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AHHOTaNMA

B cucteme Beicuiero obpasoBanus Pecrny6nuku KazaxcTaH B yC/lIOBUSIX [MGPOBU3ALMU W peajiM3alidd TPUHLUIIOB
WMHKJTIO3UBHOCTY, CTyZleHToLeHTprpoBaHHOCTH (learner-centered approach) ¥ KOMIeTeHTHOCTHO-OPHEHTHPOBAHHOTO TOAX0JA
npo6/ieMa MOTUBALIMM CTYZEHTOB CTAHOBUTCS 0COOEHHO aKTyaabHOH. OfHUM U3 3(p(eKTUBHBIX COBPeMeHHbBIX MHCTPYMEHTOB
TIOBBIILIEHUs] MOTHUBALlMK, CUMTaeM, sIBJIsieTcs refiMUGUKaLIAs — 3TO IPUMeHeHHe UIPOBBIX 37IeMEHTOB B IIpoliecce oOyueHusl.
Lenb maHHOM CTaTbM — aHa/IM3 TeOPETUUYECKHUX OCHOBAaHWM reMH(UKAIL[UM U PACKPBITHe eé MeXaHW3MOB BO3[eMCTBHS Ha
yueOHYI0 MOTHBALMIO CTYAEHTOB, MPEXK/e BCEro Ha WX KOTHUTHBHYIO M SMOLMOHANBHYIO Cdepbl. Pe3ysbraTel IpoBeJeHHOr0
AHKETHUPOBaHUS CTYAEHTOB CBHUJETENBCTBYIOT O TOM, YTO OOJBIIMHCTBO OOYYAIOIUXCS MOMOXKUTENbHO OTHOCSATCS K
reiiMudurkaLy B yueGHOM TpoLiecce.
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Abstract

In the higher education system of the Republic of Kazakhstan, in the context of digitalisation and the implementation of
the principles of inclusiveness, learner-centred approach and competence-oriented approach, the issue of student motivation is
becoming particularly relevant. One of the most effective modern tools for increasing motivation, in our opinion, is
gamification — the use of game elements in the learning process. The aim of this article is to analyse the theoretical
foundations of gamification and disclose its mechanisms of influence on students' learning motivation, primarily on their
cognitive and emotional spheres. The results of a student survey show that most students have a positive attitude towards
gamification in the learning process.
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Beeaenne

CoBpemenHoe o6pa3zoBanve Pecryomvku KaszaxcrtaH HaxoQuTcss B TIPOLECCe  MOJEPHM3AL[UM, BBI3BAHHOW Kak
TEXHOJIOTUUECKUM TIPOTPeCCOM, TaK U W3MeHEeHWeM I0AX0J0B K o0yueHuio. Kak W3BeCTHO, TeXHOJIOTMUECKHH TMpoLecc
BKJTFOUAeT Kak [IU(POBbIe, TaK U aHA/IOTOBbIE U MEXaHWUECKHE TeXHOJIOTUU, HAllpUMep, MeuaTHble YUeOHUKU U METOIUUeCKUe
Marepuasbl, TPAaJUIMOHHBIE O0CKM (Me/oBble, MapKepHbIe), 000pyHoBaHWe /s 1ab0paTopuii, MOJEIM U MakeThbl AJIs
HaBSIIHOCTH M T.II. B paMKax TeXHOJIOrMYecKoro NpoLjecca peaan3yroTcs U(pOBbIe TEXHOIOTUH, CBs3aHHbIe MMeHHO C IT u
U(PPOBLIMU UHCTPYMEHTAMU, HaripUMep, OHJIaliH-00yueHue, LMS, 31eKTpoHHbIe >KypHasbl, e-learning u T.1. BmecTe c Tem B
CHCTeMe BBICIIEr0 00pa30BaHKsl OTMEUAETCS Ha/lUuKe TAaKUX TPEHJOB Kak: MHKI/IIO3UBHOCTb, CTYJEHTOLIEHTPUPOBAHHOCTb U
KOMITETeHTHOCTHBIM Togxon. Bce oHM 3akperieHbl B KOHLIEMLMKM Pa3BUTHSI BBICILETO U TOCJEBY30BCKOTO 00pa30BaHUS U
Hayku Pecriy6oymiku Kazaxcrad Ha 2023-2029 roger [1].

VHK/II03UBHOCT — 3T0 obecrieueHWe paBHOTO [OCTyrMa K BhICIIEMY 00Opa3oBaHUIO [JIsi JIML C OrpaHUYeHHBIMU
BO3MOXKHOCTSIMH, TIpeJICTaBUTeIed COLMaJIbHO YS3BUMBIX CJIOEB U CeJIbCKOW MOMOAEXKU, BHEJIPEHHe aJallTUBHBIX
00pa3oBaTe/IbHBIX MPOrPaMM U UPPOBBIX TEXHOIOTHI /ISt 00eCreueHust JOCTYIMHOCTH.

