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B cratbe mpencraBieHbl OCHOBHbIE HallpaBieHUs reiiMubukanu oopazoBaHus. biaarogapst MCIOIb30BaHUIO
TUIOJOrMY (OPMUPOBAHUS 00PA30BATEILHOIO MIPOCTPAHCTBA MO OTHOILIEHUIO K BUPTYaJIbHOMY MUTPOBOMY ITPO-
CTPaHCTBY IpU co3aaHuu odpazoBateabHbIx Buaeourp (Whitton N. 2009), neMoHCTpupyeTcs CTereHb BOBJIEYEH-
HOCTH 00pa30BaTeIbHBIX BUEOUTP B 00ydeHUe coBpeMeHHbIX neteii B LlIBernu, @unnsuauu, Apcrpanuu, CIITA
M MHOTMX JIpYTMX cTpaHax. [Ipr 3ToM oTMevaeTcsl mepeopueHTaIus JaHHOTO TUIIA TP C YAOBJIETBOPEHUS TOTPEO-
HOCTEI B3pOCJIOrO B OTHOILLIEHUH pedeHKa Ha MOTPeOHOCTH caMoro pedeHka. [TokazaHo, YTo ocTaeTcst OTKPBITHIM
Borpoc 0 opMupoBaHUU 3(HGEKTUBHBIX, IKOJOTUIHBIX U TP 3TOM MOTHMBAIIMOHHO-00eCTIeYeHHbIX 00pa3oBa-
TEJIBHBIX BUICOUTP, a TakXKe BOIPOC 00 MX BIMSHUM Ha pa3BUTHE peOCHKa B JOJTOBPEMEHHON IepPCIEKTUBE.
[ToMrMoO 3TOrO, OTMEUEHO, UTO MCCASIOBAaHMS B TICUXOJOTUHU, CBSI3aHHbIC C reiiMuduKkaieii o0opa3oBaTeIbHbIX
CPENCTB, HaMlpaBJIEHbI, B MEPBYIO OUepeb, HA PelIeHUE MTPOOJEeMbl JUCIEKCHUM, OCTAB/IsISl HE UCCAEIOBAaHHBIMU B
TIOJDKHOM Mepe Takue crelbuyeckre npodieMbl pedeHKa, KaK TUCKAIbKYJINUS WK QaKT BAUSHUS ONTIOCPEACTBO-

BaHUA 06pa3OBaHI/IH BUPTYaJIbHBIM UTPOBBLIM ITPOCTPAHCTBOM.

Karouesnvre caosa:. obpasoBaHue, TeMUGUKALMs, BUACOUTPHI, THIOTOPCTBO, UMMEPCHsI, BUPTyaJIbHOE IIPO-
CTPaHCTBO, AuciaeKkcus, nuckanbKynus, MinecraftEdu, Graphogame.
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CoBpeMeHHas1 ccTeMa o0pa30oBaHUs Bee OoJiee 00sI13bI-
BacT €€ YYaCTHUKOB K B3aMMOMACIHCTBMIO C BUPTYaJTbHBIM
MPOCTPAHCTBOM U €ro MHCTpyMeHTaMu. [1pu aToM Bumeo-
WUTPBI OCTAIOTCS OMHUM M3 KJIFOUEBBIX 3JIEMEHTOB 00pa3o-
BaTeJIbHOTO TpocTpaHcTBa. Kak moka3pIBaeT COLIMOIOTH-
yeckoe uccienoBanue TNS, nHTepHET nmocemaroT 82 MIH
4yeloBeK, T. €. 66% wHaceneHus Poccuum B Bo3pacrte
12—64 ner, a B CoeguHeHHblx Ilrarax AmMepukn K
2014 roay 91% HaceneHus B Bo3pacte ot 2 10 17 jieT mpo-
BOJIWJI B BUieourpax He MeHee | yaca B neHb [10].

