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Annomayus

PaccMOTpeHBI Moy dMBIIHE IIHPOKOE PACIIPOCTpaHEHHE TpU (GOPMBI B3aMMOICHCTBYS MPEoaBaTesIsl i CTyICHTOB.

OCHOBHO# 11eJIbI0 PabOTHI SABISAETCS M3y4YEHHE NMPUHIMIHAIBHBIX OTIMYMI MEXKIy UrpaMd M UrpOGHKALMSIMH JUIS
BbIIeNIeHHA M Moaudukanuy Hanbosee >pQEKTUBHBIX METOIUK BHEAPCHUS aKTUBHBIX 3JE€MEHTOB 00y4yeHus B o0pa-
30BaTelbHBII mporiecc. [Ipy MpoBeJeHUH IEKOMIIO3HIMU UIP U UTPOMUKALMH ObUTH BBISBICHBI OCOOCHHOCTH aKTHB-
HocTell. OTMeUeHB! pa3Iiuus MeXIy IeNIMH Urp, TAe HyXXHO MOOeAnTh,  UrpoduKanueli, rae Hy>KHO HaydUTHCS.
ITokasaHo, 4TO BBIENICHHE ONTUMAIBHBIX HTPOBBIX MEXaHHK JUISl YIIYYIIeHHs Ipolecca 00y4yeH s, HalpaBIeHHbIX Ha
CTY/ICHTOB TEXHHYECKHX CIIEIMAIBHOCTEH, MPOUCXOAUT 110 CyOBEKTHBHBIM KPHTEPHSIM, a PE3yJIbTaT — 10 OOBEKTUB-
HBIM (yCIeBaeMOCTb). Y CTAaHOBIJICHO, YTO NPUMEHEHNE HUIPOBBIX CIEHAPHEB NPU MPOBEICHHUHU JTab0opaTOPHOTO IMpak-
THKyMa 00BEKTHBHO MOBBIIIAET yCrnieBa€MOCTb, TEM CaMbIM YBEJIINYNBas C(l)OpMHpOBaHHOCTb yMeHI/Iﬁ U HABBIKOB

podeCcCHOHATBHBIX KOMIIETEHIIUH.
Kniouesvie cnosa

JNIEKTPOHHOE 00y4eHHe, METObI 00ydeHH s, HTPOdUKALNS, CIIeHapHii UTPO(UKANNH, HHTEPAKTUBHBIA METOJ], aKTHB-

HBIA METOJT
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Abstract
Three forms of interaction between teacher and students, which have become widespread, are described. The main
purpose of the work is to study the fundamental differences between games and gamification in order to identify and
modify the most effective methods for introducing active learning elements in the educational process. After decom-
position of games and gamification, the following features of activities were revealed. Already at this stage, differ-
ences are noticeable between the goals of games where you need to win, and gamification — to learn. It is shown that
the selection of optimal game mechanics, to improve the learning process, was carried out according to subjective cri-
teria, and the result according to objective — academic performance, aimed at students of technical specialties. Thus,
repeated studies for groups of other specialties can give different, but no less interesting situations. It was found that
the use of game scenarios during a laboratory practice objectively increases academic performance, thereby increasing
the formation of skills and abilities of professional competencies.
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BBenenue

B coBpemMeHHOM 00pa3oBaHUM IIMPOKOE PACHpPOCTPAHEHHE IMONYYHIN TP METOIa B3aUMO/IEH-
CTBUS MIPETOIaBaTEeNs M CTYJCHTOB [ 1]: maccuBHOE; aKTUBHOE; HHTEPAKTUBHOE.

Haccusnwviti memoo — 310 GopMa B3aMMOJICHCTBUS MpenoJaBareis U CTyAeHTa, B KOTOPOil mpe-
MTO/IaBaTEINb SIBJISIETCS OCHOBHBIM JICHCTBYIOIINM JIMIIOM, YIIPABIISIONIAM XOJIOM 3aHSTHSA, & CTyJIeH-
ThI BBICTYTIAIOT B POJIM ITACCHBHBIX CIyIIAaTENeH, MOJYMHEHHBIX TUPEKTHBAM TpernioaBarens [2].

