dunocodpus o6pasoBanus, 2018, Ne 75, BbII. 2
Philosophy of Education, 2018, no. 75, issue 2

DOI: 10.15372/PHE20180211
YIK 13+17+37.0

TEAMU®UKALIUA B O6PA30BAHUU: TPEJIE/IbI NIPUMEHEHUA
(EHHOCTHO-MHUPOBO33PEHYECKHH MOAX0/)
B. 1. EMenbsiHeHKO (BpsiHck)

BegedeHue. TexHoso0zuu zelimugukayuu ce wupe nNPpUMeHsomcs 8 06paso-
eaHuu. Ilocaedcmeusi ux uUCNO/b308aHUS UCCAE008AHbI NOKA HeJdOCMAmo4Ho,
X0ms1 U38eCIMHO, YMo U2posble NPAKMUKU He 8ce20d N0/A0XCUMEeAbHO 8AUSII0M HA
ycnexu obyuarowuxcsi. Kpome moeo, do cux nop usyyanucb npeumyujecmeeHHo
npakmuyeckue achekmsl npumeHeHus zelimugukayuu e cgepe 06pas3osaHusl.
Ilosmomy yesnecoobpasHo paccmompems HA MeEOPemMu4ecKkoM YpO8He pOJib
U2poB8blX MexXHO/102ULl 8 06YHeHUU C yYemMOoM CUCMEeMHO20 Xapakmepa dyX08H020
Mupa aodet, HaAu4us 8 HemM YeHHOCMHO-MUPO8033PEHYECKUX OCHOBAHULL

Memodosozuss u memoduka uccaedo8aHus. llenvio uccaedosaHus sie-
Jsiemcsl onpedesieHue Mepbl NPUMEHUMOCMU U2PO8bIX MexHO102Ull 8 06pas308a-
HUU 8 KOHMeKkcme cneyu@uku YeHHOCMHO-MUPO8033peHYecKoll cgepbl yuacm-
HUKo08 06pazosameabHO20 npoyeccad. a5 docmuceHuss 3motl yeau, 80-nepeblx,
UCno/ab3yemcst 8MOPUYHLIL aHAAU3 HAYYHOU JAumepamypsl no npobsieme, onpe-
dessilomcs U OYyeHU8armcsl 0CHO8HblE MOYKU 3peHUs ucciedosameviell 0MHoCU-
me/IbHO 2eliMUuPuKayul; 80-8mopblX, C NOMOWbLIO CUCMEMHO20 N00X00a NOKA3bl-
saemcsl, Ymo Xapakmep 8/AUSIHUSI U2POBbIX MexXHO/102Ull Ha y4auuxcs 06yc/1086-
J1eH YPOoBHEM U 0CO6eHHOCMSMU pa3sumusi UX YeHHOCMHO-MUPOB8O33PeHYECKOU
cepel. [Ipu pabome Had npob.1eMOll NPUMEHANUCH OCHOBHbIE XapakmepHble 0151
COYUANbHO-2YMAHUMAPHbIX UCCAeJ08aHULl 06WeHAyYHble U Cneyua/ibHOo-HayY-
Hble Memodbl, U3 KOMOpbIX N0 CMeneHu 3HAYuUMocmu 8blde/s1cs Memod cuc-
MemMHOo20 aHaU3d, N0380ASWUL paccMompembs UCNO1b308aHUE USPOBbIX MeX-
Hos102ull 8 06pa3oeamenbHOM npoyecce He U30AUPOBAHHO, d C Y4emoM poau oc-
HOBHbIX A8/1eHULl JYXO8HOU HCU3HU 4e/108eKa, 0COOEHHO e20 MUpP08033peHUst. Imo
cnocobcmayem NOJAHOMY 06BACHEHUIN) CYWHOCMHbBIX NPUYUH CA0NCHOCMeU npu-
MeHeHUs1 U2po8blX mexHo/102ull 8 06pa3osamesibHOM npoyecce.

Pe3yabmambl ucciedogaHus. AdekeamHasi oyeHKa mexHo/102ull 2etimu-
dukayuu 803MoiCHA nNpu yyeme Xxapakmepa u cmeneHu pasgumust YeHHOCMHo-
MUpP0OB8033peHYecKoll cdhepbl cmydeHma uau yvauwezocsi, a makice coyuaabHbix
ycaosull, 8 Komopblx cywecmsyem cucmema obpazosaHus. Ilpu smom sezue
ocyujecmeimos npoyecc 06yveHus WKO/AbHUKA U/AU cmydeHma, 8 mom yucJje
8 paMKax eelimMugpukayuu, Komopwulli umeem o06paszo08ameabHy0 MOMUAYuUio,
OCHOBAHHYI0 HA NO3UMUBHLIX HPABCMBEHHBIX U MUPOBO33PEHUYECKUX UYEeHHO-
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CMSX, 34/10M4CeHHbIX WKOOU U podumeasiMu 8 yc/a08UsIX HenocpedcmeeHHO20
socnumaHus u obweHus. HanpasaeHHocmb o6yuarwe2ocsi HA JAUYHOCMHOe
paszsumue, onpedesisieMoe e20 YyeHHOCMHOU cgepoll ¢ no3uMu8HbIMU U yCcmoli-
YugbIMU ybexncoeHUsMU, NpUHYUnamMu u udeasamu gedem K nogblueHUr 3¢p-
dekmusHocmu 2eliMuPukayuoHHbIX MeXHOo102Ull 8 yue6HOM npoyecce.
3akaioyeHue. leiimugukayus seasemcsi He eceobwuM mpeHdoM, a AUUWb
00Holl u3 gopm obpazosamesbHozo npoyecca. HosusHa pabomut 8 mom, umo
8 Hell noka3aHa 06yc/108/1eHHOCMb XapaKmepa u pe3y/1bimamos npoyecca 2eti-
Mugukayuu YyeHHOCMHO-MUPOBO33PEHYECKUMU OCHOBAHUSIMU QYXO8HO20 MUPA
06y4anwWuxcs, 4mo npeumyujecmeeHHo cnocobcmasyem pasgsumuio 06pasHo2o
MbluieHusl. JjaHHoe ucciedosanue cnocobcmayem akmusu3ayuu oocyicoeHus
membl etimugpukayuu ¢ Hauboslee WUPOKUX Meopemudeckux no3uyull.
Knwouessle caoea: zelimugukayus, uzpossle mexHo102ul, MUpo8o33peHue,
YeHHOCMHO-MUPOB80O33peH1YecKUe 0CHOBAHUS 2eliMudukayuu.

GAMIFICATION IN EDUCATION: THE LIMITS OF APPLICATION
(VALUES AND WORLDVIEW APPROACH)
V. D. Emelyanenko (Bryansk)

Introduction. Gamification techniques are widely used in education. Still, the
results of their use are insufficiently studied. Moreover, it is known that some-
times game-design elements affect students in a negative way. In addition, the
practical aspects of the use of gamification in education have been studied so far.
Therefore, it is necessary to examine the role of gamification techniques in train-
ing at a theoretical level taking into consideration the system quality of man’s
mental world, its values and worldview foundations.

Methodology and methods of research. The aim of the study is to deter-
mine the limits within which game-based learning can be used in the context of
the values and philosophical grounds the participants of the educational process
have. Firstly, to achieve this goal a secondary analysis of the scientific literature
on the issue is made. It helps to identify and evaluate the researchers’ main
points of view on gamification. Secondly, using the system approach, it is shown
that the impact of gamification on students is determined by the level and fea-
tures of their values and outlook. While working on the problem, we applied
general scientific and special scientific methods which are normally used in so-
cial and humanitarian studies. However, the most important among them is the
method of system analysis. Game-based learning is not viewed in isolation due to
this. The method allows us to consider the application of game-based learning in
educational process taking into account the role of man's mental world, espe-
cially of his world outlook. This helps to explain the essential causes of the diffi-
culties teachers face applying gamification in the educational process.

Result of research. Adequate evaluation of the technologies of gamification
is possible if we consider the nature and the extent, to which the student’s or pu-
pil’s system of values is developed, as well as the social environment in which the
education system exists. It is easier to carry out a learning process, a pupil or a
student participates in, as of with the help of gamification, which is particularly
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motivational for students as it is based on positive moral and spiritual values
developed by the teachers and parents in the process of education and communi-
cation. The student’s orientation toward the personal development, determined
by his values and based on positive and sustainable beliefs, principles and ideals,
leads to improving the efficiency of gamification in the educational process.

