB30BAIHMCh
TEPMUHOJIOTMYECKUI aHaju3, CPaBHUTEIHHO-COMOCTABUTEIBHBI METOJ, METOJA KiaccuQUKauu U
CHUCTEMaTH3allil HAayYHBIX MOHATHH, KOHTEHT-aHAJIN3 ONpEAETICHUH, MPEACTaBICHHBIX B paboTax Io
reiMuuKanuy, PeTPOCHEKTUBHBIH HCTOPUKO-TICAArOTHYECKUl METOA MPHUMEHHMTEIBHO K HCTOPUH
pa3Butus TepmuHa ¢ 2002 rona, MeTO KPUTEPHAILHOTO pa3rpaHUUEHUs] CMEXKHBIX MOHATHH MO JeCsSTH
napamerpaM, TaOJIMYHBIA METOJ TPEACTABICHHS CPABHUTEIBHBIX JaHHBIX, CTATHCTUYECKUH METOJ
00paboTku pe3ynbpTaToB MeraaHammza M. Caiinepa u JI. XomHep, MeTon NeUHUIIMOHHOTO aHAIH3a
MeJarorn4eckux KOHIIETITOB, a TaK)K€ OMMCATENbHBIM METOJ MPH XapaKTePUCTHUKE JECATH 3JIEMEHTOB
reiMuduKamm.

BazoBoii padoroit uccnenoBanus seisiercsa noxnan C. [lerepaunra, Jl. Aukcona, P. Xamen u JI.
Hoke, mpexacraBnennbiii Ha koudepeniu MindTrek 2011 [1]. Cpean pycCKOSI3BIYHBIX aBTOPOB
neHTpaibHoe Mecrto 3aHmmairoT O. B. OpmoBa m B. H. TutoBa, pa3pa0oraBiine MOJOXKEHHUE O
HEMMUTAIMOHHOM Xapaktepe reimudukamuu [3], a tawke H. JI. KapaBaes m E. B. Cobonesa,
MIPOaHATM3UPOBABIIINE TIPOTPAMMHEIE CEPBUCHI JIJISl TeiMuU UK 00ydeHus [5].

Hctopuko-dunocodckas 0CHOBa UCCISAOBAaHUS TPEACTaBlIcHa pabOTOM M. Xéitsunrn «Homo
Ludens» [2]. TeopeTnueckue TMOJOKEHUS OOLICH MUIAKTHKH PaCCMOTPEHBI HA OCHOBe TpyaoB A. B.
Xytopckoro [7], M. B. Knapuna [8], a Taxxke E. C. ITonat u M. 1O. Byxapkunoii [9]. OMnupuueckue
JIAHHBIC O IPUMEHEHNU TeHMHU(UKAIIUK B 2JIEKTPOHHOM 00y4eHHUH MpuBeJieHbI B pabote A. JI. Mazenuca
[6], a xapakTepucTHKa TeHMHU(UKAIIMN KaK 00pa3oBaTeIbHONW TeXHOJOTMU — B ucciaemnoBanuu JI. I1.
Bapenunoii [4]. Y30ekckas nemgarorudeckas Tpaauius npeacrasieHa tpynamu H. H. Asuzxomkaeoit [10]
u H. Caltunaxmenosa [11].

Pesynbrarel. Mctopust TepmuHa «rediMudukanus» BocxoauT k 2002 roay, korjga OputaHcKuid
reiimausaiinep H. [emmnr yupeann koncantuarosyroo ¢upmy Conundra Ltd st pa3paboTku UTpOBBIX
nHTepdelicoB moTpeduTenbckux ycrporcts. JJo 2010 roga TepMuH octaBascs Majgon3BecTHRIM. [lepenom
npousomén nocie TED-moknmama Jlx. Makronuran «Gaming Can Make a Better World» u cepun
KOPIOPAaTHBHBIX MEPONPHUSITHIA, CPeld KOTOPhIX 0co00e MecTo 3aHsul nepsbliid «Gamification Summity,
oprann3oBaHHbIN I'. 3uxepmanHoM B CaH-®pannucko B 2011 roxy.

