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Abstract. The attitude of computer science students to the gamification of the educational process and its dependence on the form
of the game (remotely or in the classroom) has been experimentally studied. It has been established that the form of a business game
is assessed by students as interesting and useful, superior in efficiency to traditional lecture and practical classes, and does not depend

on the format of the classes.

B cBa3u ¢ manmemuern COVID-19 mociennne nBa
rofa ydeOHbIH mpomecc B yHuBepcurerax Poccunm ro-
BCEMECTHO OBUI TIepeBEIeH B AUCTAHIMOHHBIN pexnM. B
JTAHHOM CTaThe PaccMaTpUBACTCS BOIPOC: KAK MEPEXOJ B
JIMCTAHIIMOHHBINA PEXKHMM TTOBJIMSUT HA OTHOILICHUE CTYJICH-
TOB K TaKOMY 3JIEMEHTY Y4eOHOT0 Iporecca, KaK JeJI0BbIe
urpsl? MarepuanoMm JUist OLEHKH CITy>KHT CTaTUCTHKA MPO-
BEJICHUSI ICJIOBBIX UTP B MPOIECCE M3yUYECHUs IPOTPaMM-
HO mHxeHepnH B [lepmckoM ¢umane Briciiei mkombt
sxonomukn (HNY BIID-ITepms) u B [lepmckom rocynap-
CTBEHHOM HAIIMOHAJILHOM HCCIIE/I0BATEIIbCKOM YHUBEPCH-
tere ([ITHUY).

B ydeOHOM mporecce CTyACHTOB KOMITBIOTEPHBIX
CHEINAIBHOCTEH CYIIECTBEHHYIO pOJb WIPACT IpaK-
THYECKOE 3HAKOMCTBO C M3y4aeMbIMH TCXHOJIOTHUSIMH H
METO/IaMH KOJIJIEKTHBHOM paboThl HaJ poekToM. OHa-
KO OpraHHu3alys TaKoro 3HAKOMCTBA B BUJE PEaTbHOU
paboThl Ha/l peabHBIMU OOJIBITMMH IIPOCKTAMHU BECbMa
cioxHa. [lammaTnBoM BBICTYNAIOT JEJIOBBIC UTPHL. B
yacTHoctH, B HY BIID-Ilepms u B IITHUY npu us-
YUEHHUH MPOTPAMMHON MHKCHEPHUH YK€ HECKOJIBKO JIET
MIPOBOISITCS JCIOBBIE UTPHI, HAITPABICHHBIC HA 3HAKOM-
cTBO ¢ TexHonorusmu Microsoft Solution Framework
(MSF) [1] u Scrum [2]. [Tocie ka>Ka0i UTPBI CTYACHTHI
MUIIYT pedIeKCHI0, B KOTOPOW OIICHWBAIOT MHTEpec-
HOCTH INPOBEICHHON WIPHl M €€ IOJIE3HOCTh C TOYKH
3peHHst 3HAKOMCTBA C computer science.

[Tpn nepeBozae yueOHOTO IMpolecca Ha ANCTAHINOH-
HBII PEeXHUM VISl JITIOBBIX U IPHUIIIOCH Pa3padaThIBaTh
METOAMKY UX ITPOBEACHHS B BUJIC BUACOKOH(PEPEHIINH Ha
6aze mwargopm tnna Zoom u BigBlueButton. Cobpan-
HBIE TIOCJIE ATOTO pedieKcHu T BO3MOXHOCTH OIle-
HUTH, KAK U3MECHWJIOCH OTHOIICHHUE CTYACHTOB K JIEJO-
BBIM UTPaM IPH IIEPEBOJIC UX B IMCTAHIIMOHHBIN (hopMmar.

J1Ba II1aBHBIX BBIBOJIA:

1. ®opma A€nOBOM WIPbl OLIEHUBAETCS CTYAEHTaMHU
KaK MHTEPECHas! 1 MoJIe3Hast. B CII0BECHBIX KOMMEHTapHAX
oHa ObUIa OIEHEHa KaK MPEBOCXOAAIIAs 110 S PEKTHBHO-
CTH TPAANIMOHHBIE JICKIHOHHO-TIPAKTHIECKUE 3aHATHSI.