Conclusion. Gamification is not a universal trend; it is only an important
form of an educational process. The novelty of this work is that it shows that the
nature and the results of the process of gamification depend on the values and
philosophical grounds of the students’ spiritual world.

Key words: gamification, using games for learning, ideology, values and
ideologies as a basis of gamification.

BBegenue. CTaHOBJIeHHe HHOOPMALMOHHOIO 001 ecTBa Je/laeT aKTyaslb-
HOU npob6JieMy 3PEKTUBHOCTU UTPOBBIX KOMIIbIOTEPHBIX TEXHOJIOTUN B 06-
pa3oBaHUU. [JleliCTBUTE/IbHO, IPUMEHeHHe UTPOBbIX $OpM B 0Opa3oBaTeJib-
HOM IIpOLiecCe CTaJ0 OJHUM U3 BaXKHbIX HallpaBJeHUH UCCIel0BaHUS.

[lonsiTue refiMudukanuu 6bLI0 BBeAeHO B Hayky B 2011 r. KoJIJIEKTUBOM
yuyeHbIX [1]. OHa npefosiaraeT NpYMeHeHUe NOLX0/10B, XapaKTePHbIX JJ151 KOM-
NbIOTEPHBIX UTP, K HeUrpoBbIM IpoueccaM. CorsacHo ['.llukepMaHHy, reiMu-
dukanusa - HoBas JUCIUIIMHA, UMEIOIIas OrpOMHBIN MoTeHIMan [2]. B cBsa3u
C3THM MIPOBOJATCA UCCJIe[0BaHUs CYLIHOCTU U OTJIMUUTENbHBIX 0COGEHHOCTEN
reiimubukanuu [3; 4], npesaraloTcsl pas/idyHble KOHLENLUH, HallpUMep, KOH-
Lemniys npeobpasoBaHus 3aHaTuil B urpy Jl. lllengoHa [5]. OfgHako noka usyya-
JINCb IPEUMYLeCTBEHHO NNPaKTHUYeCKHe aclleKThl reMMUPHUKALMOHHbBIX IPAKTUK
B obpa3oBaHuU. K npuMepy, B psije craTei, aBTOpPbl KOTOPBIX 060CHOBLIBAIOT
HeobX04UMOCTb IPYMeHeHUs1 Y4eOHbIX UTPOBBIX TEXHOJIOTUM, pa3pabaThIBaOT-
Csl KOHKpeTHble GOpMbI UTPOBLIX NPAKTHK [3; 6-8]. HekoTopkle uccienosarenu
COMHEBAIOTCA BO BCEOOLIHOCTU reiMUHKaLY Kak 06pa3oBaTe/IbHOTO TpeH/a
[9-12]. Ipu 3TOM YacThb CIELUATUCTOB, oA ep:KUBas reiMUPUKALUIO, U3yYaeT
dopMbI ee peanuzali U npesiebl IpUMEHeHUsI B 06pa3oBaHui [2; 4; 13-15].
MHorue aBTOpbl NPU3HAIOT KaK MOJIOKUTEJbHble, TAK U OTpULATe/]bHble MO-
CIeiCTBUS PUMEHEHUSI UTPOBBIX TEXHOJIOTUM B 06pa3zoBaHuu [16-20].

[TocsiencTBUS MCIOBb30BaHUA UIPOBBLIX TEXHOJIOTMM HM3y4yeHBbI MOKa He-
JlOCTaTO4YHO. AKTya/IbHbIM IpeJCTaBJIseTCsl BOIPOC O TOM, 3aBUCUT JIHU 3-
$eKTUBHOCTb NIPUMEHEHUS UTPOBLIX TEXHOJIOTUN B 00pa30BaHUM OT CTeNleHHU
pa3BUTHUS U OCOOEHHOCTEN AYXOBHOI'0 MUpa YesioBeKa. B 3Toil cBsA3u Heo6xo-
JHUMO pacCMOTpPeThb Ha TeOpeTHYeCKOM YPOBHE POJib UTPOBBIX TEXHOJOTHUU
B IIpouecce 06y4eHHUs], OCHOBBIBAsICh Ha MOJIOXKEHUH O CHCTEMHOM XapaKTepe
JYyXOBHOI'O MHpa JIlOJel, HaJUYUU B HeM LeHHOCTHO-MHUPOBO33pEHYeCKUX
OCHOBAHUH U CTPYKTYP.

llesibto paboThbl sAB/IsETCA 0OOCHOBaHHE MBICAU 06 06YC/I0BJEHHOCTU Xa-
paKTepa U CTelleHU yCIEeWHOCTH BJAUSHUSA UTPOBBIX KOMIIbIOTEPHBIX TEXHOJIO-
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Uil Ha JOCTWXKeHUe liesied 06pa3oBaHUsl YPOBHEM U creliudUKON pa3BUTHUS
LIeHHOCTHO-MHUPOBO033peH4ecKoi cdephl yyaluxcs. Jlas aToro, Bo-nepBbIX, UC-
N0JIb3yeTCsl BTOPUYHBIN aHa/IM3 Hay4HOU JIMTepaTyphl 110 pobJieMe, onpese-
JIAIOTCS U OLeHUBAIOTCS OCHOBHbIE TOYKHU 3peHUs HUCCleoBaTesell Ha reiMu-
¢duKanuio; BO-BTOPBIX, C IOMOILbI0 CUCTEMHOr'0 MOAX0Ja OKAa3bIBAETCS, YTO
XapakTep BJIMAHUSA UTPOBBIX TEXHOJIOIMH Ha y4alluxcsl 06YC/I0BJIeH YPOBHEM
Y 0CO6eHHOCTSIMU Pa3BUTHS UX LIeHHOCTHO-MUPOBO33peHYeCcKol chephl.

MeToAo/i0oruA U MEeTOAUKA HUCC/IeJoBaHUA. [l U3ydeHHUS Npo6JeMbl
aBTOpP UCNOJIb3YyeT OCHOBHbIE METO/bl, TPAAULUOHHO IPUMEHsIEMbIe B COLU-
aJIbHO-TyMaHUTapHbIX HayKaX, IPeX/ie BCero aHaJIMTUYeCKUN U CUCTEMHBIH,
NPOBOJUT BTOPHUYHBIM aHa/lU3 JAHHBIX IMIUPHUYECKUX UCCAeL0BaHUM, ONU-
paeTcs Ha pa3paboTaHHbIM U ONMPOOOBAHHBIN UM B psjie MyOJIHUKAI[MN HOBBIM
MeTO/,0JIOTUYeCKHH MOJX0J, - MUPOBO33pEHYECKUN aHa/IU3 SIBJIEHUU AYXOB-
HOro Mupa yesoBeka [21-23]. HauboJiee BaxKHYI0 poJib Cpeid IPUMEHSIEMbIX
MEeTO/,0JIOTUYECKUX NMPUHLUIIOB HUCCAeJ0BaHUS WUrpaeT NPUHIMUI eJIUHCTBA
TEOpUHU U MNpaKTUKU. KpoMe TOro, akTUBHO NPHUMEHSIOTCS KOHKPETHO-
HMCTOPUYECKUI U KOMILJIEKCHBIM MOJX0Jbl K MpobJieMe, a TaKXKe MPUHLUIIBI
BCECTOPOHHOCTH ee pacCMOTpeHUs. BaxKHbIM mposB/ieHUeM MPUHLMNA KOM-
IJIEKCHOCTU M3y4yeHUs1 NpobJieMbl SIBJAsieTCS NPUHLUI LeJJOCTHOCTU. B mpo-
Lecce pacCMOTpPeHUs IMIUPHUYECKOr0 MaTepHasa TakkKe LIMPOKO NPUMeHsI-
I0TCSl IPUHLUIBI €JUHCTBA UCTOPUYECKOTO U JIOTUYECKOr'0, Pa3BUTHSA U Je-
TEePMHUHHU3Ma, N03BOJISAIOIINE PACIIMPUTD U yIAyOUTh NOHUMaHUe Npo6JieMbl.
[I[pyHUMN CHUCTEMHOro aHa/lv3a MO03BOJISeT aJeKBAaTHO OLEHUTb MeXaHU3M
BJWSIHUS UHPOPMAIIMOHHBIX TEXHOJOTUN (Ha MpUMepe OHJIAWH-UTP) Ha CO3-
HaHMe U MUPOBO33peHUe yJyalluxcsl B 06pa3oBaTebHOM IIpo1iecce.

