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[MIMOTE3A

« COrAQCHO AOKAQAY MIT(Massachusetts Instifute of

Technology) “Auras obyvatoLMe 1rpbl BNEpPEA”
reMMMAPUKALLNS YKE CEMYAC MOXET MCMOAb3OBATLCS BO
MHOTUX ACNEKTAX OOPA30BATEABHOIO MPOLLECCA M TEM

COMBbIM YAYYLLIGET ErO0.
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AKTYAABbHOCTHE

[eMMMdomMKALMA CETOAHA — OAHQ M3 CAMbIX AOKTYQAbHbIX
TEM DAEKTPOHHOIO 00y4eHmd. E€E adpodoekTMBHOCTL B
KQYECTBE MHCTPYMEHTA AOMOAHUTEABHOM MOTMBALLMU U
BOBAEYEHUA COTPYAHMKOB ObIAQ HE PA3 MOATBEPXKAEHA
HQ MNPAKTMKE. TeM HE MeHee, MOAQ HAO TEMMUMADUMKALMIO
MPUHOCUT HE TOABKO MOAb3Y ODYYEHUIO, HO M YPEBATA
HEYMECTHbIM €€ UCMOAb30OBAHUEM — A DTO MPIAMOMU MNYTb
K PA304APOBAHMIO B COMOM METOAMKE.



LLEAB

* Ha ©a3e y>Xe MMEIOLLLETO OrMbITA MPOAEMOHCTPMPOBATH
HE TOABKO MOAOXUTEABHbBIE, HO TAK XK€ M OTPULLOTEAbHbIE
CTOPOHbI BHEAPEHMUI DAEMEHTOB reMMMAOUKALIMM B
OOPA30BATEABHbIM MPOLECC.

GAMIFICATION




SAAATN

*« COBPAAM MHADOPMALMIO O SAEMEHTAX TEUMMAOUKALLMM
B OOPA30BATEABHOM MpPOLLECCE.

* [lOCETUAM CAUNTbI MOCBALLLEHHbIE TEUMMMTDOUMKALLMM B
PA3HbIX ODAACTIX U CTPAHAOX.

* [1POBEAM CUCTEMHbIM AHOAM3 MOAYHEHHOM
MHJOOPMALLMM,




NAAHMPOBAHKNE

* B CO3AQHHbIM HOMM PAHHME
4AT B COLLMAABHOM CETU, MbI
AEAUANCH MHTEPECHbBIMU U
MNOAE3HbIMM CChIAKOMM
MNOCBSLLLEHHbIX
remmmdomkaumn. Koraa
MHJOOPMALMKM CTAAO
AOCTATOYHO Mbl COCTOBUAM

NMAQH HAOLLUETO MCCAEAOBAHMA

M MPUHIAMCH 30 PABOTY.

OCHOBHbI® UCTOYHUKM:

https://www.ted.com/talks/ali_carr_chellman_gaming_to_re_engage_b
oys_in_learning.html

https://shoyulearning.wordpress.com/2012/05/20/games-and-failure/

https://csé214.userqpi.com u168810696/d0c5/75913c68f2f1 /The_Multipla
yer_Classroom_Designing_Cou_-_Lee.pd

https://habrahabr.ru/post/ 153797/
https://en.wikipedia.org/wiki/Alternate_reality_game
https://en.wikipedia.org/wiki/Year_Zero_(game)
https://en.wikipedia.org/wiki/l_Love_Bees

https://www.slideshare.net/usablelearning/gamelike-engagement-forlea
rning

https://i.imgur.com/c2vAX.jpg
https://te-st.ru/2012/11/12/gamification-edu-ngo/
https://www.codecademy.com/
https://www.codeschool.com/courses
https://motionmathgames.com/
https://www.mathletics.eu/
https://www.khanacademy.org/
https://www.spongelab.com/landing/

https://fold.it/portal/
https://blog-next.learnboost.com/3-reasons-not-to-gamify-education/

https://www.coursera.org/learn/gamification




ONMCAHKNE

« B cBOEM MCCAEAOBATEABCKOM CTATbE Mbl PACCKA3AAM, O
TOM 4YTO TOKOE reMMMIPUKALMS, KOK €€ MCMOAb30BATh, O
TAK XX€ €€ MAKCbl 1 MMUHYCBI.
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rEuMMcpMKAuml




MTOT

* Mbl AOOUAMCH BCETO, YTO MACQHMPOBAAM B HOYOAE CBOEM
POBOOTbI, EAMHCTBEHHAY CAOXHOCTb BO3HMKAQ C
pPyCUdomkaumMem HAMAEHHOWU HOMU MHAOOPMALIMEN.

reMMMchKau,Mﬂ’?'
KOHeL-IHO cnbliwanu!




