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BJIUSAHUE TEUMUAGUKALIMA HA ®OPMUPOBAHUE
TEXHUYECKHUX KOMIETEHIIUN CTYJIEHTOB
[ITaponioB Mup:xoH HypxoHOBU4
Hccnenoarens byxapckoro rocy1apCTBEHHOTO YHUBEPCUTETA

AHHOTAIIUA:

B nanHOli cTathe paccMaTpuBaeTcs BIMsAHUE TelMuduKanuu Ha (HOPMUPOBAHHE
TEXHUYECKUX KOMIIETEHIMI CTyAeHTOB. B coBpemeHHOM 00pa3oBaTeabHOM
npouecce reimupukanus cTaHOBUTCS 3(P(HEKTUBHBIM HHCTPYMEHTOM IOBBIIIEHUS
MOTHBAlLlMM, BOBJIEYEHHOCTH W MPOAYKTHUBHOCTH CTYJIEHTOB B HW3YYEHUU
TEXHUYECKUX OUCHUIUIMH. Vcnosib30BaHME WUIPOBBIX MEXAHUK, CUMYJISALIMOHHBIX
TEXHOJIOTUM, UU(POBBIX IIATPOPM M HMHTEPAKTUBHBIX 3aJaHUNA CIOCOOCTBYET
Pa3BUTHIO Y CTYACHTOB HaBBIKOB pEILICHUs MPOOJIEM, JOTMUYECKOrO MBIIUICHUS U
TBOPYECKOTO TMOJIX0/1a K TEXHUYECKUM 3a/1a4aM.

KiarwueBble ciaoBa: reiimudukanus, TEXHUYECKUE KOMIICTCHIIMHU, IU(poBOe
oOy4yeHue, HMHTEPAKTUBHBIC TEXHOJIOTHH, CUMYJIAIMH, IPOCKTHOE OOYy4YeHHUE,
UTPOBBIC MEXAHUKH, UHKCHEPHOE 00pa30BaHUE.

Annotation:

This article examines the impact of gamification on the development of students'
technical competencies. In the modern educational process, gamification has
become an effective tool for increasing students' motivation, engagement, and
productivity in learning technical disciplines. The use of game mechanics,
simulation technologies, digital platforms, and interactive tasks contributes to the
development of students' problem-solving skills, logical thinking, and creative
approaches to technical challenges.

Keywords: gamification, technical competencies, digital learning, interactive

technologies, simulations, project-based learning, game mechanics, engineering
education.
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BBenenue:

CoBpeMEHHBIC TCHJICHITUN B 00pa30BaHUM TPEOYIOT HOBBIX MOJIXO0JI0B K OOYUICHHIO
CTYJCHTOB TEXHHUYCCKHM IWCIMILIANHAM, TOCKOJBKY TPAIUIIMOHHBIC METOIBI HE
Bcer/1a 00ecIeYnBarOT BBICOKAN YPOBEHb MOTHBAITMN M BOBJICYCHHOCTH. OTHUM U3
WHHOBAIIMOHHBIX PEIICHUH SBIISETCS TreMHUUKaLUs, KOTopas IOoapa3yMeBacT
BHEJIPCHUC WMIPOBBIX 3JCMEHTOB B 0Opa30BaTCIIBHBIN MPOIECC IS IOBBIIICHUS
WHTEpeca CTYJACHTOB M YIYUIIICHUS KaueCcTBa O0yUYCHUSI.