CTy#eHTOLIeHTPUPOBAHHOCTE — 3TO OpHEHTAlMss Ha TOTpPeOHOCTH, WHTepeCchl W LeNd CTYJEeHTOB, T'MOKOCTh
00pa3oBaTe/ibHbIX TPAEKTOPUH, BBIOOD KYpPCOB, MHMBH/ya/bHbIE TIaHbI O0yueHuWs, yBeldueHue 0OpaTHOW CBSI3U MEXIy
CTYZeHTOM U TIperofiaBaresieM, akLIeHT Ha CaMOCTOsITe/IbHOe 00yueHre U caMopedrieKCHIo.

KoMIteTeHTHOCTHBIN TIOAX0J, — 3TO HaNpaB/eHHOCTh Tpoljecca o0yueHHs Ha (OpPMHpPOBaHWEe pe3y/bTaThl O0ydeHwUs,
BbIpakeHHbIe uepe3 komrereHlun (hard & soft skills) MeTanpegmMeTHbIe HAaBBIKH.

B 93THUX yCAOBUSX MOTHBALUs Y4yeOHOUM [IesITe/IbHOCTH CTYAEHTOB TipHoOperaer ocoboe 3Hauenue. OJHUM U3
5 peKTUBHBIX CPe/CTB MOBBIIIEHNS UHTEpeca K yueOHOMY TPOLIeCCYy CTAHOBUTCS reMMHU(UKALMS — MCIO0/Ib30BaHUE UTPOBBIX
3/IEMEHTOB B 00pa3oBaresibHOU cpenie. OTClola — UCC/IeI0BaHUE TeOPeTHUECKUX OCHOBAHWHN TeMUGUKALIUKM U PACKPBITHE eé
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MeXaHU3MOB BO3[eHCTBHUS Ha yueOHYI0 MOTHBALMIO CTYJEHTOB, MPEXEe BCEro Ha X KOTHUTHUBHYIO U SMOLMOHANBHYO Chephl,
TMPe/CTAB/ISIETCS aKTYa/IbHBIM.

[Jnst [OCTWKeHYsT TIOCTaBeHHOW Ly GbUTM MCIIONB30BaHbI CIeAYIOLIMe METOABl NCCIeJOBaHUs: aHaInu3 JIMTepaTyphl,
06006111eH1e, HAO/IOZIEHUEe, AHKETUPOBAHUEe, METO/[bl CTaTUCTUUECKOM 00paboOTKY IaHHBIX.

O0cyxpaenue
PaccmoTpuM TeopeTHyeckre OCHOBaHMs reliMupurkanuu. Briepele TepMuH «refiMucukanus» yrnomuHanacs B 2002 T
Arrop TtepmuHa Nick Pelling — OputaHckuii mporpammuct. OH BBET TepMuH «gamification» st 0603HaYeHUst

WICTI0/Ib30BaHHUST UTPOBBIX MEXaHWK B HEUTPOBOM KOHTEKCTe, B UaCTHOCTU — B MHTepdelicax 1 rmporpamMmmypoBaHun. Crefyer
oTMeTUTb, uTo Nick Pelling, OGygyuu aBTopom TepmuHa gamification B IT ccepe, He pa3BuBaI 3TOT TEDMUH B TeJaroruke u
Teopuu reiMupUKaLIIN.

TepMuH «reiMUUKayis» TIOMYyUW/ LIMPOKOE pacripocTpaHeHre B obOpa3oBanuu ¢ 2010 ropa. AHamu3 JUTepaTyphbl
TOKa3ajl, YTO TeopeTHUecKylo 0a3ly reiMuduKaliy Kak HAayuHOTO HamnpaB/ieHWsl 3a/IKWIM TakKhe HCCIefjoBare/d, Kak S.
Deterding, M. Karl, J. McGonigal 1 Y. Chou, koTOpble 110-pa3sHOMY PacKpbLIU MOHATHe reliMUGUKaIUY, eé ey, IPUHLIUIIBI 1
MOTHBAI[MOHHbIE MeXxaHu3Mbl. O000IEHHAs Tab/MLIA 110 TeOpUH refiMudUKaLIMK Mpe/icTaBaeHa B Taburie 1.

Tabnura 1 - L, MPUHIUTIEI 1 MOTHBAIIMOHHBIE MEXaHU3MEI, TTPe/ICTaB/IeHHbIE B TEOPUSX relMHUGBUKALIN
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ABTOpBI

Lenb reiimudukalygm

[TpuHUMTIBL

MoTuBalMoHHbIE
MeXaHU3MBbI

Sebastian Deterding [2]

CpenaTb HEUTPOBYIO
JesITeTbHOCTh
yBJleKaTe/JbHOM 3a cYeT
WTPOBBIX JIEMEHTOB

Oco3HaHHOe
HCII0/Ib30BaHIe
37IEMEHTOB UTPbI

Ipobyxaexue
BHYTpeHHel
MOTHBALIUS Yepe3
BBI30B.
[Tonnmanue nieny,
TIPABUJT UTPBI U
obpatHas CBsI3b

