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AHann3 aMaakTUUYECKOoro noTeHuuana BUOEOUIMP: F8|7IMI/I(*)I/IK8L1|/IFI
OﬁgL‘IEHI/IH " pasBmMTme MeTaKorHNTMBHbLIX HaBbIKOB

AHHOTAUMA. /JaHHas cmambs npedocmasisiem 0030p HA Ucciedo8amenvckue pabomsl 8 cghepe 0bpaso-
saHusi. B cospemennom mupe, koeda eadacemvl cmanu HEOMbEMIEMOU YACMbIO HCUZHBIO TH00el, 8UIeO-
Uepbl CManu Yacmvio HCUHU NOUYMU KAHCO020 8MOPOO UenoseKa Ha niareme. B xode pabomwi Ovliu
NPOAHATUIUPOBAHBL UCCTIE008AHUS, CBA3AHHbBIE C 6IUAHUEM 2elimiesa (cghepbl pazpabomku eudeousp) Ha
obpazosamenvHule npoyeccyl. Hcnonvsosanue 6udeoucp 8 00paz0eanuu s6asAemcs nepCneKmueHoU me-
Oenyuetl, NOMOMY YUMo uepvl RPEOOCMABISION B03MOICHOCHb HE MOIbKO NOLYYAMb MEeOPEeMmUu4ecKue 3Ha-
HUSL, HO U CPA3Y JHce OMMA4U8ans ux 6 CUMYIsImopax. B nacmoswee epems 6cé 60nvuie 06pazosamenbHbix
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VupescoeHUll NPoAGIAIONM UHUYUAMUBY Nepexo0d HaA UHMEPaAKmusHvle Memoobl 00yuenus. [lanubviii nepe-
X00 nomodcem UHOUBUOYATUZUPOBAMb NOOX00bL K 00YUAIOWUMCS, NOBLIULASA UX 3AUHMEPECOBAHHOCTb U
agpexmusnocms. Budeouepvl moeym nonioicumenbHo 81usmv HA 06pA308amMeNbHbIL NPoYecc, npeoo-
CMAasss 02POMHOE KOTUYECMBO NPAKMUYECKUX B03ZMONCHOCMEN U3YUeHUs UHPOpMayuu, 2pamomuoe uc-
NOIb306aHUE BUOCOUSD 8 0OPA308AMENLHBIX YEAX OeMOHCMpUpYem nogvluieHue 3@ gexkmusnocmu 06y-
YeHusl.

KiroueBble ciioBa: sudeoucpul, 0opazosanue, UHGOPMAYUOHHbIE MEXHOIOSUU, GIUAHUE USD, BUOEOUSDb]
6 obpazosanuu, celmugurkayus, uepuvl, ooyuenue, ponogoe odyueHue, yereHanpasieHHoe odbyuenue.

Analysis of the Didactic Potential of Video Games: Gamification of
Learning and Development of Metacognitive Skills

Abstract. This article provides an overview of research in the field of education. In the modern world,
when gadgets have become an integral part of people’s lives, video games have become part of the life of
almost every second person on the planet. In the course of the work, studies related to the impact of game
development (the field of video game development) on educational processes were analyzed. The use of
video games in education is a promising trend, because games provide an opportunity not only to obtain
theoretical knowledge, but also to immediately hone it in simulators. Currently, more and more educa-
tional institutions are taking the initiative to switch to interactive teaching methods. This transition will
help to individualize approaches to students, increasing their interest and effectiveness. Video games can
positively influence the educational process, providing a huge number of practical opportunities for stud-
ying information, the competent use of video games for educational purposes demonstrates an increase in
the effectiveness of learning.

Keywords: video games, education, information technology, influence of games, video games in educa-
tion, gamification, games, learning, background learning, targeted learning.

Hcnonb3oBanue urp B 1essiX 00y4eHUs! HE SBISIETCS OTKPHITHEM B cdepe 00pa3oBa-
Husd. B cBoéM uccnenosannu llnakosckuii FO. @. u np. npuBoast B mpumep lIpycckytro urpy
niepBoii mooBuHBI XIX Beka « Kpurmmumsy, KOTopas MpeAcTaBiisiia co00i HACTOIBHYIO pe-
KOHCTPYKIIHIO pa3HOOOPA3HBIX BOCHHBIX cuTyanui [2, ¢. 50]. JlanHas urpa Obuia npenHa3Ha-
YyeHa JJi MOATOTOBKU MOJIOJBIX O(HULIEPOB K MPEACTOAIIMM OOEBBIM CPa’KEHUSM, UMEHHO
3Ta Urpa MO3BOJIMJIA IPYCCKOW apMHUH JOOMBATHCS OOJIBIINX YCIEXOB Ha MOJSIX CPasKeHUH.