KoMmiekcHOCTB Mcc/ieloBaHUS 06ecriedrBaeTcs], BO-NIePBbIX, TeM, YTO NIpU
paboTe HaJ TeMOM UCIOJIb3YIOTCH BCe METO,0JI0TMuecKre IPUHIUIIBI, IpUMe-
HAeMble B HeM, B UX Hepa3pblBHOM eJUHCTBe, LOMNOJIHASA ApYyr Jpyra; BoO-
BTOPBIX, UCC/IeJIyeTCsl He MPOCTO GUI0COPCKUN acleKT BAUSHUS redMuduKa-
LMY Ha BHYTPEHHUH MUD 4eJiOoBeKa, a IPUHUMAIOTCS BO BHUMaHUe MPOLEeCcChI
B €r0 CO3HaHMU U MHUPOBO33PEHUH, YUUTHIBAETCS MPUHLMIHAIbHBIA Mexa-
HU3M BO3[eHCTBUsI COBPEMEHHbIX HHPOPMaLMOHHBIX TEXHOJOIMHA Ha JLyXOB-
HYI0 XU3Hb obliecTBa. TakuM 00pa3oM, KOMILJIEKCHBIM MOAX0J NPHUMeHseTCs
Y K CaMOMy OO'beKTy MCC/Ie[0BaHUsl, U K MeTOL0JIOTMYeCKUM HHCTPYMEHTaM,
HCII0/Ib3YeMbIM B IIpoliecce U3y4yeHHs Npob/ieMbl. KoMIIeKCHBIN I0AX0 B pa-
60Te N03BOJISIET CYLeCTBEHHO PAacCLIMPUTD 0XBAT MCCJAeLyeMoro Bonpoca, 3Ha-
YUTEJIbHO YTJIyOUThb €ro NOHUMaHHUe, a He OrPaHUYMTBHC paMKaMu Cllelihalb-
HOr0, HallpUMep, MeJlarorMuyecKoro UK MCUX0J0rMYeCcKOro aHaan3a BJAUSAHUA
WIp Ha yyauuxcs. PaccMoTpeHue npo6/ieMbl reiMu$UKaLUMU IPU TaKOM NOJ-
X0/ie MpUobpeTaeT AeNHCTBUTENbHO GUI0COPCKUM XapaKTep.
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Pe3ysbTaThl HcClea0BaHusA. B HayyHoll iMTepaType npeobJiajilaeT MHEHUE,
yTOo reiMuUKaLMs B 06pa30BaHUU MOXKET NPUMEHATHCA OBCIOly, HAYMHAs OT
odopMJIeHHsI yUeOHBIX JOKYMEHTOB U 3aKaHYMBasl MeTaurpaMu B paMKax y4yeb-
HOTO 3aBeJieHus [24, c. 75]. OHa coco6CTBYeT YCUJIEHHUIO MOTUBALMH CTYyAEHTOB
K MOJy4eHUI0 3HaHUH, NMpodeccHOHaNbHbIX YMEHHMH M HaBbIKOB (HampuMep,
KPUTHUYECKOT'0 MbIIJIEHUS U YMeHUs] IPUHUMATh pellleHus), pacKpbIBaeT TBOP-
YyecKHe CIOCOGHOCTH, «sABJsieTcs 3$(PeKTUBHBIM UHCTPYMEHTOM COBEpLIEHCT-
BOBaHUs NpodeccuoHalbHOro obpasoBaHus BBYy3e» [13, c. 70]. [lo MHeHuIO
K. Bep6ax, reiimudukaiiys — 3To pellieHHe Npob6JeM, MPSMO He CBSI3aHHBIX C UT-
PO, IpY MTOMOLIY UI'POBBIX 3/IEMEHTOB U TEXHUK (HaIllpHMMep, [ToJIy4eHUe HOBbIX
3HaHUU U HaBbLIKOB) [7]. B ee ocHOBe JIeXKUT NpoLLECC CUMYJISILIUY, TTIOMellleHue
JIIoZled B «IMUTHUPYIOLIME PeasibHble» CUTYalUu AJ1s 06ydyeHus. O6pa3oBaTeib-
Hasl CUMYJISIIMA — 3TO CLieHapui C CUCTeMOM NpaBWJ U CTpaTerui, Co3aHHbIX
Cc ieJiblo «cGOpMUPOBATh KOMIIETEHIIUH, KOTOPble MOTYT GBITh NMPSIMO NepeHe-
CeHbI B peasibHbIM MUp» [25]. FeliMudUKalUU NPUCYIE UCTIOJIb30BaHHUE UTPbI
He TOJIbKO KaK 3JleMeHTa y4yebGHOro npolecca, HoO U Kak ¢OpMbl ero opraHusa-
I[MY, KOT/Ia OCBOEHUE TUCLUIIMHBI TPUOOGpeTaeT UTPOBOU XapakKTep [26, c. 144].
Tax /[I. XaHTep npenogaet reorpaduio, UCN0JIb3ysl BMECTO yue6GHHUKA UTPY O 30M-
6u [27, p. 137]. K urpoBbIM KOMIIOHEHTaM reMMUPHUKALIMU OTHOCST MOACYET 0Y-
KOB, TabJIN1bl JIN/IEPOB, UHAUKATOPHI BbINOJIHEHHUS M HAarpazpl.

Cpefit NOJIOXKUTEbHBIX CTOPOH reMMUUKALUU OTMeYaeTcs MOBbIIIEeHNE
MOTHUBALMU U yJyylleHHe KayecTBa yCBOEHUS MaTepHasa IPU COXpaHEHUH
obpa3oBaTesibHbIX $OPM M HAaNlOJITHEHUH UX HOBBIM COJlep>KaHUeM B COOTBET-
CTBUHU CO crieliupukoit usydyaemoro npeameta [28]. [I[pumMmeHeHUe 06y4yaroux
WTPOBBIX NPUJIOKEHUH COo3/aeT NpeJoCbIIKU AJis1 caMopasBUTHUA [29, c. 94].
leliMmudukalnus norpyxaet B yuyebHble L[eJIM U 33/ja4yH, CIIOCOOCTBYET «dop-
MUPOBAaHMUIO LieHHOCTel npodeccuoHanbHOM peanusauun» [13, c. 59]. Cuura-
eTCs, 4YTO OHa CO3/aeT M0JI0KUTe/IbHbIA 3MOLUOHAIbHBIN GOH, CIOCOOCTBYET
npeojoJsieHUIo npob6seM 6e3 crpeccoB [30]. YTBepxaeTcs, 4TO MOTUBaL YA
YYalIUXCs PacTeT 110 Mepe YBeJUYeHHUsl 4YacTOThl NpHMeHeHUs redMudurka-
nuu» [31, c. 57]. O. B. OpJsioBa moJiaraeT, YTO «CBOMCTBEHHbIE reUMUPUKAIUU
MeXaHUKH IMO3BOJISIIOT 3alyCTUTh BBICLIWN YpOBeHb aKTMBHOCTU pebeHKa»
[32, c. 62]. [leparoru nuiyT 0 MOJb3e reMMUPUKAIMU A5 TOJYIEHUS NPO-
deccroHaIbHBIX HABBIKOB U YMEHUH, PACKPBITUS TBOPUYECKUX CIIOCOOHOCTEH,
dbopMUpOBaHUS KPUTHUYECKOrO MbIIJIEHUs, YMEHUS NPUHUMATb pelleHUs
[33]. [lonaratoT, 4TO yB/IEKaWOLHeCHd KOMIbIOTEPHBIMU UT'PAMU JIIOJU UHTEJI-
JIEKTYaJIbHO OTJIMYAIOTCS OT OCTIbHBIX «Pa3BUTHIM JIOTUYECKUM MbIIIIEHH-
€M, SMOLMOHA/IbHOMN yCTONYMBOCTBIO, JIOMUHAHTHOCTbIO, PaLlUOHAJIbHOCTBIO»
[34, c. 516]. [. lllapdxaycep oTMeUalOT, YTO HUCIOJb30BAaHUE UTPOBOU Cpesibl
NOMOTraeT CBA3aTh ONBIT 0bOydyarollerocs ¢ obydeHUeM, CTUMYJUPOBAThb CO-
peBHOBaTeJIbHBIN yX U 3[J0POBYI0 KOHKYpeHL1I0, POpMUPOBATb CUCTEMHOE
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MblIllJIeHHe (IIOCKOJIbKY XOpOLIO MOCTPOEHHasi Urpa yJydyllaeT NOHUMaHHe
OTHOIIEHUH BHYTPU U MKy KOMIIOHEHTAMU MaTepuasa) [35].