[Toowpenue
MOLIMOHATBHON
BOBJ/IEUEHHOCTU
TTonnmanwme 11ey,
CMBICJIa UTPBI.
Tlogaep>xkanue
AAEP . [To3utuBHOE
IToBBICHTB COLIMA/IbBHOU
BOBJIEYEHHOCTh B BOBJIEYEHHOCTH B UTpe MBILLTEHHE.
Jane McGonigal [3] Up ’ MoTwHBaLus uepes
peasIbHY0 KU3Hb 33 TepaneBTrueckui

CUéT UTPOBBIX NPAKTUK

TIOAXO/: CHYKaeT
araruo, Mofiiep)KUBaeT
CTpeMJIeHue K
JIOCTIDKEHUIO LI/

ycrex, pa3BuTHe,
Co00111eCTBO

Karl M. [4]

IToBBICUTH
BOBJ/IEUEHHOCTb U
MOTHUBALIMIO YYaLUXCs

CootBercTBUe
COflep>KaHue UIphl
obpasoBare/bHbIM

L{eJIsIM.
Wrposele cLieHapun
OpHeHTUPOBaHbI Ha

[Tpo6y>xaeHne
BHYTPEHHHUX
MOTHBATOPOB: CMBIC/I,
KOHTDOJIb, IOCTIXKEHHE.,

yepe3 UrpOBbIe OCMBIC/IEHHOE Hcnonb3oBanue
MeXaHUKH B 00y4eHUH obyueHHe. BHEIITHUX MOTHBATOPOB:
Urpa — 3t0 GelKu, YpOBHU
rie/laroruye CKum
HUHCTPYMEHT

YnpagneHue
TIoBe/IeHUEM
00yuaroIerocsi v ero

Mogens Octalysis: 8
BHYTPEHHUX U

Pa3BuTre BHyTPeHHUX
JipaiiBepoB: CMBICII,
TIpOrpecc, BIUsHYE,

. HellpeCKa3yeMOCThb
Yu-kai Chou [5] BOBJIeUeHUe yepe3 BHEIIHUX PEA Y ’
o . u3beraHue noTepsb,
refdimMudUIMPOBaHHbBIN MOTHBALJMOHHBIX
< o - TIPUHA/IJIEXKHOCTD,
[I13aiiH, OCHOBAHHBIM ZipaiiBepoB
BBI30OB, CODEBHOBaHMe,
Ha MOTHUBAI[UH
TBOPUYECTBO
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Takum 00pa3oM, pa3pabOTUMKOB TeOpUM TelMHUpUKaLK o0befuHsANa o0las uaes: B mporecce 00ydYeHHs OWHAKOBBI
BaKHBI KaK BHeIIHWe, TaK ¥ BHYTPeHHHE MOTHBBI, OJJHAKO NPHOPHUTET OTBOAUTCS MMEHHO BHYTPeHHEH MOTHBAL|MH, KOTOpast
paccMarpuBaeTcst Kak MeXaHU3M BO3JeHCTBUsI Ha KOTHUTUBHYIO U SMOLMOHANBHYIO Ccdepy 00yuaroiierocs.

JI.C. Buirorckuii kaure «MpbliivieHre U peub» [6] mofuepkuBaj, UTO pa3BUTHE KOTHUTHUBHOW Cdephbl TECHO CBS3aHO C
JleATe/IbHOCTBI0 U COLA/IbHBIM B3auMogelicTBueM. KorHuWTvBHasi (Ho3HaBarenbHass) cdepa BK/IHOYAeT IICUXMUYeCKUe
nporeccel, 00eCIIeuMBalOIe BOCHPHSTHE, OCMBICJeHHe, 3allOMHHaHWe, IepepaboTKy wWH(opMmaimu. 3TO OCHOBa
WHTeJUIeKTYa/TbHO [1eTe/TbHOCTU M 00yUYeHMsl.

OMOLIMK UIrPAIOT BaXKHYIO POJIb B (POPMUPOBAHUM YCTOHUMBOW yueOHON MOTHBALMY. DMOLMOHANBHAs Cepa OTBeYaeT 3a
Tepe’KUBaHuUs], UYBCTBA M HACTPOEHHe, COIMPOBOXKAAIOIIME TIPOLeCC BOCIPHUATUS W yCBOeHUs WH(opMaii. OMOLUH
YCHIMBAIOT WX 0C/Ia0/sTI0T yueOHY0 MOTHBALMIO, BAUSIOT Ha IIaMsITh 1 IPUHATHE pelleHui.

Takum obpasomM, oueBHIHO, uTO 3(deKTHBHOe 00yuyeHHe BO3MOXKHO TOJIBKO IIPH B3aWMOJEHCTBUM KOTHUTHBHOH U
SMOL[OHANBHOM cdep. OTO MOXKHO Tpe[CTaBUTb, KaK «TpacCy» C [IBYCTOPDOHHHM JBI)KeHHeM: 0e3 3MOLMIOHATBLHOrO
BK/TIOUeHUs1 yueOHasi MHQopManusi ycBauBaeTcsi (GopManbHO, a 6e3 KOTHUTHMBHOW aKTMBHOCTH HEBO3MOXKHO IIyOOKoe
TIOHUMaHHe.

