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B cratbe paccmarpuBaioTcs (haKTOphI, BIMSIONINE Ha pe3ybraThl 00ydeHHWs B AMCTAaHIIMOHHOM (opMmare,
COBpPEMEHHBIE BUJIBI 3JIEKTPOHHOTO 00y4YeHUsI U (PaKTOPHI, BIUSIONIME Ha YIeOHYI0 MOTUBAIIMIO TOJb30BaTeIei
OHJIaTH-KypcoB. PaccMOTpeHBbl 0COOCHHOCTH yuyeOHOW MOTMBAIIMU M MPEACTaBJIeH IPOIECC MOTUBAIIMOHHOTO
MPOEKTUPOBAHUS B 2JIEKTPOHHOM 00ydeHUM. B KayecTBe KJIFOUEBOTO METO/a TOBBIIIICHUSI MOTUBALUM U BOBJIE-
YEHHOCTHU B YYEOHBIN TPOIIECC OHJIAMH-KYPCOB B CTAaThe OMMCHIBAETCS TEXHOJOTHWs TeiiMubukammu. B padore
TakKe TpeacTaBieH Meto «OKTann3a», pa3paboTaHHBIN 1 MPUMEHSTIOIIMICS 11T cOalaHCMPOBaHHOTO 1 3(hdeK-
TUBHOTO MCTIOJIb30BaHUS MPUEMOB reiiMu@uKaIim, OlIeHKM OCHOBHBIX MOTUBAIIMOHHBIX (DAKTOPOB, a TaKXKe ISt
aHajIM3a 1 MPOEKTUPOBAHUS ONITUMAIBHBIX YCIOBUI TTPUCYTCTBUSI UTPOBBIX 3JIEMEHTOB B y4eOHOM ITpoliecce.

Karouesnte caosa: revimudukaiius, yaeoHass MoTUBaLMs, DOpPMUpYIOIEe OLIEHUBAHUE, JIEKTPOHHOE O0yye-
HUe, CMelIaHHOe O0yJYeHue.
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The article presents the factors influencing the learning outcomes in distance format, modern types of e-learning
and factors that affect the educational motivation of users in online courses. The features of educational motivation
are considered and the process of motivational design in e-learning is presented. As a key method of increasing moti-
vation and involvement in the educational process of online courses, the article describes the technology of gamifica-
tion. The paper also presents the «Octalize» method, developed and applied for the balanced and effective use of
gamification techniques, assessment of the main motivational factors, as well as for the analysis and design of optimal
conditions for the presence of game elements in the educational process.
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BBenenue paboTte, HaYaIM CTPEMUTETHLHO CTAHOBUTHCST BCE TPOIIE U
TMPOIIIe B UCTIOJTHEHUH.
HNudopmanonHas s1moxa, B KOTOPYIO YeJIOBEYECTBO CeromHsI BO3MOXHOCTb JOCTYIA K JIIOOBIM 3HAHUSIM B

BeTymno B 1970-x It mpoimioro Beka [7], okasania cylie-  JI000H akageMUYECKON 00IacTU paccMaTpUBAETCS 0OJIb-
CTBEHHOE BJIMSIHUE Ha pa3BUTHUE BCeX cep OOIIECTBEHHO  LIMHCTBOM ILIKOJIBHMKOB KaK COBEPLIEHHO €CTECTBEHHast
ku3Hu. MHopmanmonnsie Texnonoruu 30—40 et Hasay — YacTb KM3HU, HUYEM HE OTJIMYAIOLLAsSICSl OT BO3MOXHOCTH
BBI3bIBAIM YOMBIEHUE, UCKPEHHEE BOCXHMINEHUWE M 4acTO  I0JIb30BaThCA AOMAIIHMM KOMIIBIOTEPOM WM MOOWJIb-
pasoCcTh OT OCO3HAHUSA TOrO, YTO MHOTME PYTMHHble  HBIM TesneoHOoM. COBPEMEHHOMY LIKOJIBHUKY HE HYXXHO
MOMEHTHI, HEM30EXHbIE, HAIPUMED, B yueOe WM HaydHoil ~ 00pallaThbCs K YYUTENIO C BOIIPOCOM, KOTOPBIM CBS3aH C
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UH(MOPMALIMOHHON KOMITOHEHTOI O0yyeHUsl, — HeobXo-
JUMOE MOXHO HailTu B MHTepHeTe. Bonpoc B ToM, 3axo-
YET JIM OH UCKATh U HACKOJIBKO XOPOIIO CMOXET OPUEHTU-
poBaTbcsl B 9TOM «OKeaHe MH@opmauuru». MoxXeT ObITb,
caMO MOHHWMaHWE TOro, KakKuMM JIETKUM CTajl JOCTyl K
3HAHUSIM, BIUSIET HA TI03HABATEIbHYIO0 aKTUBHOCTB IITKOJTh-
HUKOB U, CJIeIOBAaTEIbHO, Ha pe3yJIbTaThl 00yYeHUsI?

MHbopMalimoHHbIE TEXHOJIOTUU OKa3bIBAIOT BCE OOJIb-
11Iee BIUSIHUAE U Ha caMy OpraHu3alrio y4eOHOro npoiiecca
B 1IKoJIaXx. B coBpeMeHHOM 00pa30BaHUM HAYUHAIOT 3aHU-
MaTh Bce 0OJIbllie MecTa pa3auyHble GOPMBbI TUCTAHIIMOH-
HOI paboTHl. B CBA3M C 3TUM CTAHOBSTCSI aKTyaTbHBIMU
pa3paboTka MeTOA0B OOyYeHUs OHJIAWH U KMCCIEeI0BaHUS
nx 3GHEKTUBHOCTH, B TOM YUCJIE C TOYKU 3peHUsT (PopMU-
pOBaHUS U Pa3BUTHUS Y YUAIIMXCS IMO3HABATEIBHOM MOTH-
BallUM, KaK OCHOBHOTO (DaKTOpa, OMpeAesstoero ycrel-
HOCTb J110001 hopMbl 00yueHusl. bosblioe 3HaueHue Npu-
00peTaloT McCIeq0BaHUSI METOAOB CO3IaHUS U OpraHu3a-
LIMA OHJIAiH-KYPCOB, KOTOpbIE ObUIM Obl MaKCHUMAaJIbHO
WHTEPECHBIMHU JIJIST YIaIIuxcsl. bavskaitmmmMuy 1einsiMu cta-
HOBSITCSI TIOMCK CPEICTB MOIePXKaHUsT y4eOHO aKTUBHO-
CTW Ha TIPOTSDKEHUW OHJIAH-Kypca U IMOBBIIIEHNE y4e0-
HOW MOTUBALIUU B LIEJIOM.

B Hacrosimiee Bpems i 0003HAYEHUST MHOXECTBA
0o0pa3oBaTeJbHbIX OHJAWH-TEXHOJOTUI (HampuMmep:
«TMOpUIHOE 0OyYEeHUEe», «OHIalH 00yYeHUe» U «MOOUJIb-
Hoe oOydeHue» [18]) B akagemMuueckoil cpene MPUHST
€IUHbII TEPMUH: «2JIEKTPOHHOE 00yueHue» («E-learning»),
MO0J KOTOPBIM MTOHUMAETCS 00y4YeHUe C TTOMOIIbIO MepCo-
HaJIbHBIX KOMITbIOTEPOB U ceTu MHTepHert [11].

B naHHOIT paboTe MPUBOAUTCS KPUTUYECKUI 0030p
COBPEMEHHBIX METOMIOB U TPUEMOB 3JIEKTPOHHOTO 0byye-
HUS U aHAJIU3 WX Pe3YJIbTAaTUBHOCTH.

CHHXPOHHOE M ACHHXPOHHOE 3JIEKTPOHHOE 00yueHune

VueOHblit npoliecc B LieJoM (KaK OHJIaiH, TaK U OYHbIE
3aHATHUS B KJIaCCE€) MOXHO pa3[e/IuTh Ha ABa TUMA: CUH-
XPOHHOE U aCUHXPOHHOE o0yuyeHue. Pa3neneHre oCHOBaHO
Ha TOM, KaK MPOUCXOAUT OOMeH WHGOpMalueid BHYTpU
YYEOHO! TPYIIBI U MEXITY TPYIINON yJaluxcs U YUUTETIEM.

Ilpy cuHXpOHHOM TUME OOy4YeHMsS TNpUeM U Mepeaadya
UHGbOPMAMU MPOUCXOAUT MPAKTUYECKU OJHOBPEMEHHO [2],

YTO XapaKTePHO KaK VIS TPATUIIMOHHBIX (POPM OUHOTO 00yUe-
Hus (dbopMmar ypoka, JEKIIMU, CEMUHApa U T. 11.), TaK U IS
OHJIaiH 00y4eHus (BeOMHAPbI U CTPUMUHIOBBIE TPAHCIISILIAN).

B acunxpoHHOM o0yyeHUU 0OMeEH MH(OpMaLIMeit TTpo-
HUCXOIUT C ONpeNesIeHHON 3a1epkKoii Bo BpeMeHu. K acuH-
XpPOHHOMY OOYYEHMIO OTHOCHUTCS TaKOWl TUI pabOThl ¢
Y4eOHBIM MaTepuanioM (yueOHble MOCoOust, UHHOPMALIMOH-
HbIE CalThl, 2JIEKTPOHHBIC MPE3eHTALIMMU, OHJIAaliH BUICO-
KYpPCHI U T. T1.), KOT/Ia Y Y4YaIllerocst HeT BO3MOXXHOCTH Ccpa3zy
TTOJTyYUTh OOPATHYIO CBSI3b OT YUUTEJISI OTHOCUTEILHO TOTO,
HACKOJIbKO XOPOIIO U BEPHO ObLIa YCBOeHA UH(pOpMAIIS.