DTu HaOIIOACHMST TTO3BOJISIOT TIPEATIoNaraTb BO3MOX-
HOCTb TreiiMuU(UKaLMK 00pa30BaHUS — MCITOJb30BaHUS
BUICOUTP KaK MHCTPYMEHTA B CHCTEME OOpa3oBaHUS.
OCo0EeHHO 3TO TIPEACTABISACTCS BEPOSITHBIM U TIpaBOMEP-
HBIM, €CJIM MPUHSITH BO BHUMAaHME, YTO B XOIE WUTPOBOIt
JIeITeIbHOCTA B BUPTYaJbHOM IIPOCTPAHCTBE MNEUCTBHU-
TEJIbHO MOXET BO3HMKHYTb MUMMepcus (IOTpyKeHue) —
TICUXOJOTUYECKOE COCTOSIHUE, IIPU KOTOPOM, HE3aBUCHMO
OT BOCIIPUSATHUS ceOsI B MECTe HAXOXIACHMS (DM3MUECKOTO
Tejaa, UMEET MECTO BOCIIPUSITHE TTOOIM30CTH MHOM OKpY-
XKaUIEeH cpeabl — BUPTYaJIbHOU, UMAarMHAJIbHOU, HEIIO-
CPEICTBEHHON WM ymajleHHou (usmueckoit [2]. U, kak
MOKa3bIBAIOT 3apyOeKHbIE UCCIEN0BAHUS 1 00pa30BaTEb-
HbIC MHUIIMATHBBI, B PEAIbHOCTA MMEIOT MECTO IIejIeHa-
MpaBJIeHHbBIC TIOMBITKYA BHEIPEHUST BUICOUTP B 00pa3oBa-
HUe, TIpeUIaralolne y9eHuKaM HOBbIE CITIOCOOBI OCBOCHUS
3HAHUM, peIIeHMS CTIenbUIeCKUX 3a1ad 1 YIOBIETBOpe-
HUS TTOTPeOHOCTE.
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B 1ensax o63opa u aHanu3a reiiMu@UKaLi COBpeMeH-
HOTO 00pa3oBaHMs HEOOXOIMMO BBIACIUTH €€ 3aKOHOMEP-
HOCTU M BO3MOXHOCTH, a TAKXKe CTPYKTYpHUpOBaTh Mpeia-
TaeMbIii OMBIT MCITOJB30BAaHMUSI BUICOUTP TPU PEIICHUU
obOpa3oBaTeSIbHBIX 3a1a4y. Hanbosee moaxonsiieit 1yist 3Toro
SIBJISIETCSI TUTIOJIOTHS, TIpeUIoKeHHass Hukouioi YUTToHOM;
oHa auddepeHIpyeT 00pa3oBaTebHbIe UTPLI HE IO BHY-
TPEHHEU CTPYKType ACSITSIBHOCTUA OT UTPHI K UTPOKY, a TI0
crneunduke GopMUPOBAHUST 00Pa30BATEILHOIO TIPOCTPaH-
CTBa B BUPTYaJIbHOM MTPOBOM ITpocTpaHcTBe [17]:

1) McroIbp30BaHNE KOMMEPUECKUX Pa3BIICKaTeIbHBIX UTP;

2) MmonuduUKaLus CylIEeCTBYIOIINUX UTD;

3) ucnoyib30BaHME KOMMEPUYECKUX Pa3BUBAIOIINX UTD;

4) ycnonb30BaHNe BUPTYaTbHBIX MUPOB;

5) co3maHue Urp IO 3aKasy;

6) coznaHue UIP YIUTEIIMU U YUCHUKAMMU.

Hcnonb3ys MaHHYIO TUIOJOTHUIO, MOXHO OTMETHUTH
HaIpaBJIeHUS Pa3BUTHUSI KaXXIOTO TUIIa 0Opa3oBaTebHBIX
WUTPp B COBPEMEHHOM MHpPE UM OCOOEHHOCTM Tepexoma OT
OIHOTO THUIa (GOPMUPOBAHUS UTP K IPYTOMY.

Hcnoab30Banne KOMMEPYECKHX
pa3BiieKaTeJIbHbIX UT'P

JaHHblil TU hOopMUPOBaHUS 0Opa30BaTEIbHOTO MPO-
CTpaHCTBAa BHYTPM BUIEOUTP OCYLIECTBISIETCS MYyTEeM
KCIIOJIb30BAaHUSI BO3MOXHOCTEH U MEXaHM3MOB, VYXe
BKJTIOUEHHBIX B UTPY. B OOJBIIMHCTBE CBOEM AaHHBIE MPO-
€KThI SIBJISIIOTCS] MHULIMUPOBAHHBIMU CAMUMM TperoaaBa-
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TEJSIMU IIKOJ U YHUBEPCUTETOB, U Yallle BCETO OHU HeE
000CHOBaHBI HayyHO. B snyumem ciaydae momoOHbIE TIPO-
€KTbl CTAHOBSITCS OOBEKTOM HAayYHO-TIOIYJISIPHBIX CTaTEH,
HO HE UMEIOT JaJTbHEMUIIero pa3BUTuUs.

SApkuM ucKItoueHueM siBiisieTcst urpa Minecraft, KoTo-
pas Garogapsi CBOeil CTPYKTYpe U YCUJIUSIM psifia Tpernoa-
BaTesIell OTHOCUTCSI KO BCEM yKa3aHHBIM TUIIaM oOpa3oBa-
TeJbHbIX UTp. [Ipy 5TOM HaHHasg Urpa 10 CUX MOp HE UMEET
noja cob0l0 COBOKYMHOCTU UCCIENOBAHUIA, MO3BOJISIONINX
ONpeeUTh LIEHHOCTh U (DYHKIIMOHAJIBHOCTb UTPHI B COOT-
HOIIIEHUU C WHBIMUA WHCTPYMEHTAMU OOYYE€HUS, B TOM
YHUCJIE U C APYTUMHU 00pa30BaTeIbHBIMUA BUIEOUTPAMU.