["efiMmuduKanys OCHOBBIBACTCS HA HMCIIOJIb30BAHMHM UTPOBBIX MCXAHHK, TaKMX Kak
CHUCTEMBl HarpakJIcHHUs, PEHTHUHIH, BUPTYaJIbHBIC COPCBHOBAHHS, KBECTHI M
CUMYJISIITUOHHBIC TEXHOJIOTHMH. OTH HWHCTPYMEHTBI CO3JAlOT MOTHBAI[HOHHYIO
Cpeay, B KOTOPOW CTYJEHTBI 00Jice aKTHMBHO BOBJICKAIOTCS B YYEOHBIN Ipoliecc,
IMPUHUMAIOT BBI3OBBI U CTPEMSTCS K JOCTHIKCHHIO BBICOKHX Pe3yJibTaToB. Kpome
TOTO, TEeHUMH(UKAIKMSA CIHOCOOCTBYET PpAa3BUTHIO TEXHUYCCKOIO MBIIUICHHS,
KPUTUYCCKOTO aHa/KM3a, KOMaHJIHOW pabOThl M TBOPYECKHUX CIIOCOOHOCTEH, YTO
0COOCHHO Ba)XKHO B MH)KEHEPHOM M TEXHOJIOTMYECKOM 00pa30BaHUU.

Oco0yro poJib UTPAET MCIIOIH30BAHUE BUPTYaJbHBIX JJA00PATOPUI, CHMYJISTOPOB U
WHTCPAKTUBHBIX  IIATGOPM, KOTOpPbIC TO3BOJSIOT CTyJIECHTAM IPHMEHSTH
TEOPETUYCCKHE 3HAHMS Ha MPAKTHKE. Takue TEXHOJIOTMH CO3AI0T PeaJTuCTHYHBIC
YCIIOBUS IS MOJICITUPOBAHUS WH)KCHEPHBIX TPOICCCOB, IMO3BOJISS CTYACHTAM
0e30mMacHO AKCIICPUMEHTHPOBATh, pElIaTh CIIOXHBIC 3aJaud W OTpadaThIBaTh
npo¢eCCHOHANIbHBIC HABBIKH.

B [maHHOW cTaThe paccCMaTPHBAIOTCS OCHOBHBIC ITOAXOABI K BHEIPCHHUIO
reMU(pUKAIIIU B TEXHUYECKOE 00pa30BaHue, aHAIM3UPYIOTCS €€ MPSUMYIIECTBA U
BBI30BBI, a TaK)Ke OIeHUBaeTCa dS(M(OEKTUBHOCTh HCIOJb30BAHUS HIPOBBIX
TEXHOJIOTHH B Pa3BUTHU TEXHUYCCKUX KOMITETCHIIWH CTYICHTOB.

Ananu3 Jaurepatypsl: [eiimudukanus Kak WHHOBAIIMOHHBIA METOJ OOy4YeHUS
CTAHOBHTCS Bce Oosiee BOCcTpeOOBaHHBIM B 00pa30BaTEIbHBIX MPOIECCax, 0COOCHHO
B cepe TEXHUUYECKOr0 M WHKCHEPHOr0 0O0pa3oBaHus. Pa3iudHble HCCICHOBaHUS
MO TYCPKHUBAIOT, YTO MIPOBBIC MEXAaHUKH CIIOCOOCTBYIOT IMOBBIIICHUIO MOTHBAIIHH,
BOBJICUCHHOCTH, PA3BUTHIO HABBIKOB PEILICHUS MPOOJIeM U TBOPUECKOTO Moaxoaa. B
JaHHOM  pasjielic  MPOBOJAUTCS 0030p KIIOUEBBIX HAYyYHBIX HMCTOYHHKOB,
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Kacaroummxcs BAMSHUS TreiiMudukanuu Ha  (QOPMUPOBAHME TEXHUYECKHUX
KOMIIETEHIIMIA CTYJICHTOB.