TakuM 00pa3oM, paziuyue MeXAy CUHXPOHHBIM U
ACMHXPOHHBIM O0yYeHUEM 3aKJII0UaeTCsl B TOM, TTPOUCXO-
JIAT JIU B3aUMOJIEHICTBE yJYaCTHUKOB 00pa30BaTEIbHOTO
Tpoliecca B pealbHOM BpeMeHU WK C HEKOTOPOil BpeMeH-
HOW 3a/1ePXKKOM.

B oHnaiine 3¢(hheKTUBHBIM SIBJISIETCS COBMELIEHUE JaH-
HBIX JIByX BUIIOB OOYYEHMSI, TIPU 3TOM PEKOMEHIYETCs pac-
CMaTpuBaTh CUHXPOHHOE 00yYeHMe B KaueCTBE OCHOBHOTO,
a aCMHXPOHHOE B KaUeCTBE TOMOJHUTEIbHOTO (popMmarta [2].

MIBenckuit uccnenoBarenb CredaH XpaHCTUHCKU
OTMEYAEeT, YTO CUHXPOHHOE 3JIEKTPOHHOE O0yYEHUE B Mep-
BYIO oYepeqb BIUSET Ha JIMYHOCTHYIO BOBJIEYEHHOCTH B
YUeOHBIN TIpOIleCcC, yCWJIMBasi WHTEPEC, MOTUBALIMIO W
COCPEIOTOYEHHOCTh Ha cMbicie [16]. [1jist aCMHXpOHHOTO
o0yueHus, cornacHo C. XpaHCTUHCKM, XapaKTePHO BJIUSI-
HME Ha KOTHUTHMBHYIO BOBJIEYEHHOCTH, Ojaromapsi demy
MOBBIIIAIOTCA pedIeKCrUs U CIOCOOHOCTh K 00paboTKe
nHpopmauuu (puc. 1).

Y CHUHXpPOHHOTO M aCWMHXPOHHOIO TUIIOB OOyYEHWUSI
MOXHO BBIIETUTH OCHOBHBIE OTJIMYUTEbHBIE OCOOEHHO-
ctu (tabu. 1) [25].

O0a Tura o0y4yeHus1 UCIOJIb3YIOTCS B OHJIAliH-Cpene B
3JIEKTPOHHOM 00y4YeHuU. B cTaThsx, MOCBSILIEHHBIX aHAIU-
3y CMHXPOHHOTO M aCWMHXPOHHOTO TWUIIOB OOy4YeHUSs, Ha
caiitax «casy-lms.com» [25] u «thebestschools.org/» [24]
OTMEYAIOTCSI UX CJIEAYIOIINE TTPEUMYIIECTBA U HEIOCTATKH.

[IpeumyniecTBa CHHXpOHHOTO OOYUEHMUSI:

— B3aUMMOJEHCTBUE MEXAY Y4YaCTHUKaMU oOpa3oBa-
TEJIbHOTO MpPOoILIecca;

— BO3MOKHOCTb OOMeHa 3HAHUSIMU U OTIBITOM MEXITY
y4YaluMucs B peaTbHOM BpeMeHU;

— ToJIlyYeHre MOMEHTaJIbHOM OOpaTHO CBSI3U;

— (bUKCUpPOBaHHbBI rpacduK OOYyYeHUS;

Puc. 1. BmustHue CMHXpOHHOTO Y aCHHXPOHHOTO OHJIAfH-00yYeHMsI Ha TMYHOCTHBIE U KOTHUTUBHBIE KOMIIOHEHTHI
B y4eOHOM TIpoliecce
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Taonuma 1

Oc00eHHOCTH CHHXPOHHOTO W ACMHXPOHHOTO TUIIOB 00y4eHHUsI

CuHXPOHHOE 00yYeHue

ACMHXPOHHOE 00yueHue

TpanuiMoOHHBIN Kjacc

3anucaHHOe 3aHsTHE

OOMeH MFHOBEHHBIMU COOOILIEHUSIMU

DJIeKTpOHHAas IoyTa

MoMeHTanbHast 06paTHa5{ CBA3b OT YUUTEIA U OTHOKIACCHUKOB

OTrnpaBKa BOIIpoca U OXUIaHUE OTBETa

TenedoHHBI 3BOHOK

3anucaHHbIe TOJIOCOBBIE COOOLIEHUS

JInuHoe obyueHue

YueOHbIe Kypchl OHJIaltH (0€3 XUBOTo BUIEO)

KuBoit BeOuHap

3arncaHHbIil BeOMHap

Ipyrnnosoii TeMn

WMHauBKuIya bHbINA TEMIT

OmHO ¥ TO Xe BpeMst

PazHoe Bpems

— TOJIHOTA UHCTPYKILIMIA (BO3MOXHOCTU ISl TUYHOTO
00CYXNeHUsI 1 UHIUBUIYaIbHOTO PYKOBOJCTBA CO CTOPO-
HBI YYUTEIS).

HenmocraTku CMHXPOHHOTO OOYYEHMSI:

— XecTKU rpauk ooyyeHus;

— TEXHUYECKME TPYAHOCTH, KacarolMecs BbIXOJa B
WMHTepHEeT U BOBMOXHOCTE! CBSI3U.

[TpeumyiecTBa aCHHXPOHHOTO OOYUEHUSI:

— T'MOKOCTB: yyalluecsl MOTYT 3aHMMAaThCs B yIOOHOE
JUUISI HUX BpeMsI IO CBOEMY COOCTBEHHOMY pacluCaHuIo;

— BO3MOXHOCTb YUUTHCSI B UHAUBUAYATbHOM TEMIIE, a
He B 00l11IeM TeMIle Y4eOHOTo Kilacca;

— BO3MOXHOCTb MOBTOPEHHUsI BMIEOYpOKa B Jitoboe
BpeMs1, HEOOXOIMMOE KOJTUYECTBO pas.

HenocraTku acCMHHXpOHHOTO OOyYeHMUSI:

— UW30JISILMSI, 3HAYMTEIbHO MEHbIIE BO3MOXHOCTEH
IJIS1 B3aUMOJEUCTBUSI, OOCYKIEHUSI U OOIIEHMSI C OIHO-
KJIaCCHUKAMM;

— PUCK anaThu; HEKOTOPhIEC YYallMXCsl TOCTUTAIOT JTy4-
LIUX pe3yIbTaTOB 00yUYeHUsI, KOTaa eCTh YeTKO C(HOpMYJIH-
pOBaHHbBIE OXUAAHUS, ObICTpast 0OpaTHasl CBSI3b U, B HEKO-
TOPOIi CTeneHM, BHUMAaTEIbHOE HaOJIOAEHUE CO CTOPOHBI
YUUTENS 32 UX YYEOHBIM MPOLIECCOM; B ACUHXPOHHOM 00Y-
YEHUU BaXKHO OBbITh YUEHUKOM, YBJICUEHHBIM H3ydyaeMbIM
MPeaMETOM, YacTo 0e3 MOAAEePKKU U OLIEHKU MHCTPYKTOpA.

OpraHusys 3JeKTpOHHOe OOydyeHMe B LIKOJaX M KOJ-
JieKax, aBTOPbl KypCcoB, KaK MPaBUJI0, CTPEMSITCS CO31aTh
OayslaHC MeXIy CUHXPOHHBIMU M aCMHXPOHHBIMU METOa-
mu. Hampumep: couerasi KOH(pEpPEeHIICBI3b B peabHOM
BPEMEHU U CaMOCTOSITEJIbHOE BBIMOJHEHUE 3alaHuid, WU
paszesisisi HeoOXoauMy1o MHMOPMALMIO MEXIy 3arucaH-
HBIMU Ha IJICHKY JEKUUSIMU U KMBBIMU UHTEPAKTUBHBIMU
00CYKIEHUSIMU.

BaxxHo oTMeTUTD, YTO Y KaXKI0i MOJEIN OHJIaiiH-00pa-
30BaHUSI €CTh CBOM OTJIMYUTEIbHbIE OCOOEHHOCTU, U
camble Jy4ylllMe OHJIAH-KOJUIEIXKU HaXOIsST CIIOCOObI
YPaBHOBECUTDH 3TU MOJIEJIU, YTOOBI CO31aTh OCOOBIN 1 000-
ranaroli onbIT OHJIaliH-00ydYeHus [24].

DaKTopbl, BIMSIONINE HA Pe3YIbTATUBHOCTD OYHOTO
1 2JIEKTPOHHOTO 00yYeHHs B CPEIHUX IKOJIaX

ITocTosiHHOE TIOSIBJIEHNE B COBpeMeHHOi/JI neaarornyc-
CKOU IIPAKTUKE MHOXKECTBA PAa3JIMYHbIX MHHOBAlIMOHHBLIX
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00pa3oBaTeIbHBIX TEXHOJIOIMI MPUBOIUT K HEOOXOIMMO-
CTU UX CUCTEMAaTHU3alliKM 1 UCCICIOBAHUS C TOYKHU 3PEHMS
BJIMSIHUSI OTACIbHBIX (DAKTOPOB Ha acCMHeKThl YYEOHOIo
npouecca (yueOHyto MOTUBaLIUIO, JOPMUPOBAHUE KOMIIE-
TEHILIMI, aKaIeMUUECKUE TOCTYKCHUS U T. 11.).

MHorue M3 3THX TEXHOJIOTMIl OTHOCSTCSI K 00JacTh
3JIEKTPOHHOIO 00Y4YEeHUsI, U B HACTOSIIIEE BPEMsI B CBSI3U C
M3BECTHBIMU TIJI00AJbHBIMUA OOCTOSITEILCTBAMU CTPEMU-
TEJIbHO PACTET KOJIMYECTBO 00pa30BaTEIbHbIX TEXHOJIOTUIA
IJIS1 AMCTAaHLIMOHHBIX (hOpM OOyUYeHUSI.