OfHaKo YacTb Hcc/ejoBaTeseldl o6paljaloT BHUMaHWe Ha HeJOCTaTKH
NpUMeHeHUsI UT'POBBIX TEXHOJIOTUH B o6pa3oBaHuu. /l. KitoeB nosiaraet, 4yTo
MeTo/ibl TeiMUUKALUMK OrpaHUYEeHb], B JIy4YllleM CJy4yae OHa CO3/aeT JIMUIb
BpeMeHHY10 MoTUBaLuw[9]. [To MHeHuto B. ®@. ['aby1XaKoBa, «3JIEKTPOHHbIE
o6pa3oBaTesibHble pecypchbl N0 cBoed 3P PEeKTUBHOCTH SBHO YCTYMAlOT Tpa-
JULHOHHBbIM NeJarornyecKUM MpaKTUKyMaM», BBICTYyNasg KaK JONOJIHEHHE
K TPaAUIIMOHHBIM dopMaM obydeHus [19, c. 42]. UHoraa reiimudukanus Ja-
»Ke paccMaTpUBaEeTCs KaK CIe/ICTBUE HEKUX «[IPOMCKOB BparoB» rocyZapcraa
U oTeyecTBeHHOro o6paszoBaHus [10; 11]. Tem He MeHee GOJILIIUHCTBO aBTO-
POB IOJIOKUTEJNBHO OLIEHUBAIOT 3TOT aKTYa/IbHbIH TPEHJ, oA epPKUBast LH-
pOKOe NMpUMEHEeHHEe UIPOBBbIX TEXHOJIOTUH B o6pa3oBaHUU. [Ipu 3TOM OHUM
MOYTH He M3Y4aloT BJIUSHUE Ha reiMHUUKALUI0 COLUANbHBIX YCJIOBUM, B KO-
TOPBIX HAXOJUTCS yyallUiics, U 0CO6eHHOCTeH ero JyxoBHoro Mupa. Hanpu-
Mep, eCTb MHEHHE, YTO JJi redMuduKanuy Heo6X0AUMbI JIMLIb COBPEMEH-
Hble KOMIIBIOTEPHI U MPOTrpaMMbl, a TaKXKe MOATOTOBKA yYWUTeJEeH, NETH Ke
MOJIHOCThIO TOTOBBI K OCBOEHHI0 MaTepuasa B urposoit ¢popme [36, c. 81]. Ho
CO3HaAHMeE JIIJlell UMeeT CJI0XKHbBIA XapaKTep, a JYXOBHbIA MUDP KaXKJOTO ye-
JIoBeKa crerduyeH.

Jln1s1 onipeiesieHUs NpeJiesoB IPUMEHMMOCTH redMuduKanuu B 06pa3oBa-
HUU 06paTUM BHUMaHHe Ha CTPYKTYPY AYXOBHOT'O MUpPA YesIoBeKa, 3 UMEHHO:
Ha MHUpoBo33peHue. OHO SBJISIETCS CUCTEMOM 3HAaHUU U yOeXXJeHUH, TPUHLIU-
IIOB U U/I€aJIOB, ONPeE/SIOLMX ero OTHOLIEHHE K MUY, AAOIIUX OTBEThI Ha
BaXKHblIe KM3HEHHblEe BONPOChl. Bo MHOroM 6Jiarofjapsi MMpOBO33pEHUIO Ue-
JIOBEK SIBJISIETCS IMYHOCTDIO, UMeeT JIyXOBHbIE LIeHHOCTH, YCTaHaBJIUBalOLI1e
rjaBHble GOPMbI U HAPaBJIEHHOCTD €ro JlesTeJbHOCTH. XapaKTep OTHOIle-
HUA JI0Jled K y4eOHBIM UIr'paM TakKe 00YC/IOBJIEH, NPEX/e BCEro, UX MUPO-
BO33peHHeM. MHCTpyMeHTa/lbHOE MbILIJIEHHE MOXHO Pa3BUThb 6Jiarojgaps
WUT'POBBIM TEXHOJIOTUSIM IPU TPEHUPOBKE TeX UM UHBIX HABBIKOB U CKOPOCTH
YX BbINOJIHEHUs. HO 3TO He clOCOGCTBYET yclexy B >KU3HH, €CIM OJHOBpe-
MEHHO He GOpPMUPYIOTCS MUPOBO33pEHYECKHE CTPYKTYphl. [Ipu TakoM moj-
X0/le UMEHHO MPHUMUTHUBHOCTb LIEHHOCTHO-MHUPOBO33peHuYecKol chepnl yya-
IIUXCS - TJIaBHOE NPeNnsTCTBUE YCHEeHOU reiMrudpuKanuu.

CuuTaeTcs, 4yTo reiMubUKaLKsa MOXKET NPHUMEHAThCS Besjle: B chepe UH-
HOBALUM, pa3BUTHUs TEXHOJOTUH U 00'beJUHEHHUS JIIOJEH, a Cel0BaTeNbHO,
¥ B 06y4yeHHHU. OHA 9KOHOMHUYECKH Iie/1ec000pa3Ha, Be/lb UI'POBbIE TEXHOJIO-
TMM  y[OBJIETBOPSIOT TNOTPEOGHOCTb B 3MOLMAX, U HX MOXHO IpO-
natb[37, p. 329; 38, c. 91], ogHaKO NOTPEOUTENBCKUI BbIOOP CTYAEHTA WU
IIKOJIbHUKA MOXKET HE COOTBETCTBOBATb UHTepecaM O6LIeCTBa, BPeAUTh UM
camuM. [loslaraloT Takxe, UTO 3aHATHSA, IPUHOCSLIME YA0BOJbCTBUE (B UTPO-
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BOU ¢popMe), BHIMOJIHAKTCS OXOTHEe PYTUHHBIX [24, c. 76], HO 11eJb 06pa3o-
BaHHUS — He B YJI0BOJIbCTBUY, a B NIOJIy4YEHUU 3HAHUU, yMEeHUH, HABBIKOB UJIU
koMneTeHLUH. [l03TOMy IpU OTCYTCTBUU Y LIKOJbHUKA UJIU CTYAEHTa yOex-
JleHUs1 B He06XO0AMMOCTH OCBOEHHSI 06pa3oBaTe/IbHbIX KOMIETEHL U y HUX
dopMupyeTcs MOTUBALUS CKOpPee K UTPe, YeM K 00YUeHHUIO.

[To mHenuto E. /I. MaTBeeBo#, reiMUpUKaIUS COUYETAET 3JEMEHTHI MPO-
rpaMM JIOSIJIbHOCTH, [T0BeleHYeCKON 9KOHOMUKH Y UTPOBBIX MeXaHUK, 6J1aro-
Jlapsl yeMy CHW)KaeT 3aTpaThl, BOBJeKaeT B Ipolecc (B T. 4. o6pa3oBaTe/ib-
HblIl), 3aMHTEPECOBBLIBAET €ro yYaCTHUKOB, ynpaBsJsaeT uMu [39, c. 44]. OgHa-
KO TaKOW NOAXO0J NPOTUBOPEUYUT MPUHLUNY He00s3aTeJbHOCTH, NPUCYILEMY
rediMupukanuu. Kpome Toro, MoTMBaLus B 3TOM Clydyae OyAeT JIUIIb Y TeX
LIKOJIbHUKOB WJIU CTYJEHTOB, Y KOTOPBIX UMEITCSI COOTBETCTBYIOLIME LEH-
HOCTHO-MHUPOBO33peHYeCcKHe OCHOBaHMUs#, yOexJeHHe B He0O6XOAUMOCTH YC-
BOEHUS 06pa3oBaTebHbIX KoMIeTeHIUH. Ellle 0iHO 060cHOBaHUe reiMUudu-
KalUU BbITeKaeT U3 ee QYHKUMU obecreyeHUs] KOMaHAHON pabOThl: WUIphbl
ydyaT KOMaHJHOMY B3aUMOJEWCTBUIO, U yuallluecsl Jiydllle BKJIOYAIOTCA
B U3y4yeHue MaTepuasia [40, c. 562]. BMecTe ¢ TeM WHTerpanyi y4auiydxcs
B KOMaHJy (4 MX KOJIJIEKTUBHblE NHTEPECH] U 1ieJid) c1efyeT NPaBUJIbHO CO-
BMECTUTb C UHAUBUAYAJbHON OTYETHOCTBIO U OTBETCTBEHHOCTbIO, KOTOPYIO
NpeAnoJaraloT UrpoBble TEXHOJIOTUH.