Onupasich Ha psil UHTEPBbIO YUYUTEJE, BBICTpAaNBaB-
mux obydyeHue BOKpyr urpel Minecraft [1; 7], mMoxHO
3aKJIIOYUTh, YTO OCHOBHOI MPUYNHOM MPEANOUYTeHUS JaH-
HOU urpbl NMpu HOPMUPOBAHUU 0OPA30BATETBHOIO MPO-
CTpPaHCTBa B BUPTYaAJIbHOM WTIPOBOM MPOCTPAHCTBE SIBJISI-
€TCs1 €€ KOHLEMIUS «[T€COYHULIBI». TO €CTh YUUTETb MOXET,
WCTIONB3Ys <«EIMHUILY-KyO», co3maTh 00pa3oBaTeIbHOE
MPOCTPAHCTBO BHYTPU NAHHOW WUIPbI, KOTOPOE, SIBISISICH
OTIOCPEICTBOBAHHBIM KOMIIbIOTEPOM [6] 1 aBatapoM [2],
MO3BOJISIET YYEHUKAM IOCTUYb MOCTABJIEHHBIX YYEOHBIX
3a/1a4, OCYILIECTBISISL B3aumoneicTeue ¢ HUMU. [ToMumo
3TOr0, B UHTEPBBIO TAKXKE OTMEYAETCS COLMAIbHAS 3HAYH -
MOCTb M pa3BjieKaTeJbHbII 00pa3, 3aKperIeHHbIN 3a JaH-
Hoii urpoii. [Tpumepsl ucrnonab3oBanust Minecraft MoxHO
Haiitu B IIBenuu, Poccuu, CIIA, ABctpaiuu u psijae
npyrux ctpaH [1]. TTapamnensHo ¢ Minecraft BTopoit 1o
MOMYJISIPHOCTU UTPOI, UCITOTIB3YEMOI B 00pa30BaTeIbHbIX
uessix, siusiercss World of Warcraft. [TpuunHbl ucnonb3o-
BaHUS JAHHOU UTPbI UAEHTUYHBI, 8 BO3MOXHOCTU UCTIOJIb-
30BaHMUsI OoJjiee OrpaHUYEHbI, MOATOMY Oo0Jee BCEero
HarpaBJeHbl Ha MPEOoJoJIeHUE MpPoOsIeM COLMaTU3aluu
WJIX O0O0TallleHUS SI3bIKOBBIX 3HAHUM.

Momudukanus CynecTBYIOIUX UIp

B pesynwsrate umMmenHo Minecraft ctana Hanbosiee yacTo
MOIUGUIIIPYEMON WUTpoil s oOpa3oBaTeNbHBIX IIEIei.
®opmupoBaHKe 00pa30BaTEIbLHOIO IPOCTPAHCTBA CMeE-
CTUJIOCH C UCIOJIb30BaHUs MeIaroroM MHCTPYMEHTapusl,
MpeaIaraéMoro BUIEOUTPOil, K CO3MaHUI0 MHCTPYMEHTA-
pusi, OPUEHTHPOBAHHOIO B CTOPOHY KOHKPETHOro Habopa
oOpa3oBaTeIbHbIX 3amad. Kak pesynbrar, urpa Bce eIl
CcOoXpaHseT B cebe KauecTBa MpUBJIeKaTeIbHbIC /I YUeHU -
KOB, HO oOjiazaeT 0ojiee y3KUM MHCTpYMEHTapueM, yao0-
HBIM B OCBOCHUM JJIsI OoJiee IIMPOKOro Kpyra ImperogaBa-
TeJiell, KOTOphle 3aMHTEePEeCOBaHbI B JaHHOI (hopMe Toja-
Yy MaTepuana.

HNcnonb3oBanue KOMMEPYECKHUX Pa3BUBAIOLINX UI'D

BriocnenctBum Minecraft ctam koMMepuecKnM TTPOeK-
TOM, KOTOPBII 0Ka3aJcs MO TPSIMBbIM (PUHAHCUPOBAHNEM
Microsoft. OTo TIpMBeNIO K CO3MaHUIO 00jIee Y3KOHAIpaB-
JIEHHBIX TIPOEKTOB, OPMEHTUPOBAHHBIX HAa KOHKPETHBIC
colMaibHbIE 3ampochkl. To €cTh MPOMCXOAUT 3aMeHa
WHCTPYMEHTapUsl, HAallpaBJIeHHOTO Ha KOHKPETHBIE o0pa-
30BaTeIbHbIE 33[]a4¥, B CTOPOHY (POPMUPOBAHUST MHCTPY-
MEHTapusl TIOI 3aIlpoC TOCYHapCTBEHHOW W YaCTHOU
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cucteM odpazoBaHUsl. UMEHHO 3aMHTEPECOBAHHOCTD yUU-
Teseil 1 y9eHUKoB urpoii Minecraft kak crrocoooM reiiMu-
dukaimu odpa3oBaTeIbHON Cpeibl MPpUBEIa K TOMY, 4YTO B
KOMMepUeckoii cdepe MpOou3BOACTBA BUACOUTP Hayas
GopMUPOBAThCS PBIHOK, HAIpaBJIEHHBIM HE TOJBKO Ha
pa3BeKaTeJbHbIA KOHTEHT, HO U Ha 0Opa30BaTEIbHYIO
chepy UrpoCTpoOeHUsI.