HoBosenanackum mpogeccopom JIxkoHoM XeTTH B
2009 . 6bu1 MpeacTaBieH 0030p Oosiee YeM BOChbMUCTa MeTa-
aHaIM30B BJIMSIHUS Pa3IMYHbIX (haKTOPOB 00pa30oBaTeIbHO-
O Ipoliecca Ha akaJeMUYeCKUe Pe3y/IbTaThl ydalmxcsl.

DTUM aBTOPOM He TOJbKO OBLIO IMOKA3aHO TO, YTO HEKO-
TOphIe (paKTOPbI BIAUSIIOT Ha Ka4eCTBO 00pa30BaHUs 3aMeT-
HO OoJiblile, YeM APYTrre, HO TakKe ObLIO MPOBEAEHO KOJIU-
YeCTBEHHOE M3MEPEHUE BIMSHUS KaXI0ro (akTopa B pam-
Kax eauHoN MeTpuyeckoi mmkanbl [5; 15]. Ix. Xertu
OTMEYaeT, YTO HauOOJIblIee MOJOXKUTEIbHOE BIUSIHME Ha
00y4YeHMe OKa3blBaeT CUTYallMsl, KOraa YYeHUKHU CTAHOBSIT-
¢l yuuTensiMu i camux cebst [15]. B aToM ciyyae oHu
MPOSIBJISIIOT XapaKTepHbIe Y€PThl CAMOPETYJISILIMU, KOTOPbIE
paccMaTpuBalOTCsI Kak HauOoJiee XKeJaTelbHble ISl 00yJa-
IOLLMXCST: CAMOKOHTPOJIb, CAMOOLIEHKA M CaMOOOYUEHHUE.

JIxk. XeTTh B KayecTBE OCHOBHOM WIEU BBIIBUTaeT
MOJIOKEHUE: TO, YTO XOpOIIO paboTaeT Ul YYEHUKOB,
TakxkKe Xopolio padoTaet u ajis yuuteneit. Cpenu 138 Boine-
JIEHHBIX aBTOPOM (haKTOPOB, BAUSIOIINX Ha KAY€CTBO 00Y-
yeHusi, HauOOJbIIMI Bec okKaszajicsd Yy (HaKTOpoB
«CamocrosiTesibHas olieHKa» («Self-report grades», pazmep
BIUSIHUS 1,44), «YpoBeHb pasButus mno Iluaxe»
(«Piagetian programs», pasMep BIUSHUSI 1,28) u
«ObecnieueHre opMUpyIOLLEit OLIEHKU 00pa3oBaTeIbHOI
nporpammbl» («Providing formative evaluation», myHKT s
yuureseit, pazmep BiausHus = 0,90).

IMokazaTenb «pa3mep BIMSHUSI» OMNPEACSICT BIMSHUE
¢akTopa Ha pe3yabraT 00ydyeHUs TaKUM 00pa3oM: eclii OH
paBeH +1, TO 3TO 03HAYaeT, YTO OH YBEJIMYMBAET Ha OIHO
CTaHIAPTHOE OTKJIOHEHWE YMCIIEHHbII MOKa3aTe/Ib Pe3yJib-
TaTa, yJIydliasi, TaAKMUM 00pa3oM, LIKOJbHYIO YCIIEBaeMOCTh
[15]. MoTuBauus B JaHHOM CITMCKe OKa3ajiach Ha 5S1-mmecTe
(pa3mep BausiHus = (0,48). DTO CBSI3aHO C TEM, YTO B aHaIU-
3e JIxx. XeTTu paccMaTpuBaloTCs Bce (haKTOPhI, BIMSIIOLINE
Ha YCMEIIHOCTh O0YYEeHUsI, B TOM UMCJIe U HE 3aBUCSIINE OT
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caMUX yYalllMXcsl, a CBSI3aHHbIE C XapaKTepUCTUKAMU YUU-
TeJiel, caMoro o0y4YeHMsl, OCOOEHHOCTEM IIKOJbHBIX Ipa-
BWJI, YYEOHBIX MpPOrpaMM U JTOMAIITHWUMHU YCIOBUSIMH.
k. XeTTW TTOmYepKHUBaeT OOJIBIION BKJIAI MOTWUBAaIlUU B
TOM cJlyyae, Korja oHa MakcumaibHa. OH OTMeyaeT, 4To
CBOEro MakcMMyma y4yeOHasi MOTUBALIMSI TOCTUTAeT TOT/A,
KOrja yyaiuecss KOMIIETeHTHBI, B JOCTAaTOYHOM CTerneHu
ABTOHOMHBI, CTaBST Tepen coOoi JOCTOMHbIE LU, TTOTy-
YaloT 00PaTHYIO CBSI3b U IMIOATBEPKICHUS OT APYTHUX.

Oco0eHHoCTH y4eOHO MOTHBALIAN
B CUTYaIluM 00yYeHUs1 OHJIAH

KitoueBbIM (hakTOPOM, OTPENEISIIONIUM YCITeITHOCTh
OHJIaliH 0Oy4yeHUs1, 0e3yCJOBHO, SBJSIETCS OTHOILIEHUE
MOJIb30BaTENS K Y4eOHOMY KYpCY.

HccnenoBaHusi MOTMBALUM YYaIIUXCS K ITPOXOKJIE-
HUIO OHJIATH-KYPCOB HaIpaBJeHbl Ha BBIABICHUE TeX
0COOEHHOCTE! U TpUeMOB, bJlarogapst KOTOPbIM Kypc CTa-
HOBUTCSI MHTEPECHBIM, U yJalIUHCs XOUYEeT ero MpouTH 1
3aBEPILINUTD.

ITo nanHbIM M3paHust «Rusbase», pe3yabTaThbl UCCIen0-
BaHus 2015 r mokaszanu, uro B cpenHeM MOOK-kypchl
(MaccoBbIe OTKPBITHIE OHJIAH-KYPChI) 3aKaHUYMBAIOT MPH-
OM3UTENBHO 15% yualuxcs, cpean KOTOPhIX 00JIbLIE TEX,
KTO 3a Kypchl 3amatuia [4]. Takum obpazoMm, B JaHHOM
ciaydae (akT OIUIaThl Kypca BBICTYMAaeT B KAUeCTBE AOMOJI-
HUTEJbHOW MOTUBAIIMY K €r0 OKOHYaHUIO.

Crieriuanuct no 3JeKTpoHHOMY oOyueHuto u3 Hosoit
3emanauu Marru XapTHETT OTMEUaeT, YTO B MCCIIeIOBAHM -
SIX OHJIATH-O0YYEHMST CYIIECTBYIOT IB€ OCHOBHBIE MOJIEIN
npeacTaBaeHuit o MotuBauuu [14]. B ogHOI U3 HUX MOTH-
Balusl pacCMaTpUBAETCsl KaK OTHOCUTEJIBHO CTaOWIbHAsK
JIMYHOCTHAs XapakTeprctuka. [IpoBeeHHbIE C ITOM TOUKM
3pEHUS] UCCIEeNOBaHUS TPEACTaBISIOT IOJb30BaTeNei
9JIEKTPOHHBIX KYPCOB, B 1I€JIOM, KaK BHYTPEHHE MOTHUBH-
POBaHHBIX YJallIUXcsl. AJIBTEPHATUBHBIN TIOIX0/ (hOKYCH-
pyeTcs Ha TAaKOM Iu3aiiHe BUPTYaJIbHBIX 00pa3oBaTeIbHbBIX
cpell, KOTOpPbIii OBl TTONAEPKUBA ONTUMAJIBbHBIN YPOBEHD
yueOHOl MoTuBanu. [1pu 3TOM, B JTaHHBIX MTOAXOAAX HE
paccMarpuBaeTCsl Ta MOTHBAIMsI, KOTOpash 00O3HayaeT
B3aMMOOTHOIIEHUS OO0y4Yalolllerocss U y4yeOHON Cpelbl.
B uccnenosanuu M. XapTHeTT yueOHass MOTUBALIUS MPe/-
CTaBJISIETCSl KOMILJIEKCHOM, MHOTOTpaHHOM, OYeHb YyB-
CTBUTEJIBHOUN K YCJIOBUSIM KOHKPETHOU cuTyauuu. bbuio
00HapyXeHo, YTo oba ee TUIa — BHEIIHSIS U BHYTPEH-
Hssl — y OOydYalolMXCsl OHJIAiH CYILECTBYIOT OJHOBpE-
MeHHO. Pe3ysnbTaThl ToKaszauu, 4To Ha y4eOHYI0 MOTHUBA-
VIO B OMMHAKOBOI CTETIEHU BJMSUIM KaK XapaKTepUCTH-
KW, OTHOCSIIIIMECS K BHEIIHeW MOTMBAlMM (OlIyIiaemast
CYOBbEKTUBHASI BAXKHOCTD, aKTYaJIbHOCTh M OIIEHKA MOJIe3-
HOCTH JIESITeJIbHOCTH), TaK U XapaKTEPUCTUKU, CBSI3aHHbIC
C BHYTpEHHel MoTuBalueil (MHTepec W OILIYIIEHUS YHo-
BOJILCTBMSI OT BBITIOJIHSIEMOI 3agaun) [14].

AMepukaHckuil uccnenonatenb k. Kemiep chopmy-
JIMPOBAJI ISITh MPUHIIATIOB, KOTOPHIE TIOBBIIIAIOT YYeOHYIO
MOTHUBALIMIO B YCIOBUSIX 2JIEKTPOHHOTO 00yyeHus [18].
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1. MoTtuBauusi K 00y4eHHUIO MOBBIIIAETCs, KOraa y yJya-
IIMXCS BO3HUKAET YYBCTBO JIIOOOTBITCTBA M3-32 OCO3HABA-
€MOro UM TTpo0eJia B CBOMX TEKYIIMX 3HAHUSIX.