O4HUM M3 apTyMEeHTOB B 110J1b3y reiMUPUKaLUU SBJSETCS CChlJIKA Ha TO,
YTO TPAJUIMOHHBIN cl10c06 00y4yeHUs (Iepeiaya 3HAHUU OT yUUTENS K yie-
HUKY) B HUHboOpMalMOHHOM ob6uiecTBe ycrapena [41, c. 50]. [lo MHeHuUIO
E. B. KanycTrHO#, 3TO 06YC/IOBJIEHO OCOOEHHOCTSIMU JleTell «IOKOJIeHUS Z»,
KOTOpbIe BBINOJIHAIOT JIUIIb UHTEpPeCHble U 3HAYMMBble JIJ1s1 HUX JelcTBusl. UM
NPUCYILH KPaTKOCPOYHOCTb NaMATH, 3allOMUHAHUe He caMOi MHopMaL Uy,
a, Ipex/ie BCero, MecTa ee HaXx0X/eHHUs, yTell U c10CO60B MOKCKA, MHOT03a-
Jla4HOCTb, NIa/leHue KOHLeHTpaluyM BHUMaHHs, a TaKXKe «KJWUIOBOe MbIIlJe-
Hue» [41, c. 48]. [lociieaHee oT/IMYAETCA aJIOTUYHOCTBIO, BLICOKON CKOPOCTbIO
nepek/l0ueHus Mexay ¢parMeHTaMyd MHPopMauuu. OHO yMeHbIIaeT «IJiy-
O6MHYy yCBOEHUS MaTepHasa, CHUXKAETCSA CIOCOOHOCTb K aHa/IM3y W BbICTPaHU-
BaHUIO JJIMHHBIX JIOTUYECKUX Lienodek» [42, c. 28]. JloCTOUHCTBOM «KJIUIIO-
BOTO MbIIIIJIEHUS» SIBJSETCS 00JbIlIasgi CKOPOCTh 06paboTkKU HHOpMaALUU
[43, c. 29]. [IpeanosaraeTrcs, 4YTO NPU 0OYYEHUU CTYJIEHTOB C «KJIUIIOBBIM»
MBbILIJIEHUEM IPUMeHEeHUe UTP-CUMYJIATOPOB 6oJiee 3G PeKTUBHO, B OTJIUYUE
OT TPaAULIMOHHBIX MeTOI0B [43, c. 127]. [IpaBa, Jaxe ecau nocjieHee MHe-
HUe CIpaBelJMBO, 3TO He O3HayaeT, YTO HeOO6XOJAHWMO OpPHEeHTUPOBATbCS
TOJIbKO Ha NOJ06HOe MbIlLJIEeHHe, He pa3BUBas MPU 3TOM CIHOCOOHOCTD y4e-
HUKOB K aGCTPaKTHO-JIOTUYECKMM OllepalusiM. YMeHHe abCTPaKTHO MBICIUTD
AIBJISIETCS BXKHOW JINUHOCTHOM 4epTOH He TOJIbKO COBPEMEHHOI'0 BBIIIYCKHHU-
Ka BY3a, HO U 0O0bIYHOT0 06pa30BaHHOI0 YeJlOBeKa.
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XOTSl «KJIUIIOBOE MBIILJIIEHUE» — CBOeOOpasHasl 3aljuTa OT U3ObITKA WH-
dopManuy, Ho 3TO NyTh, KOTOPOMY Npucylie ynpouieHre. 0JHaKO BO3MOXKHO
Y Jipyroe HanpaBJjieHUe pa3BUTHUsA 4esl0BeKa — CTAaHOBJIEHHUE ero KakK JIMYHO-
CTH, UMeILeld YCTONYUBbIe yOexAeHUs, ujeasbl U NPUHLUIEBI, 103BOJSAI0-
mue riaybxxe ocMbiciuBaTh MHPopMmanuio. K. B. KopobaHoBa nosaraet, 4To
MIOCKOJIBKY ceHdyac yesloBeK CTaJKUBAaeTCs C OIPOMHBIM KOJMYeCTBOM MH-
dbopManuy, To «OJHUM U3 [JIaBHbIX KpUTepUeB NpU BbIOOpe UCTOYHHUKA ee
noJiydeHus siBJjsieTcs BpeMsi» [43, c¢. 129]. Ha Haut B3rJisif], CyliecTBEHHEe He
CKOpPOCTb HaXOX/eHUs1 UHPOPMALILY, a ee BaXKHOCTb, aZleKBaTHOCTb, a TaKXKe
BO3MOXHOCTb ee Bepudukanuu. Kpome Toro, y 4yesioBeKa JOJIKHbI ObITH LjeH-
HOCTHO-MHUPOBO33peHYeCKUe OCHOBAHMs], MO3BOJISIOLIME MPABUIBHO OTHO-
CUTBCA K MOJIy4EHHBIM CBeJleHUsM. Ec/iu oH moxo aHanusupyeT GakThl WU
He MOXeT BBbICTpauBaTb IpaBUJIbHble JIOTUUYECKHUE LIeNOYKH, TO CKOPOCThb
BOCIPUSATHUS UM UHPOPMAIMU BO MHOTUX CJy4asx 6y/1eT 6ecrnosie3HoH.

Ecnu y uHAMBHAA C MOMOLIbI0 UTPOBBIX NPAaKTHUK BblpaboTaHa ObICTpas
Y TOYHAasl peaklU s NpHU BbIIOJHEHUHU OlNlpe/ie/IeHHbIX JelCTBUM, HO IPU 3TOM
chOpMUPOBAIUCL HeNpaBUJIbHbIE >KU3HEHHble OPUEHTUPhl (Hampumep,
NpUHLHMIBI UHAUPdepeHTHU3Ma UM aMopaiu3Ma), TO 3TO PUBeJeT cKopee
K npo6sieMaM. ’Ku3HeHHble [IeHHOCTH, 6oJiee afleKBaTHble peasusiM O6LIeCT-
Ba (HampuMep, COLMAJbHON OTBETCTBEHHOCTH WJIM aKTHMBU3Ma), KOMIIEHCH-
PYIOT U 60Jiee MeJIIEHHYIO PeakL1I0 B TPeOyIOIuX OTBETA CUTyallusX, U Me-
Hee TOYHOE BbINOJIHEHUE ONpeJe/leHHbIX AeHCTBUH. YCcToNYuBbIE (U UMelo-
1iMe NO3UTUBHOE 3HaueHUe JJif COXpaHeHUs U pa3BUTUSA 0OLecTBa U Yeso-
BeKa) MMPOBO33peHuYeCKre NPUHIMIIbI JAI0T BO3MOXXHOCTb U3BJiedb 6oJiblle
N0J1b3bl U3 UIPOBbIX TexHOJIOrMU. HanmpoTuB, HeraTUBHBIN XapakTep (WU
HeyCTOMYMBOCTb) MHPOBO33pEHYECKUX ILieHHOCTed (CKakeM, NPUHLUIIBI
aMmopasiusMa U uHAuddepeHTH3Ma) MOXKET CHU3UTb MOTHUBALUIO K 06pa3o-
BaHHUI0. JTO, B CBOIO o4yepejib, IPUBEJAET K TOMY, YTO redMudukanus 6yaeT
Croco6CTBOBATh CKOpee He yBeJnieHUI0 3GPeKTUBHOCTH yuebHOro npotec-
ca, a GOpMUPOBAHHUIO UTPOBOM A AUKIUU.