OTcroia BO3HHMKAaeT 3aKOHOMEpHBI BOMNPOC: Kak redMU(UKarys BO3[EeHCTBYeT Ha KOTHUTHBHYIO M SMOLIMOHA/bHYIO
coepnl obyuatoruxcs? TeliMubuKarys Bo3elCTBYeT OHOBPEMEHHO: Ha KOTHUTUBHBIE TIPOLIECCHI — uepe3 3afaHusl, BbI30BbI,
pa3BUTHE MBIITIEHNST; Ha SMOLIMM U MOTHBAL[MIO — Uepe3 UI'POBOM MHTEPeC, 11eJH, JOCTIKeHNS, VI0BOJILCTBHE OT IIpoLiecca.

3a nocnesHue 10 sieT NOMy/SPHOCTb IIPUOOPETAOT COBpeMeHHbIe TeOpUH reiMHGUKalH, B KOTOPBIX akLIeHT Jie/laeTcs Ha
[yOMHHOW BOB/IEYEHHOCTH CTYZJEHTOB B yueOHYIO JesiTeNbHOCTh. B Tabmuije 2 mpejcrapjieHbl OCHOBHbIE TeOPETHUECKUE
TIOJIOXKEeHUsT COBPEMEHHBIX TeopHil reiMrKaIn.

Tabnuija 2 - CoBpeMeHHbIe MOAX0/bl K reMU(UKaIUK B BBICIIEM 00pa30BaHUM
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o MoTuBalMOHHbIE
ABTOpBI e/lb TeMMU(PHKaLIA [TpyHLMIIBI
p & prxany PHHI MeXaHU3MBI
eJjIeHarpaB/IeHHOCTh
IToBbIlIEHME 0 P
N O6parHas CBs3b .
BOBJIEUEHHOCTH Basuel, 6efimku,
CTYZIeHTOB uepe3 ToanepxKa aBTOHOMHUMU OBHU; HeMe/[JIeHHast
Pelizzari A. (2023r.) YA p Y CMBICTIA. yp ’ A
CHCTeMaTU4e CKoe obparHasi CBsI3b;
KonTekcTtyanbHas
BHe/|peHHEe UT'POBBIX VHTPUra 1 BbI30B
aZianTauys UrPOBBIX
3/1eMEHTOB
MeXaHUK

Tabnuua 3 - CoBpeMeHHbIe MOAX0/bI K rediMU(UKaIMY B BbICIIEM 00pa30BaHUU

DOI: https://doi.org/10.60797/PED.2025.9.7.3

Teiimudukanms
o urcany WuTerparus B e- ApariTUBHBIE 33/IaHVS
OHaiH-00y deHus fns learning-cpe TepCOHAIM3UPOBaHHOE
Khaldi, A., Bouzidi, R., TIOBBIIIIEHUS e COHS’HHE a'ul}:m []; 03HArDA pEHHe.
Nader, F. (2023) MOTUBALIUH, p 1 DA ’
BcTpoeHHbIe UTpOBBIe 3/IEMEHTHI
aflanTUBHOCTU U
CLieHapuu COpeBHOBaHUs
yAep>KaHUs CTyIeHTOB
TeliMuduKkais Kak HWcnonb3oBaHue BogneueHHOCTB

Henry J, Li F.,, Arnab S

(haKTOp MOBBILIEHUS

HI'DOBBIX 3JIEMEHTOB B

CTY[EHTOB uepe3

(2024) MOTHUBALMH HEUTPOBBIX KOHTEKCTaxX WUTPOBbIe METOVKU
OKCIlepUMeHTa/IbHOe

[MoBeIiiieHre yueOHbIX obyueHue YesuteHKY;

pesyJ/bTaToB U CMel1aHHass MOTHUBaLUA [OCTVKEHUS;
Fesenmeir, E. (2025) aKTUBHOI'O y4YaCTHsA (BHYTpeHHsS U KOMaHZHasi paboTa u

CTY[IeHTOB B LM POBOH BHEIITHSIST) KOHKYPEHIIUS;

cpezie Wrposas fvHaMUKa B OG6parHas CBs3b
3a/JaHMsAX

Kak BUAHO #3 Tab/MIBl, B COBPEMEHHBIX TEOPHUSX TeldMU(PUKALMK 0c060e BHHMAaHHE Y/essieTCsd BOB/IEYEHHOCTH
CTY/IeHTOB B y4eOHBIHM NPOIIeCC, X aKTUBHOE yJYacTHe U MOBbIIIEHHe YUeOHbBIX pe3y/IbTaToB.