2. TloBbllieHWEe y4yeOHOW MOTUBALIUU TMPOUCXOIUT
TOT/a, KOT/a 3HAHUSI, KOTOPhIE JOKHBI ObITh BBIyYEHBI,
BOCIIPMHUMAIOTCSI KaK MMEIOIINe 3HAYMTETbHYIO CBSI3b C
LIeJIIMUA 00YyYaroerocs.

3. Bepa obyyaomuxcs B TO, YTO OHU MOTYT TIPEYyCIeTh
B OCBOCHUHU y4eOHOI 3a1aqmn.

4. TIpenBocxullleHUE U MEpeXUBaHUE O0yUYaIOIIMMUCS
YIOBJIETBOPSIIOIINX UX PE3YJITATOB BHITIOJIHEHUST YIeOHBIX
3a7laHU.

5. Mcnonp3oBaHWe ydalllMMUCS CTPAaTEruii caMoOpery-
JISIUH (T. €. BOJIEBBIX CTPATETHIA) TSI 3aIIIUTHl CBOUX HaMe-
peHUM.

JaHHble TPUHLMIIBI OTBeYaloT pa3zpaboTaHHOU
JIx. KennepoM mMoaenu, cOCTOSIIEN M3 YEThIpeX KOMITO-
HEHTOB: BHUMaHUsI, aKTYaJIbHOCTU, YBEPEHHOCTH U YIOB-
JeTBopeHusi. Monenb o00o03HavaeTcss abOpeBUATYpOMd
«ARCS» (attention, relevance, confidence, and satisfaction),
U JaHHbIE KOMIIOHEHTHI OTHOCSITCSI COOTBETCTBEHHO K
TEePBBIM YeThIpeM C(OPMYTMPOBAHHBIM BBIIIE TPUHIIN-
am noBbIIeHUsT MOTUBaLMH [18]. Moaeab ocHOBbIBaeTCS
Ha CMHTE3¢ MOTUBAIIMOHHBIX KOHIETIINI 1 TPOOJIEMHOTO
noaxona B odyyeHuu. OHa ObUla MpOBEpeHa B Pa3HBIX
CTpaHaX KakK CPEICTBO YJIy4YllIEeHWs] MOTUBAIIMU B 3JIEK-
TpoHHOM oOy4yeHuu [19]. BHUMaHue oOydarommxcs npu-
BJIEKAETCsI C TOMOIIIBIO CO3MaHUSI MHTEPECHOU TpaduKH,
aHUMAalUM WK JTII000TO PYroro TEXHUYECKOTo mpuema,
KOTOPBI CO3MaeT CUTYalluI0 HECOOTBETCTBUSI TEKYIIETO
3HAHMSI Y OOyYalolIerocss W TPeabsBIsieMOil MH(pOopMa-
LIMU, YTO, COTJIAaCHO TEOPUM SIUCTEeMUYECKON J110003Ha-
terbHOCTH JI.E. BepmaitHa, u sIBisgeTcsl TeM ITyCKOBBIM
MEeXaHU3MOM, KOTOPBIH TPOOYXIaeT IT03HaBaTEeIbHYIO
aKTUBHOCTD yesioBeka [10]. st momaepkaHust JIIOOOIbIT-
CTBa HEOOXOAMMO MCTOJIB30BaTh Pa3HOOOpa3HBIN yueo-
HBII MaTepua, TPUMEHSIST pa3TuIHbIe TEXHUKUA U CTpaTe-
MU, TaK KaK K PyTUHHBIM CTUMYJIaM JIIOAU ObICTPO TpH-
crnocabauBaroTCs.

Henu yvaierocs v UX CBsSI3b C MaTepUaIOM ydeOHOTO
Kypca BJIMSIOT Ha MOTHMBAILIMIO TaKuM oOpa3om: Oosee
BBICOKMI ypPOBEHb MOTHUBAIIMU K OOYYEHUIO MOCTUTAETCS
TOorAa, KOrha AEWCTBUSI OOyYalolIerocss IMpOIMKTOBAHBI
BHYTPEHHUM CTPEMJICHUEM K OBJIAJIECHUIO YIeOHBIM MaTe-
pyajoM, TaK KaK 3TO COOTBETCTBYET €ro JJUYHBIM MHTEpE-
caM M TIPOXOXIEHUE Kypca SIBISIETCS €ro CBOOOTHBIM
BBIOOpPOM.

Bepa B coOCTBEeHHBIE CUJIBI 1 YCTICITHOCTh OOYYEeHUS
TakKe BXOAUT B TSITEPKY OCHOBHBIX IPUHIMIIOB I10
JIx. Kemnepy [18], kak HeoOXoaAUMBbIii (haKTOp MoAaepKa-
HUg yyeOHoU MoTtuBauuu. OXuaaHue ycrexa y obydaro-
LIUXCSI JTOCTUTAETCSI TOTAA, KOTa OHM CBSI3bIBAIOT CBOU
JIOCTVDKEHUST CO CBOMMM COOCTBEHHBIMU CTIOCOOHOCTSIMU
U YCWINSIMU, @ HE ¢ BHEITHUMU (haKTOpaMu, TAKUMU Kak
yaadya WiKu CJIOXHOCTb 3anaud. bosnbimas a3 GheKTUBHOCTD
B 00yYEHMM JOCTUTAETCS TOTJa, KOTrna ydJaliuecs OprueH-
TUPOBAHBI HA 3aJa4y WUJIM caM Ipolecc o0yyeHus. B atom
cllyyae OHU MeHee OOECIOKOEHbI pe3yjbTaTaMU U JIydllle
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CITPABJISIIOTCS C TTOCTABJICHHBIMU 3aadaMy, YeM B CUTYya-
UK, KOoTJa BHUMaHHUE (POKycHUpyeTcs, HaIllpuMep, Ha
OTHOIICHUH JIOACH K MX BO3MOXKXHOMY YCITEXY.

TakuM 00pa3oM, UCXOAST U3 BTOPOTO U TPETHETO ITyH -
KTa, MOXHO cIeJlaTh BBIBOI, 4YTO IS 3(P(PEeKTUBHOTO
00yueHMUsl, B MEPBYIO 0Yepelb, HEOOXOAUMO OOPATUTHCS K
TaKUM MeToJlaM OpraHu3aluu y4eOHOoro rnpoiecca, KoTo-
pble TPUBOAMIMN OBl K (DOPMHPOBAHUIO M Pa3BUTUIO
MMEHHO BHYTPEHHEN Y4YeOHOW MOTHMBAIlMM, TaK Kak
MMEHHO OHa OKa3bIBaeT pelllalollee BAUsSIHUE KaK Ha caM
npouecc o0ydyeHus, TaKk U Ha ero 3GhGhEeKTUBHOCTh U
pe3yJbTar.

YeTBepTHIil IPUHLINIT YIOBJIETBOPEHUS COOCTBEHHBIMU
pe3yiasTaTaMu HeoOXomuM it (DOPpMUPOBAHUST TTO3UTUB-
HOTO OITBITA ¥ Pa3BUTHUS IIOCTOSTHHON MOTHBAIIMU K 00yUe-
HUIO. 31eCh BaXXHO, YTOOBI BHEIITHHUE TTOOIIPEHUS, HATIPH -
Mep, TaKre KaK pas3IudHble 3HAUYKH, IPUCYXIZacMEIC 3a
yCIIellIHOe BBIMIOJHEHUE 3alaHKsT OHJIaliH-Kypca, He OKa-
3bIBAJIV TaryOHOTO BO3IECCTBHS HAa BHYTPEHHIOIO MOTHBA-
0. To ecTh BaxkHO, YTOOBI LIeJIbl0 00YyYeHUsI OCTaBaIOCh
MOJyYeHNE CYOBEKTHMBHO 3HAUYMMBIX 3HAHWI, a He Habop
KpacHUBBIX HArpaj.

[TATHIN IPUHIIUIT OTHOCUTCS K CTPaTeTUSIM CaMOpEry-
JISIMY — BOJIEBBIM YCWJIMSM TI0 TTOMICPXKAHUIO YICOHOM
MotuBaumu. O0Jamast BHyTPpEHHE MOTUBALEH, YICHUKY
HEOOXOIMMO TIPONOJIKATh YCWJIMSI, HaIlpaBJIeHHbIE Ha
JIOCTVDKEHUE 11eJT 00yYeHUS.

CosznaHue yca0BUA TS ONITUMATbHOTO Pa3BUTHUS yueo-
HOIf MOTMBALlMM B 3JeKTpOHHOM oOyuyeHuu JIx. Kemnep
0003HavaeT KaK «IpoIecC MOTUBAIIMOHHOTO TTPOEKTUPO-
BaHus» [19].

Jecarp 11aroB JaHHOTO TIpoliecca ¢ MCIOJIb30BaHUEM
monenu «ARCS» onucanbl JIx. KeniepoMm u npencrabie-
HBI B BUIE CXEMBI Ha pucC. 2.

JIx. Kemrep orMmevaer, 4To 3ajaya COCTOMT B OKazaHUU
BJIMSIHUSI HA MOTHMBALIMIO yYaIllerocs, a He Ha ee KOHTPOJIb.
B xoHeuyHOM cyeTe, MHCTPYKTOPHI 1 3JIEKTPOHHBIE YKa3aHUsI
HE MOTYT KOHTPOJIMPOBATh yIeOHYI0O MOTHUBAIIMIO, HO, C JIPY-
TOIf CTOPOHBI, OHM M He MOTYT M30eXKaTh BIMSHIS Ha MOTHBa-
LIMIO YYaITUXCsT JIMOO TIOJIOXKUTETBHOTO, JIMOO OTPULIATETBHO-
ro. JIxx. Kemuiep nmokasaj, 4to cucTeMaTU4eCKUii MOTUBALIV-
OHHBI au3aitH 3((PEeKTUBEeH, KOraa UCITOIb3YeTCsT TIPAaBUTh-
HO U B ITpeJiesiax TeX BO3NEeWCTBUIA Ha 00YJaIOIIMXCST, KOTOPbIE
MOAAIOTCS M3MeHeHUI0 (Moaudukamuu) [19].