Ha paHHBIE MOMEHT XOpPOLIMMU TIpUMEpaMu CJIyXaT
urpsel MinecraftEdu, koTopast moO3HMIIMOHUPYETCST KaK KOM-
MepuecKash pa3BUBAlOIAsl WUrpa C COOTBETCTBYIOIIUM
uHCTpyMeHTapueM, u SimsityEdu, kotopas cBoeii 3agaueit
CTaBUT 3HAKOMCTBO JeTeil ¢ MH(PACTPYKTypoil ropoaa u
TOPOJCKON >KM3HbIO. BO3MOXHO! MPUUMHOI 3TOro U3Me-
HEHUS cTaja MepeopueHTalrs MPOM3BOACTBA 00pa3oBa-
TeJIbHBIX UTP C poauTeseit Ha aeTeil. XopoluM NpuMepoM
MOXET TOCJYKUTh BbICTpaBaHWE MPOCTpaHCTBA B Mara-
3WHaX, Npoaatoux Buaeourpsl. Urpel nis aeteit no 3 jget
1 006pa3oBaTeIbHbIE UTPBI BCETA CTOSIT B ITOJAOOHBIX ITOMeE-
IIEHUSIX OTAEIbHON OTCTPAHEHHOM MOJKOU, TaK KaK CIy-
XKaT 0OBEKTOM TMOKYIKU IS POIUTENEN, a HE IS AeTel.
CraBUTCS 11eJIb 3aMHTEPECOBATh POAUTENS, CMOTPSIIETO
Ha cBOero pebeHka, a He CaMoro pedeHKa.

Hcnonb3oBanne BUPTYAIbHbIX MUPOB

Korma paccmaTpuBaeTcsl JaHHBIM TUI 0Opa3oBaTesIb-
HBIX UTP, B TIEPBYIO OYEpEIb ITOIpa3yMeBaloTCsl 00pa3oBa-
tenbHbie MUD, T. e. ponieBbie TeKcTOBBIe Urpbl. Ho, pac-
cMaTpuBasi oOpa3oBaTebHbIE BUACOUIPHI B KOHTEKCTE
(opMHMpPOBaHUST UTPOBOTO IPOCTPAHCTBA, MOXHO 3aKJIIO-
YUTh, YTO K JAHHOMY TUILY UTP OTHOCSITCSI UTPBI, (POPMU-
pymoIie 06pa3oBaTeIbHOE ITPOCTPAHCTBO Yepe3 MOorpyKe-
HME B BUPTYyaJIbHOE UTPOBOE ITpocTpaHcTBO. Hampumep, B
ciydae ¢ komrblotepHoit urpoii World of Classcraft, yue-
HUKM IIOrpYKaJIUCh B BUPTyaJbHOE WMIPOBOE IPOCTpPaH-
CTBO, TJI€ CIIOCO0 pelieHsI TIOCTaBJICHHBIX UTPOBBIX 3a1a4
CTPOMJICSI Ha 00pa30BaTeIbHbIX MHCTPYMEHTAX.