Tepmun «reiimudukanus» (gamification) ObL1 BliepBbIE BBEACH B HAYUHBIN 000pOT
B Hauaie 2000-x rogoB M 0003HA4aeT NPUMEHEHHWE WIPOBBIX DJIEMEHTOB B
HeurpoBbIX mporieccax. Deterding et al. (2011) onpenenunu redMudpuKanuo KaxK
UCIOJIb30BaHUE UTPOBBIX MEXAHMK I MOTUBALMU U BOBJICUEHMSI IIOJIb30BATENICH.
Prensky (2001) B pabote “Digital Natives, Digital Immigrants” ormerws, 4to
COBpPEMEHHBIE CTYJEHTBI, BBIPOCHIME B IU(PPOBYIO 3MOXY, JIEr4€ YCBAaMBAIOT
MH(OPMAIUIO Yepe3 UHTEPAKTUBHBIE U UTPOBBIE (POPMATHI 00YUYEHUS.
Uccnenoanuss Kapp (2012) monrBepxaaroT, 4TO TeUMH(PUKALMS OKa3bIBaeT
MOJIOKUTEIbHOE BJIMSIHHE Ha ypPOBEHb BOBJICYCHHOCTH YYAIIUXCS B Y4YCOHBIN
MPOIIECC, a TAKXKE YIy4lIaeT KOTHUTHUBHBIC U TEXHUYECKHE HaBbIKH. OH OTMEYaeT,
YTO MCIIOJIb30BAHUE UTPOBBIX 3JIEMEHTOB, TAKMX KaK Oajibl, YPOBHM, PEUTUHIH,
BUPTyaJbHbIE Harpajbl, IOMOTaeT CO3/aTh MHTEPAKTUBHYIO 00pa30BaTENIbHYIO
cpeny.

['eiimudukanus ocobeHHO 3(PQpeKTHBHA B TEXHHUYECKOM OOpa30BaHUH, TaK Kak
CTIOCOOCTBYET Pa3BUTHIO HH)KEHEPHOTO MBIIIICHHS, HABBIKOB TIPOTPaMMHUPOBaHUS,
MPOCKTUPOBAHUS U paboThl ¢ 1uPpoBbiMU TexHOJMOTUsIMU. Gee (2007) B KHUTE
“What Video Games Have to Teach Us about Learning and Literacy”
paccMaTpuBaeT BUACOUTPbl KaK HHCTPYMEHTbl OOy4YeHHUs, KOTOpbIE MOTYT
pa3BHUBaTh aHAJTUTUYECKOE U KPUTUUECKOE MBILLIIEHUE CTYJIEHTOB.

UccnenoBannie Hamari et al. (2014) mokazano, 4TO HCIOJIB30BAHUE HIPOBBIX
MEXaHUK B OOY4YeHMHM TEXHHUYECKHM JUCUUIUIMHAM TOBBIIIAET MOTHBAIHIO
CTYJEHTOB M CIIOCOOCTBYET Jy4llIeMy YCBOCHHIO MaTepuana. OHU BBISIBUJIM, YTO
AJIEMEHTHI COPEBHOBAHMSI, TMHAMUYECKast 00paTHAsI CBSA3b M IEPCOHATM3UPOBAHHBIC
3aJaHUsl YCUJIMBAIOT Y4YeOHYI0O MOTHBAIIMIO W TIOMOTAIOT CTyJACHTaM ObICTpee
OBJIaJIeBaTh IM(PPOBHIMU HABBIKAMHU.

BaxxHyio pojb B pa3BUTHM TEXHUYECKHMX KOMIIETCHLUN WIPalOT BUPTyalIbHbIE
nabopatopun u cumyssinmud. Chiu & Chen (2013) mpoaHanu3upoBaiu BIUSHUC
BUPTYaJIbHBIX JTabopaTropuii Ha 00y4YeHNE NHXCHEPHBIM TUCIUTUITHHAM U MPUIILIN K
BBIBOJIY, UTO TaKHME€ TEXHOJOTHH CO3/1al0T 0€30MacHYI0 Cpely JJIsl SKCIIEPUMEHTOB,
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II03BOJIAIOT CTYJCHTaM AaHaJU3UpOBAaTh CJIOXKHBIE HWHXKEHEPHBIE IIPOLIECCHl U
TECTHUPOBATh CBOU pelICHUs 6€3 prucKa MaTepPUATBHBIX TOTEPb.