Puc. 2. Cxema npouecca MOTMBALIMOHHOTO TTPOEKTUPOBaHUsI, OCHOBaHHOTro Ha Mozenu «ARCS» (aBrop: JIxx. Kemnep [19])
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Bimsinue urpoBbIx 31eMeHTOB Ha (opMupoBanue
MOTHUBALMH, OCHOBHbIE KOMIIOHEHTBI TEXHOJIOTUI
reiiMupukann

Ilepen pa3zpaboTurMKaMu KypcoB 2JIEKTPOHHOTO 00yYe-
HUS, KOTOPbIE CMOTJIM ObI BO MHOTOM CTaTh MOJHOLIEHHOM
3aMEHOM OYHBIX 3aHSATUN B KJlacce, CTOUT 3ajaya ClejaThb
TaKKe 3aHATUS KaK MOXHO 00jiee MUHTEPECHBIMU U MOTHU-
BUPYIOIIMMU JUTST IIKOJIBHUKOB.

OpHoil U3 HauboJjiee PacpPOCTPAHEHHBIX TEXHOJIOTUIA
CO3[aHus YCJIOBUI TSI BOSHUKHOBEHUSI MHTepeca K y4eOHO-
My MPOLIECCY Pa3BUTUS U MOAAEpKaHUS YIeOHONH MOTUBA-
LMK SIBJSIETCS «TeMudUKaIus», PeaCcTaBsoNnias cooom
MHOXECTBO METOJI0B UCMOIb30BaHUS UTPOBBIX 2JIEMEHTOB B
o0pa3oBaTeibHOM TMpoliecce. leiimMudukanuio B 1LEI0M
MOXHO OMNPEICSIUTh KaK TEXHOJOTHIO «aJanTallid UTPOBBIX
METOJIOB K HEUTPOBBIM ITpolieccaM U COObITUSIM» [1].

AMepuKaHCcKas UCCIeq0BaTeIbCKasl U KOHCATTUHTOBasI
koMnaHus «faptHep» («Gartner»), crieliMaaIu3upyroascs
Ha pbIHKaX WH(GOPMALIMOHHBIX TEXHOJOrWiA, AaeT 6osee
pa3BepHyTOe omnpenejeHue rerimubukanuu. CoriacHo
rioccapuio Ha opUIMaIbHOM caiiTe KOMIIaHUU, TeiiMu-
(ukalmsa — 3TO UCMOJb30BAaHUE WIPOBON MEXaHUKU U
IMU3afiHa T10JIb30BATEIbCKOTO OIbITa I LUDPOBOTO
BOBJICUEHUS U MOTUBALUM JIOAEH K JOCTUXKEHUIO CBOMX
uenei [13].

JloKTOp meaarornyeckux HaykK v nmpodeccuoHan B
obsactu rerimucdukanun Kapa M. Kann onpenenser
reiMubuKanuno Kak <«... HUCMHOJb30BaHWE WUIPOBOU
MEXaHUKU, CTETUKU U UTPOBOTO MBILIJIEHUS IS ITPU -
BJICUEHUS JIIOJIEU, MOTUBALIMU AECUCTBUM, TTPOJABUXKE -
HUs1 00ydyeHUsI U peleHus npoodiaem» [17]. Otauuue
reiMuduKkanuu oT BUIEOUTP B TOM, UYTO B reiiMudu -
KallUd UCIMOJb3YIOTCS METOIbl M3 IMOBEIEHUYECKUX
HayK, YTOOBI «ITOATOIKHYTh» JIIOAEH K JOCTUXKEHUIO NX
Lejaei.

Crietmanuct B oonactu reitmucdukanuu 0. Kaii Yoy
MPEeUIOKUT aHAIM3 CXeMbl BOCbMU OCHOBHBIX (haKTOPOB
YeJI0BEYECKOI MOTUBALIUM, KOTOPBIE CTAIM OCHOBOH «Iep-
COHAJM3UPOBAHHON refiMudukann». JJaHHOMY Tpoliec-
cy ananusa 0. Kait Yoy nan HazBaHue «OKTanus» (aHII.
Octalysis = octagon (BocbMUTpaHHUK) + analysis (aHaIu3,
u3ydyeHue, pazoop) [9]).

Ha puc. 3 mpencrtaBieHa ero cxema, cojaepxauias
MIOMUMO BOCbMM OCHOBHBIX 2JIEMEHTOB 00JIaCTH C Ha3Ba-
Husmu «JleBoe mosyiapue» u «IlpaBoe monymapue» u
obmactu «benas BepiiuMHa reiimMudukanun» u «YepHasg
BepimmHa reiiMudukanm» («White Hat Gamification» u
«Balck Hat Gamification» [27]).

OCHOBHBIE 2JIEMEHTHI MOXHO BKPATII€ OMUCATh CAEIy-
o1KUM 00pa3oM (MOpSIIOK ONMUCAHUSI COOTBETCTBYET MpPU-
BEeIEHHOMY B UCTOUHUKE [27]).

Puc. 3. Cxema nipouecca «Okranusa» (aBrop: 0. Yoy [27])
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I. «Dnuyeckuii CMBICT U MUCCHUSI»: SIBJSETCS OCHOB-
HBIM MOTMBAllMOHHBIM JBUTATEIeM. Y UTPOKA CKJIabIBa-
€TCsl BIeYaTJIeHUE, YTO OH JeJIaeT HEUYTO 3HAuYMTeJbHOE
W YTO OH OBbUI «BBIOpAaH» JUIS OTpPENeIEHHON MHUCCUMU.
OliyllieHUe «UCKIIOYUTETbHOCTA» WINM 0COOOTO BE3EHUS
MOXET MOJIepKUBaThCs 3a cueT addekra «Ynaym HOBUY-
Ka», MPU KOTOPOM YYaCTHUKHU UTPOBOTO IpoIlecca CuuTa-
0T, YTO MMEHHO WM IIOBE3JIO TOJYYUTh OIpee/ieHHbIC
TUTIBI TIOJAPKOB, HATIPUMep, YAUBUTEIbHBI M€Y B CAMOM
Hauasie urpsl. [Ipr3HaKOM TOTO, UTO Y UTPOKA TTPUCYTCTBY-
€T TaHHBI MOTUBAIIMOHHBIN (haKTOp, SIBJISIETCST €70 aKTUB-
HOE yJacTHe B XU3HU COOOIIIeCTBA M0JIb30BaTeNei, HApH-
Mep, CO3/IaHue Bellleil IS UTPOBOTO MUpPA MW aKTHUBHAs
MoAIEp3KKa UTPOBOTO hopyma.

O4eBUIHO, TTOMOOHYIO0 aKTUBHOCTD TTPOSIBIISIIOT ¥ HEKO-
TOpBIE TIOJTh30BaTEIM YYEOHBIX OHIANMH-KypcoB. Takas
BOBJICYEHHOCTb B TMUCTAaHIIMOHHBIN 00pa30BaTeIbHBIN TTPO-
1ecc, 0COOEHHO TIPY OTCYTCTBMM BHEIITHETO BO3HATPaKJie-
HUSI 3a JaHHBIE NEWCTBUSI, MOXET PacCMaTpUBAThCS Kak
1oKasaresib CUWIbHON BHYTPEHHE! yueOHO MOTUBALIUM.

2. «Pa3BuTHE U TOCTMKEHUE» PACCMATPUBAIOTCS KaK BHY-
TPEHHSIST ABVIKYIIAsl CUJIa MIPOrpecca, pa3BUTHS HABBIKOB U, B
KOHEYHOM WUTOTe, TMpeoposieHust TpynHocteil. [loHsiTre
«BBI30B» 3/IECh UTPAET KpaliHe BaXKHYIO POJIb, TAaK KaK BHEIITHEE
noolpeHue (oleHKa B J1o0oi ee dhopme, Harpumep, Kak B
WUrpax, 3Ha4yoK Win Tpodeii) 6e3 3aTpaueHHBIX Ha ee MoJIyJe-
HUE YCWIMII HE MMeeT HUKAKOTO 3HaYeHUs. DTO TaKKe ICH
TpaIbHbIA MOTUBALIMOHHBIN TOOYIUTEND («IpaiiB»), KOTOPBIA
TIPOIIIE BCETO CIPOEKTUPOBaTh. IMEHHO Ha HEM COCPeIoTOve-
Ha 0OJIbIIIAsT YacTh BHEIIIHETO ITOJIOKUTEBHOTO MTOIKPEeTuIe-
Husl, Ajs1 ob6o3HaueHus kortoporo FO. Kait Yoy ucrnonbzyer
abopeBuarypy «PBL» (points, badges, leaderboards) [27]: ouxu,
3HAYKU, YapThl (MU «IOCKU JIUAEPOB» ).

3. «PacuimpeHue BO3MOXHOCTE TBOpUYeCTBa U 00paT-
Hasl CBSI3b» BO3HMKAIOT, KOTJIa IMOJTh30BaTEIM BOBJIEUEHbBI B
TBOPYECKUIA TIpOlIecC, B KOTOPOM MM TIPUXOIUTCS MHOTO-
KpaTHO pa30upaTbcsl B UTPOBOM CUTyallUM W MPOOOBaTh
pasHble KOMOMHALUU. 31eCh TTOJIb30BATEISIM HEOOXOIUMO
HE TOJIbKO HaJIMuKe CITOCOO0B BBIPA3UTh CBOM TBOPUYECKIE
CITOCOOHOCTH, HO ¥ UMETb BO3MOXHOCTb YBUJIETh PE3YJib-
TaThl TBOPYECKOTO TIPOIiecca U TOJyYUTh OOPATHYIO CBSI3b.

