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UTPOBbBIE METO/bI ObYUHEHM’I, KAK CIIOCObBb ITOBBIIIEHW I
MOTUBALIIN

IIImoumua CBer/1aHa AJIeKceeBHa
CTapIINV ITperiojiaBaTesib PU3VIKY,
CpVUIVIaJI CeBepHoro apKTVItIeCKOTO cpenepaanoro y'HVIBepCVITeTa BT. CeBepO)IBVIHCKe

IIvayrmaa Mapusa AHaTtosIibeBHa
IperniofiaBaresIb MHPOPMaTUKH,
I'ATIOY AO CeBeponaBMHCKII TEXHVKYM COLMAIIbBHO MHPPACTPYKTYPbl

AHHOTaMs

B craThe paccmaTpmBaroTCs UIpOBble MeTOMbl OOyUeHMsl C TOUKM 3peHVs IOBBIIIeHVIs
MOTVIBAIIMVL K ITOJTy4eHMIO oOpa3osaHsi. OG0CHOBBIBAETCS Vifiesi O HeOOXOOMMOCTYI IIPVIMEeHEH ST
UTPOBBIX METOMNOB KaK CII0cOo0 MOBBIIIeHVIS 3P (PEKTMBHOCTH IIpeIIoiaBaTeIbCKON AesITeITbHOCTIA.
Ocoboe BHMMaHMe yeleHO KOHKPeTHBIM IIprIMepaM 13 IlearorniecKoi IMpaKTUKIL.

ABTOpaMM cCTaTbMl akleHTHMPYyeTCs BHMMaHMe Ha HeoOXOOMMOCTV IIpUMeHeHUs
PasIMYHBIX BUIOB WMIPOBOV [ESTeJIbHOCTM KaK Ha 3aHATUAX B cdepe mpodeccroHaIbHOIO
oOyueHVs cpeTHero 3BeHa, TaK ¥ BBICIIIEVI IITKOJIBI.

[aHHasgs craTess MOXeT OBITb IIOJIe3Ha IIeflaroraM CpegHero W  BBICIIIETO
npodpeccroHaIbBHOTO 00pa30BaHMIA.

KiroueBble cj10Ba: MIPOBOV MeTO[, IeJjioBas Wrpa, IIOBBIIIEHVe MOTMBALVY, BBICIIAsA IIKOJIA,
KOMaH[IHas Urpa.

GAME-BASED LEARNING METHODS AS A WAY TO INCREASE
MOTIVATION

Svetlana A. Shmonina
teacher of physics,
Northern Arctic Federal University in Severodvinsk

Mariya A. Pichugina
teacher of informatics
Severodvinsk College of Social Infrastructure,

ABSTRACT

The article discusses game-based learning methods from the point of view of increasing
motivation to get an education. The idea of the need to use game methods as a way to increase the
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effectiveness of teaching activities is substantiated. Special attention is paid to specific examples
from pedagogical practice.

The authors of the article focus on the need to use various types of gaming activities both in
classes in the field of vocational training of middle management and higher education.

This article may be useful for teachers of secondary and higher professional education.

Keywords: game method, business game, motivation enhancement, high school, team game.

CoBpeMeHHOe OOIIECTBO HACTOJIBKO «3aBS3JI0» B BUPTYAJIBHOM MMpPe, UTO CJIOKHO cebe
IpeIcCTaBUTh oOydarolierocss 0e3 cMaprdoHa. HaciibHO M3bSTh TajKeThl Ha BpeMsl 3aHATUI
BeCbMa ITpo0OIleMaTMUYHO, TaK KaK 3TO MOXXeT CIPOBOLMPOBATh CKaHHOAIBI KaK CO CTOPOHBI
o0yuaroIrerocs, Tak " cO CTOPOHBI POfITeSIeN, TeM Oojlee UTO 3TO aOCOIIOTHO He IIeIarOryHo.

OpmHyM 13 CIIocO0O0B ITOBBIIIIEHVISI MOTVMBAIIMY K OOYYeHMIO 1 OTBJIEUeHMIO OT TelledpoHa
MOXeT OBITb BBeIleHMe 3JIeMeHTOB WUIPHI B y4ueOHBIe 3aHATHS, IIpUYeM, 3TOT MeTOJ, XOPOIIIO
IIOIXOOWNT, VI JUISL COBCEM IOHBIX, WM IS BIIOJIHE «B3POCIIBIX» oOydarommxcs [1]. Vrposble
TEeXHOJIOTMW IIPENCTaBIIIOT M3 cedst ocolyio dopmy oOydeHMs, KOTOpas IIpeBpalliaeT B
yBJIeKaTeJIbHBIE ¥ 3axXBaTBhIBAIOIIVe BIIOJIHE OyOHMYHBIE IMarW II0 W3YYeHWMIO Yy4eOHBIX
AVICUVMIDUIVIH, a Takke II03BOJISIeT CelIaTh VIHTEPeCHOW ¥ 3aHMMAaTeJIbHOV [IesTeJIbHOCTh Ha
TBOPUYECKO-IIOVICKOBOM ypOBHe [7].