Axmugnwviil memood — 310 (hopMa B3aUMOJACHCTBHS CTYJICHTOB M NpENOJaBaTelis, IpU KOTOPOii
OHH B3aUMOJAEUCTBYIOT APYT C IPYTOM B XOJI€ 3aHATHS, H CTYJCHTHI 3/1eCh HE TaCCUBHBIE CITyIIaTe-
JIM, @ aKTUBHBIE YYaCTHUKH, CTYJICHTHI U MPEIoiaBaTelb HaXOIATCs Ha paBHBIX TpaBax [2].

Humepaxmuenwiii memoo. ntepaktuBHbIN (Inter — B3auMHBIN, act — NEWCTBOBATH) O3HAYAET
B3aMMOJICHCTBOBATh, HAXOJUTHCS B peXuMe Oeceapl, aAuaiora ¢ KeM-inbo. Jpyrumu cioBamuy,
B OTJIMYHE OT aKTUBHBIX METOJIOB, MHTEPAKTHUBHBIE OPHEHTHUPOBAHBI Ha OoJiee IMUPOKOE B3aUMO-
NIEHCTBHE CTY/EHTOB HE TOJBKO C MpEroAaBareieM, HO U APYT ¢ IPYroM W Ha TOMHHHPOBAaHUE aK-
TUBHOCTH CTYJICHTOB B TIpoiiecce oOyueHus [2].

K ocHOBHBIM HHTEpaKTUBHBIM (popMaM 00ydEHHUSI MOKHO OTHECTH cienyromue [3]:

o TBOpYECKHE 3a/1aHUS;

o pabota B rpymnmnax;

o 00ydYarolye urpol;

e WHTEPaKTUBHAS JICKIIUS;

e COIMAJIbHBIC MPOCKTHI U IPyTHUe BHEAYIAUTOPHBIE METOABI 00yUueHUs (COpEBHOBAHHMS, HHTEP-
BBIO, (DMIIBMBI, CTIEKTAKIIU, BHICTABKH);
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e TECTHPOBAHHUE;

e IMCTAHIIMOHHOE OOyUCHHE;

» paspeuieHue npodieMm;

e TPEHUHTH U JIp.

B HacTosiIIiee BpeMsl TepedrcIeHHBIe BBIIIE METOABI OOYYeHHS YCIIENTHO Pealu3yIoTCsS C HC-
MTOJIB30BAaHUEM MJICKTPOHHOTO 00y4eHMs [4]. DIeKTpoHHOE 00yUCeHIE TIPECTaBISIET CO00H OHY 13
¢opM 00pa30BaTEIEHOTO MPOLECCa, OTIUYAIONIYIOCS HEMOCPEACTBEHHBIM U CHCTEMATHYECKUM
MIPUMEHEHNEM COBPEMEHHBIX HH(POPMAIIMOHHBIX TEXHOJIOTHI 1 BRIYHCIUTEIHHON TeXHUKH. JlaHHOe
MOHATHE B TIOBCEIHEBHOMN JKU3HM TaKKe MOXKET OBITh 3aMEHEHO TaKMMH TEPMHUHAMH, KaK JUCTaH-
IIMOHHOE, BUPTYaJIbHOE, KOMITBIOTEPHOE, MYJIbTHMEIUIHOE, BEO-OPHEHTUPOBAHHOE OOpa30oBaHUE
u 1p. COBpeMEHHOE COCTOSIHUE CPEJICTB BBIUMCIIUTENBHON TEXHUKU U OOLIUPHOE pacIpOCTPAHCHHE
cet VHTEpHET MpeaoCTaBIIAIOT BO3MOXKHOCTh IS pean3allid MHOTOYHCICHHBIX MPEUMYIIECTB
JJIEKTPOHHON TEXHOJIOTUU OOYYEHHS: YJAIIEHHOCTh, MACCOBOCTh, BBICOKUN YPOBEHb MHTEPAKTHB-
HOCTH, OOecleYeHrne AOCTYIa K AIIEKTPOHHBIM OuOIHOTeKaM, (popMHupoBaHUE ennHOW 00pa3oBa-
TENBHON Cpelbl U T. 1. [5].