Co3nanue urp Ha 3aKa3

IIpu dopMupoBaHUM AAHHOTO TUIIA OOPA30BATEJIb-
HBIX UTP WCIMOJB3YeTCS CIEeUNaIN3UpPOBAaHHOE, Y3KOHA-
MpaBJIEHHOE 00pa30BaTENbHOE MPOCTPAHCTBO, KOTOPOE
BKJIIOYAET B C€0S1 3JEMEHTbl BUPTYAJIbHOTO WUIPOBOIO
MPOCTPAHCTBA, HE HAPYILIAIOIIETO CTPYKTYPHI Mpemio-
XKEHHOM CUCTEMBbI 00y4eHUd. [JaHHBII TUI UTP HA HACTO-
SIIUA MOMEHT SIBJISIETCSI OCHOBHBIM HAIlPaBJICHUEM U3Y-
YEHUST U TIPUMEHEHUS B TICUXOJIOTUH, TaK KaK crenudu-
yeckue MpodsieMbl, MENIAIIMe BCECTOPOHHEMY pPa3BU-
TUIO peOeHKa, SBISI0TCS OMHUMU U3 KIIOYEBBIX MPOOJIEM,
peliaeMblXx B COBPEMEHHOM pOCCUICKOU M 3apyOexxHOM
ncuxojoruu. Ho kak caMo moHsATHE, redMuduKanus
00pa3oBaHUs SBISIETCS HEU3YYEHHBIM B TICUXOJIOTUU B
JIOCTATOYHOU Mepe. B mcciegoBaHnu, MpoOBOAUMOM TpHU
Yuusepcurere FOBackionst (Ronimus M., Lyytinen H.)
[15] ¢ wucnonp3oBaHueM anpoOMPOBAHHOUW UTPHI
GraphoGame, crieriuaau3upoBaHHON Ha TTOMOIIU IETIM
C OUCIIeKCUE, cTaBUJlach 3alaya IO OMpEeNeSIeHUuI0, B
KaKUX ycJIOBUSIX Urpa Oynet Hanbomnee apdekTuBHa: ipu
KCIOJIb30BAHUU BO BHEYYeOHOE BpeMs WU B XOAE BHY-
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TPUIIKOJIBHBIX 3aHIATU. OIEHOYHBIMU KPUTEPUSIMU
TTOCJTYKWJIN: PETYJISIPHOCTD U JUTUTEIBHOCTD UTPBI, CTPEM-
JIEHWE K UTPe, YCIIeX1 B O0YYEeHUU, YPOBEHb BOBJICUEHUS
ponuTenei win neaaroron. JlaHHble coOMpaiUCh OBaX-
bl — TIepel HayajJoM HCCJIENOBAaHUS U TI0 €ro OKOHYa-
Huu. B pesynbrate ObU10 ONMpeneseHo, 4YTo Mo BCeM mapa-
MeTpaM, KpOMe yClexoB B oOyueHuu, HauboJjee Oyaro-
MPUSITHBIM SIBJISIETCS B3aUMOJIENICTBUE C WUTPOIl B Xole
BHYTPUIIKOJBHBIX 3aHATUI. Ho, Kak caMu ucciemnoBare-
JIA 3aMETUJIU, TIPUYMHON JTaHHOTO PACXOXIEHUS MOTJa
MOCJYKUTh COBOKYITHOCTH (DaKTOpPOB, KOTOPYIO OHUM HeE
YUJIM TIpM TIPOBEACHUM HCClienoBaHus. B pesynbrate,
onupasich Ha Teoputo camonerepmuHanuu (Ryan & Deci,
2002) 06 yaoBiIeTBOPEHUM MOTPEOHOCTEN B KOMITETEHIIM -
X (YMEHMSIX), aBTOHOMHOCTU U CBSI3aHHOCTHU, UCCIIEIO0-
BaTeJd YETKO TOKa3bIBAIOT, YTO OJXHOM M3 BO3MOXKHBIX
MPUYWH Pa3HOPOMHOCTHU JAHHBIX SIBJISIETCSI UMEHHO pa3-
HUIIA B YCJIOBUSIX, TIpeIJIaraeMbIX TSI peau3aliiu JoMa 1
B IIKOJIE TIO BceM TpeM motpebdHocTsM. Kak crnencrsue,
OBUIO 3aKJIIOYEHO, YTO «MOTHBAIIMOHHBIN KOHCTPYKT
UIpbl UMEeT pellarolnee 3HauyeHue» [15] mpu aToM «...
WUTPHI, TIpeAHA3HAYEHHBIE JJIS TI0JIb30BaHUs B IIKOJIAX,
JIOJXKHBI OBITh YeTKO C(hOKYCMPOBAaHBI Ha COAEPKATEIhb-
HOM yacTu Kypca oOyuyeHust» [15], a «..B goMaliHei
00CTaHOBKE TIPENCTaBIISIETCSI HEOOXOMMMBIM TIPUAaBaTh
WUrpaM CBOICTBA, KOTOPBIE Jiejiau Obl UX OJIMKe K UTpe,
yeM K Tpyay» [15]. [ToMruMo 3TOr0, MOAHUMAETCS BOTIPOC
0 3HAUYMMOCTM CBSI3aHHOCTM TeJarora W POAUTENST C
urpoii pedbeHka. OTBETOM Ha 3TOT BOIPOC SIBISIETCS
00630pHas CTaThsl, M3AHHAs TIpU YHMBepcuTeTe Mopka
(Slavin R.E., Lake C., Davis S., Madden N.) [17].

