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AHHoTauwms. B HacTosiLee Bpems npenogaBaTensiM CroXHO BOBIEYb 1 MOTMBUPOBATL CTYAEHTOB, 0CODEHHO B NpeaMeTax,
TpebyoLwmx rnybokoro NoHMMaHus. FenMmudmkaums, NCNosb3aytoLasi aNeMeHTbl Urp B y4eOHOM KOHTEKCTe, CTaHOBUTCSI MONYNSAPHOWA
TeHAeHUMen. XopoLlo CniaHMpoBaHHble reiMUULIMPOBaHHbLIE YPOKM C MCMOMb30BaHNEM TEXHOSOMMIA MOTYT MOBbLICUTbL MOTUBALIMIO U
BOBIIEYEHHOCTb yyalumxcs. OgHako cnefyeT yunTbiBaTb OrpaHUYeHusl, Takme kak nnoxoe 6ecnpoBoaHoOe CoeAUHEHNE W HEeraTuBHoOe
BO3AENCTBME Harpag Ha moTvBauuio. [Megaroram crnegyeT y4ecTb 3TU (hakTopbl NPU BHEAPEHUN reiMmndmkaumm B y4ebHbIN npouecc.

KnioueBble cnoBa: Neiimndukaumns, odyyenve, ARS.

BBeneHue.

34ecb HeoBXoAMMO MOSICHUTL, YTO TEPMUHbI Wrpbl, 0Oy4yeHWe Ha OCHOBe wurp W reMmudurkauns
OLWKNBOYHO BOCMPMHUMAOTCA MHOTMMY MegaroraMmu U uccregoBaTensMm Kak ogHo 1 To xe. B To Bpems kak
urpbl  npegnonaralT  MCMOMb30oBaHWe [OeATEeNbHOCTM B paMKax YeTKO OnpedeneHHOro  UrpoBoro
NpPOCTPaHCTBa, Hanpumep, Ha UrPOBOI JAOCKe UMW B KOMMbIOTEPHOM Bpaysepe, renMmdurkaumsa npegnonaraet
ncnonb3oBaHve Urpbl BHE onpegeneHHoro npoctpaHctea [1]. Urpa — 3To AeATenbHOCTb, ynpasngemas u
onncbiBaeMasi HeKoTopbiM HabopoM MpaBwui, OCOBEHHO C LEenbio pa3BreyeHns unu copesHoBaHus. Korga
onpedeneHHble 3NeMeHTbl UIP U WX MEXaHUKM WCMOMb3yTCH B HEWUrPOBbIX KOHTEKCTax, TaKuX Kak
CyLLeCTBYIOLLNIA NpoLecc 0byyeHus, aTo HasbiBaeTcs reimudmkaunent [2]. Oetepaunnr, Cukapt, Hake, O'Xapa
n [dwvkcoH [3] onpegenunu renMmnunKaumio Kak 30HTUYHbIN TEPMUH ANS UCMOMb30BaHWS 3NIEMEHTOB BUOEOUTP
ANa  ynyylWeHWs nosfib30BaTeNbCKOro OfnbiTa W BOBMEYEHUS MOMb3oBaTenen B HEWrpoBble YCnyrn u
NPUNOXEHNs, Takne Kak MapkeTuHr n obpasoBaHue. Kpome Toro, B TO BpeMs Kak WUrpbl OMMCLIBAOTCA Kak
AesATeNbHOCTb, UCMOMb3YIOLWasa BeCb YCTaHOBMIEHHbIN WUIPOBOW AWM3aiH, MPUMOXKEHUS renMudurkaumn He
MCMonb3ytoT BCe acnekTbl B urpax [4]. Hanbonee 3Haummble pyHKLMMN BbIAENATCA B COOTBETCTBUM C LIENbHo
BKIIIOYEHUS UMPbl, TAKoW Kak Bu3Hec, MapKeTuHr unm obpasoBaHue.