OCHOBHOI 11€J1b10 PA0OTHI ABISACTCS M3YUYCHHE MPUHIMITHATBHBIX OTIHYHNA MEXIy UTPaMHU U UT-
podukarmsiMu I BeiZeeHs HanOomee 3 PEKTUBHBIX METOIMK BHEPEHUS aKTUBHBIX JIEMECHTOB
00yueHus B 00pa3oBaTeNBHBIN ITPOIIECC.

[TpoBess JEKOMITO3UINIO WP M HrpoduKanuil (reiMupuKanuit) ObUTH BBISBICHBI CIICIYOLINE
OCOOCHHOCTH aKTUBHOCTEH. YK€ Ha STOM 3Tale 3aMETHBI Pa3Inyus MEKIY LENSIMU UTP, 1€ HYKHO
mo0eANTh, M UTPOGUKAIUH, T/Ie HY)KHO HAYYUTHCS.

3agaum urpopuKaUU U UIP

Hrpoduxarus:

* yJIep)KaHUE U KOHIICHTpAIlMs BHUMAHUS HAa BOKHBIX ACIEKTaX MPOLIECCOB JJIs CHIXKEHUS 3 (-
(eKxTa pyTHHHOCTH OTlepanuii;

*  MOBBIIICHUE POU3BOIUTEIILHOCTU TPYIA.

Urpsr:

* 4yepes urpy pa3zo0parThecs ¢ OpraHu3alieil padoThl U U3MEHUTH POIIECCHI;

*  CO03/1aTh YCIOBHS IS JOCTHKCHUS 1ICITH.

Korna ngeno moxonuT 10 MOCTaHOBKH 33/1a4yH, TO TYT TaKXK€ BHIHBI KapAWHAIbHBIE OTar4us. Ec-
JU UTpOQUKAIN HAIpaBleHa Ha CHIDKeHHE 3¢ dexTa pyTHHHOCTH 0e3 OTpbIBa OT OCHOBHOTO TPO-
1[ecca, TO UIPhl CAMOCTOSTEIBHO CTaBAT YYACTHUKY 3ajady, K KOTOPOW OH CTPEMHTCS, XOTS caM
MPOIECC JTOCTMKEHHUS TaK)Ke MOXET OBITh MOHOTOHHBIM. I JlaBHasi ocoOeHHOCTh HUrpoduranmuu
B TOM, YTO CBOCH MEXaHHWKOH OHA NMPUHIIMIHAIBLHO OTIMYACTCS OT MPOLEeCca MIPhl HApPaBICHHO-
CThIO Ha y4eOHbIH nporiecc. [Ipu Oosiee JeTaabHOM aHAIM3E TEOPETHUECKOTO MaTepuaia MOKHO
BBIYJICHUTH OCHOBHBIC HANPABICHUS WUTP U HrpoUKAlUil M MPOBECTU CPABHUTEIHHBIA aHAIIN3
(tabm. 1).