B coBpeMeHHOM MUpE ¢ OSIBICHHUEM BO3MOKHOCTH BU3YyaIU3alMd KOHTEHTa FEHMUHT
CTaJj KJIIOUEBBIM aCTICKTOM B )KW3HU Jitozek. [1o maHHBIM caiita Statista.COM KaXAbIii BTOPOI
YEJIOBEK Ha IUIaHETE UTpaJl MJIM UTPaeT B BUAeonurpsl. HenaBHue uccienoBanus OKa3bIBAOT,
YTO B HACTOSILIMMA MOMEHT B BUJIEOMTPBI UTPAET OK0JIO 3,02 MIIpA YENOBEK MO BCEMY MUY,
9T0 0K0JI0 35 % HaceneHus miaHeTsl [4]. B 3ToM e uccaenoBaHuy ObIJIO BHICUUTAHO TIPO-
LEHTHOE COOTHOILIEHHUE PECIIOH/ICHTOB, UTPAIOIINX B BUICOUTPhI, OHU Pa3/IeJICHbI Ha ClIeTy-
IOLLME TPYIIIBL: TPyNNa MY>KYMH U )KEHIIMH U BO3pacTHbIe rpynnsl 16-24 rona, 25-34 rona,
35-44 rona, 45-54 roma, 55-64 rona, 65 u 6onbmie et [5]. beum moxydeHs ciemyronue
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pe3ynbTaThl: 0K0JI0 92,2 % My»4uH B Bo3pacte oT 16 10 24 et urparot B BUsieourpsl, 93 %
JIEBYIIIEK TOTO K€ BO3PACTa YBIEKAIOTCS TEMMUHTOM Ha JII000M BUJE ycTpoicTB. Ompoc pe-
CIIOHJICHTOB B BO3pacTe OT 25 10 34 yeT mokaszaji CleayIolui pe3yiabTaT AJid MY>KYUH U
xeHH — 89,6 % u 90,2 % cootBeTcTBeHHO. Pe3ynbrar onpoca nui 35-44 J1eT moKa3sBacT
caenyroniue teHaeHuu: 84,4 % myxuuH U 86,3 % OMNPOIICHHBIX KEHITUH B CBOOOIHOE
BpeMsl yBIIeKaloTca Bujieourpamu. BospactHas rpynna ot 45 1o 54 neT nokasana ciemyro-
e pe3yabtarsl: 76,5 % myxuuH u 80,4 % KEHIUH MPEANOYUTAIOT IPOBOJIUTH BpEeMs 3a
KOMITBIOTEPOM WM TeNleOHOM, Urpasi B UTpbl. My »KUHHBI U 5KEHIIMHBI BO3PACTHOU TPYIIIIbI
55-64 roma moxka3pIBarOT Oosiee HU3KHI pesynbrar. 69,2 % u 71,2 % COOTBETCTBEHHO.
Hanmenbmmii pe3yapTaT NOKa3bIBAIOT MYKYUHBI U KEHITUHBI CAaMOW CTApIIEH BO3PACTHOU
rpymmsl — 6obIne 65 et: 57,6 % u 53,7 %. JlanHple ObUIN IIPEACTaBICHBI B BUJIC TMarpaMMBbl
(puc. 1), Ha koTOpO¥ HaOMIOAACTCS TEHICHIIUS CIaJla YUCIIa PECTIOHIEHTOB, KOTOPbIE MPe/I-
MOYUTAIOT BUICOUTPHI.
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Puc. 1. Pe3ynemamsi onpoca o 6061e4€HHOCMU 8 USDbl

JlaHHOE uCccle0BaHUE MOKAa3bIBAET, YTO IMOJABIISIONIEE KOJUYECTBO PECHOHAECHTOB
NPEANOUYUTAIOT B CBOOOIHOE BpeMs 3aHUMAThCsl reMUHTOM. B coBpeMeHHOM Mupe, Korja
YEJIOBEKY BCE 4Yalle MPUXOAUTCS B3aWMOJICUCTBOBATH C BUPTYAIbHBIM IMPOCTPAHCTBOM,
OCTPO BCTAET BOMPOC O BIMSHUH BUICOUTP HA 0Opa3OBaHHE.