OxoHYaTeNnbHOE 3aKpeIUICHHE TEPMHUHA B aKaJeMHUYECKOH cpele CBA3aHO ¢ KOH(epeHIHen
MindTrek 2011, npomemmeii B Tammepe 28-30 centsops 2011 roma, rae C. JleTepAMHT TPEITONKIIT
neduHHIMIO, cTaBmyto 6asoBoi: «Gamification is the use of game design elements in non-game contexts.
[...] This definition is meant to be applicable to all phenomena that incorporate game elements without
becoming full-fledged games in themselves, distinguishing gamification from related concepts such as
serious games, playful design and toys» [1, ¢. 10] («['eliMmuukamms — 3TO HCIOJIb30BAHUE IJIEMEHTOB
WTPOBOTO JU3aliHa B HEUTPOBBIX KOHTEKCTAX. [...] [laHHOE onpeneneHne NpUMEHUMO KO BCEM SIBICHHUSM,
KOTOpBIE BKITFOUAIOT UTPOBBIE 3JIEMEHTHI, HE TIPEBPAIIAsCh TP 3TOM B ITOJIHOIIEHHBIE UTPHI KaK TAaKOBBIE,
YTO W OTTPAHMYUBACT TeHMHU(PHUKAIIMIO0 OT CMEKHBIX IOHATHM, TaKMX KaK CePbE3HBIC MIPHI, UIPOBOM
mu3aith (playful design) u urpymkny).

Hannas peduHHnus ompenenseT TreAMH(UKAUIO dYepe3 JBa KIIOYEBBIX MpPU3HAKA!
WCIIOJIb30BaHME IEMEHTOB UTPOBOTO JU3aiiHa U UX MTPUMEHEHHE B HEUTPOBOM KOHTEKCTE.

B poccuiickoli memarorndeckoil nutepaType mojiokeHue o cneurpuke reiimMupukanuu ObLIo
chopmynuposano O. B. Opnosoii u B. H. TutoBoii. ABTOpPEI CTaBAT BOIIPOC O MPUHIMITAATHHOM OTIIHYHH
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reiMuUKaId OT paHee HM3BECTHBIX 00pa30BATENBHBIX HTPOBBIX (GopM. VX OTBET HOCHT Xapaktep
METOAOJIOTMYECKOTO TpUHLIUIA: «SIBISSCH WTPOBOM MPAaKTUKOW, redMuQUKans KOpPEHHBIM 00pa3oMm
OTJIMYaeTCsl OT M3BECTHBIX paHee 00pa3oBaTelbHBIX UIPOBBIX QopM. CyTh 3TOTO OTIAMYHS B TOM, UTO
pEeaNbHOCTh OCTAaETCsl PeaTbHOCTHIO, HE IPEBPAIAsCh B UTPY, @ UTPOBBIE YCTAHOBKH BBOJISATCSI B CUCTEMY
oreparuit cyobekTa ¢ 3Toi peasbHOCThIO» [3, ¢. 61].

Tem campiM reiMUQUKALUS TPOTUBOMOCTABISIETCS POJICBOW WTpe, NENOBOH HIpe W JIOOBIM
MMUTAIIMOHHBIM 00pa3oBaTeabHbIM (hopMaM, B KOTOPBIX O0YUAIOMIMNACS TPHHUMAET YCIOBHYIO POJIb HIIH
JEHCTBYET B MOJEIUPYEMOUN CUTyaLUH.

ConepxatenbHbIl JUaNa30H TEPMUHA B COBPEMEHHON HAY4YHOH TUTEpaType JOCTATOYHO MIUPOK.
ComocTaBUTEeNbHBIN aHaIM3 MOKa3bIBAeT HAIMYME LIECTH OCHOBHBIX ONpENesICHHH NaHHOTO MOHSTHSA
(tabmuma 1). K. Kammm pacmomapsier onpenenenue C. Jlerepaunra, BKITOYas B HETO aKCHOJIOTHYCCKUEC U
MOTHBAIIMOHHBIC KOMMOHEHTHI: «Gamification is using game-based mechanics, aesthetics and game
thinking to engage people, motivate action, promote learning, and solve problems. [...] Game-based
mechanics can include the use of badges, points, leaderboards, progress bars, goals or challenges, a
storyline, or immediate feedback» [15, p. 10] («I'efiMmudukaIus mpeacTaBisgeT coboi HCIIOIB30BAHUE
HUI'POBBIX MEXAHHUK, 3CTCTUKH WU UI'POBOI'O MBINIJICHUA IJId BOBJICUCHUA JIIOI[CI\/'I, MOTHUBAIIUH I[eﬁCTBHfI,
COJIEHCTBHS OOYUEHHIO U pemeHus mpooiem. [...] rpoBbie MEXaHUKH MOTYT BKJIIOYATh HCITOIB30BAHUE
OeifKeid, 0aIIOB, PEUTUHTOBBIX TAOJUIl, MHINKATOPOB MpoTpecca, MeNel WM HCIBITAHAN, CIOKETHOM
JIMHUH, a TAKKE HEMEIJICHHON 00paTHOMW CBS3M»).