KiroueBbIM MOMEHTOM B pa3pabOTKe UTPOBBIX MEXAHUK CTAJI0 MAaKCUMAJIbHOE BO3JIEPIKAHHE OT
COpPEBHOBATEIBHBIX 3JIEMEHTOB, MOCKOJIBKY CTYJICHTY HEOOXOIMMO KOHIEHTPUPOBATHCS Ha MOIY-
YeHWW 3HAHWH W MPAKTHYECKUX HABBIKOB, 2 HE HA MONBITKE BHIMIOIHHUTH 3aJjaHue ObICTpee KOHKY-
peHTHO# KoMaH bl KOHIIeHTpalus Ha y4eOHOM MPOLECCE MTO3BOJISIET KOHBEPTHPOBATh PE3YJIbTaThl
00y4eHHUs] B MPAKTUYCCKUE HABBIKH, KOTOPHIC HE TOJHKO HAIPSIMYIO CBS3aHBI C €ro mpodeccuo-
HAJIBHOH JIeATeNbHOCTHIO, HO U TakK HasbiBaeMble «Soft skills», BkmtouaromuH B cedst yMeHne OBICT-
PO aIanTHPOBATHCS K HOBBIM YCJIOBHSM PaOOTHI, HANAKHUBATh KOMMYHHUKAILIMIO BHYTPH KOMaHJIbI,
a TaKKe OBICTPO ONEPUPOBATH UMCIOIIUMUCS 3HAHUSIMH.,

Jlyis pelieHus: TIIAaBHOW 3a/1a4l pabOThI HEOOXOJUMO CO3JIaHHE CLICHAPUEB, KOTOPBIC MO3BOJIST
MOJTHOCTHIO OTPa3UTh CyTh Urpodukarmu. [lociie aHanu3a TUMHYHBIX aKTUBHOCTEH TIpH peann3a-
1MUY UTPOQUKALIMU B O0OYUYCHHUH C YYETOM TEXHHUECKOTO HAMPABJICHHUS TIOJArOTOBKH OBLI pa3padoTaH
MPOTOTHUI JUI BHEIPCHUS aKTHBHOCTH B YUYE€OHBIN MPOIIECC B paMKax 0003HaueHHbIX paHee — «Ka-
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pycenb», KOTopas mpeIycMaTpUBaeT HECKOJIBKO CLIEHapUeB peanu3alud. Ero riaBHoe Hampasiie-
HUEC — pa60Ta Tpynnbl Ha CTCHAAX, OJHAKO €ro MOXHO aJallTUPOBATHL ITOA WHBLIC 3aaavu. ﬂaHHaH
aKTUBHOCTB TOJIPa3yMEBaeT Paclpe/IeiCHUE YWICHOB OJHON KOMAaHIbI 10 W30JMPOBAHHBIM POJISIM,
T. €. KXl yJaIluiicss OTBEYACT 3a ONPEICTICHHBINA BH pabOThl Ha BpeMs, OTPaHHYEHHOE MPETo-
JaBatelsieM, MOCie Yero, Mo CHUTHAJy, ydYalluecs MepelaroT CBOK POJb CIEAYIOIIEMY B KOMaHIE,
a Ha cebs OepyT 3amaun npensiayiero (puc. 1).

Tabauya 1
CpaBHHUTENBHBIN aHATTN3 UTP U TeiMuuKanuii mo 6a30BBIM MEXaHUKAM
Table 1
Compared analysis of games and gamification based on common mechanics

[Ipu3HaKu u KpUTEpUU Urpa ['eiiMudukanyn

Jl0OpOBOJILHOCTh yUacTHS Ha Ha

WHTErpupOBaHHOCTH B JIes-
TETHLHOCTH 0€30TPHIBHO
OT Tporiecca

ABTOHOMHOCTB,

CocrosHue npoiiecca
B OTpBIBE OT Ipoliecca

PasBepHyThIe M HHOT A

IIpaBuna Kpatkue u npocteie
CJI0KHBIE

['panuubl Mmupa DUKCUPOBAaHHBIE OTKpBITHIE

MexaHuku Ectb Ectb

MosKeT BIUAThH, @ MOXKET

BinsHue Ha HEeUrpoBoO# pe3yJbTaT He Bnuser

U HE BIUATh
KoHBepTupyeMocTs pe3yJpraTa Her Ja
Bo3sHarpaxaeHue Hrposast mobena PeanbHble npeAMETHI
Ilena npourpsiiia / BRIUTPHIIIA Kputnuna He kpurnyna
DoKycHpOBKa Ha 3anaue Ha mpouecce

