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AHHoTauusA. Co3faHuve reiMudrLMpoBaHHbIX 06pa3oBaTeslbHbIX PeCcypcoB NO3BONSAET
MOBbICUTb MOTUBALNIO CTYAEHTOB K 00yUYeHuto, MHAMBMAYaNn3MpoBaTb obpasoBaTtesb-
Hble MapLLpyTbl, 06ecneunTb BapUATUBHOCTb COepPKaHMsA 0Opa3oBaHusA, yuecTb orpa-
HMYeHNA B 3gopoBbe. Llefb HacTosALel CTaTbl COCTOUT B OMNMCaHUM NPUHLUMNOB pa3pa-
60TKM LMOPOBBIX MyNbTUMeAUHbIX Urp AN cdepbl NpodeccroHanbHOro obpasoBaHus
C YY4EeTOM KOMaHAHOTO B3aMMOAENCTBMA NpefcTaBuTenei pasnmyHbix npodpeccmoHanb-
HbIX rpynn. B pe3ynbrate nccnefoBaHUs BblgesieHbl OCHOBHbIE MPUHLUMMbI Pa3paboTKu
LUMdPOBLIX MYNBTUMEAUHBIX UFP, NpeanosaralLme NCrnonb3oBaHe 3BYKOBbIX, aHU-
MaLMOHHBIX 1 ApYyrux 3bpeKToB Npu NpoBeAeHUY KOPNOpPaTUBHbIX CEAHCOB 1 BbINOJI-
HeHVM TBOpYECKMX 3aaaHui. MNpakTnyeckan 3HaUMMOCTb 3aKJTI0YaeTCs B BO3MOXHOCTU
MNCMONb30BaHWA ONMCAHHBIX NPUHLUMMOB Af1A JanbHelLWwen pa3paboTky reiMmounumnpo-
BaHHbIX PeCcypcoB.

KnioueBble cnoBa: reiMudrikaumsa obpasoBaHusa, LndpoBaa MynbTUMeanHas Urpa,

npodeccroHanbHoe obpa3oBaHme, MrpoBas MoTMBaLUMA, UdpPoBM3aLma obpasoBaHus,
nefaror AoLWKONbHOro 06pa3oBaHus
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Abstract. The creation of gamified resources makes it possible to increase the students’
motivation with the content of activities, to individualize educational routes, to ensure
the variability of the content of education, to take into account health restrictions. The
aim of this article is to describe the principles of developing digital multimedia games
for vocational education, taking into account the team interaction of representatives
of various professional groups. As a result of the study the basic principles of the
development of digital multimedia games are highlighted, involving the use of sound,
animation and other effects for corporate sessions and for doing creative tasks. The
practical significance lies in the possibility of using the described principles for further
development of gamified resources.

Keywords: gamification of education, digital multimedia game, vocational education,
game motivation, digitalization of education, preschool education teacher

BBepenue

OpnHolt 13 TEeXHONMOIMIA, MPYMEHAEMbIX B TPAHCAUCLIUIIIMHAPHON MOMeNN
HelipooOpa3oBaHus, SABIAETCS TefiMuQUKanys, KOTOpas IO03BOMAET MOTHU-
BUPOBATb OOYYAIOMIMXCS CAMMUM IIPOLIECCOM YIeOHOI AesATeNbHOCTY IyTeM
3aJIe/ICTBOBAHIISI 3BYKOBBIX, IIBETOBBIX I aHUMAL[OHHBIX 3¢ PEeKTOB, a TAKXKe
OCYILEeCTB/IATh 00yUeHVe Ha OCHOBE MHAVBIAYAIbHBIX TOTpeOHOCTEl 00yYa-
IOIMXCST: BBIOMPATDh TEMIT AESITe/IbHOCTI VM YPOBEHD CTIOKHOCTH, YIUTHIBATH
OTpaHMYeHs B 3T0pOBbe 1 MHTepechl. [eiiMuukaiys, 6yaydn TpaHCANCLIU-
IUIHAPHOI TeXHOJIOTHeN, 06oralaeT 06y4aoierocsi HOBHIMI METOLAMI MH-
TE/eKTYalnbHON paboThl, IIO3BOMAL IPMOOpPETATh 3HAHNUS B HENPUBBIYHOI
I715 HeTO CUTYalVM.