2. Cmena Qopmara mnpoBeseHust Urp (¢ ayITuTOPHOTO
Ha JIMCTaHIIMOHHBIN) HEe OKa3aJia 3aMETHOTO BIMSHUS Ha
OTHOIIICHHE CTYACHTOB K UTPaM.

Boree KOHKPETHO 3TO BHINIAMT CIEAYIOMNM 0o0Opa-
30M. VIHTEpeCHOCTD U MOJIE3HOCTh UIP OLCHUBAIIUCH CTY-
neHTamu 1o mkane ot 0 (MuaIMyM) 10 10 (MakcuMyMm).
OueHka MHTEPECHOCTH NpHBEIeHa B Ta0i.1, oneHka mo-
ne3Hoct — B Ta0n.2. (Mrpa Scrum Obuta mpugymMana He-
MIOCPE/ICTBEHHO TIepe]l TMaHIeMHel U TIPOBOIMIIACh B OC-
HOBHOM JINCTAHIIIOHHO. )
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Tabmuma 1 — OueHka HHTEPECHOCTH HTP

®dopmar urp KommuectBo | Cpennss | Meanana
pabor OLIEHKA

O06e urpsl Bcero 585 8,42 9

AYIUTOpHBIE 241 8.33 9

JlucTaHMOHHBIE 344 8,51 9
Urpa MSF

Bcero 350 8.68 9

AvyIuTopHBIE 209 8.81 9

JlucraHIMOHHbBIS 141 8,55 9
Wrpa Scrum

Bcero 235 8.16 8.5

AVYIUTOpHBIE 32 7,84 8

JlucTaHIMOHHBI 203 8,47 9

Tabnuua 2 — OueHka nojae3HOCTH UTp

®dopmar urp Komnuectso | Cpennsist | Meauana
pabot OLlIEHKa

O0e urpsl BCero 585 7,88 9

AynuTopHBIE 241 7,21 9

JIuCTaHIMOHHBIE 344 8,55 9
Hrpa MSF

Bcero 350 7,75 9

AynuropHele 209 6,88 9

JIuCTaHIIMOHHBIE 141 8,62 9
Hrpa Scrum

Bcero 235 8,00 8,5

AynuropHble 32 7,53 8

JIMCTaHITMOHHBI 203 8,48 9

CpaBHUBAsi OLECHKU 32 WPl ay[AHTOPHBIC U JHCTaH-
LIMOHHBIE, MO)KHO OTMETHTb, YTO Pa3HHIA MEXIy HUMH,
BO-TIEPBBIX, HeBenMmKa (5—15%), BO-BTOPBIX, pa3HOHAIPAB-
nieHa (MOYKeT ObITh KaK YMEHBIIICHHEM, TaK U YBETTMICHUEM ).

Cpeny mpenMyIIecTB AMCTAHIOHHOTO (hopMaTa Urpsl
HaJI0 OTMETHTH crieayroriee. Mrpossie apTedaxts (MHPOP-
MAaIMOHHBIE OOBEKTHI) TIPEACTABIIOTCS B BUAC | yIT-TOKy-
MEHTOB. JTO 00ECHEYMBACT COXPAHHOCTh W JIOCTYITHOCTH
MAaTepUaJIOB UIPhI UL CTYICHTOB B JIFOOOE BpeMsi, KaKk BO
BpeMst y4eOHOro Tporiecca, Tak u rocie. CoXpaHHOCTh ap-
Te(akToB 00ECIICYNBACT BO3MOXKHOCTH TIPOBEICHUS UTPHI
B «HECKOIIBKO MPHEMOBY». B cilydae, ecii CTyIeHTBI BEyT
Urpy CaMOCTOSITEIIBHO, 0€3 y4acTHs IperofaBarelis, 3TO
TIO3BOJISIET CTYICHTaM TPOHOJDKHTE TPy B JIFOO0E yIoOHOE
U1 HAX BpEeMS.
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