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Annomayua. B pabome paccmampusaemcs npumenenue paspadomanHol uepvl 0nia UHMEPAKMUBHO20 u3ye-
HUSL 81008 80300HOBIAEMBIX U HEBO30OHOBIAEMBIX UCMOYHUKOE IHEP2UU U Peanu3ayul OaHHbIX 8UO08 IHePUU
Ha meppumopuy Haulell CIMpambi.

Kirouessle ciioBa: reiimudukanys; 3JIeKTPO3HepreTHKa; B0O300HOB/IseMble HCTOYHMKH JHEPrUU

[IpuMeHeHne UTPOBBIX TEXHOJIOTUH B 00pa30BaTeIbHOM MPOIECCE CIIOCOOCTBYET Pa3BUTHIO KpEaTHB-
HOCTH, JIOTHYECKOTO MBIIUICHUS ¥ KOMaHIHOH paboTel. CaM MrpoBOil Ipoliecc W MCIOIb30BaHNE CHCTEMBI
0amIoB, PEHTHHTOB M JOCTHKCHUH MOTHUBUDPYET K JOCTHIKEHHUIO JYYIIMX pe3yibTaToB. Takxke oOpas3oBa-
TEJNbHBIC UTPHI TOMOTAIOT 3aKPENUTh MONyUYEHHbIC 3HAHUS W HABBIKM Yepe3 MPAKTHUECKUH OIBIT, KOTOPBIH
peann3yeTr HrpOBOH TPOIIecC.

J11st BOBNICUSHHS yUaIXCs pa3IMYHBIX HampaBlieHHH TOATOTOBKH Oblia pa3paborana urpa «buTsa 3a
sHepruro». OHa MOXET OBITh HCIIONb30BaHA ISl MHOTHX HamlpaBIeHHWH MOATrOTOBKH, Hampumep, 27.03.04
VYmpasnenue B TeXHHUECKHX cuctemax, 13.03.02 DnexTposnepreTnka u snektporexHuka, 20.03.01 TexuHo-
cdepHast 6e3omacHoCTh, 27.03.05 MunoBatuka, 27.03.02 YnpapneHne KaueCTBOM U ApPYTHE.
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Llenpro UTpHI SBISIETCS BOBJICUYCHUE CTYJIEHTOB PA3HBIX CIICIUAILHOCTEH JUIsl U3y4eHUs BUIOB BO300-
HOBJISIEMOM M HEBO30OHOBIISIEMON SHEPTUH TIPH MPUMEHEHNN JaHHBIX BHUIOB SHEPTHH Ha TeppuTopun PO.

o pazpabotku urpsl «butBa 3a 3Heprur0» ObLI ONpeaesicH KeaaeMblid 00ydatonuii 3P PeKT, KOTOPBIH
COCTOUT M3 HECKOJBKUX ITyHKTOB. BO-TIepBBIX, TOMOYs WTPOKaM H3YYHTh B WHTEPAKTUBHOW (opMe BUIBI
SHEPTHH W CIOCOOBI UX TIepenadn, a Takke chOpMHPOBATH CIIOCOOHOCTh OIICHMBAThH TOTCHIIMAT BO30OHOB-
JISEMBIX M HEBO300HOBISIEMBIX WMCTOYHUKOB SHEPTHH. BO-BTOPBIX, JaTh TOHATh, KaK OCYIICCTBISETCS
TEXHIYECKOE OOCITYy)KHBaHWE M DKCILTyaTaIlisl SHEPreTHIECKUX YCTAHOBOK Ha 0a3e TeX WM WHBIX UCTOYHU-
KOB SHEPI'HH, a TAK)KE TTO3HAKOMUTH ¢ 0230BBIMHU MOHATUSIMU BEICHUS] SKOHOMHYECKHX PACcUETOB.

Hanee npu mporecce co3naHus UTPOBOTO HaOOpa ObUTH OMpeesieHbl MEXaHUKHU: TPOTPaMMHUPOBAHUE
neiicreuit (Movement Programing), xorma HeoOXOoAMMO 0 Havaia Xomaa chOpMHpOBaTh IUIAH AEHCTBHI Ha
CIICYIOLIMI payHI; Cly4ailHOe pacrpeieieHre coOBbITHH, OCTPOSK U MOCenoBaTeabHOCTH X008 (Push
Your Luck) u «ocTikeHns», Korma s HOOeIsl HeoOXOAUMO O0ECIEUNTh IEKTPOIHEPTHEH OOJIbIIe
HACEJICHUS, YeM Y JIPYTUX COMEPHUKOB (HaOpaTh OOJIbIIIe TOOSTHBIX OYKOB).

Hcnonb3oBaHue pa3nuvHbIX BUAOB MEXaHHK TO3BOJISIET CPOPMUPOBATH TPH ONPEACIISIIONINNA QakTopa
YCHEUIHOW UTPBL: ACHCTBUE-HArpaaa-pocT.

Eme omHMM Ba)KHBIM 3JIEMEHTOM TpU pa3pabOTKe WIPHI SBISETCS ee BU3yanbHas 4acTh. [yis sToro
ObLT pa3padoTaH AW3aiH JOTOTHUIA, KAPTOUYEK U JPYTUX SIEMEHTOB Habopa.

Pucynok 1 — Urposoii Habop
B urpoBoii HabOp BXOAST MHOKECTBO 3JIEMEHTOB, HAIPUMEP, KAPTOSUKH COOBITHH, KAPTOUKH JIET€H-
JTApHBIX MOCTPOEK, MapKephl TOPOOB, KYIIOPHI, MaMATKHU JJIs1 KOMaH/I, PaBUJia UTPHI U IPYTOE.
[TocrenienHo poBoauTcs anpobanus urpsl. B deBpaie 2024 roga «buTsa 3a 3HEpTrHUI0» OBLIA yI0CTO-
€Ha MMPU30BOT0 MECTA 33 MHHOBAIIMOHHBIH MMOJIX0/ B CO3/IaHUH JIEJIOBON 00pa30BaTENbHONM UTPBI B KOHKYPCE
“GameStorm”.
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Abstract. The paper discusses the use of the developed game for the interactive study of types of renewable and
non-renewable energy sources and the implementation of these types of energy in our country.
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