B naHHOIl cTaTbe TakKe OOBEKTOM WCCIEAOBAHUS
BBICTYIIAIOT IETU C TUCIEKCHUEH, TIPU 3TOM OIpeNessieTCs
3G GEKTUBHOCTD CYIIECTBYIOIIMX ITOJXOJOB B CHUCTEME
oOpa3oBaHusl NMpu padboTe ¢ JaHHBIM U30MpATEIbHBIM
HapyueHueM. [1o pe3yiasratam rcciiefoBaHUs ObLIO MOJTy-
YEeHO, YTO B COOTHOIIEHWM C THIOTEPCTBOM <«OIWH Ha
OIIMH», KaK caMbIM 3(PDEKTUBHBIM METOIOM, KOTOPBIi
peanm3yeTcsl KOMIIETEHTHBIM T1eJIaroroM, a Tak e B COOT-
HOIIIEHUU C JAPYIMMU METOAaMu paboOThl ¢ IUCIeKCuei
TpaJAUIIMOHHBIE  pa3BUBamOIIMEe  00pa3oBaTeJIbHbBIC
IT-nporpaMMBbl SBJISIIOTCS Mao3dhdeKTUBHbIMU [16]. DTO
TTO3BOJISIET TOBOPUTH O 3HAYMMOCTH CBSI3aHHOCTH yUeHUKA
U TIenarora ¥ ypoBHsI KOMIIETEHTHOCTH JaHHOTO Teaarora
npu padote ¢ nuciekcuei. [Ipu 3ToM Takke ObUI0 OTMEYe-
HO, 4TO (oHeThYecKoe (ayauaabHOE) COMPOBOXICHUE
SIBJISIETCSI TIOJIE3HBIM BCITOMOTATEIbHBIM WHCTPYMEHTOM
npu padote ¢ nuciekcueir. Ho manoaddekTuBHOCTh Tpa-
JTUIIMOHHBIX o0pa3oBaTesibHbIX [T-TIporpaMm He TOBOPUT
0 Mao3(P(PeKTUBHOCTU reMMUdUKALIUU, TaK KaK 4YeTKOe
OTIMCaHUe CTPYKTYPHI U IMOAAYN JAHHBIX TIPOTPAMM OTCYT-
CTBYET, KaK OTCYTCTBYET U (DaKT MPUHAIEXKHOCTH TAHHBIX
IporpamMM K o0pa3oBaTe/IbHBIM BUIEOUTPaM.

XOTsI ¥ IPOUCXOIUT reiMUGUKALIMS pelIeHUsT 00pa3o-
BaTeJIbHBIX MPOOJIEM, CBA3aHHBIX C TUCIEKCUEH, BCE elle
OCTal0TCsI HEMTPOPaOOTAHHBIMU JIOBOJIBHO 3HAYMMBIE TTPO-
oseMbl. OvH U3 HanboJiee SIPKUX TPUMEPOB — TUCKATb-
kynusa. Kak rosopsaT pgaHHbie Ha 2011 rom, B
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Benuko6puranuu 22% HaceneHus: 001agan MaTeMaTu4de-
CKUMU TPYTHOCTSIMM. YUYUTHIBAasl BBIPAXKEHHOCTH TaHHOM
npobjembl Moeller et al. monbITaauch chopMUpOBaThH €€
CTPYKTYpY:

1) TMCKaNBKYINST OTHOCUTCS K «SIIEPHBIM» YHCIIOBBIM
neduiuTtaM;

2) CyILIECTBYIOIINE CYOTUTIBI TUCKATBKYJIUN OTHOCSTCS
K IOMEH-TeHepaJIM30BaHHBIM TIPOIIECCaM;

3) cyliecTByOLIME CYOTUITbI AUCKAJIbKYJIUNU OTHOCST-
¢ K JOMEH-CIeIUOUUHBIM YHMCJIOBBIM He(UIIUTaM,
[MOMMMO BBILIEYITOMSIHYTBIX «SII€PHbBIX» YUCIOBBIX a1edu-
uutoB [13].