MNocTtaHoBKa NpobnemMbl 1 Lenu uccnegoBaHWA

B cBA3n ¢ pacTywum cnpocoMm Ha KpeaTMBHOCTb U MPUMEHEeHWEe TeXHOMOrnin B npenogasaHuv u
obyyeHun neped negaroramy BCTaeT AOBOMbHO CIOXHAsA 3a4ava — HaWTu nogxogdwme cpeacraa obyyveHus,
yTOObl yAoBNeTBOpuUTbL nOTpebHocTM ydawwmxcd. Kpome Toro, negaroraMm HeoBGXOAMMO y4yuTbiBaTb
MOTMBaALMOHHbIE (PaKTOpbl, CNOCOBCTBYOWME YyCNeBaeMoCTn, npu Bblbope cpeacTtB obyveHus, 4ToObl
caenatb 06yyeHne adpdpekTuBHbIM [5]. B aTom 6opbbe Bbino npeactasneHo uudgposoe obyyeHne Ha ocHoBe
Urp, KOTOPOE TakKxke M3BECTHO Kak renMudmKauns, yumTbiBas TOT pakT, YTO OHO BKIoYaeT B cebsa TexHonorum
W Urpbl, KOTOPbIE SBMASIOTCS YACTbH XXU3HU CTyAeHTOB. C y4eTOM BbILLEN3NOXEHHOIO B JAHHOM UCCnea0BaHNN
6bin npoBedeH 0630p cyllecTBylOLWen nuTepaTypbl NO BHEAPEHMIO renMuduKauMm C UCMNOoNb3oBaHWEM
TEXHONMOIMN B €CTECTBEHHO-Hay4HbIX Knaccax C aHanuM3oM TUMoB rerdMudumkauum € MCMNosnb3oBaHWEM
TEXHOJOMMIN, NCNOSb3yEMbIX B HACTOsILLLEE BPEMS.

MnaTtdopmbl cuctembl oTBeTa ayautopum (ARS).

MopTanbl oHNanH-BUKTOPUH, Takme Kak Kahoot (puc. 1) n Quizizz nnn Quizlet, asnatoTtca npyumepamu
nnatgopMm And cuctem oteeta ayautopum (ARS), KoTOpble NO3BONAKT yuuTensm 3agaBaTb BOMPOCH! B
dopMe OHMaNH-BUKTOPUWH, KOTOPbIE MOTYT ObITb UCNOMBb30BaHbI ANs TECTUPOBAHMS YY4EHMKOB BO BPEMS YPOKA.

Korga npousowna MproHBanbAckan 6utea ? 8

PucyHok 1 — MNpumep Bonpoca B cepsuce Kahoot.
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WccnenoBaHnsl, NOCBSILLEHHbIE  UCMOMb30BaHUIO  3TUX nnatgopMm  CTyaeHTamu, nokasanmu
MHoroobeluatoLme pesynbTaThl B NaHe NOoBbILLEHUA MOTMBaLMN U BOBredYeHHOCTH [6]. Bytaba, CanaxyoavnH
n JlnmaH [7] obpatnnn BHUMaHWE Ha HeKOoTopble HepocTaTku nnatcopm ARS, B nepBylo ovepedb Ha ux
3aBMCUMOCTb OT BecnpoBogHoOro coeamHeHus. ViccnepoBaTtenu yTBepxaanu, YTO CECCUU BUKTOPUH Oblnm
npepBaHbl 13-3a HECTABUNBHOIO NHTEPHET-COEeAUHEHNS.

B cBoem uccnegosaHmm Magep u Bpaii [8] paspaboTanu koMaHAHY couManbHY renMmmndukaymio,
MO3BOMISAIOLWLYI0 CTyOAeHTaM KOMMEKTMBHO OTBeYaTb Ha BOMPOCHI BMKTOPWHBI. Kaxapli y4eHuK nonagaeT B
KOMaHay, ¥ KOMaHAbl MOSy4aoT OYKM 3a OTBEThl yHaCTHUKOB Ha Bonpockl Quizizz. MrHoBeHHoe oToGpaxeHue
pes3ynbTaToB BMKTOPWUHBLI Ha 3KpaHe nobyxgaeT CTyAEeHTOB K akTUBHOMY yyacTuio. BeiBogbl nccnegosaHus
nokasblBalT, 4YTO XOTHA cTpaTerMss xopowo paboTaeT B HebombwuxX rpynnax, B OOnbluMx Xe OHa
HeapeKkTMBHA C TOYKM 3pEHUs MOBbLILEHWS BOBMEYEHHOCTU W aKTMBHOCTWU Yyyawmxcsd. B cBoem
nccneaoBaHumM yyeHble NPeanoXunm HeCKONbKo CTpaTerumn, No3BonsWmX caenatbe 06yyeHne npusaTHbIM 1
WHTEPECHBbIM Aaxe B KPYMHbIX rpynnax, Hanpumep, Aatb y4eHMKam BO3MOXHOCTb CaMUM BblbvpaTb YfieHoB
KomaHabl. M3 aToro cnegyet, YTO ManeHbKMW Knacc nydwe noaxoauT Ans Takow urpbl. [Moatomy
nepenonHeHHbIe Kracchl 34eCb HEYMECTHbI.