Ilenp HACTOsAIIEl CTATh) — OMICATh OCHOBAHHbIE HAa COOCTBEHHOM OIIBI-
Te NPUHIUIBI pa3paboTKy IM(POBLIX MY/IbTUMENMITHBIX UTP M cdepbl
IpodeccroHanbHOr0 06pa3oBaHysi C Y4eTOM KOMaHJHOTO B3aMMOJeICTBILS
IpefiCTaBUTeIel] Pa3IMYHbIX IPO(decCOHATbHBIX IPYIIIL.
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JTanbi pa3paboTku

ITpuctynas x paspaboTke reiiMUQpUIMPOBAHHOTO pecypca, BaXKHO Ipe-
JKJie BCero OTBETUTD cebe Ha Cilefylolyie BOIpochL: «Jmetomes nu dokasa-
menvcmea npeumyuecms Yyu@posoix etiMmuPuyuposantvix pecypcos nepeo
MPAOUYUOHHVIM NPenodasanuem, U KaKosvl Imu npeumyuecmea?», «Kaxosw
yenosus (pakmopout) cozdanuss nodobHoix pecypcos?», «Kax enusem evi60p
U2p06020 0U3Aatina Ha 3 PexmMUEHOCb 00yUeHUA?» U HEKOTOPbIE ipyTue, 60-
jiee YacTHBIE.

AHanmus myOnuKanuii o TeMe IIOKasbIBaeT, YTO aBTOPBI IPaKTUYECKU
eIVHBl B OIleHKe IPeVMYIIeCTB reliMU(UIMPOBAHHBIX TeXHOJOrui (1o
CPaBHEHVIO C TPAaAMLMOHHBIMI), KOTOpble OTIMYAIOTCA TAaKUMM Ba)KHBIMU
XapaKTepUCTUKAMM, KaK TMOKOCTb, aJallTUBHOCTD, BAPMATUBHOCTD ¥ BOCIIPO-
M3BOAMMOCTB 0bpasoBarenbHOro npouecca (Briffa et al., 2020; Dostovalova et
al., 2018; Norlis et al., 2018; Mahat et al., 2018; Jaftha et al., 2020, Miller et al.,
2019; Yarun, 2021). Opgnako cama 1o cebe reriMmmudukanys MOXXeT He IpuBe-
cTi K 60Jee BBICOKMM pe3y/nbTaTaM oOydeHNs, e/ He COOMIONaTb Ompefe-
nenHslit urposoit gusaitn (Hawlitschek, Joeckel, 2017; Brom et al., 2018).

Vununaropom paspaborku 1udposoit urpsl «IlyrenrecTsre mo uctopum
HefJarOrMKI» SIBIIACH Kadenpa HOMIKOTBHOTO U COLMANTBHOIO 06pa3oBaHIsI
[Ia/spMHCKOro rocyapCTBEHHOTO Iefjarorn4eckoro yHusepcureTa. B ocHopy
IPOEKTUPOBAHS UIPBHI IIOJIOXKEHBI Te JKe IPUHLIMIIBL, YTO U IIpK paspadoTke
UTP [JIA JOLIKO/IBbHYUKOB, 9(pPeKTUBHOCTD KOTOPBIX XOPOIIO U3y4YeHa, TaK KaK
Pe3y/IbTaTUBHOCTh UIPOBBIX TEXHOJIOTMII SAB/IACTCA IpeaMeToM Kadenpab-
HBIX CC/IEfJOBAaHMIT TIOCTIEJHIX TPeX JIeT.

B xomaHzy pa3paboTYMKOB BOLUIM CTYZIEHTHI 1 IIPelofaBaTen pasHbIX
Hanpasnenuit: [T-crnenuanucrsl, ncuxonory, gedexronorn. OHM MOAKITIO-
YaJMCh K TIPOLIECCY Ha PAa3HBIX JTallax: KaK B Ipoliecce paspaboTKY, Tak U B
XO0fie arpo6aLy TEXHOTIOTUM B IOLIKO/IbHBIX OpTaHM3alMX.

Virpa BpinO/IHEHa B IporpaMMHOM obecriedennu MicrosoftPowerPoint 2016
C MCIIOIb30BaHMeM BcIioMoraTenbHble nporpamm «DragAndDro» u «Move-
ex», «VoiceSpice» n «123Aps» (s 3BykoBoro opopmienus), «Procreate 4»,
«Paint» u «IMGonline» — [/1s1 KOPPEKTUPOBKU M300PaXKEHNSI U TOPUCOBKA
971eMeHTOB. [IpUMeHANNCh TeKCTOBBIE, rpaduyeckue 00BEKTBl ¥ KOMAaH/IbI
aHMMAIVMN, TPUTTEPOB.