B pat6orax I'. 3uxepmanna u K. KaHHuHrema akiieHT cMeIIéH Ha BOBJICUCHHE MOJIb30BATENCH U
peuieHue npakTudeckux 3agad. Poccuiickue uccnenoarenu — O. B. Opnosa, B. H. Turosa, H. JL.
Kapasaes u E. B. CobGoneBa — B 1e€JIOM MPHHUMAIOT AHTJIOS3BIYHBIC OIPEICICHUS, JOMOMHIS MX
MOJIOKECHUSMH, PACKPBIBAIOIIUMH MENArOTHYEeCKOe CoJepkaHue reiMUuUKanui u e€ o0pa3oBaTeIbHbIH
MTOTEHITHAIT.

Tabnuma 1. ComocraBneHne onpeaeneHni reiMudukanum

ABTOp U 1o

KiaioueBblie NMPU3HAKH ONIPEACTCHUSA

C. Herepaunr, 2011

Hcnons3oBanue HI'POBLIX 3JICMCHTOB B HCUT'POBBIX KOHTCKCTAX

I'. 3uxepmann, K. Kannunrewm,

I/IrpOBOG MBIIIJICHUE W UIPOBBIC MEXAaHUKHU [JIsI BOBJICUHCHUSA U

2011
K. Kamm, 2012

peleHus 3aa1a4
I/IFpOBaH MCXaHHWKa M 3CTETHKA, UTPOBOC MBIIIJIICHUC, BOBJICYCHUC,
MOTHBAIIUsS, O0yUCHHE

UrpoBbie 35IeMEHTBI W TPHEMBI UTPOBOTO JU3aifHa BHE HMIPOBBIX
KOHTEKCTOB

Crioco0 opranu3aiuy 00y4eHHs ¢ HSUMHTAIMOHHON aKTUBHOCTHIO

K. Bepbax, /1. XanTep, 2012

O. B. Opnoga, B. H. Turoga,
2015
H. JI. Kapasaes, UrpoBeie mpaBuia, 3CTETHKA U UTPOBOE MBILICHHUE AJIs1 BOBJICUESHHUS
Cobonena, 2017 1 00y4YeHHs
TepmuHonornveckass OMU30CTh TeHMH(HKALIUK, HIPOBOTO OOYYEHHUS, CEpPhE3HBIX WIP M
3ABIOTETHMEHTa TOPOXAAaeT MPaKTU4YeCcKylo myTaHuily. OJHAKO MO JIECATH KPUTEPHSIM 3TH YeThIpe
MOIX0/1a MPUHIMITAAIBHO pa3iudaroTcs (Tadnumna 2).
lelimudukanus coxpaHsieT y4eOHYIO NesTeIbHOCTh KaK MEPBUYHBIA OOBEKT W JOMOJHSET e
UTPOBBIMH 3lleMeHTamMu. WrpoBoe oOydyeHue, HampoTHB, JeNaeT TMEPBUYHONH WPy, BHYTPH KOTOPOIi
pasmemarorcs ydeOHble 3agaun. CepbE3Hble WIphl MPEACTABISIIOT COOOH IOJHOLICHHBIE HWIPOBBIE
MPOAYKTHI, CIIELHAIbHO pa3padOoTaHHBIE A 00pa30BaTENbHBIX, TPEHUPOBOUHBIX WM MEAWIUHCKHX
neneir. K aum otHocstest «America’s Army» (Boimymiena Apmueit CIIA 4 wurons 2002 roma) u «Re-
Mission» (Beimymena kommanueiit HopelLab 3 anpens 2006 roaa; x 2013 roxy pacnpocTtparena B 81 crpane
tupaxom oonee 202 000 sx3eMIIIAPOB). DIBIOTEHHMEHT MIpeACTaBIsieT co00i 00pa3oBaTeNbHBINA KOHTEHT,
MoJIaBacMblil B pa3BiieKaTelIbHOW (hopMe M OpPUEHTHPOBAHHBIH NMPEUMYIICCTBEHHO HA JIETe MIIaJIIero
BO3pacTa.
Tabnuua 2. PasrpannueHue reidmudukanud, HrpoBoro oOy4eHws,
9ABIOTEHMEHTA