AKTyaJIbHOCTh WIPBI TaKXe pacTeT 3a C4YeT IIPechIIeHHOCTV WHopManmern Kak
OKpY>KaroIllero Hac Myipa, Tak 1 00pa3oBaTe/IbHOTO IIpoliecca. Bo Bcem Mumpe B 11estoM, 11 B Poccum
B YaCTHOCTM, HeCOM3MepuMO pacIIupseTcs HIpeaMeTHO-MHAOpMallMOHHas cpeda [2].
Tenesupenne, panmo, VIHTepHeT OOpyIIMBaIOT Ha OOyYalOIIMXCS KOJIOCCAJIBHBI O0BeM
vHopMatmm. TakuM oOpa3oMm, OFHOV W3 BaKHEMIINX 3a7ad COBPEMEHHOIO OOpa3oBaHMs
CTAaHOBWUTCS Pa3BUTHME CIIOCOOHOCTM K CaMOCTOSTEIIbHOMY OTOOpPY M aHaJM3y IIOJIyYeHHOM
nHdopmatmmn [8]. dopma oOyueHMs, CrIOCOOCTBYIOIIAsl Pa3sBUTUIO ITOMOOHBIX YMEHWN, - 3TO
AVIaKTU4Ieckass Wrpa, KOTopas IIOOMIpsieT K IIPaKTMYeCKOMY VICIIOJIb30BaHMIO HAaBBIKOB,
TIOJTyY€HHBIX Ha TEOPETUIECKIX 3aHITISIX.

CriocobHOCTE UTPOBBIX (POPM aKTMBMPOBATH MBICJIUTEIIBHYIO [1e4TeJIbHOCTh, IIPVBIIeYb
BHUMaHMe K IIOCTaBJIEHHBIM 3a7lavaM, KOHCOJIMAVPOBaTh TPYIIITy B KpaTdamiie CpOKy, MOXeT
OBITB MICTIOIIBb30BaHa Ha Pa3/INMIHBIX 3TalaX KaK TeOPEeTNMYeCKNX, TaK ¥ MPaKTUIeCKMX 3aHATUL.

15t akTyam3anyy 3HaHWU VIV IIOBTOPEHMS. MOXKHO ITPeIJIOKIUTD TaKle VTPBL:

«Kto bpicTpee». Tema «Ilepudpepuitasie ycrporictsa ITK» [3].

['pyrma memmviTest Ha ABe KOMAH/BL, OT KaKIOVI TPYIIIIBI BBI3BIBAETCS II0 OJHOMY YeJIOBEKY 71
VIM IIpefyIaraeTcss BHECTH I10 OHOM 3aIvcy B Tabmiry (Tabit. 1).

Tabsma 1
YcrporicTsa BBOIa YcrporicTsa BeIBOIIA

3aTeM OHM BO3BpalllalOTCA Ha MeCTa, U K JJOCKe BBIXOAUT CIIeAyIOMINI YYaCTHWUK, KOTOPBIN
BHOCUT CJIeZyIOITYIo 3ammch. [Tobexmaer Ta KoMaH/a, KOTOpasi ClipaBwIack ObICTpee.

«ertouka». TemMa «ApudmeTrndeckie orepanny B IIO3ULIMOHHBIX CHCTEMaX CUVICIIEHVIS»
[9].

['pynma permmrcst Ha Tpy KoMaHAbL. Kaxaori KoMaH/e 10cTaeTcs CBOs CYCTeMa CUVCIICHVIS
(IBOMUHAs, BOCBMEpMYHAs, IIecTHaaIlaTepuyHas). I KaXmgoy KOMaHABI IIperiojiaBaTellb
3alMchIBaeT CBOe 4MciIo, oOydarormecs AOJDKHBL II0 odepeIy BBIXOAUTH K JOCKe 1 3aIluchiBaTh
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YIICII0, KOTOPOE TTOJTYYMUTCS eCIIV K UMCITy Ha TocKe ITprOaBnTh 1 - 1171 IBOMYHOVI CUCTEMBL, 5 — [yIs
BOCBMepMYHOM, 9 - I IecTHammaTepmaHOV. [loOexmaer KoMaHma, KOTOpasl CIIpaBiIsSe€TCS
panblie Bcex. OcTalbHBIE YYaCTHMKM KOMaHBI, ITIOKAa X HAllApPHUK peIlaeT CBOV IIpUMeEp
JOJDKHBI KOHTPOJIVIPOBATh PabOTy COIIEPHMKOB, 3a KaKAYI0 HaVIeHHYIO OIIMOKY OHVI IIOJIyYaloT
IIOIOJIHUTEILHBIV OasUI.