Takum o6pa3om, aBTOPBI IEePBLIX paboT 110 W3ydyeHHI0 IpobreMbl reliMU(pHUKALMY, @ TAK)Ke COBpeMeHHbIe HCC/Ief0BaTelu
CoMu/iapHsI B crefytomieM: 3¢ (eKTUBHOCTh npoljecca 00ydyeHHs 3aBUCUT OT YPOBHSI MOTHBALIMK 00yUaroIuXcsl, B YaCTHOCTH
OT mIyOWHBI BHYTPEHHMX MOTHBOB, KOTOpbIE CIIOCOOCTBYIOT Pa3sBUTHIO KOTHUTHBHOM U SMOLIMOHANBHOM cdep TUUYHOCTH
00yyaroIIerocsi, a MeXxaHH3MOM BO371eMCTBHSI HA MOTHBALIMIO MOXKET SIB/ISITbCS TeMU(UKaLHS.
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Pe3ynbrarsl

PaccMoTpuM npakTuuecKkoe NpUMeHeHe MeXaHU3Mbl BO3ZlefiCTBUS reliMU(UKaM Ha MOTUBALUIO, B YaCTHOCTH UIPOBbIe
5/1eMeHThI U UX BIUSTHUE!

- oukH (points) — MrHOBeHHasi 0OpaTHasi CBsi3b, YCUIEHHE BHELIHel MOTHUBALIUY;

- betimku (badges) — mpu3HaHKe AOCTKeHUH, GOPMUPOBAHUE CTATyCa;

- Tabmuwet gepos (leaderboards) — copeBHOBaTe/BHBIN 3/IeMEHT, MOTHBALVIS Uepe3 CpaBHEHNE;

- KBeCTbl, MUCCHH, YPOBHUA — IIOIIar0BOe BOBJIeYeHHe, TTOBbIILIEH e NHTepeca;

- aBaTapbl, HAPPATHB, CHOXKeT — YCH/IeHHe WAeHTU(UKALIUY C TIPOLIeCCoM;

- ucrosk3oBaHue atdopm tura Kahoot, Classcraft, Duolingo for Schools, Moodle ¢ mnarunamuy;

- relimuuiipoBaHHble Kypcbl B Coursera ¥ EdX c cucremoii Harpas u mporpecca.

PaccMOTpUM HeECKOJIBKO NIPUMepOB redMu¢MKalidy NpU HU3y4YeHUH Ie[larordKy, KOTOpble JenatoT Mpolecc o0yueHHs
6osee yBeKaTebHbIM U 3()(HEKTUBHBIM.

O6pa3oBatenbHeiii KBecT «[lo ciefam BeMMKKMX TiefaroroBy». Llesib: 3aKpenuTh 3HaHWS O BBIIAFOIIUXCS Mearorax M Mx
Teopusix. Onvcanne: CTyeHTHI TIepeMeIafoTCs 10 CTaHIWsAM ((pU3uueCcKy WK B OHJIaWH-(pOpMare), Te BITOTHSIOT 3a/[aHus,
cBsi3aHHble ¢ uyHOCTsSIMUA U Teopusimu (K.[. YmumHckuii, A.C. Makaperko, A.B. CyxommuHckuid, bl. AnteHcapuH, M.
JKymabaee u ap.). lefimuduikanus: 6anbl, )KeTOHbI, TabMULIA IMJEPOB, TIPU3bI 3@ TIPOXOXKAEHHE BCEX ITAIlOB.

Bukropuna/BpeiiH-pUHT «3HaTOKU Nefjaroruku». Llens: ITpoBepka U cucTemMaTusalys TeopeTHYeCcKUX 3HaHui. OnvcaHue:
Koman/ibl COpeBHYIOTCSI, OTBeUasi Ha BOIIPOCHI 110 Tefiarorvke (B opmare «KTo xoueT ctaTh MWwIIMoHepoM», Kahoot, Quizizz).
lelimuukanys: TaliMep, OUKH, peHTHHL, Harpazpbl 3a CKOPOCTb U TOUHOCTb.

«[eparoruueckuii 6arta». Llenb: Pa3BuTHe apryMeHTallud M COTOCTAB/IEHUWE Mearoruyeckux MNofaxoaoB. OmnucaHue:
[lapel CTy#eHTOB TMOMy4arOT TPOTHUBOIIO/OKHBIE —IleflarOrMueckde KOHLeMIMU  (HarmpuMmep, TpaJULIMOHHOE WM
KOHCTPYKTUBUCTCKOe O0y4YeHHe) U MPOBOAST «0aTT/», 3alluilias CBOI TMO3ULMI0. [eliMUUKALWSA: CyAeHCcTBO (PKIOpH WIH
CTYZIeHTHI), cicTeMa 0ayioB, «Harpabl» 3a yoeJuTeTbHOCTb U CTHJIb BBICTYTIIEHNSI.

C Ue/ibI0 U3YUEHHUs] OTHOLLIEHHUS CTYAEHTOB K KCII0/Ib30BaHUIO 37IEMEHTOB TeiiMuUKaLyy B 06pa3oBaTe/ibHOM MPOLecce, a
TakKXXe BbBISBJIEHME WX TIPEJNOUTEHUH, OXUIAHWHA U OLIEHKW BJUSHUS WIPOBBIX METOJOB Ha YueOHYHO MOTHBALMIO U
BOBJIEYUEHHOCTb OBIJIO MPOBEJIEHO aHKETHPOBAHUE CPeU CTy/AeHTOB 2 Kypca obpa3oBaTesbHbIX nporpamm 6B01601 Vcropus,
6B01705 Pycckuii sI3bIK W JIUTepaTypa B IIKOJAX C HEPYCCKUM s3bIKoM 00yuenusi, 6B01507 Xwumus-buonorus, 6B01511
Maremarvka-Hdopmarrika, 6B01512 Buonorus-ectectBo3zHanue, 6B01404 My3bikanbHoe obpa3oBanue BKY umeHu
Capcena Amanyko/oBa. Bcero B aHeKTUpOBaHUM NPUHSIN ydacTue 89 CTy[eHTOB.