Kpome TOro, BUKTOpUuHBLI Ha nnatgopmax ARS no3sonstoT ctyaeHTam pabotaTtb B CBOEM
cobCcTBEHHOM TeMne, NPOSIBMATb MHULMATUBY M NPUHMMATb COBCTBEHHbIE peLLeHms, Kak cuntaroT Yekep u
Ospgamn [4]. NpenogaBatento HeobxoaMmo npoaymaTh 1 pa3paboTate opMaTUBHbIE OLLEHKN C MOMOLLBIO
BMKTOPMWH, OCHOBaHHbIX HA KOHKPETHBIX CMNOCOBHOCTAX yyYeHuKa (pyc. 2). OTO NO3BONUT OLEHNUTb
CcnocoBbHOCTM 1 Nporpecc kaxaoro ydeHuka. Asiksoy n Sorakin [9] npeacrtaBunm MHTpUryioLee
uccrnegoBaHue, B KOTOPOM M3y4danock ucrnonb3oBaHve ARS B couyeTaHum ¢ KNMKEPOM B MEPEBEPHYTOM
Krnacce Ha Kypce dusuvku. [ins npenogaBaHns Kypca ou3nku B JaHHOM MCCreAoBaHMM Ucnonb3oBanach
MeToavka "nepeBepHyToro knacca". lNpenogaBaTtenu 3arpyxanv BUAeo 1 3aMeTku Mo npegMeTy, KoTopble
CTYOEeHTbl MOrfM UCNOMb30BaTh A1 NOArOTOBKM nepes 3aHATUAMU. Bo Bpems 3aHSATUI OHWU AOSMKHbI Obinu
BbIMOSTHUTb TECTbI, YTOObLI NPOAEMOHCTPUPOBATL CBOE NOHUMAHNE KOHTEHTA, 3arpy)X€HHOro NIEKTOPOM.
CtynoeHTam gaetcs orpaHMyYeHHOE BPEMS Ha BbIMOMHEHME BOMPOCOB C MHOXECTBEHHbIMWN BapuaHTamMm
oTtBeToB (MCQ) B MHAMBMAYanbHbIX TecTax. Pe3ynbTaThl nccnegoBaHvs npogeMOoHCTpMpoBarnm
npevmMyLlecTsa noaxoa "nepeBepHyTOro knacca" ¢ NCNonb30BaHMEM KnvKepa Ans pesynbtatoB obydeHus
CcTyaeHToB umaunke. O4eBUOHO, YTO MOTMBALINS U OTHOLLEHWE CTYAEHTOB K YNyYLLEHWIO pe3yNbTaToB
00y4eHus HayKe 3Ha4YMTerNbHO NOBLILAKTCSA Gnarogapsi cMcTeme OTBETOB ayaUTOPUN.

Gamification

Name factory

Give students fun Quizizz-generated names.

Power-ups

8

Give students bonus points and fun abilities. Learn more

Show leaderboard

Play music

8 8

Show memes

Assign

PucyHok 2 — HacTtpowiku reimumcbmnkaumm cepsuca Quizizz.
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Fenmundmkaumnsa B yue6Hom cpeae

Bannebl, xeToHbl 1 MoandukaTopsl (pUc. 3) UCNONBL3YIOTCA ANS U3MEHEHMS npenoaaBaTenbCKon U
yuyebHon gesTtenbHocTu [4]. U3 aToro cneayet, YTO UCNONb30BaHWE MIPOBOro NpoLecca Ang npenogaBaHns
KOHLIeMNLMI CTUMYNUpyeT TBOPYECKUIA NOTEHLMAN y4alluxcs U co3gaeT NpUaTHY0 atMmocdepy obyyeHust, 4To
MOXET cnocobCcTBOBaTL OBCYXAEHWUIO CTyaeHTaMu udydaembix KOoHuenuun. ccnegoBaHusa nokasanu, YTo
renmudmkaLma B Lienom 6raronpusiTHO BNUSIET Ha pe3ynbTaTbl 00y4YeHnsi, 0COBGEHHO B MlaHe MOBbILIEHWUS]
MoTuBaumm n BoeriedeHHocT [2]. Urpbl ChemCaper, Metal Blast, Universe Sandbox n Electric Shocktopus —
3TO HECKONbKO MpPMMEpOoB renMudpmkaumm. XoTs 3TWM Urpbl MOryT pasBrfiekaTb CTYOAEeHTOB, OHM Takke
0OBACHSIOT HayYHble SIBIIEHUS U KOHLUENUMW, YTO yIy4llaeT NOHUMaHne CTyAeHTaMu HayKu.