«Kro Gorpire». Tema «Mudopmamsa 1 MHEPOpPMAIIVIOHHBIE ITPOIIECCHD» [5].

['pymria gemiTcss Ha KOMaHAbI, KaKIOV IIpeijlaraeTcsl 3alloJIHUTD Tabsmily (Tabs.2).

Tabsmmra 2
ITpodeccnm Buel madopmanmoHHoOM gedaTesIbHOCTI
IToBap
ABTOCIIecapb
DJIeKTPOMOHTEP

3aTeM IO odYepeny IIpelCTaBUTEeIb OT KaKIOW KOMaHbl HasblBaeT CBOVI BapMaHT
MHQPOPMAIIMIOHHON HeATeIbHOCTM 10 Kaxmow mpodeccumn. IToOexmaer xoMmaHma, y KOTOpOM
OosIbIlle BApMAHTOB.

[1s1 3Tana n3ydeHus: HOBOTO MaTepuiasia MOXKHO ChIrpaTh B Urpy «Bormpoc-oTseTr» [4].

['pynma nmemmrcs Ha ABe KOMaH/bI, BCeM BbIJaeTcs y4eOHBIVI MaTepuall, KOTOPBII OHU
JOJDKHBI M3Y4YUTh 3a OIpelle/IeHHBbINI ITPOMEXYTOK BpeMeHM. 3aTeM OJIHa KOMaHfa JOJDKHa
3aj1aBaTh BOIIPOCHI, BTOpas OTBeuaTh Ha HMX 1 Hao0opoT. CopeBHOBaHVIE IIPOBOANTCS Ha JTY UL
OTBET ¥ BOIIPOC IIO TeKCTy. ByAyT yumThIBaTbCSI aKTMBHOCTb YYaCTHMKOB KOMaHJ, KauecTBO U
KOJIVYEeCTBO 3aJIlaHHbIX BOIIPOCOB V1 OTBETOB, & TaK)Ke TBOPYECKMIL ITOIXOZ, K JIeTy.

M5t 0Oy 9arorx crapIero MIKOJIBHOTO BO3PacTa M BBICIIIEV! IITKOJIBI HarOoIee aKTy ajlbHO
dopmort Urpsl cTaHOBUTCS HertoBast urpa. Hampumep, BO3MOXHO IpoBeleHVe J1adopaTOpHOM
paboTel B BUIe COpPeBHOBaHMS MeXAy HeCKOJIbKMMM KOHCTPYKTOPCKMMM — OTHeIaMy,
BBITIOJIHAIOIIMMM VcCIleffoBaHMe 3akoHoB Kupxroda.

3ajgaum y4eOHOTO 3aHSTHS: Hay4dUTh OOYyYaIOIIMXCS CaMOCTOSITeIbHO IUIAHMPOBATh,
OPTaHM30BbIBATH U BBIIOJIHATH Pa0OTY 110 COOpKe LeTIN, IT0 CHSTHUIO ITIOKa3aHMI C M3MePUTEITbHBIX
pubOpPOB, pasBUTHE YMeHMs TBOPYECKM MBICJIUTh M TPYAUTHCSH, POPMUPOBATH MHO3UTVBHOE
OTHOIIIeHMEe K y4eOHOMY COTPYAHMYECTBY, Pa3BMBaTh KOJUIEKTVBHYIO B3a/IMOIIOMOIIIb.

IIpn mpoBemeHWMV JIEKIIMOHHBIX 3aHSTUM C IIEJIBIO IIPEOOJIeHMs II03HABATeIbHOTO
STOLIEHTpM3Ma W paclIMpeHMs II03HaBaTeJIbHBIX ¥ KOMMYHMKATMBHBIX CIIOCOOHOCTeN
oOyuaromyxcss MOXHO WCIIOJIb30BaTh TPYIIIOBble WUIPhbL. PaccMOTpuM HeEKOTOpble W3 WP,
Han0oJ1ee IIOAXOOSAIINX ISl TPYIIIOBOV paboThI 0Oy4arormxcs [6].