I[Ipn sTOM OTMeudaeTcs, 4YTO JUISl pelleHUs] JaHHOM
cneuunduueckoit 0dpazoBaTeIbHON MpobdIeMbl HEOOXOAM -
MO chOopMUPOBATh HAOOpP METOMOB, ITO3BOJISIONIMIT HE
TOJIBKO TIPEOJI0JIETh YMCIIOBbIE Ne(UIIUTHI, BHE 3aBUCUMO-
CTH OT CIIeHM(MUKN AUCKATBKYJIUN Y WHAWBHUIA, HO W TTO]I-
JIEP>KUBATh YUaCTHUKA, TIPEIOTBPAIast BO3MOKHOCTH CMe-
LIEHNS C OTHOTO CyOTUIIA Ha IPYTOM WM €€ BO3BPAILEHUS
[13]. YTo mpumeuarenbHO, pe3yJbTaTbl, KOTOPbIE ObLIU
TOJTyYeHBI TIPU UCCIIeOBAaHUM JTUCICKCUM B XOJ€ JIOHTHU-
TIOIHOTO MCCIIeI0OBAHUSI, TPOBOIMBIIIETOCS B YHUBEPCUTETE
FOBackiosis1, COOTHOCSITCS ¢ YMO3aKJIIOUEHUSIMU T10 JTHC-
kanbkynuu. Ilpu wucnonp3zoBanuu GraphoGame Kak
WHCTPYMEHTA UCCJIeIoBaHUS U 00pa3oBaHus ObUIO OOHa-
PYXeHO, UTO eAMHOBPEMEHHbBIE YCTIEXU TaHHOU 00pa3oBa-
TEJTHLHOW BUIEOUTPHI HE O3HAYAIOT PEIIeHUs MPOOIeMbI
JIMCIIEKCUU y peOeHKa, 1 pobieMa TpedyeT J0JITOBPeMEH -
Hoit padoThl [14]. Ha ¢oHe cxoxeil fTMHAMUKU pelleHus
MpoOJeM AUCIEKCUM W TUCKAIbKYJIUU, a TaKXKe JIPYTrux
«SIIEPHBIX» 3HAKOBBIX Ie(UIIUTOB, OTCYTCTBYIOT MCCIIEIO0-
BaHUS 10 UHTETPAIIMU METOJ0B, B TOM UHWCJIE W BUAECOU-
IPOBBIX, MOTU(UITUPOBAHHBIX ITO HYXKIbI JaHHBIX N30M1-
paTeJIbHBIX HapyIIeHUIA.

Co3nanue urp yynuTeassMi U y9eHUKaAMH

JInist maHHOTO THUMA 00pa30BaTEIbHBIX BUIEOUTP XapaK-
TepHO (DOPMUPOBAHKME BUPTYaJIbHOIO UTPOBOIO IPOCTPAH-
CTBa, YIOBJIETBOPSIIOIIEro CYObEKTUBHBIM 3aIpocaM o0pa-
30BaTeIbHOIO MPOCTPAHCTBA, OPraHM30BAHHOIO YYUTEISI-
MM U/WId ydeHuKamu. IIpumepoB, KoTopble Obl MILIIO-
CTPUPOBAJIM AaHHBIE WIPHI, HE OYEHb MHOTO, TaK Kak
MOAOOHbIE MPOMYKThI MM MMEIOT pa3BUTHUE, MepeTeKast
IUTAHOMEPHO B IPYIUe TUIThI 00pa30BaTeIbHBIX BUIEOUTD,
WM OCTAlOTCs apTehaKTOM, COXPAHSIIOIIMMCS 38 YYUTe-
JIEM WJIM YYEHUKOM, CO3[IaBIIHUM €ro.

3akimoyeHue

CoBpeMeHHOe 00pa3oBaHME ITOCTEIICHHO WMHTETPUPYET
MHCTPYMEHTapuii, TpeyiaraeMbliii Buneourpamu. [Ipu atom
MOXKHO TOBOPUThH O TOM, YTO IPOM3OIILIA TIepeOPUEHTAIIS
00pa30BaTeIbHBIX BUICOUTD C POAUTENISI B CTOPOHY peOeHKa.

Bo3MmoxkHOCTh I pebeHKa IyCTh M OMOCPEICTBOBAHO,
HO B3aMMOJIEHCTBOBATh ¢ OOBEKTAMU YUEOHOI ITPOrpaMMBl,
SIBJISIETCSI 3HAYMMBIM OITbIToM. Ho mpu aT0M TpebyeTcst 6osiee
MOAPOOHOE M3YydeHME BIMUSHMS reiimMugukanm odpa3oBa-
HMSI Ha peOeHKa, TaK KaK MOTUBAIUsI K YUeOHOM NesTeIbHO-
CTH He SIBJISIETCS ¢IMHCTBEHHBIM KPUTEPUEM OLICHKM 3 heK-
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TUBHOCTU 0Opa3oBaHus. Kak rmokaspiBaeT UCCIeIOBaHUE 110
Pa3BUTHUIO MEPLIENTUBHBIX NEACTBUI, «KOMITBIOTEPHbIE UTPHI
HCKJTIOYAIOT BOBMOXHOCTh MIPUMEHEHUS CTOJIb TPUBBIYHOTO
JUTSE peOeHKAa KMHECTETUYECKOrO BO3ICMCTBYS Ha MPEAMET C
LIeJIbI0 TIPeoOpa30BaHUs €ro MecTa ITOJIOXKEHUS, (POPMBI,
byHKIMY U T. A.» [5], WK Xe TaHHOE BO3IEHCTBUE OMOCPEN-
CTBOBAHO KOMITBIOTEPOM [6] 1 aBaTapoM [2], 4TO CTaBUT MPO-
OsieMy UcCIeIOBaHUST BIMSIHUSI OMNbITa B3aMMOJEHCTBUI B
BUPTYAJIbHOM MIPOCTPAHCTBE.