4. «CoOGCTBEHHOCTD U 00JIaflaHKe» YCUINBAIOT MOTHBA-
W10, TaK KaK MOOYXIaloT IMOJIb30BaTesield YyBCTBOBATD,
YTO MM 4YTO-TO TpUHAWIEXUT. OlryiieHne oT o0JagaHus
YeM-JIM00 B UTPe MOTUBUPYET CAeNaTh OOBEKT COOCTBEH-
HOCTH JIy4llie ¥ TIOJTYYUTh ellle OOJIblIIle.

5. «Co1anbHOe BIUSIHUE U POACTBO» BKIIIOUAET B Ce0sI
BCE COILIMAJIbHBIE JIEMEHTBI, KOTOPbIE MOTUBUPYIOT JIIOMCH,
B TOM 4YHCJIe: HACTAaBHMYECTBO, MPUHSITHE, COLIMAIbHBIC
peaxiuu, o0IleHue, a TakXKe KOHKYPEHIIUIO U 3aBUCTb.

6. «<HexBaTka u HeTepreHue» MOOYXIAIOT HAC XOTETh
Yero-To, MOTOMY UYTO Mbl HE MOXEM MMeTb 3To. MHorue
urpsl UMeT «JluHamMuKy BcTped». Hampumep, urpoBoe
coobuieHue: «BepHutech yepe3 ABa yaca, YTOObI MOJTYYUTh
Harpamy», IPUBOIUT K TOMY, YTO HEBO3MOXKHOCTb ITOJYy-
YUTh YTO-TO TIPSIMO Ceiyac, MOTUBUPYET IOJb30BaTENIei
JIyMaTh 00 3TOM Ha MPOTSKEHUM OTBEJIEHHOTO Ha OTCPOY-
Ky BPEMEHU.
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7. «HenpeackazyeMoCTb U J10OOMNBITCTBO» — 3TO, KaK
MpaBwio, 0e300uaHOEe CTpeMJIeHHWEe y3HaTh, 4TO OyIeT
nanbiine. Eciy monb3oBaTesib He 3HAET, YTO MPOU3OMJIET,
€0 MO3T 3aHSIT, M OH 4acTo AyMaeT 00 3ToM. DTOT (hakTop
MOTUBUPYET MHOTHUX JIIO/IE CMOTPETH (DUJIbMBI UJTU YMTATh
HOBeJUTBl. TeM He MeHee, 3TOT MOOYAUTeb, TI0 MHEHUIO
10. Kait Yoy, sByisieTcs OCHOBHBIM (DaKTOPOM, BBI3BIBAIO-
IIIM 3aBUCUMOCTD OT a3apTHBIX UTP.

8. «IloTepss 1 uzdberaHue» — JaHHBIA MOOYXAAIOIINIA
(akTOp OCHOBaH Ha M30eraHUM BO3MOXHOCTH CiIydasi
HeTaTUBHBIX COOBITUI. Takxke K 3TOMY (haKTOpY OTHOCUTCS
WCTIOJIb30BaHWE OCO3HAHMS TOJIb30BATEJISIMUA MCYe3alo-
IIUX BO3MOXHOCTE, TTOTOMY UTO JIIOAW YYBCTBYIOT, UTO,
€CJIM He HayvaTh JeliCTBOBAaTh HEMEJIEHHO, BO3MOXHOCTD
OyneT ymyInieHa HaBcera.

BepxHue 31eMEHTBI BOCHMUYTOJIBHUKA CUYUTAIOTCS
TOJIOKUTEIBHBIMU MOTUBAaTOPAaMM, a HIKHUE — OTpHUIIA-
TeTbHBIMU. MeTonbl, B KOTOPBIX MCIOJIB3YIOTCS BEPXHUE
3JIEMEHTHI, HA PYCCKMUIT MOXKHO TEePEBECTH KaK 3JIEMEHTHI
«benoii BepmIMHBI TeliMupUKauuM» (Ha aHLJIUMHACKOM:
«White Hat Gamification»), a METOIbI, B KOTOPBIX UCITOJIb-
3YIOTCSl HUDKHME 3JIEMEHTBI, MOKHO Ha3BaTh dJIeMEHTaMU
«YepHoii BepumnHbl redimubukanuu» («Black Hat
Gamification»).

Ecnau 9To-TO yBJIEKAET M MO3BOJISIET MOJIb30BATEISIM
MPOSIBUTH CBOW TBOPUYECKM I MOTEHIIMAJ, TO TIPEIOCTAaB -
JISIETCSI BO3MOXHOCTD TOYYBCTBOBATh Ce0sl yCTIEITHBIM
Onarogapss COOCTBEHHOMY MAacCTepPCTBY U MpUIAETCS
OoJiee CUTbHOE YYBCTBO CMBICJIA, YTO TIPUBOIUT ITOJIB30 -
BaTeJsiell K XOpoIlleMy CAaMOUyBCTBUIO U ONIYIIIEHUIO ce0sl
TTOJIHBIMU CHJI.

C npyroil CTOpPOHBI, €CIM YYaCTHUKU WUTPOBOTO TIPO-
1iecca BCeT/Ia JIealoT HEKOTOpbIe NeHCTBYSI, HO TIPU 3TOM
HE 3HAIOT, YTO TMPOU30MAET AAJIbIIe, MTOCTOSTHHO OOSITCS
MOTEPSITh YTO-TO, WM CYIIECTBYIOT BEIM, KOTOPbIe OHU
HE MOTYT ITOJIYYMTh, JIaXe eC/Iv OyayT Ype3BbIYaliHO MOTHU-
BMPOBaHbI K JEHCTBUSM, TOTJa B TTOMOOHBIX OOCTOSITEb-
CTBax y ToJIb30BaTesieli BOBHUKAIOT HETaTUBHbBIE OIIyIIIe-
HUSI, KOTOPbIE BEAYT K TIOTEPE MOTUBALIMH.

B crpykrype «OKranuza» Te MOTMBAIlMOHHBIE (PaKTO-
pbI, KOTOpbIe HAaXOMATCS CIIpaBa, OTHOCSTCS K IPaBOIO-
JIyIIapHbIM MOTMBAallMOHHBIM (hakTopaM (TMO-aHTJIMCKM:
«Right Brain Core Drives») u 0oJyiee cBsI3aHbI C TBOpYE-
CTBOM, CaMOBBIP&XEHMEM U COIMAJIbHBIMU acIeKTaMu.
COOTBETCTBEHHO, T€, YTO CJieBa, MMEIOT OTHOIIeHUE K
neBomy nonymapuio mo3ra («Left Brain Core Drives») u
OTHOCSITCS K JIOTUYECKOMY MBIIIUIEHUIO U pacueTaM.

1O. Kait Yoy ormevaer, 4yTo camu 3TU Ha3BaHUSI CUMBO-
JIMYHBI W HE MMEIOT OTHOIIeHWsI K HACTOSIIIEN HayKe O
Mo3re. Paznenenue ¢akTopoB Ha JJOTUYECKUE U DMOIIMO-
HaJIbHBIE C/IEJIAHO JIJISI TOTO, YTOOBI BCSI CTPYKTYPa BOCIIPHU-
HUMaJjach mpolle, ObLIa Jjerde i 3allOMAHAHWS, U,
TakKuM 00pa3oM, okazanach 6oJjiee 3(p(peKTUBHOI TpU MPpo-
€KTUPOBAHUY UTP WJIU UTPOBBIX DJIEMEHTOB.

OuyeHb BaXXHOW OCOOEHHOCTBIO TAaKOTO pa3laeeHUs
MOTHUBAIIMOHHBIX (DAKTOPOB SIBJISIETCST TO, UTO <«JIEBOITOJTY-
mapHbie» (haKTOPbl — 3TO BHEITHUE MOTUBATOPHI, U TTOJIb-
30BaTe M MOTHMBMPOBAHbBI, TaK KaK XOTAT YTO-TO IOJIY-
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YUTh, OyAb TO LIEJb, TOOPO WIM HEYTO, YEro UTPOKU B
JNAHHBIA MOMEHT MOJTYYUTh HE MOTYT.

C apyroit CTOPOHBI, «IPaBOIOJYIIApHbIe» (aKTOPbI
SIBJISIIOTCSI BHYyTPEHHUMU MOTUBATOPAMMU: JIIOISIM HE HY>KHA
11eJIb WJIM Harpajaa, YToObl UCOJIb30BATh CBOU TBOPUYECKUE
CIMOCOOHOCTU, OOIIATHCS C APY3bSIMU WJIM UCHBITHIBATH
YYBCTBO HEMPEICKA3yeMOCTH — B 3TOM cClly4yae IesITelb-
HOCTb caMa Mo cebe SBJIIeTCsl Harpagoil U MPUHOCUT YIO-
BOJIBCTBHUE.

Takum obpazom, «OKTaIM3» MOXKHO UCIOJIb30BaTh KaK
WHCTPYMEHT MPOTHO3UPOBAHUS U OLIEHKU BJIMSIHUS UTPO-
BBIX 2JIEMEHTOB (T. €. reiMu@uKalun) Ha y4eOHYI0 MOTH -
BAaIWIO B MTPOIIECCE DIEKTPOHHOTO OOYYEHHSI.