Oocy:xxknenmne: ['eiimuduxanus aktuBHo wucnois3dyercs B STEAM (Science,
Technology, Engineering, Art, Mathematics)-oOpazoBanuu s pa3BHTHSA
WH)KEHEPHBIX U TexHuueckux kommeteHiuid. Korkmaz & Cakir (2017) B cBoeit
pabore mnpoaHamusupoBanu BiusHue STEAM-00ydeHuss Ha KpPUTHYECKOE
MBILUIEHUE CTYACHTOB M MOJATBEPAWIIM, 4YTO HHTErpanus reiMupukalnuud B
00pa30BaTeNbHBIC MPOLIECCHl PA3BUBACT JIOTUYECKOE U aHAJTUTHYECKOE MBIIIUICHNUE,
a TakkKe YIyd4llaeT TMPAKTUYECKHE HABBIKK pPabOThl € TEXHOJOTHYECKUMHU
WHCTPYMEHTAMHU.

Kpowme toro, Fadel, Bialik & Trilling (2015) B kaure “Four-Dimensional Education”
OTMETWJIM, YTO KOMOWHUPOBAHHME WIPOBBIX TEXHOJOTMH C IUPPOBBIMU
oOpa3oBaTeNbHBIMU IUIATGOPMAMH  CIIOCOOCTBYET PAa3BUTUIO KpPEaTHUBHOCTH,
HAaBBIKOB PEIICHUS CJIOXKHBIX MHKEHEPHBIX 3a]1a4 U pabOThl B KOMaH/E.

HecmoTpss Ha OYeBHAHBIE MPEUMYIIECTBA TeUMHPHUKAIMH B OOyYeHUHU
TEXHUUYECKUM JUCIHILTNHAM, CYIIECTBYET PsiJ] BHI30BOB:

> HeoOxoaumocTh agantanuu TpaJuilMOHHBIX 00pa30BaTEIbHBIX MMPOTPAMM
K urpoBbiM MexaHnukam (Landers, 2015).

> Pa3paboTka kaueCTBEHHOr0 KOHTEHTa, KOTOPbIN HE TOJIBKO Pa3BIEKaEeT, HO
u 3¢ dexTuBHO 00yudaet (Mayer, 2009).

> OOyuenue  mpemnojaBarenedt a3 GEKTUBHOTO  BHEIPECHHS
reiimupukanuu B yueOHsbIil nporecc (Luckin, 2018).

Oo6cy:xknenue. ['eiiMmudukanus Bce aKTUBHEE HCIIOJIL3YETCS B 00Opa3oBaTEIbLHOM
npoliiecce, 0COOEHHO B OOJACTH TEXHUYECKOTO M HHXKEHEPHOro 00pa3oBaHUS,
IIOCKOJIBKY OHa MO3BOJISET IOBBICUTH MOTHMBALMIO CTYACHTOB, YJIYUYIIUTh HX
IIPAKTUYECKUE HABBIKM U Pa3BUTh AHAJIUTUYECKOE MBILUICHUE. B TpaauIMOHHBIX
00pa30BaTeNbHBIX IMOAXOAAaX YacTO HE XBaTaeT WHTEPAKTHUBHOCTH, H3-3a YETO
CTYJIEHTbl MCHBITBIBAIOT TPYAHOCTH C BOBJIEYEHWEM B MPOLECC OOy4YEHUS.
Hcnonb3oBaHWE HMIPOBBIX MEXAHUK, CUMYJSLMA M BHUPTYalbHBIX JabopaTopuil
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3HAUYUTENILHO YJy4IlaeT 3TOT acCIleKT, mpeBpamias oOydeHUEe B AMHAMUYHBIA U
MOTHBHUPYIOIIUHI MPOLIECC.

["etiMmuduxanyst cnocoOCTBYET Pa3BUTHIO KIFOUEBBIX WHKEHEPHBIX U TEXHHUECKUX
HABBIKOB, TaKMX KaKk peIIeHHEe MpodiieM, KPUTHUUECKOE  MBIIUICHHUE,
MIPOCKTUPOBaHKE U padora ¢ 1udpoBeIMH HHCTpyMmMeHTaMu. Prensky (2001)
YTBEP)KIAET, YTO COBPEMEHHBIE CTYAEHTHI, BBIPOCIIUE B LIM(PPOBON cpefe, jJerde
BOCIPUHUMAIOT HH(OPMALIMIO YEpPe3 UIPOBBIE 3JIEMEHTHl. OTO OOBACHSET
3¢ (eKTUBHOCTh reiMUpUKALUU B 00YYEHUH MTPOrPaMMUPOBAHUIO, HHKXEHEPHOMY
IU3aiiHy U TEXHUYECKOMY MOJICTTUPOBAHUIO.