Here are the different types of Power-ups available on Quizizz:

Power-up Icon What it does

Supersonic Players can get 1.5x the score for 20 seconds when they play at

a faster speed

Streak Booster Boosts the number in the player's streak counter

Gift @ Players can send another player an extra score of 800

Double Jeopardy _ Players get double the score if they choose the correct answer
< but lose it all if they choose the wrong answer
2% Flayers get twice the score for answering a question correctly

50-50 Eliminates half of the incorrect answer options

Eraser Eliminates one wrong option

PucyHok 3 — MopgudukaTopbl cepuca Quizizz.

Mo mepe TOro kak akagemuky B obnactu obpasoBaHus Bce 6onbLle OCO3HAKT POfib UIP B NOBbILLEHNMN
3(pPEKTUBHOCTM UK KPEaTMBHOCTU YyyaluMxcs, renmudpumkaums obpas3oBaHuA CTaHOBUTCS Bce Oonee
nonynspHon. NenmMudurkaums 3HaYMTENbHO MOBbIWAET LaHChbl Ha 3JKCMepUMeHTanbHOE U HenpepbiBHOE
obyyeHne B oOpasoBaTtenbHoM cpefe. enmudmkaums Mo3BONAET CTyAeHTaM nonydYaTb Heobxooumble
MaTepuarnbHble 3HaHWS U HaBblkK, pa3Bnekascb npy atom [10]. 3TO MeToa, OPUEHTUPOBAHHLIN Ha CTyAEHTa,
B KOTOPOM MpenogaBaTenb CrnocobcTByeT camoperynupyemomy obyyennto ctyaeHTos [11].

Kpome TOro, okasbiBaeTcs, 4To renmmndukaums o6pa3oBaHMs C MOMOLLLIO TEXHOMOMIA MOBbILLAET
WHTEepec 1 yooBonbCTBME yyalimxcd. o cnosam ApHonbaa [10], B Hawn AHW MHOrMe niogu UCNonb3yoT
uncpoByto renmmndmrkalmio, NOTOMYy YTO OHa MopTaTMBHA W NErko NpumeHuMa B nobon obcTaHoBke U B
noboM MecTe bnarogapsi ObICTPOMY pPOCTY MOMYNSPHOCTM MNaHWeToB U cMapTdoHoB. Hanpumep, 6bino
YCTaHOBIEHO, YTO reMMudmrKaLng MaccoBblX OTKPbITbIX oHNanH-kypcos (MOOC), npepoctaBnsemMbiMu edX,
Coursera n Udacity, noBblliaeT nocewaemocTb, YCNEBaeMOCTb W yAepXaHue CTyOeHTOB B MOAOGHbIX
y4ebHbIX 3aBegeHusx [12].

FenMmndmumpoBaHHbIN 06pa3oBaTenbHbIN OHTaWH-pPecypc

Hay4HbI MeToa NOOLLPEHMST U BOBIIEYEHMS YYALLMXCH B U3yYEeHMEe Hay4YHOro Mmatepuana ¢ MoOMOLLbHO
Urp — 9TO UCMONb30BaHUE OHMaWH U BUAEOUTPOBON cpedbl 00yyeHus. CornacHo otyeTam, Ha pesyrnbTaThl
Hay4yHoOro oby4eHus feTen NOMNOXUTENbHO BMSET MX OKpyxeHue. dPnenwmanH n Apmans [13] nogpobHo
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onucanu cosgaHuve BeO6-MHCTPYMEHTa C HaMeKoM Ha reMMudukauuio Ans  ynyydleHus MNOHUMaHuA
MuKkpobuonornyeckux npoueccos. [pu cosgaHun Beb-canTa MCNOMNbL30BanNoCb HECKONbKO KOMMOHEHTOB
renmudpmnkaLMm, BKMAOYAA MWHTEPAKTMBHbBIA MHTEPMENC, BO3MOXHOCTb BblbOpa pas3nuuYHbIX YPOBHEWN
CINOXHOCTWN, MrHOBEHHYIO OOpaTHYI0 CBSA3b, BO3HArpaXAeHws, a TakkKe BKIOYEHWe 3Byka U aHumauuu.
CTyoeHTbl, ucCnonb3oBaBlUME BeO-MpUNoOXeHue, OTMETWUMN, YTO OHO nomorno wmm 6Gonee HarnsgHoO
NpeacTaBUTb MUKPOOMONOrMYecKne NpoLIECChl, YTO YITyYLLUIIO UX 0ByyeHure.