J7s ycnenrHoro npuMeHeHusl TeiiMuuKaiuu B 2J1eK-
TPOHHOM OOyYeHUU HEOOXOAMMO cO3laHue OajaHca
MEXIYy BHEUIHEW W BHYTPEeHHEe! MOTHUBaLUE. DIeMEeHThI
WTPOBOTO NH3aliHa, KOTOpbIE pabOTAIOT Ha «IIPaBOIOIY-
IIapHbie» (HAKTOPbl, UTPAIOT OYEHb BaXKHYIO POJib, JeJast
npoliecc 00y4eHUs YBJIEKATEIbHBIM U MOJE3HBIM, TaK YTO
MOJIb30BATEIU MTOCTOSTHHO MPOSIBISIOT AaKTUBHOCTD.

BmecTe ¢ TeM MOXHO BBIIBUHYTb MPEATIONOXKEHUE, UTO
WTPOBBIM 3JIEMEHTaM, pa0OTalOIIMM Ha pa3BUTHE BHY-
TPEHHEW MOTUBALIUU, CJIEAYET YAeISITh OOJbIIe BHUMAHUS
B YUeOHOM Tpolecce, Tak Kak, 0 CPAaBHEHUIO C BHELITHEH!
MOTHBALIME, UX BKJIaJ B UTOTOBBI pe3yabTaT Jitoboro, B
TOM YMCJ€ W DJEKTPOHHOIro, OOYYEHUS OKa3bIBaeTCs
CYIIECTBEHHO O0JIbIINM.

Bimsnue MeTon0B reiiMuuKAIMH HA YIeOHYIO
MOTHBAIIMIO ¥ Pe3YJIbTATHI B 3JIEKTPOHHOM 00YJEeHHH

B cutyaiiuu BBIHYXIEHHOIO Tepexoja Ha JUCTaHIU-
OHHBII (opMaT 3aHATUI Y OOyYalOIIMXCS BCEX YPOBHEM
00pa30BaTEIbHON CUCTEMBbI, KaK MPaBUJIO, HET WHOIO
BbIOOpA, KPOME KaK B HA3HAYEHHOE BPEMSI BHITU B OHJIAH
U TIPUHATH y4yacThe B O0sI3aTeIbHBIX, B JAHHOM Ciy4yae
CUHXPOHHBIX, 3aHATUSIX.

DTO omnpenesieHHbIM 00pa3oM BIMSET HAa WX Y4EOHYIO
MOTHUBALIMIO ¥ OTHOILIEHWE K 00pa30BaTeIbHOMY MPOIIECCY B
1esoM. Pe3ynbsraThl CTyIeHYECKONH OLEHKU MPEenoJaBaHUs,
MPOBENEHHOI BhIcuieil KOO0 5KOHOMUKHU 32 Y€TBEPThI
moayib 2020 1. mocse BBEAEHUSI peXuma CaMOM3OJSILIUU,
MOoKa3ajau, YTO MPOMU30LIES POCT B CPEAHEN OLIEHKE IO Clie-
OYIOIIUM MapaMeTpaM: <«BO3MOXHOCTb BHEayIUTOPHOIO
OOILIEHUST TI0 YYEOHBIM M HAyYHBIM BOMPOCaM», «KOHTAKT
MIpEIToIaBaTelIst ¢ ayTuTOPUEii», «ICHOCTh 1 TIOCTICIOBATE b
HOCTb WU3JIOXKEHUS MaTepuaia» U <«ICHOCTb TpeOOBaHUM,
MPEeNbSBISIEMbIX K CTyAeHTaM» [3]. OLeHKU CpaBHUBAUCH C
TEMU, KOTOPbIE ObLUTU MOJTyYEeHBI 3a 3TOT Xe nepuoa B 2019 .

Curtyanud ¢ yaeOHO MOTUBALIMEN U COOTBETCTBEHHO C
pe3yJabTaTaMU y IIKOJbHUKOB B 2JIEKTPOHHOM OOY4YeHUU
MOXET MOJBEePraThCsl HEraTUBHBIM BO3AEHCTBUSIM CO CTO-
POHBI MHOXECTBa OTBJIEKAIOIIUX (DaKTOPOB, KOTOPbIE MPU
3aHATUSIX C YYEHUKAMU B KJ1acCe B 3HAUUTEJbHON CTeTIEHU
HUBEJUPYIOTCS.

Hayunsbiit cotpynuuk opranuzauuu «NWEA» JIxum
Comanz, ccblnasch Ha cratbio B «Hbio-Mopk Taitme» [6],
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OTMEUaEeT, YTO CETOAHSIIITHUE NTKOJbHUKHA MOTYT 0Ka3aThCs
«rmokojeHrueM COVID», HacTOJbKO CUJIBHO BIUSIHUE
YCJIOBUM NUCTAaHIIMOHHOTO OOyYeHUs, B KOTOPBIX OKa3a-
nuch yyamuecs B 2020 . [26].

AHanu3upys pesyJabTaTbl B 00pa30BaTeIbHON CUCTEME
K-12, JIx. ConaHa aenaeT MPOTHO3 OTHOCUTENIbHO OCTa-
TOYHBIX 3HAHUU Y IIKOJIBHUKOB IOC/e 0oJjiee TONTUX, YeM
00BIYHO, JIeTHUX KaHUKYI B 2020 . ABTOp MPOTHO3UPYET
0oJiee CJIbHOE CHUXKEHUE B OLIEHKAX OCTATOYHbBIX 3HAHUI
MO0 MaTeMaTUKe W UYTEHMIO, YeM OOBIYHO IPOUCXOAUT
MocJjie JJETHUX KaHUKYJ, U OTMEUAeT, YTO, XOTS OHJIAiH-
3aHATUS U 00yYeHUE Ha JOMY CKOPPEKTUPYIOT CUTYaIIUIO,
B LIEJIOM, DPE3YyJbTaTbl MOTYT OBITb XOTb U 0€3YyCIOBHO
BbIIlIE, HO HEHAMHOIO, TI0 CPABHEHMIO C TeMU, KaK €CJIU
Obl YYEHUKU IIPOCTO IIPOIYCKAIM IIKOIY [26].

BBeneHue UrpoBbIX TEXHOJIOTUI M, B YaCTHOCTH, Teli-
MUdUKALUY B TPOLECC TUCTAHIIMOHHOTO OOYYEeHUSsI, MPU
cOaaHCUPOBAaHHOM HCMOJb30BAHUU PA3JIMYHBIX UHCTPY-
MEHTOB NAaHHOW METOAMKHU, MOXET KaK 3HAauUTeJbHO
TOBBICUTDH BHEIIIHIOI0 MOTHMBAIIMIO, TaK U CTUMYJIMPOBAThH
pa3BUTHE BHYTPeHHEN y4eOHO MOTHBAIINY.

®paniry3ckoit yaeHoii M. Pomepo oTMeuaeTcst, 4To
o0yyarolniye Urpbl BKIIOYAIOT B CE€0S1 TPU OCHOBHBIX THIA
00pa30BaTEIbHON JIeATeIbHOCTU, KOTOPhIE MOMIePXKUBa-
0TCsl UMPOBBIMU TEXHOJIOTUSIMU: 00pa3oBaTebHBIC
cepbe3Hble UTIpbl, oOpa3oBaTejbHas redMuduUKaLusg U
o0ydeHue rmocpeacTBom coznanus urp [21]. Hensmu reii-
MHUGUKAIUUT W TAaKOTO TUIMA WTPOBON MPAKTUKHU, KakK
«CepbesHble Urpbl» [12], sBasieTcs pa3BUTHE HABBIKOB U
3HaHU Mosb3oBarteseii. M. PoMepo onuchIBaeT yCrelHoe
npuMeHeHue «O0pa3oBaTeIbHBIX CEPbE3HBIX UTP» B 00Y-
yeHUM (MaTeMaTuKa, UCTOpUs, TMHIBUCTHUKA) [21].

BBeneHune WTrpoBBIX MeXaHMK B IpOllecC OOydeHUS
MOKHO pacCMaTpUBaTh KaK «CIIMSTHUAE COIEpKaHMsT 00yJe-
HUS ¢ UTpoBOit MoTuBauLueit» [20], B pe3yabTaTe 4ero Bo3-
JIEHICTBUIO TTO/IBepraeTcst KaK KOTHUTUBHAs, TAK 1 MOTHBA-
LIMOHHAs1 CTOPOHBI YUeOHOU eI TeIbHOCTH.

Takum 00pa3oM, BHUMaHUE HUCCIeAoBaTesNeil reiMu-
dukanuu B cpepe 0Opa3oBaHUSI MOXET ObITh HAIIPABIEHO
Ha BBISIBIEHUE U aHau3 TeX (haKTOPOB, KOTOPHIE MPUBO-
JAT K YCIIEITHOMY OOBEAMHEHMIO COMEPXKAHUST YUEOHBIX
MporpamMM C UTPOBBIMU METONAMU TIOBBIIIEHUST YUeOHOM
MOTUBAIIVH.

Ha BHelIHI0I0 MOTUBALIMIO B 3JIEKTPOHHOM OOYyYeHUU
paboTtaioT (akTopbl Harpaabl U MOOLIPEHUSI, MOJyYeHUE
KOTOPBIX OTHUM M3 YUEHMKOB MOXET OBITb 3aMETHO IS
BCEX YYaCTHUKOB 3JIEKTPOHHOTO Kypca. [Ipu ymepeHHOM
WCTOJIb30BAaHUY TaKe€ MOTUBATOPBI, KaK OUYKW, 3HAYKU U
TaOJUIIBI JIUACPOB CTAHOBSITCS CUJIBHBIM CTUMYJIOM JIJISI
YCMEIIHOrO MPOXOXIEeHUS Kypca.