Amnkera «BocrpusiTve CTy[ileHTaMy reiMuduKaiuu B 00pa3oBaTe/ibHOM MPOLIECCe By3a».

1. CrankvBaamMCh 1 BbI C 3/IeMeHTaMH reliMAGUKaLWK B TpoLiecce 00yueHusi B By3e (Harpumep, Oasel, 6ef/Ku, yPOBHH,
pelTHHrN)?

A) da, yacro.

B) [a, uHorpa.

C) Her, Hukorja.

D) He 3Hato / He obpaiijas (a) BHUMaHWsI.

2. Kakue u3 3/1eMeHTOB reiiMu(UKaLIMU BaM KaXKyTCsl HauboJiee moie3HbIMU? (MOXCHO 8bI6pAMb HECKO/bKO)

A) Bastel 3a aKTUBHOCTb.

B) CopeBHOBaHUS I PeITHUHTH.

C) Belipxku / 3HaUKM 3a JOCTHXKEHUSI.

D HUrposele 3ajaHus / KBeCTHI.

E) MHe Huuero u3 3Toro He UHTEpPeCHO.

3. Kax refimrdukariys BiyseT Ha Ballly MOTUBALIMIO K 00y4eHHI0?

A) TloBeIiiaeT UHTEPEC U BOBJIEUEHHOCTD.

B) Hdenaetr o6yueHue 6osiee pa3HOOOpa3HbIM, HO He B/IUSIET HA MOTUBALIUIO.

C) He BnusieT HUKaK.

D) OtBnekaet OT cofiep)KaHust yueOHOTo MaTepuara.

4. OmlyiaeTe 11 BbI, UTO /1eMeHTHI TeiiMruKaLun (6asibl, YpOBHH, KBECThI, UTPOBbIE 3aJjaHHST) TIOMOTAIOT BaM JIydllle
yCBauBaTh yueOHBIM MaTepran?

A) [la, 3HauUMTe/IBHO Y/Iy4llaloT [IOHUMaHue.

B) [a, HeMHOTO TTOMOTatoT.

C) He omytaro pa3HULIBL.

D) Hert, Ha060pOT MeEIIIaI0T COCPEOTOUUTHCS.

5. Kakue u3MeHeHuHs B Ballleil SMOLMOHA/JBHOM peakLMM Bbl 3aMeuaeTe MPU WCIOIb30BaHUM WIPOBBIX 3/IEMEHTOB B
o0yuyeHHu?

A) Yueba CTaHOBUTCSI HHTEPECHEE U BbI3bIBAET MOJIOKUTE/bHBIE IMOLMH.

B) IloBbIIaeTCs 4yBCTBO BOB/IEYEHHOCTH M MOTHBALUH.

C) VHorza nosiB/sieTcst CTpecc 13-3a KOHKYPeHLIH.

D) He 3ameuaro HMKaKHX 3MOLMOHA/IbHBIX U3MEHEeHUH.

6. [Tomoraet /i rediMupUKaLMs JIydllle COCPeAOTOUNTRCS U YZiep’KUBaTh BHIMaHUe BO BpeMsi yueOHBIX 3aHATHIA?

A) [a, 3HaUMTE/NEHO TTIOMOTaeT.

B) Horzga nomoraer.

C) He Bnuser.

D) OrBnekaer.

5. Kakvie sMo1MH BBI Uallje BCErO UCITBITHIBAETE BO BPEMsI YUaCTHsI B TeMUGHUIMPOBAHHBIX 3a/IaHUSX?
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A) VHrepec, a3aprT.

B) Pagoctb, y0BO/IBCTBHE.

C) CopeBHOBaTe/bHbIN JyX.

D) TpeBory uny Harpsi>keHUe.

E) Be3pazmune.

6. Kakoii 3¢dekr refimudukariys oka3biBaeT Ha Ballle )KeJaHWe MPOA0/DKaTh oOyueHre W pa3BUBAThCA? (00LeJUHEHMEe
KOTHUTHBHOW ¥ SMOL[MOHALHOU Chephl)

A) Cy11iecTBeHHO YCU/IVBaeT BHYTPEHHIOI MOTUBALIUIO.

B) B HekoTOpO1 cTerneHu CTUMYJIUPYeT.

C) He Bnuster.

D) Bei3bIBaeT yCTanocCTb UM pasfipaskeHue.

7. Xorenu Obl Bbl, UTOOBI 371eMeHTHI reiMHGHKai MPUMEHSUTACH yallie B 00yueHHun?

A) a, 3T0 mesaet nporecc 00yueHUsi UHTEpPeCHee.

B) Bo3moxkHO, ec/iv 3T0 OyIeT yMeCTHO ¥ KaueCTBEHHO peajii30BaHo.