MynbTUMeRNITHBIN pecypc NpefHa3HadeH /s CTYAEHTOB, TOTOBALINXCS
CTaTbh BOCHUTATENAMU AETCKOTO Cajia, M CO3/jaH Ha 6ase y4eOHOro 1mocoous
«Pa3BuBarolas IIpefMeTHO-IIPOCTPAHCTBEHHAs Cpefia JOLIKOIbHOIT 06pa3o-
BaTe/bHOM opranmsanum» (Kpexesckux, 2020) mo o6pa3oBaTeIbHOMY MO-
nymo «[Tofxobl K MPOEKTUPOBAHNIO PAa3BMBAIOLIEN IIPEAMETHO-IPOCTPaH-
CTBEHHOJI Cpefibl IETCKOTO Cajja B MCTOPUY HEAATOIMKID».

CTy[ieHTOB MOTMBMPYIOT TOCTPOUTD HOBBIl JETCKUIL Cafl, IPeNOCTaBIA
VIM OT/ie/IbHbIE 9/IEMEHTHI 110 Mepe MPOXOXK/IeHN S UTPOBDIX MCIIBITAHMIL.

KoHCTpyKIMst Urphl IpOfiyMaHa TakuM oO6pasoM, 4To oOydaroimecs CHa-
Yajia BUASAT JIVIIb IUIAH [eATe/IbHOCTY B L[eJIOM: KapTy U TPU JJOPOTH, BeRy-
mye K gerckomy capny ®pebens, Monteccopu u Tuxeesoii. B koHne myTn cTy-
IEHThl Haxo#AT 6eTOHHOE OCHOBaHMe IIOJ, «HOBBI» JETCKUI caj, KOTOPBIN
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UM U TIpeJjIaraeTcs «IoCTpOUTb». ITocie MpoXoXKAeH!s OTHe/IbHbIX UTPOBBIX
VICIIBITAHMII CTYZIeHT MojTy4daeT Harpazny (puc.l).

Vrpa nmocrpoeHa Ha CIefyOIINX NPVHIMIIAX:

o CoyeraHne 3BYKOBBIX, aHMMAI[MOHHBIX 11 [[BETOBBIX 3(eKToB, BoBIIe-
yeHye 00yJaroIMXCs B IeSITe/IbHOCTD Iy TEM BBIIIOHEHNS 3a/IaHNUIT «OTKPbI-
TOTO» ¥ TBOPYECKOTo XapakTepa. K nmpumepy, B epBoM 3ajlaHUM CTY/IeHTaM
Ipef/IaraeTcs ONpefeUTh, YTO OTHOCUTCA K IlepBoMy fapy Ppebers, u jopu-
coBaTb HepocTaromue GpparMeHTsl (puc. 2).

o «IIpucyrcTBue Urpoka» B UIPOBOM IPOCTPAHCTBE, KOTOPBIN IOIydYa-
eT BO3MOXXHOCTb OTOJBUIaTh OOBEKTbI, 3ar/IsA/[bIBaTh B Yy/lIaHbI, LIKA]BbI,
3a IITOPBI U T. . Pe3y/bTaToM TaKMX MaHUITY/IALMI AABJIAIOTCA HEOXKUTAHHbIE
CIOPIIPM3BI (Aapbl): KHUTY, TAyKI, [PYyTie HEOXKIJaHHbIE IIPeMETbI, YTO IIPH-
IaeT urpe siBHy0 MHTpuUry (puc. 3).

o BO3MOXXHOCTb KOHTPONMMPOBATb CBOIO JeATenbHOCTh. Ilocnme Toro xax
YYaCTHMKM PACCTaBAT 1O HOPSAKY IecTh papoB Ppebenst M HOFIULIYT
ux gycnamu (puc. 4), OHY MOTYT IIPOBEPUTH IPaBUIBHOCTb CBOUX A ICTBMIL.

o Od ekt amanora: repoit UTPsl pasroBapuBaeT ¢ 0OYYAOIIMMCS, OO -
psieT ero, laeT HOBbIE 3a/JaHU VI IPOU3HOCUT LIUTATHI M3 BbICKA3bIBAHUI
M3BECTHBIX II€IarOroB. B 3TOM NpOABIAETCA HEKOTOPBII KOMUYECKNI TIOT-
TeKCT UTPBI.