1." Pa3bpoc mHeHun". «Pa3bpoc MHeHu" mpefcTapIsieT COOOM OpraHM30BaHHOE
roouepeHOe BbICKas3blBaHMe yYaCTHMKAMM TPYHIIOBOVI IeATeIbHOCT CYXXIOEeHWI IO
oIperiesleHHOV IpobiieMe 1 TeMe. JlaHHasg Urpa MOXXeT OBITh IIpeficTaBleHa MHIVBIILYaJIbHOM
VIV TPYTIIIOBOVI (POPMOTI, B Ka4ecTBe IIOOIIPeHVISI MOXKET OBITh IIPUCY>KIeHe TOIIOJTHIUTeIbHBIX
O6ayUT0B Ha 3a4deTe WIV SK3aMeHe IIPY VCIIOJIb30BAHN PEVITVHIOBOVI CYICTEMBI OIIeHVIBAHIAS.

2. "IlpaBwia wrpel". [daHHBII BuUg paboTBl II03BOJISIET OOydYarOMIVMIMCA — 3aHATH
ompefieJIeHHYIO ITO3MUIIMIO IO OTHOIIEHMIO K M3y4daeMbIM 3aKOHaMm ¥ HpaBwiaM. OHM MOIyT
ccpopMyIMpOBaTh CBOE BUeHVIEe TOrO, KaK JAeVICTBYIOT M3ydaeMble 3aKOHBI U IIpaBiUla B peayIbHO
XKM3HU. I'pynma MoxeT OBITH pasfelieHa Ha HEeCKOJIbKO KOMaHJI, Kakfasd KOMaHza JOJDKHa 3a
OrpaHMYEeHHBIVI IIPOMEXYTOK BpeMeHN OOOCHOBaTh CBOIO IO3VIIMIO W 3aTeM IIPe3eHTOBaTb ee
riepes] OCTJTbHBIMY KOMAaH/IaMM, BEIUTPEIBAE€T Ta KOMaH/a, KOTOpasi CMOXKeT IIPUBECTU OOJIbIlie
dpaxTIIecKnx [oKa3aTelbCTB ¥ CyMeTb IIPMBJIEYb Ha CBOIO CTOPOHY OoJIbIllee KOJIMIECTBO
CTOPOHHVKOB.
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3."HesaBepmieHHOCTB". B cBsI3M ¢ orpaHMYeHHBIM KOJIMYECTBOM YacoB, BbIIeJIEHHBIM Ha
JIeKIIVOHHBIE 3aHATMS, YacTh MaTepuajla OCTaeTcs HeOXBadeHHOV, JIMOO W3y4eHHOU B
HeI0CTaTOYHOV cTelleHn. [1j1s1 Oos1ee IOIHOT0 0cBOeHs, MH(OPMAaIINIO YaCTMYHO MOXKHO BBIIATh
B Buje MOHOrpadmy, yueOHMKa, KOHCIIEKTa JIEKLINI 11 OTPaHUYNTh BpeMs Ha ee nsydeHue. ITo
OKOHYAHMIO BBIIEJIEHHOIO BpeMeHM KOMaHABl [OJDKHBI COPMyIMpOBaTh BOIIPOCHL IO
MaTepurasTy, KOTOPBIV OKa3asICsi HETIOHSATHBIM.

[ 3aKpervieHNs M3y4eHHOTo MaTepyala MOXKHO IPeUIOKUTh 3aflaHus, Co3JaHHble Ha
pazmmuHBIX  VIHTepHeT-pecypcax, Takmx Kak learningapps.org, KoTopble IpemaraioT
pasHooOpa3Hble IabJIOHBI 71 Pa3spabOTKM MHTEePaKTVBHBIX YIIPaKHEHUI B BUJIe COPTUPOBOK,
BUKTOPWH, KpoccBOpAOB. I IprmMeps! paboT MOXXHO IIOCMOTpPETH IO CChUIKAM:
https:/ /learningapps.org/watch?v=pxqnybb7a21,
https:/ /learningapps.org/watch?v=pdv0zut8520,
https:/ /learningapps.org/ display?v=p6vieqvxt19.

PesysibTaTOM IIMPOKOTO NpVIMeHeHVsI Ha y4eOHBIX 3aHATUSAX UTPOBBIX TeXHOJIOTUI CTaJIO
CyIIleCTBeHHOe V3MeHeHVie OTHOIIeHM: K M3ydaeMbIM OuCIIMITIMHaM. IToBbIciytach MOTMBAITA K
o0yueHMIO, yIydnmwlack atMocdepa B IpyIle, OTHOIIEHVS KaK MeXIy OOyJaloIuMICs, TakK
MeXIy oOydaroImMMucs ¥ mpernogasarereM. Kak MBI BUAMM, UTPOBble TEXHOJIOTMM SIBJISIOTCS
IIpOBEpeHHBIM METOAOM aKTMBAaLVM MBICIINTEILHO [IesTeJIbHOCTY, IIO3BOJISIOT PasHOOOpasuTh
3aHSTH, IIPOU3BECTV MHTeHCUUMKAIINIO 00pa3oBaTeIbHOTO IIpoliecca.
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