Kpome Toro, Kum, PoTpok 1 ®panBanbac [14] co3ganu gBa pasHbix Buaa BeO-canToB — OAMH C
TPaguUMOHHBIMK HacTpoWkamMu, a OpPYyroW C remmudmkaumen — B paMKax WCCrefoBaHWsi, B KOTOPOM
n3y4yarnoch BNusiHue renmmndukaLmm Ha nabopaTopHble 3aHATUSI CTYAEHTOB CTapLumx KypcoB. Ha aTux canTax
CTYAEHTbl MOMNM 3agaBaTb BOMPOCHI U OTBEYATb HA HUX, KAk CaMOCTOATENbHO, Tak U C MOMOLLbIO CBOMUX
cBepcTHMKOB. KonmMyecTBo BOMPOCOB, KOTOPbIE CTYAEHTbI CO34anu, KOfIMYecTBO BOMPOCOB, HA KOTOPbIE OHM
OTBETUMN, U Y4eT MHEHUsI CBEPCTHUMKOB WMCMONb30OBanuCb And noacdeta o4ykoB. VX MecTto B TypHupe
onpeensanocb nyTeM CyMMupoBaHus Bcex 6anno. Pe3ynbTtatel 00y4eHUs cTyaeHTOB NPOAEMOHCTPMpOBanu
npevmMyLlecTsa reiMnuLMpoBaHHOro OHManH-0by4eHus.

HecmoTpst Ha TO, 4TO reMmmncumumpoBaHHoe Beb-obydeHne npeacTaBnsieT cOBONM UHTPUTYIOLLMIA 1
nonesHbln pesynbtaT, B HeM Bbiny oBGHapyxeHbl HeJocTaTKu. 3Hayku, OOCKM NUOEPOB M Harpagbl — BOT
HECKONbKO 3MeMEHTOB renmMmudunkaumm, KoTopble, Kak Oblio nokasaHo, okasbliBaloT narybHoe BnusHWe Ha
obyueHune ctyaeHTos [13].

OTOT pesynbTaT cornacyeTcsl C BbIBO4AMU aHanuTuyeckoro o63opa, npoegeHHoro CaHmyramom u
ap. [15]. B aTom uccnegoBaHuMn aBTOpbI NOKa3anu, YTO BaXKHO ONpeaenuTb pasfinyHble YPOBHU MOTMBALUN,
NMOCKONbKY BBEAEHWE CUCTEMbI BO3HarpaxgeHus (puc. 4) B oNTMMM3UPOBAHHYK cpedly MOXeT HapyLliuTb
MOTOK, YTO NPMBEAET K 3aBUCUMOCTM OT BO3HarpaxaeHus n AemMoTuBauum, ecnv cuctema byaet yaaneHa.
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PucyHok 4 — CuctemMbl BO3HarpaxaeHun.

OHM cuuTaloT, YTO CTMMYMbl AOSKHbI OblTb AOCTYMHLIMM W MPAKTUYHbIMK, YTOObI MOBBLICUTHL
MOTMBaLMIO yyawmxcs. PasnuyHble cxembl MOOLWpPEHUs OOSMKHbI MPUMEHATLCA B 3aBUCUMOCTU  OT
KOTHUTUBHBIX M MOTMBALMOHHbIX  CMOCOOHOCTEN  y4yawmxcs. BaxHo o6paTuTb BHMMaHuWe Ha
reiMucuLmnpoBaHHyto cpedy, 4ToObl BIMAHUE YCUNEHUS KOHKYPEHLUMW M OLLEHKN He Bbi3Bario pasHormacui
MeXay yyYalummucs B Knacce, Tak kak 06yyeHne 3Ha4yMTeNbHO BbIUMPbIBAET OT KOMaHAHOW paboThl.