Puc. 1. BemmonHeHHe 1a00paTOpHBIX PadOT IO POIIsIM
Fig. 1. Performing a laboratory works by roles

Paznenenne ponelt oueHb BaXKHO i Oosee 3¢pGheKTUBHOW pabOTHI, TO3TOMY MBI IIPUOETHEM
u K Hemy (puc. 2). Ham koHHmeNT mojpa3yMeBaeT OJHMA U T€ K€ POJH I KaKAOTO CIICHAPHS,
a IMEHHO:

1) cryzmeHT, CHIAIIMIA 332 CTEHAOM M BBHITOJHSIOIINI OCHOBHBIE AEHCTBUS 110 JIAOOPATOPHOM pa-
oote;
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2) CTyJEHT, 3aMOMHSIONIMIA JaHHBIC B SJICKTPOHHBIX TAONHUIAX, & TAKKE JENAOINN CKPUHIIOTHI
HEOOXOIUMBIE IS OTUETA,;
3) cryzeHT, mpoBoAsAIIHi 0QOPMIEHHE OTUETA.

1-4 poJik. 2-51 poJib. 3-51 poJib.
Ha ctenpe (c6op Qukcanus 3amnoJiIHeHUe
paboyHux cxeMm) U3MepeHuH C OTYEeTHBIX
HCII0JIb30BaHUEM bopm.
crexaJbHOro
Mo.

Puc. 2. Pomu B komanze «Kapycenb»
Fig. 2. Roles in team “Carousel”

Ha nanHOM 3Tame Mbl paccMaTpuBaeM pojM Ui Tpex denoBek B koManzae «Kapycenw», HO ko-
JIMYECTBO MOXKET CBOOOIHO MEHSATHCS Ul OOJNBLIMX TPYII U JAOCTUIaTh MATH 4YenoBek. [lanbHei-
1Iee yBeJIMYeHNEe YYaCTHUKOB HEBO3MOXKHO, TaK Kak 3TO OyJIeT BHOCUTh HEyI0OCTBa B pEaIN3aIHIO
KOHIenuuu. Taxke MOKHO M yMEHbBIIATh KOJMYECTBO JO JBYX 4YEJIOBEK, HO 3TO TAaK)XE€ BHOCHUT
Cepbe3HbIE HEYJ00CTBa, IIOATOMY OBUIO BBIOPAaHO ONTHMAJIBHOE KOJINYECTBO — TpU. sl HarmsgHo-
TO PacCMOTPEHHS PACCTAHOBKH CTYACHTOB B TPYIaX, MbI B3SIM PUCYHOK JIa0OpaTOPHOTO KaOWHe-
ta BI'YOC (puc. 3), rie B OCHOBHOM IPOBOASATCS NMPAKTHUECKUE 3aHATHS JJIS CTYJIEHTOB TeXHHYe-
CKHX CIIEUAIEHOCTEH.

Pa3zpaboTanp! nBe koHmenuuu crieHapus paszButus s «Kapycemm»: «Kapycems BHYTpHKO-
MaHaHas» U «Kapycenb KOHTpOJIbHAs.

[Ipu peanu3zannu nepBoi KOHIENIUK CTYIAEHTBI JENATCS HA TPYMIIBI U PACIPEENIAIOT POJIHU, KaK
MOKa3aHo Ha puc. 2. Jlajee BBIIOIHAETCS 1abopaTopHas paboTa, rae Nporucanbl MyHKTH «CMeHa
posieit». B onpeneneHHbIN 3apaHee MOMEHT CTYJEHThl OJHOW KOMaHbl IO YaCOBOM CTpEJIKE MEHSs-
IOTCSI MECTaMH. JTO MOMOTAET UM B IOJIHOM 00BbeMe MOY4acTBOBATh B BHIOJHEHUH KaXKIOH 4acTH
nabopaTtopHOi pabOThI, a TAKXKE TPE3BO MBICIHUTE B YCIOBHUIX CTpecca M CMEHbI MECTa, YTO 3a4ac-
TYIO OYEHb CJIOKHO.