E. B.

CEpPbE3HBIX UIP U

Kpurepnii I'eiimuuxanus | Urposoe Cepbé3nble Urpbl IAbIOTEefHMEHT
o0yueHue
IlepBuuHBIi VYuebHas Urpa c yuebnoit | Urpa c | Pa3BnekaTtenpHbIl
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00BEKT JeSITeTbHOCTh 3a/avei HEpa3BJIEKATEFHONW | MPOIAYKT
LEJbI0
Uro nobaBnsieTcs Urposrie YueOHbIe Y4eOHbIC 1EIM Kak | Y4eOHBIH KOHTCHT
JJIEMEHTBI 3aJlaHusl BHYTPH | SIAPO UTPHI B
UTPBI pasBieKaTeIbHOMN
000J104Ke
Conepxanue Coxpansietcst ITogunneno ITogunneno Ilogunnaeno
yaeOHOU HEU3MEHHBIM UTPOBOH WUTPOBOM MEXaHUKE | pa3BieKaTeIbHOU
JIeSITEIbHOCTH MEXaHHKE COCTaBIISIOMICH
Crenenn Huskas Bricokas Bricokas Cpennsis
MOTPY>KEHUS
WNmurammonnocts | OTCyTCTBYyeT [IpucyrctByer | llpucyrctByer Crnabo BeIpakeHa
CroxxeTrHast OnmroHanpHa KenarensHa Ob6s13aTenpHa O6s3aTenpHa
COCTaBJISIONIAs
JIUTETbHOCTh Becb  yueOHbIN | Dnusomuyeckas | Dnu3onuueckas SDnu3oauueckas
MIPUMEHEHUS Kypc
Henesas VYHuBepcanbHast | YHuBepcanbHas | IlompocTku u | Jetm wmuagmero
ayJIUTOPUs B3pOCIIbIe BO3pacTa
TunuuHbIA Duolingo, Minecraft America’s  Army, | «CMmemapuku.
npuMep Kahoot, Quizlet | Education Re-Mission ITUH-ko1»
Ilcuxomornueckuil | BHemHss Bxatouenne B | TpeHupoBka uepe3 | DMOLMOHAIBHOE
MEXaHHU3M MOTHBALIUA U | UTPOBYIO MOJIeJIMpPOBaHMe BOBJICYCHHE
porpecc CUTYAITHIO

JlecsiTh ~ OCHOBHBIX  DJJEMEHTOB  TeWMHU(UWKAllMd  TNpeACTaBIeHbl Ha  cxeme 1,
cucreMaTu3upoBaHHoi Ha ocHoBe paboT K. Kamma, a tarke momoxenuit H. JI. KapaBaesa u E. B.
CoboneBoii: «B coBpeMEeHHOUN WH(pOPMAIIMOHHONW 00pa30BaTENILHON Cpele HAOMI0IAeTCs YBEIHMUCHHUES
HHTEpeca K IPUMEHEHMIO KOMITBIOTEPHBIX U JUIS MOBBIMICHHUS KayecTBa 00yUYEHUs], YTO 00yCIOBINBAET
aKTYaJIbHOCTh TIPEICTABICHHOI'O MCCJICAOBAaHMSA, TOCBALIEHHOTO AaHAIM3y IPOTPAMMHBIX CPEACTB,
o0Najaolx MOTEHIMAIOM Uil reiiMupukanuu y4eOHOTO TMpoliecca B KOHTEKCTe TpeOOBaHMiA
rocynapcTa, o0IiecTsa u oopazoBanus» [5, c. 14].