Hamari et al. (2014) B cBOeM nccne0BaHUK TPUILLIU K BBIBOAY, YTO UCIIOJIb30BAHUE
UTPOBBIX MEXAHHK, TAKUX KaK CUCTeMa HarpakJeHuil, COpEBHOBAHMSI, PEUTHHTH U
KBECTOBBIC 33JaHMSI, TIOBBIIIAET BOBJICUEHHOCTh CTYICHTOB B MPOIIECC OOYUYECHHS U
CrocoOCTByeT Oosiee TiyOOKOMY YCBOEHHIO Marepuaina. Hampumep, CTymeHTHI,
y4acTBYIOUIME B BHUPTYAJIbHbIX HH)KEHEPHBIX COPEBHOBAHMSX, JEMOHCTPUPYIOT
BBICOKHI ypOBEHb BOBJICUEHHOCTH M MOTHUBALIMU, a TaKKe OBICTPO pPa3BUBAIOT
MPAKTHUECKHE TEXHUYECKNE HABBIKH.

OmHMM W3 KJIIOYEBBIX NPEUMYINECTB TeWMU(UKAIMKU SBISETCS BO3MOXKHOCTB
ucnoas3oBaTh BUpTyalbHble cpenbl. Chiu & Chen (2013) pokazanm, 4To
BUPTYaJbHbBIC TAOOPATOPHH U CUMYJISIIMOHHBIC TEXHOJIOTHUH TO3BOJISIIOT CTYICHTaM
pa3BHUBaTh MHKEHEPHbIE KOMIETEHIIMU Oe3 pucka norepb pecypcon. Hampumep, B
o0nacTu aBUACTpOCHMsI, MAIMHOCTpoeHUsI U IT cTyaeHThl MOTyT MOJEIHpOBaTh
IPOLECCHl, TECTUPOBATH CBOM PEIICHMS] U UCHPABIATH OLIMOKM B Oe30macHOd U
WHTEPAKTUBHOU IU(PPOBOIL cperie.

BupTtyanpHble  CUMyNALIMKA  TakKe OOECHEYMBAIOT  PEATUCTHYHBIA  OMBIT
MIPOEKTUPOBAHUS U IPOTPAMMHUPOBAHUS, YTO OCOOCHHO TMOJIE3HO B TAKUX 00JaCTSIX,
KaK aBTOMAaTHU3allMsI POU3BOJICTBA, POOOTOTEXHUKA U KMOepOe3onacHOCTh. Dym et
al. (2005) oTmeuaroT, 4TO CTYJAEHTHI, UCHOJIB3YIOIINE BUPTYaIbHbIE NHKEHEPHbBIE
TpPEeHaXKEPbl, IEMOHCTPUPYIOT 00Jiee BHICOKUN YPOBEHb TEXHUYECKOTO MOHUMAHUS
¥ CIOCOOHOCTh K MHHOBAIIMOHHOMY MBIIIIJICHUIO.

BoiBoabl: ['eiimudukanus crajia oqHUM U3 KJIHOYEBBIX TPEHI0B B 00pa3oBaHUH,
obOecrieunBasi UHTEPAKTUBHBIM, MOTHUBAIMOHHBIN U MPAKTUKO-OPUEHTHUPOBAHHBIN
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moaxoa K O6y‘-ICHI/IIO CTYOCHTOB. Ee wncnonp3oBanne B Pa3BUTHU TCXHHUYCCKUX
KOMHeTeHHI/Iﬁ MMO3BOJICT  YJIYUIIUTb Ka4yCCTBO O6p330BaHI/I$I, ITIOBBICUTD
BOBJICHCHHOCTb CTYJACHTOB H PA3BUTb HABBIKM KPUTHUYCCKOTO M HHIXCHCPHOI'O
MBIIJICHUA.
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