Tak xe Kak ¥ MpH peaau3aliy NepBON KOHLENINH, B KoHUenuu «Kapycenb KOHTpOIbHAS»
B X0J€ JIabopaTOpHOH paboThl oO0yyaroluecs BCTPETAT OMO3HABATENIbHBIE 3HAKU TOrO, YTO UM
HYKHO TIOMEHSTBCA, HO 3/1eCh OyJeT HallMCaH HOMep CTYJIEHTOB, a Ha JIOCKE — BpPEeMsi, KOT/Ia OHH
JIOJKHBI 3TO clenarh. Jpyrumu cioBamu, 3allyckaeTrcs TalMUHT, HampuMmep, Ha 15 MuHyT, a B Ja-
OopartopHoii paboTe ecTh MYHKT, MOANUCAHHBIN KaK N-51 KOHTpOJIbHas Touka. [lo ncreuennn Bpeme-
HU CTYIEHTBHI, Y€l HOMEp COBIAJ C YKa3aHHBIM, JOJKHEI 110 CXEME IIOMEHATHCS MECTaMHU Ha Kakoe-
TO KOHTPOJIBHOE BpeMs (YCTaHABIMBACTCS IPEIOAABATENEM), IPOBEPUTH IPYTYIO KOMaHIy, IOMOYb
UM, €CJIM Y HUX YTO-TO HE TOJydYaeTcs, WIN ke, HA000pOT, YeMY-TO HAYUYHTHCS M BEPHYTHCS Ha
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CBOE MeCTO. B oTimyme OT mepBoil KOHLENIUH, AaHHAs TpeOyeT Oojee TIIATENLHOM IMOArOTOBKH
(puc. 4).

Puc. 3. Kabuner mnsa «Kapycemm»
Fig. 3. Cabinet for “Carousel”

ABIXEHWE KOHTPOAEPOB

-(—)-—

a5pumma | &0 0] s 5eumm

nLz

tspurapa | 680 < E00 | 4 6purasa

1. KAPYCEAD N0 KOHTPOMO ~ + 2 KAPYCEAD BHYTPU BPUTAABI

Puc. 4. Cxema s «Kapycenu BHyTpUKOMaHIHOM»
Fig. 4. Scheme for “Intra-team carousel”
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B kauecTBe skcniepuMeHTanbHO# ObTH BeIOpaHbI rpynmna BUK-18 u gucnumimHa TpeTsero ce-
MecTpa o0ydeHus: 6akanaBpoB «Teopus curaanoBy. [lo urory Kypca ObUT BBIYUCIEH CpEeTHUM Oat
CTyACHTa B TpyMIe, a TaKXke MpPOBEeIEHO NpsMOe CpaBHeHHE C pe3yibratamu rpynn bUK-16

u BUK-17, koTopble U3ydanu MpeaMET «KIaCCHYSCKUM MeToIoM» (Tabi. 2, puc. 5).

Tabnuya 2
I[aHHBIG 10 yCII€BA€MOCTHU A0 U MOCJIC BHCAPCHUA FeﬁMH(l)HKaLIHH
B y4eOHBIH mporiecc
Table 2
Performance data before and after the introduction of gamification
in the educational process
KonnuectBo CrerneHb YCBOCHHS MaTepraa
I'pynma YCJIIOBCK CBOCH OBJICTBO- CBOCH CBOCH
py HE YCBOCH M YA Y M
B I'pynmne PUTCIIBHO XOpouIo OTJIMYHO
BUK-16 17 4 6 5 2
BUK-17 19 4 8 4 3
BUK-18 21 1 5 9 6
=
>
T 100
’é 95
90
% 5 83,4
I 80
3 75
E 68,8
% 70 64,85
s 65
2 60
cC
~ 55
©
5 50
= BUK-16 BUK-17 BMK-18
()
o