BasoBas Tpuana, ussectHas kak PBL (Points, Badges, Leaderboards), ximouaet 6amist (points),
oeitku (badges) u peiitunroseie Tabnuipl (leaderboards). Pacumpenue naHHON Tpuajbl MO3BOJSIET
BBIETIUTH €€ CEMb MOBTOPSIOLINXCS 3JIEMEHTOB: YPOBHH, KBECTHl U MHCCHH, aBaTapbl, HHIUKATOPHI
mporpecca, JOCTHXEHHUS, CIOKETHYIO JTMHUIO U HEMEJICHHYI0 OOpaTHYIO CBA3b.

Cxema 1. [lecatp ameMeHTOB reiiMuduranmuu

OMmnupuueckas Tnposepka dddekruBHOCTH Tehmudukanmun  go 2020 Toma naBana
HEOHO3HAUHbIE PE3YIIBTATHL, 4T0 Ob1I0 0TMeueHo emé FO. Xamapu, I. Koiteucto u X. Capca: «The review
indicates that gamification provides positive effects; however, the effects are greatly dependent on the
context in which the gamification is being implemented, as well as on the users using it» [13, p. 3025]
(«ITpoBen€HHblii 0030p MOKa3bIBAET, YTO TEHMH(HKAIUS OKA3bIBACT IOJIOKHUTEIBHOE BO3JIEHCTBHE,
OJIHAKO BEJIMYMHA 3TOTO BO3JEHCTBUS B 3HAUYUTEIBHOM CTEIIEHHU 3aBUCUT OT KOHTEKCTA e€ IPUMEHEHUS, a
TaK)Xe OT 0OCOOCHHOCTEH MOJIb30BATEIICH ).

Oo6oOmarornue BBHIBOABI ObUTM TIpencTaBieHB B Meraananmuze M. Caitnmepa u JI. Xommuep,
OXBaTHBLIEM 38 SKCIEPUMEHTAIBHBIX HcciueqoBaHui. st TpEX TUIIOB 00pa3oBaTENIbHBIX PE3yJIbTATOB
ObUTH TOJy4YeHbI ciemyrome nokasarenu s¢¢exra: «Results from random effects models showed
significant small effects of gamification on cognitive (g = .49, 95% CI [0.30, 0.69], k = 19, N = 1686),
motivational (g = .36, 95% CI [0.18, 0.54], k = 16, N = 2246), and behavioral learning outcomes (g = .25,
95% CI [0.04, 0.46], k=9, N=951)» [12, p. 77].

Takum oOpa3zoM, 3QGeKT TeHMHHKAIUN SBISAETCS CTATUCTUYECKH 3HAYUMBIM, XOTS TIO
BEJIMYMHE OCTAaETCI YMEPEHHBIM U CYIIECTBEHHO 3aBHCHUT OT YCJIOBUHN €€ MPUMEHEHHSI.

Ucnonb3oBanne redmMudUKauu B S3BIKOBOM 0O0pa3sOBaHMM PEANU3YETCS IOCPEICTBOM
mudpossix mwardpopm Duolingo, Kahoot, Quizlet, LinguaLeo u Memrise. Bo Bcex mnepeuncIeHHBIX
cepBUCax COXpaHsETCsl OCHOBHAas ydyeOHas 3ajava (3allOMHHAHHE CJIOB, TPEHUPOBKA IPAMMATHYECKHX
KOHCTPYKLUH, pa3BUTHE HABBIKOB ayAPOBAHUSA), @ UTPOBBIE 3JIEMEHTHI (OaIbl, JINTH, CEpUH TOCTHKEHHH,
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DTHM JTaHHBIC CEPBUCHI OTIMYAIOTCS OT MOJHOLCHHBIX O0Y4YaloIuX Hrp, Takux kak Minecraft
Education Edition, rae urpoBoii Mup BBEICTYIAET OCHOBHOMU Cpeioit aesiTenbHOCTH. [TpuHIwmII, TeKarmi B
OCHOBE MOJIOOHBIX pecypcoB, cooTBeTcTBYeT popmynuposke O. B. Opnosoii u B. H. TutoBoit: «OT apyrux
WUTPOBBIX MNPAKTHK (POJNEBBIX, NEIOBBIX WUTP M T. [.) FeMMUUKAIMA OTIMYAECTCS HEUMHUTAUOHHBIM
XapakTepoM aKTHUBHOCTH; COXpaHssl HEU3MEHHBIM cojepkaHue o0pa3oBaTeNIbHOH AesATeNbHOCTH,
reiMuduKanyst KapAWHAIBHO TpaHCHOPMUPYET CIMOcOO OpraHM3alndy JTOW  JICATENbHOCTH U
COIIPOBOXKIAET BECH 00pa3oBaTENbHEIN UKD [3, ¢. 60].