['oTOBACL MCNONb30BaTb TEXHOMOIMMYECKUE UHCTPYMEHTHI reMmndurkauumn B Knacce, NoMHUTE, 4TO,
XOTSl 9T MHCTPYMEHTbI OY€Hb BaXKHbl AN MOBLILEHUS MHTepeca CTYAEHTOB UM aKkTUBHOIO 00yyeHus, ecTb
HEKOTOpble BHELUHWE acnekTbl, KOTOpble HeobxoaMmo yuuTbiBaTb. Hanpumep, TaH [6] nogyepkuBatoT
cTabunbHocTb 6€CNPOBOAHOIO MHTEPHET-COEANHEHNS NPU UCNOMNb3oBaHuM nnatdopm ARS ansa nposegeHus
OHNawvH-TecToB. Ecnv npenogasatenu pewnnu mcnonb3oBaTb 3TU NnaTgopmbl, UM criegyeT nogymaTb O
TakMx Bellax, Kak [OCTYMHOCTb MHTEpHeTa WM KayecTBO OecnpoBOAHOrO COeAMHEHWsi, OCOBEHHO npu
UCMNonb30BaHWK B LLKOMaX.

3aknro4eHue.
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[Mocne TwaTenbHOro U3yYeHUs Kaxaoro MCCrnenoBaHWsi, BKMIOYEHHOrO B AaHHbIN aHanus3, MOXHO
caenaTtb BbIBO, YTO NPW UCNOMb30BaHUM reiMudnKaLMm B Ka4yecTBe MHCTPYMEHTa 0By4YeHUs OHa NoBbILLaeT
9HTY3MasM U1 BOBMEYEHHOCTb Yy4almMxcs. XOpOLWO ChAfaHMpOBaHHbIE W peann3oBaHHble MeToAbl,
BKIMOYaloLLMe TEXHOMNOrMM B y4ebHbIN NpoLiecc, AoKa3anu CBOK YCMNELIHOCTb B JOCTUXKEHUN CBOUX Lienen —
caoenatb obyyeHne 6onee NPUATHBIM U MOTUMBUPYIOLLUM, YTO, B CBOKO ouyepenb, NOBbILLaeT BOBIEYEHHOCTb
yyawmxcs. CTyaeHTbl, AeMOHCTpupylomne 6ornee BbICOKUIM YPOBEHb MOTMBALMM U BOBIIEYEHHOCTU, TaKke
CKITOHHbI JobuBaTbCA GonbLUMX ycnexoB B y4ebe, 0 YeM CBMOETENbCTBYIOT UX Boree BbICOKME OLIEHKM Ha
3K3amMeHax M KOHTPOmbHbIX paboTax.

Beiclune yyebHble 3aBegeHMs MOryT CYECTb uaeanbHbIM BHeApPeHue reimMmudumkaumm obyyeHus c
MOMOLLBIO MPUINOXKEHUIA A1 MOBUNBHBIX TENedOHOB, NMOCKOSbKY MOYTU BCE CTYAEHTbI MMET CMapT(OHbI U
MOTyT MOfb30BaTbCA MMM BO BPEMS 3aHATUN. B oTnuume OT WKON, MHOTME M3 HUX MOTYT JaXe He UMeTb
MOBUMbHbIX TeNegoHOoB. YTo6bI NpaBUNLHO CNMaHMPOBaTh rENMUMPULNPOBaAHHbIE MHCTPYMEHTBI 0By4eHus C
y4yeToM AOCTYMNHOCTWU, noTpebHocTelr nonb3oBaTtenen n obpasoBaTeNbHbIX LiENen, BaXHyH porib urpatoT
npenogasaTeny BCeX YPOBHEN.

BonbLUIMHCTBO nccnepoBaTenen NONOXUTENBHO OLLEHMBAKOT UCNOSb30BaHNE UTPOBbLIX KOMMOHEHTOB,
Takux Kak OOCKU NuaepoBs, Npusbl U 3HAYKWU, B OU3aWHE UIP KakK 3MEeMEHTbI, MOBbILaoWme MOTUBALMIO U
BOBMEYEHHOCTb yvalumxca. OaHako HeKOoTopble UCCrefoBaHuNs nokasanu obpaTHoe, ykasas, YTO Takune BELLMY,
KaK JOCKM NMOepoB 1 Harpadbl, KOrga OHW He BO3rMaBnsAlT Tabnvubl NMEpoB UMW HE MOSyYatoT NPU3HaHKWS,
HenpeaHaMepeHHO CnocobCTBYOT CONEPHNYECTBY M EMOTUBALUN.
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Annotation. Currently, it is difficult for teachers to engage and motivate students, especially in subjects that require deep
understanding. Gamification using game elements in an educational context is becoming a popular trend. Well-planned, gamified
lessons using technology can increase student motivation and engagement. However, limitations such as poor wireless connectivity and
the negative impact of rewards on motivation should be considered. Teachers should take these factors into account when introducing
gamification into the educational process.
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