o BapuaTuBHOCTb HaBUTALMM: UTPOK, HAXOJACH B MICXOZHON TOUYKE, MOXKET
BBIOpATb BapMAHTBI Ja/IbHEIIIEr0 MapLIPyTa, TO €CThb CAeTIAaThb €r0 «MHOTOCe-
puitHbIM» (pucC. 5).
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My TELWECTONE Mg HETORHE

PucyHok 5

Tabnuya 1

Pacnpepnenexune poneii B npouecce KomMaHgHoi pa3paboTku unchpoBoii urpbi

CoctaB KomaHbl pa3pa-
60T4MKOB

PykoBoauTens npoekra

[T-cneunanuct

lMcunxonor

[leparor oOwWKONbLHOIO
06pa3oBaHuA

[echbexTonor

Cypnonepesogyuk

Ponb
(cpyHkumonan)

OnpeneneHue conepXaHna urpbl

Ha 0CHOBE aBTOPCKOTO Kypca, OpraHi-
3aUNA 1 KOOPANHALNA EATENLHOCTH
Y4aCTHUKOB KOMaHOHON pa3paboTkiA

OueHKa BO3MOXHOCTY BOMMOWEHIA
3ambIcna Urpbl, paspaboTka Ludposo-
ro chopmara urpbl

OueHKa ypOBHA KOTHUTUBHOIA Harpys-
Kin, LenecoobpasHoCTy An3aiiHa nrpbl

Pa3pabotka cLeHapua urpsbi

Pa3paboTka anbTepHaTBHOIO NrPoOBO-
ro npouecca ana nuy ¢ 0B3

COI'IDOBO)KJ]BHI/IG Wrpbl ana nuy
C OrpaHn4yeHnAMN no cnyxy

CneunanbHble 3HaHNA N ymeHud

BsaumopeiicTBue co cneunanicTamm
IT-ccpepbl C y4eTOM Pa3HOCTI KapTlH
mMupa It TEpPMUHONOrMYECKOro annapara

OcBoeHIe HeliTpanbHbIX cchep AeATeNb-
HOCTW, MOHUMaHIE LIeNnecoo6pasHoCTH
UrpoBoro an3aiiHa

YmeHuA B 001acT OLEHKN KOTHUTBHOIA
Harpysku Ha obyyatouieroca

TMoHMMaHNe Neaarornyeckinx 0CHOB
pa3paboTKu UrPOBOro LNGHPOBOro
06pa3oBatenbHOro pecypea c y4e-

TOM NPUHLMMNOB MHOFOCEPUIAHOCTY,
YBNEKaTeNbHOCTY, UrPOBOI MOTUBALINN,
MOOWPEHNA NPOXOXKEHNA 3TanoB 1 ap.

B3anmopeiicTBue CO cneunanincTom
IT-cchepbl € y4eTOM Pa3HOCTIA KapTuH
mupa, TepMUHONOr KN

o DJleMeHTbl KOPIIOPATUBHOCTI: TIPY UCIIOTb30BAHNI MHTEPAKTUBHOMN [0~
CKV MOYKHO KOJUIEKTUBHO MPOJITY UTPOBBIE MCIIBITAHMA.

[Ipu cosmanuy unppoBOro refMUGUIMPOBAHHOTO IPOAYKTA OBUIM BBI-
IeeHbl POy 1 GpYHKIMOHAT Pa3paboTINKOB, KOTOPBHIMU SIB/ISUTUCH KaK CTY-
IEHTHl BBIIYCKHBIX KYPCOB, TaK ¥ CIIENMATUCTHI-IPAKTUKY, PaboTarolye
B chepe o6pazoBanus. [IOCKONBKY JaHHAsI UTPa MOXET OBITH aTalTHPOBAHA
151 06YYAIOLIMXCS C OTPAHIIEHHBIMI BO3MOXXHOCTSIMI 3[I0POBbS 110 CIIYXY,
B TPYIIy pa3paboTYMKOB, MOMMMO YIIOMSHYTBIX Bbiule IT-crermamicTos,
IICUXOJIOTOB, e(heKTOJIOr0B, ObII IPUB/ICYEH CYypAoIepeBofuNuK (Tabmuna 1).
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3aKnioueHue