B. II. /IbsikoHOB 0GOCHOBBIBAaeT BHeApeHHe reiMuUKaL MU TeM, YTO OHA
AIBJISIeTCs Bblpa)keHHWeM UI'POBOrO MOAXO0Ja K MoJydeHHI0 3HaHUH. [Ipeguie-
CTBYIOILeH eflarorukKe, 10 ero MHEHUIO, ObLJ1 IPUCYIL «CTPaZalb4ecKUi NoJ-
X0/1», Korjla obyJarouuiics npuaaraa 60/blliue YCUIUA AJs MoJydeHus 06-
pa3oBaHud. [I[puBHeceHNe e UTPOBBIX 3JIEMEHTOB B y4eOHBIN NpoLecc MU-
HUMU3HPYET «HEraTHBHbIE KOHHOTALUU» C yuyeboil [26, c. 144]. EcTb u ray-
OMHHOEe NCUX0JIOTUYeCKOe OTTOP:KEHHe MHOTMMH JIIOJbMU HEO6X04HWMOCTH
«Y4YUTb YTO-TO HOBOE U cZjaBaThb eroy». [IpaBja, Ha HalI B3rJIsA/l, TaKoe 06CTOs-
TeJIbCTBO BOBCE He O3HayaeT, YTO CUCTeMa 06pa30BaHUs JOJKHA UCXOLUTH
W3 «TJIyGUHHOTO» (TO eCcThb M0/ CO3HATEeJbHOI0) YPOBHS, Be/lb ee IJlaBHas 3a-
Jladya - opMHpOBaHUE Y YeJI0BeKa pa3yMHOU colMaibHON MoTuBauuu. K To-
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My >Ke JIIDOOH YeJsIoBeK B KU3HU PaHO WJIM M03JHO PeooJieBaeT TPYLHOCTH,
Y MMeeTCsl MHOI'0 TaKUX Jiesl, KOTOpble OH BCe PaBHO BBINOJIHSAET, JJaXKe eClu
Y UMeeT K HUM «HeraTUBHble KOHHOTAI[UU».

[Io MHeHMIO psiJila aBTOPOB, pa3BUTHE UTPOBBIX TEXHOJIOTUN CHUMAET Heoo-
XOJHUMOCTb HalpshKEHHOM paboThl, ycepAus M YCUAUUBOCTH JJIs1 MOJYYeHUs
00pa3oBaHus, a BpeMs, KOr/ja yueHUKa NIPUHYXAAIU K 00y4eHHI0 CTPaxoM Ha-
KasaHUS WM IJIOXOW OLeHKH, yuuio B mpouuioe. Ceifyac 06yyaTbCsl MOXKHO
«Urparyu» [26, c. 145; 44, c. 253; 40, c. 562]. BHeipeHUEe UTPOBBIX TEXHOJIOT UM
NpUAACT cepbe3HoMy Jleny (yuebe) jierkocTh [40, c. 563]. OHAKO HACKOIbLKO
Ccepbe3HOMy 3aHATHIO IPUJAETCs JIerKOCThb, B TAKOU »Ke Mepe CHIKAeTCs U OT-
BETCTBEHHOCTb 3a Hero. [loyiokUTe/bHbIE SMOLMU He MOTYT OBITh IOCTOSIH-
HBbIMHY, @ UTPOBasi MOTUBaLUs, 6yAy4Yd IOBEPXHOCTHOM, IOCTENIEHHO CHUXKaeT-
cd. BmecTe c TeM, ec/iu y IIKOJIBHUKOB, a TeM 6oJiee CTy[eHTOB, He cGOpMHUpO-
BaHa CMOCOOHOCTb BBINOJIHATL TO, YTO He 06513aTe/IbHO HPAaBUTCS, Ha 06NN
yclex B 06pa3oBaTe/IbHOM NPOLecCe CI0XKHO PACCYUThIBATD.

[To MmHenuto H. B. KapnieHkoBoii, BHeZjpeHUEe UTPOBbIX GOpM paboThl IpHUBe-
JleT K TOMY, YTO CTYJEeHTbl PacKpelnoCTATCA Ha 3aHATHUSIX, U N03TOMY «OYAyT
6oJibllle 3aMHTEPECOBAHbI B 3HAHUSAX», YTO MOBBICUT 3P PEKTUBHOCTb 06pa30Ba-
Hus [40, c. 563]. l'eliMudukanyss U3MEHUT CKYYHBbIA XapakTep 06pa30BaHMUS,
MpUBEJET K TOMY, UTO MOJIy4YyaTh 3HAHUSI CTaHeT UHTepecHO [44, c. 253; 40,
¢. 563]. OgHako ecv y CTyAleHTOB He OyeT 06pa3oBaTe/IbHOM MOTHBAIMH, 06Y-
CJIOBJIEHHOM 1LJeHHOCTHO-MUPOBO33peHUYEeCKUMU OCHOBAHHUSIMH, TO OHU 3aUHTe-
pecyroTcsl He 3HaHUSIMM, @ 3MOLLMOHA/IbHO INOJIOXKUTENBHO OKpalleHHbIM Ipo-
1leccoM Urpebl. B pesysnbTaTe MoXKeT MOBbICUTHCS He 3 PeKTUBHOCTL 06pa3oBa-
HU$, a IONYyJIsIpHOCTb Urp. BMecTe ¢ TeM J1106as AesATeNbHOCTh CO BpeMeHeM Ha-
Jl0e/laeT, U UIrpbl TaKXKe He MOT'YT YCIellHO BOBJIeKaTh B Mpoliecc 06y4eHUs He-
orpaHuyeHHo poJjro. lefiMudukanus cama no cebe He GOpMUPYET MOTUBALUIO
K MOJIyYeHHI0 06pa30BaTe/IbHbIX KOMIETEHIMNA (UYTO 06YCJOBJEHO OGIIUM CO-
cTosiHieM chepbl 06pa30BaHUS U €€ POJIbIO B 0O1IECTBE).

UccnepnoBaTesu noJiaraloT, YTO Urpa JaeT BO3MOXKHOCTb «MOJe/JUpPOBaTh
JItOOble CUTYAIlUU WU ClleHapUU», U 06ydyaeMblid GbICTPO OOpeTaeT «OrpoMm-
HbIM NpaKTUUYECKUN onbIT» [44, c. 253]. /i TOoro 4To6bl pe3ybTaThl UTPO-
BOM MPAKTUKHU OCTAJNUCh B MaMATU KaK YaCTb YKU3HEHHOTO OMBbITA, JOCTATO4-
HO IPUMEHATb PeAJUCTUYHbIA U [eTajJbHO peaJrn30BaHHbIN TpeHaxep
[44, c. 253]. Ho urpa He TOX/eCTBEHHA »KW3HHU, U 00y4YaeMblil MoJiy4aeT He
NpaKTUYeCKUH, a UTPOBOM ONBIT, KOTOPbIM aKTyaJU3UPYeTCsd B peajbHbIX
cUTyauusax ([Jia 4yero Heob6xX0JUMO >KeJaHUe CTyJeHTa WJMU LIKOJbHUKA,
HMelollee [IleHHOCTHO-MUPOBO33peHYeCKre OCHOBaHH ).

T. B. CeMEHOBCKUX CUUTAET, UTO pa3BUTHE BU3YyasbHBIX TEXHOJIOTUH IO-
3BOJIIeT ONMpPAThCA Ha 06pa3Hoe MbllLLJIeHUe, lepeaBas «kMHPOpPMaLUIO ye-
pe3 o6pasbl U rpadpuyeckre U3obpakeHuss» (HampuMep, UTPbI-CUMYJISATOPHI).
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3TO NO3BOJIUT OLICTPO YCBOUTHL OPOMHBIM 06'beM UH(OpMaLHU, CHU3UTCH
Harpy3ka Ha «JIWHeHHOe MBbIIIJIeHUe», MOCKOJbKY MPUJETCA OCBauBaTh
MeHbllle TeKCTOB [45]. OfHaKo UHTeJJIeKTyaJlbHOe pa3BUTHe Yes0BeKa CBS-
3aHO MMEHHO C a6CTPaKTHBIM MbIIIJIEHHEM, TDEHUPOBKA KOTOPOTO B JAHHOM
ciayyae 6yzeT HefocTaTo4HOH. [lo MHeHMIO CllellMa/JUCTOB, «BOCTPeOOBaH-
HbIMU CTAHOBSITCS KapTUHKH, CXeMbI», BeJlb OHM «COKpal[al0T BpeMsl BOC-
npusaTtus» [38, c. 91]. OgHako BoCcTpe60BAaHHOCThL He O3HavyaeT 3pPeKTUB-
HOCTb 3TOU ¢popMbl 06yyeHUsA. KpoMe Toro, 3HaueHre UMeeT He TOJIbKO Bpe-
Msl, HO U XapakTep ycBoeHHUs uHpopMauuu (HanpuMep, afeKBaTHOCTb), CIIO-
COGHOCTb OCMBICIIUTB €e Ha abCTPaKTHO-JIOTMYeCcKOM ypoBHe. YesoBek c03-
JlaJl LIMBUJIM3aluio 6Jilarofaps abCTpakTHOMY MBILJIEHHUIO, a BU3yaau3alus
JlOJDKHA MPUMEHATLCS B pasyMHBIX Npefesax. Eciu nepedTH HeKylo yepTy
B ee IpUMEHEeHUHU B 00yYeHUH, KOTOpasi onpefesisieTcsl CTelleHblo pa3BUTUA Y
yeJioBeKa abCTPaKTHOrO MbILJIeHUs], TO OyZeT HaHeceH yllepb ero Jajb-
HeleMy ¢popMupoBaHUl0. OTMETUM, YTO YeJ0BEKY C JOCTATOYHO Pa3BUTHIM
abCTPaKTHBIM MbILUIJIEHUEM W MHUPOBO33pPEHHEM BH3yalW3alusi MO3BOJIUT
6bIcTpee ycBOUTb HHPopMaLuio. CienyeT OTMETUTD U TO, YTO NIPU Upe3Mep-
HOM NIPUMEHEHUU UTPOBBIX TEXHOJIOTUN yYaCTHUKU 06pa3oBaTebHOIO MPo-
Lecca MPUBLIKAIOT BBINOJIHATL HA00p peryJysipHbIX U GbICTPBIX, HO OGLIYHO
6eccMbIC/IeHHbIX [JeMCTBUM, HaJ KOTOPbIMU He HYXXHO PasMbILLIATb, YTO
TaK)Xe MOXKeT IPUBECTH K yTpaTe CIOCOOHOCTH K aHa/IU3Yy.