TToMuMoO Bcero mpoyero, OCTaeTcsl He U3YYeHHbBIM BJIU-
sSHUe UMMepcuu U 3(dexTa mpucyTcTBUs Ha 0Opa3oBa-
TeJIbHBIN MPOLECC B TOJITOBPEMEHHOU MEPCIeKTUBe. DTO
MOJBOAUT K JIOTMYHOMY BBIBOAY O TOM, YTO MOJOOHBIE
WUTPBI JOJDKHBI KOMIIEHCUPOBATh HEAOCTATOK B3aUMOIEH -
CTBUSI C pealIbHBIMU OOBEKTaAMU U3YYEHUS, a HE 3aMelllaTh
BeCch 00pa3oBaTeIbHBIN MpoLecC.

C Ipyroif CTOpOHBI, CTABUTCS BOIIPOC O TOM, KaK pado-
TalOT MEXaHU3Mbl KOMIIEHCALIUW, UMEIOIINE MECTO ObITh
npu pabote ¢ 00pa3zoBaTeIbHbIMU BUIeoUrpaMu. B ctatbe
«YTO0 momoraer MmpeoosieTb TPYAHOCTU OOYyYEHUS YTe-
Huto?» [17] Kak pa3 HauboJee SPKO MOKa3aHo, YTO B CITy-
yae ¢ auciiekcueit oopazosareibHble [T mporpamMmel Ha
JNAHHBIA MOMEHT HE CIOCOOHBI 3aMEHUTh KBATUMULIMPO-
BaHHOTO TeAarora, Ho MpPaBUIbHO c(hOPMUPOBAHHAS UTpa

MOKET MOCTYXXUTb BCIOMOTATEIbHBIM UHCTPYMEHTOM LTSI
JlaHHoro cneuuanucTta [14; 15].

CrenyeT mpu3HaTh, YTO U B OTHOLIEHUU crienuduye-
CKUX TpoOsieM B 00pa30BaHUU, U B OTHOILIEHUU OOILETo
00pa3oBaHUSI MMEIOTCS CYIIECTBEHHbIE MPOOEbl, He
MO3BOJISIIONIME B TTIOJTHOM Mepe OLICHUTh BIUSIHUE 00pa3o-
BaTeJbHBIX BUACOUTD HA Pa3BUTUE peOEHKA.

Jaxe mpu ycIOBUM OpUEHTALIMM COBPEMEHHOM 3apy-
OeXHOI TICUXOJIOTMM Ha crneuuduyeckue mpodaeMbl B
00pa30BaHUM, TAKHE KaK IUCIEKCUS, CXOXUE U30upaTesib-
HbIe HAPYLIEHUSI, TaKWe KaK AUCKATbKYJIUs, OCTAlOTCs 0e3
JIOJDKHOTO BHUMAHUS. DTO MeIllaeT CO3AaHUI0 WHCTPY-
MEHTapusi, B TOM 4YHUCJE€ BUIEOUTPOBOTO, IS TMOMOIIU
JIeTsIM co cnieurduyeckuMu npodiaemamu [13].

ITpu ycnoBuu, 4To MOHSITHE 00pPa30BATEIbHBIX BUIEO-
WUTP CYLIECTBYET OTHOCHUTEIbHO MaBHO, CaMO TMOHSTHE
refiMudukauud o0pa3oBaHUS — 3TO HOBOE SIBJICHMUE.
BricTpanBaHue 06pa3oBaTeIbHOTO MPOCTPAHCTBA BHYTPU
BUPTYQJIbHOTO UIPOBOrO MPOCTPAHCTBA TPEOYeT BCECTO-
POHHETO MCCleIoBaHUsI YeTo C 1eJIbl0 BhIIBIEHUS 3P dek-
TUBHOCTU NaHHON (OpMbI OOyYeHUS U BO3MOXHOCTU
dopmupoBaHus Haubosee YyCHEeNHOro U MOTUBALIMOHHO-
00ecrneyeHHOro 00pa30BaTebHOIO MPOCTPAHCTBA IS
pebeHka.
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This article surveys the main directions of gamification of education. Using a typology of formation of educa-
tional space in relation to the virtual space when creating educational computer games (Whitton N. 2009), it shows
the degree of involvement of educational computer and video games in education of modern children in Sweden,
Finland, Australia, USA and many other countries. It marks a re-orientation of this type of games from the needs of
an adult in connection to a child, in direction of the child’s needs. It shows that the questions of development of
effective, environmentally friendly and at the same time securely motivated educational computer and video games,
as well as the question of their impact on child’s development in long perspective remains open. In addition, the
article states that psychological research of educational tools’ gamification is aimed primarily at addressing the prob-
lem of dyslexia, leaving unstudied such specific problems of children as dyscalculia, or the effect of education when
mediated by virtual space.

Keywords: education, gamification, computer and video games, tutoring, immersion, virtual space, dyslexia,
dyscalculia, MinecraftEdu, Graphogame.
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