C) Cxopee HerT, ITPeAIIOYNTAIO TPAAULIOHHbIE (HOPMBI.

D) Hert, cuurato 3T0 JULIHUM.

8. Vcnionb3oBanu yim riatdopmel Trra Kahoot, Classcraft, Duolingo for Schools, Moodle ¢ maruHamu?

A) [a, yacto.

B) Ha, unorpa.

C) Her, aukorza.

D) He 3Hato / He obpaiijasn(a) BHUMAHUS.

AHanu3 NojiyyeHHBIX pe3ysbTaToB MoKa3asl c/lefiyrollee.

Ha Bompoc: crasKuBamuch /M BbI C 3/eMeHTaMd reMUQUKaLuu B rmiporecce obyueHus B By3e (Hampumep, Oasebl,
GeiipKu, YpOBHH, pedTHUHTH)? «[Ia, yacTo» OTBeTHIM — 73% CTYAEHTOB; «/la, uHOrAa» — 27% 00yuaromyXcs.

Ha Bompoc: kKakue W3 37eMeHTOB redMUGMKAIMK BaM KaKyTCs Haubosiee TO/Ie3HBIMU? (MOJMCHO 8bIOPAMb HECKObKO)
obyuarowjuecs ommemuu: «baibl 3a akTUBHOCTb»; «rpoBble 3asanust / KBeCTbl» — 98%. CrielyeT OTMETUTb, UTO CTYAEHTHI
He yKasa/lu B OTBeTax CJ/leflylollie BapUaHThl: «COPEBHOBAHUS U PeUTUHIM»; «beliKu / 3HaYKU 3a JOCTIDKEHUsI»; « YDOBHU /
niporpecc-6ap». OTcrozia HaZo 10J1araTh, YTo B yueOHOM IIpOLiecce He UCIIONb3YIOTCS JaHHbIe 371eMeHThl reliMUpHKaLu.

Bompoc: kak refimMudukanys BiuseT Ha Ballly MOTHBALMI0 K oOydeHuro? Okasajicsi MHTEPeCHBIM U CTYHEHTBI [asiu
C/TeyIOIe OTBETHI: «IIOBBIIIAET MHTEPEC W BOBJIEUSHHOCTE» — 32%; «JenaeT obyueHde Oojiee pa3sHOOOpasHLIM, HO He
B/IUSIET HA MOTUBALUIO» — 46%; «He BIUseT HUKaK» — 6%; «OTB/IEKaeT OT Cofiep)KaHus yuebHoro Marepuana» — 16%.

Ha Bompoc: omyijaere Jiv Bbl, UTO 3/1eMeHTHI reliMumKaLmy (6asibl, ypOBHH, KBeCTBI, NTPOBbIe 33/1aHMs1) IOMOTalOT BaM
Jiydllle yCBauBaTh y4yeOHBIA Martepuan? CTYJeHThl OTBeTHIM: «Jla, 3HAUMTe/NbHO YIYUINAOT MOHUMaHue» — 15%; «[a,
HEMHOr0 roMorarT» — 63%; «He omyiaro pasHuLb» — 6%); «HeT, HA060pOT MeIarT COCPeIoTOUUThCS» — 16%.

Ha Bompoc: kakue 5MOLMM Bbl Yallle BCErO HCIBITbIBAeTe BO BpeMs y4acTusl B reliMUGUIMPOBAHHBIX 3a/jaHUsX ObLIU
TOTy4eHb! ciiefytomue oTBeThl: «/HTepec, azapT» — 11%; «PamocTs, yaoBonsctBre» — 11%; «CopeBHOBaTeMbHBIN JyX» —
11%; «TpeBory wiu HanpsbkeHue» — 59%; «be3paznuure» — 8%.

Ha Bompoc: kakoii 3¢ddekr refiMuduKanys OKa3blBaeT Ha Ballle >KeJaHWe MpOJO/DKaTth O0ydyeHHe W Pa3BUBATbCS?
(oObegviHEeHHWe KOTHWTMBHOM M SMOLUOHA/MBHOW cdeprl) ObUTM JaHBI Crefytomye OTBeThl: «CyILeCTBEHHO YCHIMBAEeT
BHYTPEHHIOIO MoOTHBaLMio» — 11%; «B HekoTopoll crerneHu ctumynupyer» — 33%; «He Bmuser» — 8%; «BrbI3biBaeT
YCTaJIOCThb WU pasApaxeHue» — 48%.

Bompoc: xoTenu 6b1 Bbl, UTOOBI 371€MeHTHI reliMupUKaLy NPUMeHsINCh Yalle B obyueHnn? OOyuaromiyecs: OTBeTH/IU:
«[la, 310 Jenaer mporjecc obyueHus uHTepecHee» — 33%; «Bo03MOXHO, ecad 3To OyJeT YMeCTHO M KaueCTBEHHO
peann3oBaHO» — 57%; «CKopee HeT, MpeJIIourTar0 TpaJrLioHHbIe GopMbl» — 8; «HeTt, cunTaro 310 MmHuM» — 2%.