B 0030pe aBcTpanuiickoro crneuuaaudcta B 00JacTU
obpazoBanus [leppu Poii Obu1 mpoBeneH aHaIU3 ABaALATH
TpeX UCCIEIOBAaHUI BIUSHUS Ha 2JEKTPOHHOE OOy4YeHUe
WCIIOIb30BaHUST M(MPOBBIX 3HAYKOB B KauyecTBE BO3Ha-
rpaxneHus [22]. Takoii 3HaYOK — 3TO CUMBOJI WY TTOKa3a-
TeJb JOCTMKEHUS, Ka4ecTBa, MacTepCTBa, BIAJCHUS OIpe-
JIeJICHHBIM HaBBIKOM WJIXA OIpeAesieHHOro uHTepeca [8].
LudpoBble 3HAYKU MOTYT YJIyYIIUTh BHEIIHIO MOTHBa-
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LIMIO YYalllUXCS U, COOTBETCTBEHHO, BOBJIEYEHHOCTh. Kak  pOBBIX 3HAYKOB MOKHO OBITh THIATEJBHO CILITAHUPOBAHO C
0Ka3ajoch COrjacHoO aHanusy, nposeaeHHomy III. Poii,  y4yeToM KOHTEKCTa, He TOJbKO YYeOHON NUCUUILIMHEIL, HO U C
TaKOW pe3ysIbTaT CIy4yaeTcsl He BCErla: B OHUX UCCIENOBa-  TOYKM 3PEHUsT OCOOEHHOCTEW KYJIBTYphl TOrO OOIIECTBA, B
HUSIX HEe OBbLIO BBISIBJEHO HUKAKOW MOJIb3bl OT UUGMPOBBIX  KOTOPOM peaiu3yeTcsl JaHHbIN METOJ MmoolpeHus [22].

3HAYKOB JUISI MOTUBALlUM, a B APYTUX COOOIIAETCS O Hera- 3agaya pa3paboOTKU METOMOB MOBBINIEHUS MOTUBALIMU
TUBHBIX pe3yjbTaTaX WX HUCMOJAb30BaHUA [22]. B o030pe K MPOXOXIAEHWIO OHJIAH-KYPCOB, NEMCTBUTENBHO, SIBJS-
aBTOpPOM 0003HAYalOTCS OCHOBHBIE BOIIPOCHI, OTBETHI HA  €TCS OYEHb aKTyaJlbHOU, TaK KaK, HallpuMep, Mo JaHHBIM,
KOTOpPBIE CLIOCOOHBI TTPOJIUTH CBET Ha MPOOJIEMY UCMOAb30-  MPUBEACHHBIM TypelUKUM uccienoBatenem M. Llymepom,
BaHUs LIMMPOBBIX 3HAYKOB KaK CPEICTBA MOOLIPEHUsI, U, TOJbKO 2,3% y4acCTHUKOB OHJIAiH-KypCOB Ha 0Opa3oBa-
cJieoBaTesIbHO, CIoco0a BIMSIHMS Ha MOTHMBALMIO U CTe-  TelibHOM miaaTgopme Coursera 3aKkaHUYMBaOT ux [23].

MEeHb BOBJIEYEHHOCTU YyYalllUXCs B YYeOHBINI Tpolecc B AHanu3upysd HUCCIeJ0BaHUS OCHOBHBIX IPUEMOB
3JIEKTPOHHOM 00ydyeHur. OHU NPUBEIECHBI HUXE. MOOIIPEHMST YYaCTHUKOB 00pa3oBaTebHOrO npouecca, M.
Yertripe Bonpoca ot leppu Poii. Iymep oTMeyaet, 4TO 3HAYKU SIBJISIOTCS HAaUOOJiee 4acTo
1. Kakue cymecTByOT BUIbI UCCAEAOBAHUI, KOTOPbIE  UCCIAEAYEMbIMU UTPOBBIMU dJIEMEHTaAaMU reiimMubukanuu,
HU3y4yaloT UCTIOIb30BaHUE LIUM(PPOBBIX 3HAYKOB? KaK B OTKPBITOM, TaK W B AUCTAHIIMOHHOM OOYYECHUM.
2. Kak undpoBble 3HaUKM UCTIOIB30BATUCH U1 00yde-  3aTeM ciieAyeT Tabauia InaepoB. TpeTbe MECTO MO YacToTe
HUS U TIpErofaBaHus B 3TUX UCCIEIOBAHUSX? BCTPEYAEMOCTU B UCCIEIOBAHUAX JEISAT OYKUA U YPOBEHbD.

3. Kakoe o6pa3oBareIbHOE MPEeMMYIIECTBO I 00yde-  DaKTopbl Harpaabl M TOCTIDKEHWI TaKKe OKa3aINCh BaXK-
HUS W TpernojaBaHus, COMIACHO pacCMaTPUBAEMOMY  HBIMU U JOCTATOYHO YACTO BCTPEYAIOLIMMUCS IJIeMEHTa-
HCCJIEIOBAHUIO, UMEIOT LIU(POBbIE 3HAUKU? MU B UCCJIEIOBAaHUSIX TeMMU(PUKAIIUY B OTKPHITOM M JTHC-

4. Kakue npo06yieMbl WIX NPEeNIOXEeHUS I OyayluuX  TaHIIMOHHOM OOYYEeHUH.

WCCJIEOBaHUN U JUISl IPAKTUKU MCTOJIb30BaHUS LUDPO-
BBIX 3HAYKOB OBLUIM B pacCMaTpMBAeMOM UCCIeAOBAHUN?

LludpoBbie 3HAUKKU OKa3aKUCh Oojiee MOAXOASIIUMU 3akioueHne
JUISL UCTIOJIb30BaHUSl B NUCUMITIMHAX, KOTOPbIE BXOISAT B
rpyniy «STEM» («Science, technology, engineering, and Hcnonp3oBaHue METONOB reiMU(PUKAIIUU B 3JIEKTPOH-

mathematics»). B uccienoBaHusx Ha yyaluuxcs B CUCTEME€  HOM OOyYeHMU MPUBOAMUT K MOBBILIEHUIO YPOBHSI BOBJIE-
K-12 u B BbICIIEM 00pa30BaHMM B OCHOBHOM OTMEUYAeTCs  UYEHHOCTHU B 00pa30BaTesIbHbIN MpolLiece.
MOJIOXKUTEIbHOE BIUSIHAE LMMPOBLIX 3HAUKOB Ha BOBJIE- DTO 0COOEHHO HEOOXOAMMO, KOTAa 3aHsITUS OHJIaiH
YEeHHOCTb B y4eOHbI MPOLECC, U, B HEKOTOPBIX CJIydasiX, TPOMUCXOMSAT BBIHYXXKIEHHO W He SIBJSIIOTCS CBOOOIHBIM
OHM JaXXe CTaHOBWJIMCh MOTMBOM ISl YYacTUsl B 3J€K-  BBIOOPOM ydallerocs.
TpoHHOM oOyueHuwu. III. Poit oTMeuaeT, 4ToO OTHOCUTEJILHO OPPeKTUBHBIM MHCTPYMEHTOM /11 MOTUBALIMOHHOTO
aHajau3a BAMSHUSI LUM@POBBIX 3HAYKOB HAa MOTMBALMIO  MPOEKTUPOBAHMWSI B TaKOW CUTyallUu SIBJISIETCS METO[
3aBepIICHUS 3a1a9 OHJIAH-KYPCOB Yy MccienoBaTeseii HeT — «OKTain3», TO3BOJISIIOIINI cO31aTh OaJlaHC B MCIIOJIH30Ba-
OJIHO3HAYHOT'O MHEHMSI. HUU TeMU(GUKAITMOHHBIX TEXHUK W OIPEACINTh HYXKHBIC
CylecTBYIOT AaHHbIE, KOTOpPbI€ TOATBEPXKAAIOT UX U JOCTAaTOYHBIE 3JIEMEHTHI UTPOBOrO Mpolecca, KOTOphie
MOJIOXKUTEIBHOE BIMSIHUE, HO TaKXe €CTh U Pe3yabTaThl, He MOBpeauIn Obl y4eOHOI MOTMBALIMU Y TIPUBEIU K YIIyd-
KOTOpbIE TMOKAa3bIBAIOT, UTO TaKOE€ BJIMSIHUE COBEPILUEHHO  ILIEHUIO PEe3yJIbTaTOB OOYUYEHMUS B LIEJOM.
He 00s3aTeIbHO OyeT HabMoaThCs Ha MpakTuke [22]. B cBs3u ¢ pactyieil moTpedHOCThIO B pa3paboTke Kak
B kauecTBe BbIBOJA M3 aHAIMW3a UCCIENOBAHUI BIUS-  OTAEIbHBIX OHJIAMH KypCOB, TaK U MOJHOLEHHBIX 00pa3o-
HUS UMOPOBLIX 3HAYKOB HA MOTHBALIMIO, TTPOBEIEHHBIX B BaTeJbHBIX MPOrpaMM, MHTEPECHBIX JJISI YYEHUKOB Cpejl-
3anaaHoi nenaroruke, 1. Poii moguepKuBaeT, 4To JaH-  HMX IIKOJ U CTYJAEHTOB BY30B, OY€BUAHA HEOOXOAUMOCTb
HbII (pakTOp, Kak MpaBUJIO, MOAAEPKUBAET 3aMHTEPECO-  JaJbHEMIIMX pPa3pabOTOK METOJAO0B reMMuukauud u
BaHHOCTb. HUCCeA0BaHUN UX BIMSHMS HA MOTUBAIIMIO U aKkaaeMuye-
Ho mnpotuBopeunsi, OTMEUEHHbIE B aHaJM3UPYEMbIX CKHE pe3yJbTaThbl B pa3iM4yHbIX (hopMax 2JIEKTPOHHOIO
MCCJIEIOBaHMSIX, YKA3bIBAIOT HAa TO, UYTO UCIOJIb30BaHUE LU~  oOyueHwUsl.
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