HUctopuko-punocopckoe 000CHOBaHHE HTPOBOW MPHUPOIBI UEIOBEUECKOH NESATEIBHOCTH, Ha
KOTOPOE OIHPAIOTCS COBPEMEHHBIE TEOPETUKH TeiiMuduKauu, BocxonuT K M. Xéiisunre: «Bce ke MHe
kaxercsi, homo ludens, denoBek Urparoiuii, yKa3blBaeT Ha CTOJb K€ BaXKHYIO (DYHKIIHIO, YTO U JieNaHue,
1 oaToMy Hapsiy ¢ homo faber Bronne 3aciyxuBaet npasa Ha cyniecTBoBanue. ECTh 071Ha cTapasi MbICIIb,
CBHUJIETENBCTBYIOIIAS, YTO €CIIH IIPOIYyMaTh 0 KOHIIA BCE, UTO MBI 3HAEM O UEJIOBEYECKOM ITOBEJCHUH, OHO
ITOKaYKETCST HaM BCETO JIUIIb UTpotoy [2, ¢. 9].

[Tomoxxerne M. B. Kmapnmaa 00 WHHOBAIMOHHBIX MOJENSIX OOYYEHHS OTONHSET ITaHHOE
MOHUMaHNE METOAOJOTUYECKUM 00OCHOBaHUEM. YUEHBIH OTMEYAeT, YTO «B MHPOBOM JAUIAKTUYECKOM
MIONCKE pa3pabaThIBaeTCsl Psii HOBBIX, OPUEHTUPOBAHHBIX HA CaMOCTOSTEIHHOE OCBOCHHME YYALIMMUCS
HOBOTO OIIBITa MOJEJNeH: MoAenu oOyueHHs KaK OpraHH3alld CHUCTEMAaTH4eCKOW HCCIIEAOBATEIbCKOM
JeSITENIBHOCTH, MOJIENT 00yUeHHsI KaK OpraHu3alnu yueOHO-UTPOBOM M MOJCIHPYIOICH NesSTeIbHOCTH,
MoJiesin 00y4YeHHsl KaK OpraHu3allii KOMMYHHUKAaTHBHO-THAJIOTOBOH IEATENBHOCTH, aKTUBHOTO OOMEHa
MHEHUSIMH U TBOPYECKOU AucKyccum» [8, c. 19].