[lInakoBckuii FO. @ u Janumok M. JI. BeIACTHIM TUIIBI BUIEOUTP TIO0 criocobam pea-
JHM3aIKy 00y4YeHUs UTPOKOB — (POHOBOE 0OyUEHHE U LieIeHanpaBaeHHOe o0yueHwue [2, ¢. 51].

doHOBOE 00yUCHHE UM IK30TCHHBIC UTPHI — 3TO UTPHI, CIOKET KOTOPBIX HE 3aBUCUT
OT JCHCTBHI UTPOKa, OH IOBECTBYETCS CBOUM uepenioM. [Ipu nanHOM mpoiiecce mpoxoxie-
HUSI OCHOBHOM KOMITAHWM UTP T€WMEp CTAHOBUTCS YYaCTHHKOM OMPENETEHHBIX COOBITHIA,
nojtyyasi COOCTBEHHBIN OIBIT, KOTOPBIM MOKET B MOCJIEAYIOIIEM MOATOJIKHYTh €ro K u3yde-
HUIO 11e101 3noxu. B cBoém uccnenoBanuu [lnmakosckuit FO. @ u Jlanumok M. 1. npuBoasT
B ipuMep ceputo urp Assassins Creed [2, ¢. 52].

[{enenanpapieHHOE OOYYEHUE UM SHJIOTE€HHBIE UTPHI — 3TO UTPHI, B KOTOPHIX 00yde-
HUE ONpPE/ICIEHHBIM HaBbIKAM SBJISIETCS OCHOBHOM 1IEJIbIO UTPHL. B TaKuX Urpax sIBHO yKa3bl-
BaeTcs 1IeJIb U 0KUAAEMbI OT UTPOKA pe3ybTaT 00pa3oBaTeNbHOTO Mpoiiecca. Yaie Bcero
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K TaKUM BUJAM UTP OTHOCST Pa3zHOOOpa3HbIEe CUMYIISITOPBI WM TPEHAXKEPHI, KOTOPhIE UMU-
TUPYIOT pa3HooOpa3Hbie mporecchl. Tak, Hanpumep, Haymenko A. A. u KuszeB A. C. B
CBOEM HCCIIEJIOBAaHUM TPUIUIA K BBIBOAY, YTO BUACOUTPHI, & UMEHHO aBUACUMYJIATOPHI,
MOJKHO HCIIOJIb30BaTh B 00pa30BaTEILHOM MpOIlecce aBUAIIMOHHBIX By30B [1]. Bumeourpsr
MPEIOCTABIISIOT BOBMOKHOCTh CO3/IaTh BCE YCIOBHS ISl 00Jiee KaueCTBEHHOTO U MHTEpeC-
HOTO U3Y4YEHHUS TEOPUU C TIOCIETYIOIEH BO3MOKHOCTBIO MPUMEHUTh U3YyYEHHBIE MaTEepUaIbI
Ha npakTuke. Bocco3nanue peanbHbIX Ype3BbIUAHBIX CUTYallUil B BUJIEOUTPE MOMOXKET MH-
JIOTaM OTTOYUTH CBOW HABBIKHM, KOTOPbIE OHH CMOTYT IPUMEHUTD B PEATbHOM IOJIETE.

CrnenyeT OTMETHUTB, UTO CYIIECTBYET U TPETUH TUT 00yUEeHUS — BHYTPEHHEE 00yUYeHHE,
KOTOPOE NPHUCYTCTBYET U B 3HJIOT€HHBIX UI'PaX, U B IK30T€HHBIX Urpax. J(aHHblil BUJ o0Oy4e-
HUS NIPEICTaBIsIET COO0M 00yUeHNE BHYTPUUTPOBBIM MEXaHUKAM, IPAaBUJIaM U YCIIOBHOCTSM
UTPbL. DTU 3HAHUS IOMOTalOT B YIYyYIIEHUU IOHUMAaHUHA OCHOB UTPbI U JTy4IIIEM OPUEHTUPO-
BaHUU B HEM, HO JIaHHBIE 3HAHUA A0COJIIOTHO OECIOJIE3HbI BHE UTPHI.

Squire K. B cBo&M uccliieioBaHUH IPUXOIHUT K BBIBOY, UTO Haubosee 3 GekTuBHBIMU
BUJICOMTPaMU B cepe 00pa30BaHUs SIBISIOTCA YHAOTEHHBIE UTPBI, B KOTOPBIX MPOLIECC UTPhI
Hpe/ICcTaBIsieT co0OM IelieHaNpaBIeHHOEe 00yUeHHEe HEOOXOAMMbIM HaBblkaM [6]. /laHHBIH
BUJI UTP MTOMOTAET Jydllle ¥ ObICTpEE YCBauBaTh ClieM(PUUECKYI0 HHPOpMaIiio Oiarogaps
Oosee neTalbHBIM MEXaHUKaM U 0oJiee TiTyOOKOMY MOTPYKEHUIO B UTPOBOM MPOLECC.