[TpaxkTuka paspabOTKV MYIbTMMERMIHBIX UTPOBBIX PECYPCOB IIOKAa3bl-
BaeT, YTO Y CTYAEHTOB IIOBBILIAETCA MHTEpeC K reliMnpuKanyuy — IpuieM
He TONBKO Y paspabOTYMKOB UTPOBOTO HMPOAYKTA, HO M Y CTYHEHTOB, U3Y-
YaBUINX AVICHVIUIVHY C IPYMeHeH)eM TPaHCAUCLIUIUIMHAPHON TeXHOIOTUIL.
JlaHHOe yTBep)KZieHUe BBITEKaeT UX Oecef CO CTYAeHTaMM ¥ HabmomeHmit
B X0fle 00pa3oBaTeIbHOI [esITeTIBHOCTH.

ITockonbKy Ha paspabOTKy MOFOOHBIX MPOLYKTOB YXORUT 3HAYUTETHHO
6o7Iblile TI0 CPABHEHNUIO C METOLOM «IMLOM K JIALY» BPeMeHMU, HeOOXORUMO
npoBecTy 6ormee MaciTabHbIE MCCIEROBAHS, Kacaouecs 3¢pGeKTUBHOCTH
IpUMEeHEeHNs UTP, OCHOBAHHBIX Ha OMMCAHHBIX IPVMHIINIIAX pabOTHI.

OmnucaHye IPUHIUIIOB Pa3paboTKM LMPPOBBIX refiMI(UIIMPOBAHHBIX Pe-
CypcoB s cepsl podeccnoHanbHOro 06pa3oBaHys C y4eTOM KOMaHIHOTO
B3aMMOJIeJICTBYA IPefCTaBUTeNIel Pa3IMYHbIX NPO]eCcCHOHAIbHBIX TPYIII
HI03BOJIVJIO TIOJIOVTH K C/IEAYIOIIUM BbIBOJAM:

o [Tudpossie reiiMupuuMpoBaHHbIE PeCypChl IO CPABHEHMIO C TPAUIN-
OHHBIM IIpenofaBaHyeM 00ecrednBaoT OOIBUIYIO IMOKOCTD, AfAITUBHOCTD,
BapMaTHBHOCTD ¥ BOCIIPOM3BOAMMOCTb 0Opa3oBaTe/IbHOTO IMpoLjecca, Moou-
JIM3YIOT MEXaHM3MBbI [I03HABATE/IbHOM JIeATeIbHOCTY B PA3/IMYHBIX PeKMMax
¢dopmanbHOro, HepOpMaIbHOrO ¥ MHQPOPMATBLHOTO 00Pa30BaHMA UCXOMA
VX IPUHINIIOB cMapT-o0ydeHus. [Ipu paspaboTke TaKux pecypcoB Iieneco-
00pa3HO CcOYeTaTh 3BYKOBBIE, IIBETOBbIE 1 aHMMAIMOHHbIE 9 (PEKTHI, eANHO-
JIMYHOE Y KOMAaHHOE y4acTye, a TAaKXKe IIPYMEHATb OIlpefie/IeHHbIIT UTPOBOI
IM3alH.

o B cocTaBe KOMaH/IbI pa3pabOTUYNKOB reiiMUPUIIPOBAHHOTO pecypca I
npodeccroHanbHOro 00pasoBaHysi JODKEH ObITh PYKOBOGUTENb MIPOEKTa
(xax mpaBwIo, aBTOp Kypca), IT-cennanuct, ncuxonor, nedeKTosor, cypao-
nepeBofuuK (mpyu HeobxommMocTn). B TO ke Bpems IienecoobpasHo ompe-
IeNATh COCTAB KOMaH[bI «IIOJ, KOHKPETHBII NPOEKT UIPbI» C Y4ETOM POJIN
(pyHKuMOHaNA) KOKIOTO YYaCTHNUKA, HEOOXOAMMOCTY CIIeLaIbHBIX 3HAHMI
U YMEHUI1 YIEHOB KOMaH/bI.

o B nmepcriexTrBe B IOJOOHBIX IPOAYKTAX MOXKHO YCUINUTD 3P QeKT coru-
QJIPHOTO B3aVIMOJEIICTBUA («IIPUITIACY JIpyTa»), 00eCIednTDb PasHblil ypOBEHb
CJIO>KHOCTY, IIepeBeCTI UIPbI B GOPMATHI, ZOCTYIIHBIE JI1 COBPEMEHHBIX Kap-
MaHHBIX Smart-ycTpoiiCTB.
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