O6cyxnenue. CormocrapieHie 6 ONpeACTICHUI MOKa3bIBaeT, YTO aHTJIos3bIdHbIe aBTOphl (C.
Herepaunr, K. Kamm, K. Bep6ax, I'. 3uxepManH) akueHTHPYIOT (GopMallbHBIN NpPU3HAK, COCTOALIMN B
HCIOJIb30BaHUH UI'POBBIX JJIEMEHTOB BHE UTPOBOT'O KOHTEKCTA, TOTA KaK PYCCKOSA3bIYHbBIE NCCIE0BATENN
(O. B. Opnosa, B. H. TuroBa, H. JI. Kapasaes, E. B. CoboneBa) 100aBisIfOT K HEMY MeAarornIecKuii
KpUTEpHII HEMMHUTAIIMOHHOCTH YUeOHOW NEeSATENbHOCTH. DTO CMBICIOBOE YTOYHEHUE CYIICCTBEHHO IS
MPAKTUKU OOYYEHUs], TIOCKOJIBKY OHO MO3BOJISIET OTACIUTH FeHMU(PHUKALIMIO OT POJIEBON U AETOBOW UIPBHI,
Ha uéMm HacramBaroT O. B. Opnoa m B. H. TutoBa [3, c. 61]. [ecsTb BBIIEIEHHBIX KPUTEPUEB
pasrpaHUYCHUs MOKA3bIBAIOT, YTO FeMMHU(pUKAINS, HTPOBOE 00yUEHHE, CEPhE3HbBIE UTPHI M DJILIOTCHHMEHT
JICHCTBUTEIBHO SIBJISIFOTCS Pa3HBIMH METOJIUYECKUMH CYIIHOCTSIMH, a He BAPHAHTAMH OJHOTO M TOTO XKe
nogxona. B oO0ydeHHH pyccKOMy SI3bIKY, OCOOCHHO B HayalbHBIX Kiaccax, 3TO pa3rpaHuYeHue
npuoOperaeT NPaKTHYECKOE 3HAYCHHE, MOCKOJBKY OIpeeNseT BbIOOD WHCTPYMEHTOB, HaIpUMED,
npumenenne Quizlet u Kahoot kak reiiMuUIIMPOBaHHBIX TPEHAKEPOB OTIMYACTCS OT HCIIOIb30BAHHMS
CEOXKETHOW 00ydarolell Urpbl TUIa HHTEPAKTHBHOTO OYKBEHHOTO NpHKIroYeHus no gopmarty Minecraft
Education Edition.

Owmnupuueckue nanHeie M. Caiinepa u JI. XomHep mokaspiBaloT, 4To redmMudukanus aaért
CTaTUCTUYECKN 3HAYMMBIH, HO HeOOoNbIoi Mo BennunHe (P GeKT, MpudéM HauOoJblliee BIUSHUE OHA
OKa3bIBaeT Ha KOTHUTUBHBIE pe3ynbTaThl 00yueHus (g = 0,49), HECKOIBKO MEHbIIee — Ha MOTHBAL[IOHHbIE
(g = 0,36) u Haumenbiice — Ha noBeAenveckue (g = 0,25) [12, p. 77]. OTu maHHBIE COTIACYIOTCS C
BeBosIoM FO. Xamapu, U. Koiisicro u X. Capchl 0 KOHTEKCTHO# 3aBHCHMOCTH d(dexTa. 1 MEeTOIHKHI
00y4YeHHUs! PyCCKOMY S3bIKY B HAUaJIbHBIX KJIAccax M3 3TOrO CIEAyeT, YTO redMuuKanust He MOXKET
paccMaTpuBaThCsl KaK YHHUBEPCAJIBLHOE CPEICTBO MOBBIIICHHUS YCIIEBAEMOCTH, a €€ IpUMEHEHHe TpeOyeT
METOAMYECKH TPOJYMAHHOTO BCTPAMBaHUS B CHCTEMY YPOKOB C YYETOM BO3PACTHBIX OCOOCHHOCTEH
yyaluxcss W COJAEepXKaHUS HU3y4yaeMoro marepuayia. OTHM oObsicHsercss u mnonoxkeHue H. H.
AzusxomkaeBoil 1 H. CaiimgaxmenoBa o HEOOXOJMMOCTH CHCTEMHOTO NPUMEHEHUsS] HHTEPAKTUBHBIX U
WUTPOBBIX METOIOB B paMKaX y30€KCKOM IMearoruaeCKOu TpaIuIIHH.

3axmodenue. TepMUHOIOTHYECKH aHATTN3 TO3BOJIMI YCTAHOBHUTD, YTO TeHMU(HKAIINS, HTPOBOE
o0y4eHue, CepbE3HBIE UTPBI U SABIOTEHHMEHT SIBJISIOTCS CAMOCTOSI TENIbHBIMA METOJMUECKUMHU TTOHATUAMHI
C Pa3IMYAONIMMUCS TIPU3HAKAMH, IPHUYEM BEIYIUHA MPU3HAK FeHMUDUKAIINN, OTIIHYAIONIUHA e€ OT TPEX
OCTAJILHBIX TOJIX0I0B, COCTOMT B HEMMHUTAIHOHHOM XapaKTepe yueOHOM JesITeTbHOCTH TIPU COXPaHEHUH
€€ coaepKaHusl.
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