OfuH U3 J0BOJOB B M0JIb3y reMMUPUKALUM — BO3MOKHOCTb JIETKOTO (110
CpaBHEHUIO C TPaJULMOHHBIM OO0y4YeHHeM) ucnpaBJjeHUs omubok [40, c. 563;
24, c. 76]. [lockoJIbKY B UTPe MOXKHO OLIN6AThCS HEOTPAHUYEHHOE YHC/I0 pas, TO
CTY/JIEHT IepeCcTaeT 60SThCA OLIMOKHU U «HalleJIMBaeTcsl Ha o6ydyeHue» [38, c. 91].
K coxaneHu1o, Nofo6HbIN pe3yJbTaT He rapaHTUPOBaH, OCKOJIbKY, BO3MOXHO,
YTO CTYJeHT COCpeJ0TOYMTCS He Ha 06pa3oBaTe/IbHOM Ipoliecce, a Ha urpe. Ka-
KOM Obl N0JIE3HOW /11 Pa3BUTUSA OIpeJie/IeHHbIX HaBbIKOB HU ABJISIACh UIpa,
OHa He CTAaHOBHUTCS OT 3TOT0 peasbHOCTbIO. Ha ocHOBe NMOBTOpEHUS] UTPOBBIX
CUTyaLMH CKJIaAblBaeTCs MPUBBIUKA, YTO PaHO WJIM MO3/HO LieJib BCe paBHO Oy-
JleT JocTUrHyTa. bosiee Toro, y6exxieHue B BO3MOXXHOCTHU BCe «IleperurpaThb»
MOXXET ObITb IIepeHeCceH0 U Ha peaslbHYI0 KU3Hb (OTHOLIEHHEe K KOTOPOM CTaHeT
MeHee OTBETCTBEHHbIM). Ho KM3Hb He Urpa, U B Hell HeJib3sl NIOJIHOCTbIO HUBe-
JINPOBAThb NOCJI€e[CTBUS OlIMO60K. OTBETCTBEHHOCTb B MUpe UTp He Takas, Kak
B peasibHOCTHU. lleHeH HaBBIK UCHpPaBJATb OLIMOKM B KU3HH, a He B UIpe, Ile
OLUMOKU UCIPABJ/IAIOTCSA 0400pOM BapUaHTOB. B peaslbHOCTH 3TO HEBO3MOKHO,
Y ILAHC Ha yCIeX JaloT JULIb YIOPCTBO U TepiieHHe. OTMeyaeTcs, 4TO IJII0C Teil-
MUGQUKaLMU — OTCYTCTBUE HaKa3aHUM, U IO3TOMY HeT «CTpaxa cZeJlaTb HeBep-
HbIi mar» [40, c. 563]. OfHakKo cTpaxX - 3TO YyBCTBO, Y/lepKUBalolllee yeJoBeKa
OT OIIACHBIX OCTYNKOB (eC/I1 MMeeTcs B pa3yMHbIX Npefenax). Henb3s cuutarb
yesiOBeKa MOJrOTOBJEHHBIM K >KU3HM, B TOM 4YMCJIe CllelHalucTa B TOM WU
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HMHOM 006J1aCTH, KOTOPbIN HUUYero He 60uTcs. KpoMe Toro, nosiyuyeHHbIe 6€3 yCu-
JIMW 3HaHUs He LieHATCcs. Yepe3 «UrpoBoi» MOJAXO0/ K KU3HH CI0KHO CPOpPMHUPO-
BaTb aKTUBHOE OTHOILIEHHE K peaJlbHOCTH. /11 pa3BUTHs JTUYHOCTH HEOOXOAU-
MO NPeos0JieBaTh TPYAHOCTH, KOHLLEHTPUPOBAThCA Ha NpobJieMax, ieJlaTh YCU-
JIS AJ151 IOCTYDKEHU S LieJiH.

[lo MHeHHUIO Ucc/efoBaTe el, K MMOJIOKUTEIbHBIM NOCAEACTBUSAM redMUudU-
KallUu OTHOCUTCA aJJUTUBHOCTb 06pa30BaTe/IbHOI0 IIPOLecca, KOr/ja yyaliuecs
CTAHOBSAITCS «IICUXOJIOTUYECKH 3aBUCUMbBIMU» OT Hero [26, c. 144]. 'elimuduka-
IIJMOHHbIE TEXHUKHU IOMOTal0T IPEO/I0JIETh «ECTECTBEHHOE CONPOTHUBJIEHHE
y4YaluXCsi», TPAaTUTh MeHbllle S3HEPTMU Ha Nojady MaTepuana [46, p. 49]. Ilo
MHeHuo K. M. Kanna, agAuTHBHOCTb JOCTUIaeTcs 3a CYET IpUMeHeH s 6alioB
Y OYKOB, NPOXOX/IeHUs1 ypoBHel [46, p. 49]. OgHako 1enb reMMUPUKALUU 3a-
KJII0YaeTcsl B NIOJIyYeHUH 06pa3oBaTe/IbHbIX KOMIETEHLIUH, a He UTPOBbIX J0C-
TUKeHHU. BMecTe ¢ TeM MHOrHe y4alyecsl y»ke ICUX0J0rM4eCKH 3aBUCUMBI OT
WIPBI, YTO MOXKET MPUBECTU K YCUJIEHUIO He 00pa30BaTe/IbHOW, a UTPOBOH aji-
JUKLIMY. Y4yaliyecs nepecTaHyT «IPUHUMAaTh 00pa3oBaTesbHBIM mporecc 6e3
WIPbI», COCPEAOTOYATCA Ha Harpajax, aTpubyTHKe, NOOIIpeHUsaX 6e3 IMOHUMa-
HUS YYeOHBIX Liesiel UTpbl U GOPMUPOBAHUS BHYTPEHHEN MOTHBAIMHU K 06pa30-
BaHUIO [47, c. 125]. Hannuue y yyauuxcs 1eHHOCTHOW y4e6HOM MOTUBALUH TT0-
3BOJIUT BOBJIEKaTb UX B 06pa3oBaTe bHbIN npolecc. [logo6Hass MOTUBaLMS KaK
C/le[ICTBUE Pa3BUTHS LIeHHOCTHO-MHUPOBO33pPEHYECKUX CTPYKTYpP JIMYHOCTHU I10-
3BoJsisleT GpopMUpOBaTh yyebHble KoMIleTeHIIMU. HeslapoM, rosopsi o redMudu-
Kallyy, psifi yuYeHbIX He pacCMaTpUBAIOT ee KaK yHUBepCaJbHbIA CHOCO6 MO-
CTpoeHHUs obpa3oBaTesibHOro mpotiecca [16; 37, c. 564]. UrpoBble TexHOJIOTUU
ABJISIIOTC 00pa3oBaTe/IbHbIM CpPeJCTBOM, NpHMeHeHHe KOTOpPOro I0JIe3HO
JIMLIb MOTHMBUPOBAaHHBIM Ha y4eby ydamumcsa uiad cryfeHTaMm. K ¢opmuposa-
HUIO TaKOM MOTHBALMU BeJleT pa3BUTHE MUPOBO33peHUYeCKOol cdepnl U co3za-
HUe COLMaTbHBIX YCI0BUH, CTUMYJIMPYIOILHUX UHTEpeC K 00pa30BaHUIo0.