Hcnonp30BaHne HMIpOBBIX MEXAHUK IO3BOJISIET CO3/4aTh OOpa3oBaTENIbHYIO Cpedy
BHYTPH BUACOUTPHI. Takke MPUMEPOM MOKET MOCIY UTh BUjeourpa Minecraft — kommbro-
TEpHAasi UTPa B )KAHPE «IIECOUYHULIA», MPEAOCTABIISAIONIAasi UTPOKY CBOOOY NEHCTBUM U TBOP-
yecTBa. Brimenmas B 2016 roay cnenuanbHas Bepcust Minecraft: Education Edition crana
NOMyJIsipHA CPEU Y4yuTenel 0011e00pa3oBaTeNbHbIX IIKOJI M JIPYTUX 00pa30oBaTEIbHBIX
yupexaeHuil. JlaHHas BepcHsl MPEIOCTaBIIIET BO3MOKHOCTh M3yUYEHHUs MaTeMaTUKH, Ipo-
rPaMMHUPOBAHMSI, UCTOPUU U JaKe KOCMOca. B HEKOTOpBIX CTpaHax JaHHas BEPCHs WUIPbI
OblJIa BKJIFOYEHA B 00s13aTeNbHYIO Mporpammy. BeiOOp gaHHOM WTphl KaK OCHOBBI ISl UC-
MOJIb30BaHUs BUACOUTP B 00pa30BaTeNIbHOM cepe He cllydyaeH, HeJaBHUE UCCIIeI0BaHUs Je-
MOHCTPHUPYIOT, YTO €KEMECAYHOE KOJIMYECTBO reiMepoB, urparmux B Minecraft, mpeBbi-
maeT 140 muumoHoB YenoBek. IMeHHO orpoMHas 6a3a reiMepoB, MPEANOYUTAIONINX Ty
UTpy, CIOABUIIIA HE TOJIBKO CO3JaTeNei, HO W JI0JIeH, KOTOphIe CO3Jal0T MOJU(UKaILUY,
NPUIIOKUTH BCE YCUJIHMS, YTOOBI BOCCO3AaTh YU€OHBIN MPOLIECC U cliejaTh €ro MOHITHEE U
JOCTYITHEE.

Takum 06pa3om, B Xxoie pabOThl ObUIH MPOAHATU3UPOBAHBI CTATHU O BIUSHUU BUJIEO-
urp Ha chepy obpazoBanusi. B paborax aBTOpbl oTMedanu ypennueHue dHPEeKTUBHOCTH U
CKOPOCTH O00YyUYEHHUS ydalluxcs 3a CYET UTPOBOM GopMbl 00yUEHUS, KOTOpast IOMOTAET Clie-
JaTh BocnpusiTue nHpopmanuu 0oiee MPOCTHIM U UHTEPECHBIM. Vcnonp30BaHue BUICOUTD
B 00pa30BaTeNIbHBIX LENSIX YK€ CTAHOBUTCS MOIYJISIPHO, IOTOMY UYTO 4Y€pe3 UIpy YesIOBEK
Jydine U ObIcTpee BOCIPUHMMAET HeoO0Xoaumyr uH@opmaruio. Buaeourpsl npeaoctan-
JSIFOT BO3MOKHOCTh OTTaYMBATh MPAKTUYECKUE HABBIKH B PA3IMUYHBIX OTPACIAX: MpOrpam-
MUpPOBaHUE, aBUALIUS, SJIEKTPOHUKA, XUMUS U T. . BO3BMOXKHOCTh MHANBUAYATU3ALMH TIO]T-
X0Jla K OOYYEHHUIO y4YalIuXxcs JeJIaeT BUJICOUTPhI MEPCIEKTUBHBIM PEIICHHEM B MpoljeMe
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HE)KEJIaHUS YYUThCSI HOBOMY. BUI€OUTphl CTann HEOThEMIIEMON YacThO KU3HU YEJIOBEKa,
UCIIOJIb30BaHUE BUICOUTP B 00Pa30BaTEIbHBIX IENX YK€ 1aBHO 3apEKOMEHI0BAIIO ceOs Kak
3¢ PEeKTUBHBIN U TPOCTON CIIOCOO OOYUCHUSI.
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