Ha Bormpoc: ucrnosnb3oBanu i miardopmel tuna Kahoot, Classcraft, Duolingo for Schools, Moodle ¢ nnarunamu? Beinu
nmaHbel oTBeT: «/a, wacto» (Kahoot, Classcraft) — 53%; «/a, uaorma» (Kahoot, Classcraft) — 28%; «Her, Hukorga» — 17%;
«He 3Hato / He obparuan(a) BHUMaHuUS» — 2%.

B 11es10M, pe3y/bTaThl aHKETHPOBAHHS CBU/IETENBCTBYIOT O TOJIOKUTENIBHOM BOCIIPUATHU TeHMUGHUKALUKM CTYZeHTaMH.
BOJIBIIMHCTBO OMPOLIEHHBIX OTMETH/IA, UYTO UIPOBHIE 3JIEMEHTHI CITOCOOCTBYIOT MOBBIILIEHUIO MOTUBALIMM, J€Al0T yueOHbIH
nporjecc Oosiee yBjieKaTe/JbHBIM M TOMOTAlOT Jlyuyllle yCBauBaTh Marepuas, MCIHBITHIBAIOT a3apT, paJoCThb, Y[OBOJILCTBHE,
HpaBUTCsl COpeBHOBaTelbHbIA AyX. OAHAKo, HapsAy C IIOJIOKUTEJbHbIMU OlLileHKaM{, OblMM BBISBJIEHbl M HEKOTOpbIe
3aTpyAHeHus. B 4acTHOCTH, pecrioH/IeHThl YKa3aiu Ha HeoOX0AMMOCTh Ooree KaueCTBEHHOU peany3aniyi redmudukanmu. Ha
Hall B3Isifl, ocoboe BHMMaHUe cjeflyeT oOpaTHTh BHUMaHHe Ha To, 4to Oosee 50% CTYAEHTOB yKa3aid, UTO y4yacTHe B
reliMU(UIIMPOBAHHBIX 33[@HUSX BBI3bIBaeT y HUX «TpeBory wmy HarpspkeHHe» (59%). Takoe SMOIMOHANbHOE COCTOSIHHE
BO3MO)KHO CBSI3aHO C MH/WBUAYATbHBIMH 0COOEHHOCTSIMM CaMUX OOYyJaroLuXxcsi, B3aMMOOTHOIIEHHSIMU CTYAEHTOB B TPYIIIIe,
c1abo pa3BUTHIMA KOMMYHUKAaTHBHBIMM M COLMaJbHBIMA HaBblKamu. Takke 48% pecrioHAEHTOB OTMETHIH, UTO
«reMU(UKaLUs BbI3BIBAET YCTAJOCTb WM pasfpakeHWe». B 3Tol CBS3M [JaHHbIE OTBETHl CTYJEHTOB TpeOyloT
JOTIOJIHUTENIbHOTO WCCe/i0BaHUs. OTH 3aMedyaHusl CBUJETeNbCTBYIOT O Ba)KHOCTM TIPaMOTHOro U cOaslaHCHpOBaHHOIO
BHe/lpeHUs reiiMuuKaiy B o6pa3oBaTenbHbIi 1poLiecc.

3aKk/IIoueHye

Takum ob6pasom, relimudukanys TmpeacTaBaseT coboli 3(QeKTUBHbI WHCTPYMEHT MOTHUBAllUd M BOBJIEUEHUS,
OCHOBaHHBIA Ha MPUMEHEeHWH WUTPOBBIX MEXaHU3MOB B 00pa3oBatesbHOM mpolecce. OHa HaXOAWT LIMPOKOe MPUMEHeHHe B
BBICIIIEM 00pa30BaHUHM, CIIOCOOCTBYS MOBBIIEHHIO MOTUBALIMK CTYZIEHTOB, TIPU TPaMOTHOM peau3alyy redMuUKanys BiavseT
Ha KOTHUTHBHYIO M 3MOLMOHa/bHbIe cepbl. OfHAKO Ba)KHO YUWTHIBaTh, UTO €€ 3((eKTUBHOCTb 3aBUCHT OT KOHTEKCTa,
1|eJIeBOM ayZIMTOPHH, TIPABUIBLHOTO MOAOOpA WMTPOBBLIX 3JIEMEHTOB, KOMOWHUpOBaHWE TeMU(UKALMK C APYTUMH METOAaMU
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akTBHOro o0yuenust (PBL, Kefic cTaju), a Takke yueTa WHIUBHYa/lbHbIX 0COOEHHOCTEH CTY/[eHTOB, B3aMMOOTHOIIIEHHUH
CTyAEHTOB B rpymnme. Hafio nmoHUMaThb, 4To reMMUQUKaLs — 3TO He YHMBepCasbHasi 3aMeHa TPaJULIMOHHOMY O0yueHUIo, a
COBPEMEHHOE /I0TI0/THEeHNe, TPY TIPaBUIbHOM MCI0J/Ib30BaHHUHY CIIOCOOHOEe 3HAUMTeIbHO 000raThTh 00pa30oBaTe bHBIN MPOoLiecc.
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