KoHTponbHasa rpynna

Puc. 5. CpaBHeHUE pe3ysIbTaTOB IPOMEKYTOUHON yCIIEBAEMOCTH
B KOHTPOJILHBIX rpynnax 1rno JUuCHUuIlINHE <<Teop1/1${ CHUT'HaJIOB»
Fig. 5. Comparison of the results of intermediate progress
in the control groups in the discipline “Theory of Signals”

OCHOBHBIM KpUTEpHEM OLICHUBAHUS YCICITHOCTH NMPUMEHEHUsI UTPOQUKAIMK B yueOHOM MpO-
[[ECCE CTAJIM OLICHKH IO pe3yJibTaTaM yueOHOro cemectpa, rae (u3 100 6amios):

e MaTepual He YCBOEH (OlleHKa «2») — MeHee 61 Oarna;

e MaTrepuas YCBOCH YJIOBJICTBOPUTEIBHO (OIIEHKA «3»), — OT 61 710 75 6a/IOB BKIIOYHUTEIHHO;

s Marepuas yCBOEH Xopoulo («4») —oT 76 1o 90 6ayuioB BKIIOYHTENBHO;

e Matepuan ycBoeH omi4dHO («5») — ot 91 mo 100 6a1moB BKIFOUYATENBHO.

Pe3ynbTaThl MPOMEKYTOYHOHN YCIIEBAEMOCTH B KOHTPOIIBHBIX IpymIiax mo gucuuiuinie «Teopust
CUTHAJIOB» MPHUBEJCHBI Ha puc. 5. MiTorom mpoeaeHus anpoOauy BHEIPEHUS] HTPOBBIX MEXAHHK
Ha TpUMepe IUCHUIUTMHBI «Teopusi CUrHajJoB» CTalo 3HAYUTEIBHOE YBEIMYEHHE CTYICHTOB
C OIICHKOU «OTJIIMYHOY», HE MEHEee YeM B J[Ba Pa3a, a TaKKe POCT OOIIUX ITOKa3aTesie yCcreBaeMOCTH
o 83,4 6amna (cM. puc. 5). [IpuBeneHHbIC TTOKA3aTEIH CBUICTEILCTBYIOT O TOM, YTO BHEIPCHHE

HUI'POBBIX (I)OpM O6y‘l€HI/I$I IpAMO BJIMAIOT Ha MMOKA3aTCIIU YCIICBAEMOCTHU BHYTPU I'PYIIIbI.
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3akiaouenne

[lonBoast UTOT, OTMETUM, YTO BBIJIEJIEHHE ONTHUMAIBHBIX WUTPOBBIX MEXAaHMK AJS YIy4IIEHUS
nporecca 00ydeHHs NPOXOIHI MO CyOBEKTHBHBIM KPUTEPHUSIM, HallPaBJICHHBIM Ha CTYJEHTOB TEX-
HUYECKUX crenuanpHocTed. TakuM 00pa3oM, MOBTOPHBIE MCCIENOBAHUS Ul IPYII MHBIX CIELU-
AIbHOCTEN MOXKET aTh UHBIE, HO HE MEHEE HHTEPECHbIE PE3yIbTaTHI.

YcTaHOBNIEHO, YTO MPUMEHEHNE UTPOBBIX MEXaHHK, U B LIEJIOM UIrPOQHUKALNH, IPH NPOBEICHUN
71a00paTOPHOr0 MPAKTUKyMa, OOBEKTUBHO IIOBBIIIAET YCIIEBAEMOCTb, TE€M CaMbIM YBEIHUYHBAas
c(hOpMUPOBAHHOCTH YMEHHH 1 HABBIKOB B c(hepe MpohecCHOHANBHBIX KOMIIETSHITHI.
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