B urpoBoit popMe MOXKHO NPENOJHOCUTD He BCAKWM MaTepuasl, U 3TO 3aBU-
CUT OT KOHKPETHBIX yCc10BUH. CKaXkeM, B Kypce TaKOW abCTPaKTHOW HayKH, KaK
duiocodusi, IpUMEHUTb UTPOBLIEe IPAKTHUKU CJI0XKHO. B Kypce »e ncropuy, one-
puUpyoLleil KOHKpeTHbIM MaTepraioM, UrpoBble GOpMbl H6oJiee 1ies1ecO06pasHbl.
OfHaKo LiesIbl0 UCTOPUYECKOr0 0O6pa30oBaHUA SIBJSETC, B KOHEYHOM CyeTe,
dopMupoBaHUe OOBSCHSAIOLMX XOJ MUCTOPHUU abCTpakUUi. JTOro HeJb3sl CHe-
JIaTb TOJIBKO Ha OCHOBE CPeJACTB HarJIsiLHOCTH, HeOOXOMMEbI U Apyrue o6paso-
BaTeJsbHble POPMBI, HalleJIeHHble Ha pa3BUTHE JIOTUYEeCKOT0 MbILIJIEHHS].

3axmodenue. ['eliMudukanys He SABJISAETCA CaMOLe/bl0, BCEOOLINM TPEH/IOM,
OHa Jiullb $popMa obpasoBaTesbHOro npoiecca. CorjiacHo ee 3KOHOMUUECKOMY
060CHOBAHHIO 00yYaloLKecs — 3TO IOTPEOUTEH, U Ha UX NIpeANIouTEeHHS CleflyeT
opueHTUpOoBaThcs. ['eliMUbUKaLMs NpyUBIeKaTelbHa AJ151 MOJIOJEXU U3-3a «KJIU-
MOBOCTH» MBILLJIEHUS] MHOT'MX ee NpeJcTaBUTe/Iel, IErKOCTH, Heo6s13aTeIbHOCTH
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Y pa3B/ieKaTeJbHOT0 XapaKTepa MPOLecca Urpbl, CHIDKAKOLMX HaANpsSKEHHOCTb
Y JJAIOLIUX BO3MOXKHOCTb HUCNPAB/ATh OMMOKK. OJfHAKO Ha COLMA/bHOM ypOBHE
nepes; 06pa3oBaHUEM CTABATCS 33/Ja41, CMbIC KOTOPbIX YYeHUK MOXKET He MOHU-
MaThb, HallpHUMep, B CUJIy HEJOCTAaTOUYHOI'0 YPOBHS LIEHHOCTHOTO pa3BUTHs. Urpo-
Bbl€ TEXHOJIOTMU CMOCOGCTBYIOT Pa3BUTHIO NPEUMYILECTBEHHO 0OPAa3HOro MbIIlI-
JieHus (B yuiep6 abCTpaKTHO-JIOTMYECKOMY), @ C/Ie[ICTBUEM CBOEro NMpHUMeHeHUs
MOr'yT UMeTb GOpPMHUPOBaHHE MOTUBALMU He K 06y4eHH!Io, a K urpe. CyiiectByeT
npob6JieMa nepeHeceHUs1 HaBbIKOB IIKOJBHUKOB U CTYZAEHTOB, CGOPMUPOBAHHBIX
IPU UCIOJIb30BAaHUU UIPOBBIX GOPM B BUPTYaJIbHOM MUpE, B 0O BEKTUBHYIO pe-
aNnbHOCTb. [103TOMy OLleHHBATh JJaHHble TEXHOJIOTUU HEOOXOAUMO C YYeTOM Xa-
pakTepa U CTeleHU Pa3BUTHUS LEHHOCTHO-MHPOBO33peHYEeCKOH cdephl CTyZeHTa
WJIM YYaILerocsi, a TAKKe COLUATbHBIX YCIOBUH, B KOTOPbIX CYLIECTBYET CHUCTEMa
06pa3oBaHUs.

HoBur3Ha paboThl 3aK/I0YaeTCsd B TOM, YTO B Hel MOKa3aHa 06YC/JI0BJIEH-
HOCTb XapaKTepa U pe3y/bTaTOB NPUMEHEeHUs B yue6GHOM NIpoliecce KOMIbIO-
TEPHbIX UIPOBBIX TEXHOJOTHH LEHHOCTHO-MHUPOBO33pEHYECKUMH OCHOBA-
HUSMU JYXOBHOI'0 MUpa obyyaroimuxcs. Takoil mogxos Mo3BoJisieT yrayOoUThb
NOHUMaHHe TeOpeTHYECKUX OCHOBAHHUM 06pa3oBaTes]bHOIO Ipolecca B CO-
BpEMEHHOM O0O0ILeCTBE, ONpeeNUThb YCI0BUS 3QPEeKTHUBHOTO NMpPUMEHEHUs
redMuuUKaIMOHHBIX IPAKTHUK B 00y4eHUH. Jlerye o6y4aTh MKOJIbHUKA WU
CTYJlIeHTa, B TOM YHCJIe B paMKax rediMudHUKaluy, UMelollero o6pasoBaresib-
HYI0 MOTHUBAIMI0, OCHOBAaHHYI0 Ha MO3UTHUBHbBIX HPAaBCTBEHHbIX U MHUPOBO3-
3peHYeCcKHX LIeHHOCTSX, 3a/I0)KEHHBIX B YCJIOBUSIX HENOCPEJCTBEHHOI'0 BOC-
NUTaHUSA U 00IeHUs LIKOJIOH U poJUTeNsIMU. UMeHHO HalpaB/eHHOCTb 06Y-
Yalollerocsi Ha JIMYHOCTHOE Pa3BUTHE, ONpe/iesisieMoe ero LLeHHOCTHOH cde-
pO# C NO3UTUBHBIMU U YCTOMYHUBBIMHU yOEXJEeHUSIMU, IPUHLUIIAMU U HJiea-
JIaMU BeJIET K MOBbILIEHUI0 3P PEKTUBHOCTH reiMUPUKALMOHHBIX TEXHOJIO-
ruil B yue6HOM Mpoliecce. PaboTa cnoco6cTByeT aKTUBU3AIUU OOCYXK/eHUs
TeMbl reiMUPUKALMU C HauboJiee LIMPOKUX TeOpeTUYEeCKUX O3ULUM.

M3yuyeHure paccMOTpPEHHOU B cTaThe NP06JIeMbl B KOHTEKCTE NPe/IJI0KEHHOT 0
NO/AX0/la BIIOJIHE MOXKET ObITh NMPO/0/KeHO. C 0ZIHOM CTOPOHBI, 1ie/1eC006pa3HO
yriayouThb ¢unocodpckoe MoOHUMaHUE TeMMUPUKAIUU B paMKaX pa3BUTUS TeO-
pUM MHUPOBO33pEHUS], IEHHOCTHO-MUPOBO33PEHYECKOr0 MOAX0JA NPUMEHU-
TeJIbHO K SIBJIEHUSIM JYXOBHOMW *KM3HU MHPOpPMaIMOHHOro obuiecTBa. C Apyrod
CTOPOHBI, TOBOPSI O MEePCHEeKTUBAX U3Y4YeHUs] BONPOCOB reMMUPUKALMU B IleH-
HOCTHO-MHUPOBO33PEHYECKOM KOHTEKCTE, MOXKHO YTBEPXK/ATh, UTO GbLIO GBI 110-
JIE3HO KOHKPETU3UPOBaTh NP06JIeMy, pacCCMOTPEB NOIpo6Hee BIUSIHUE TEX WU
VHBIX MUPOBO33pEHYECKUX LIeHHOCTEeH Ha CTeNeHb YCIEeUHOCTH reiMrurKanm-
OHHBIX TPAKTHUK.
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