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BBenenue THEM TEXHOJIOTHH, a TaKk)Ke N300Iy NHPOPMAINH H

[IpoGnema MoTHBaIMK Yy ydYalIuXcs ObUIa M OCTa- HEXCEIIAHUEM MOJIOBIX JIIOJIEH YYUTHCS, HCIIONB3YS
eTcs HambOonee OCTpod NpoOIeMOl COBPEMEHHOTO JaHHBIE BO3MOXHOCTH. [Ipobiema B TOM, UTO Tpaju-
obpazoBanmsi. Hanboee siBHO 3Ta mpobiieMa BhIpaXka- IIMOHHBIE METOMBI OOydYEHUs, TaKHE KaK JICKITHHU, Te-
€TCS B IPOTUBOPEYUH MEXKY CTPEMHUTEIHHBIM pa3BU- CTBI, TOMAITHHUE 3aJ]aHHS YaCTO HE YYUTHIBAOT UHJIH-
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BUlyalIbHbIC TOTPEOHOCTH YYEHHKOB M HE CHOCO0-
CTBYIOT IOJJIEPXKAHUIO UX BOBJIIEYEHHOCTH B 00pa3o-
BaTeNbHBIN Mporecc. B oTBET Ha 3TOT BHI3OB menaro-
TH WIIYT MHHOBAIIMOHHBIC MOAXOIBI U METOABI 00Y-
YEeHUs, KOTOpble Obl B COBOKYIHOCTH C TpPaJMULMOH-
HBIMHU METOJaMM IIPUBOIMIN OBl K JIyUIIUM PE3yJIbTa-
Tam o0yueHus. M3 Hanbosiee MHTEPECHBIX U MAJIOHU3Y-
YEHHBIX B POCCHICKOM NENArOrMyecKod TEOopuu U
NpaKkTUKe SBISIETCS TelMUUKAImS 00pa3oBaHUsL.
lefimudukanus npexacrasisier coOOH BHEAPEHHE HI-
POBBIX 3JIEMEHTOB B HEMI'POBBIE KOHTEKCTHI. Coriac-
Ho wuccienoBanuio «The effect of challenge-based
gamification on learning: An experiment in the con-
text of statistics education» [1]. I'efimudukanus, oc-
HOBaHHas Ha 3a/1a4ax, ClIOCOOHA MOBBICHTh PE3YJbTa-
TUBHOCTBH NIEATECIHLHOCTH CTyAeHTOB Ha 89,45%, 4to
MOYET TOBOPHUTH HaM O TOM, YTO BOBJICUECHHBIE B 00-
pa3oBaTeNbHBIN MPOIECC CTYACHTH CIIOCOOHBI JT00U-
BaIOTCsI OOJIBIINX 00pa30BaTENLHBIX PE3YJIETATOB.

Heas craTbM: ucciaenoBaTh SABJICHUE reiiMupuka-
LI1H, TIPOCJICAUTD €€ BIUSHNE HA Pa3Hble THIIBI MOTH-
BalliM YYallWXCs, NPOAaHATU3UPOBATh YCIICUIHbIC
IpUMephl BHEAPEHUS reiMU(UKAY B IPAKTHKY.

MarepuaJibl M METOABI HCCIEJOBAHUM

B kaudecTBe METOJOB MCCIEOBAaHMS BBICTYIAIOT:
AHAJIU3 U CUHTE3 HAyYHOW, HAay4HO-NOIYJIIPHOMU JU-
TepaTypbl M CTaTel, MOCBSILICHHBIX TeMaTHKe IeiMu-
¢bukanym, HUTPOBOTO Ju3aiiHa, YeJI0BEeKO-
OpPUCHTUPOBAHHOTO [U3aifHa, TICHXOJOTMHM MOTHBa-
LM, PO UIP B KHU3HEIACITEIbHOCTH YEJIOBEKA U WI-
poBoro o0yuenus. Takxke cpeau METOOB HCCIEeN0Ba-
HUSI B CTAThe MPEJICTABICHO 00OOIIEHNE OIbITa TPH-
MEHEHUS TeiMUpUKAIIMN B OOYUEHHH.

CyIIecTBYIOT HECKOJIBKO OCHOBHBIX IOAXOJOB K
MOHUMAaHHUIO KaTeropuu reiMurKaum.

B crarbe «Designing for Homo Ludens: Still Play-
ing (with) Technology.» b. I'aBep mumer o ToM, 94TO
YeIIOBEKY CBOHCTBEHHO JIIOOUTH UTpPHI. «Mrpa — 310 He
MPOCTO OECCMBICICHHOE Pa3BIICUCHHE, a BaKHEHIIUN
croco0 B3aUMOJCHCTBUS U MO3HAHUS HAIIETO MUPA U
camMux ce0sl — Kak Ui B3POCIBIX, TaK WU U JeTe.
Urpas c Bemamu 1 uiaesiMu, oOMIasch W Me4Tasi, MbI
OTKpBIBa€M HOBBIE TNEPCIEKTHBBI U HOBBIE CIIOCOOBI
TBOPYECTBA, HOBbIE aMOUIIMH, OTHOIIEHUS U UICAIBL.»
[2]. PaboTa "aBepa moaguepkuBaeT poib UTPHI B YeNO-
BEYECKOM >KM3HM U JIESTETBHOCTH, YTO MOBIHIIO Ha
U0 HMHTETpallid WIPOBBIX NPHUHLUIIOB B IU3aiH
Pa3In4HBIX CHUCTEeM. AKLIEHT Ha UI'POBOM IOBEICHUU
Y MOTHBAallMU B TIOBCEIHEBHBIX JCUCTBHSIX YEIOBEKa,
MOXXHO CUHTaTh OTHPABHOW TOYKOH B pazpaboTKe
WU IMOBBIIICHUS TNPOAYKTUBHOCTU 4YEJIOBEKa IIPU
MOMOIIM BHEIPEHUS DIIEMEHTOB HIPHl B JESTEIb-
HOCTb.

PaGora «Serious Games: Games That Educate,
Train, and Inform.» [3] oTpaxkaeT moaAXoa K MOHUMA-
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HUIO WIp, KaK HMHCTPYMEHTa, C TIOMOIIb KOTOPOTO
MOXKHO pelaTh 3aJjaud 00pa30BaTEIBHOT0, COLUANb-
Horo xapakrtepa. [lo3ke 3TO JIErno B OCHOBY HIEH
HCIIOJIb30BaHMS UTPOBBIX 3JICMCHTOB B PEIICHUU MTPH-
KJIQJHBIX 33]1ad.

B pabote Montola, M. Pervasive Games: Theory
and Design. [4] aBTOpBI MPOAEMOHCTPUPOBATH, KaK
WUTPOBBIE MEXaHUKHU MOTYT OBITh BCTPOEHBI B peaib-
HBIE TIPOIIECCHI, YTO MPEABOCXHUTUIIO TIOMBITKA BHE/-
peHus reiimMuduKanun B OM3HEC 1 00pa3oBaHHUE.

Pabora Experience Design: Technology for All the
Right Reasons Hassenzahl, M. [5] onHa W3 MepBBIX,
TJle paccMaTpUBAETCsS KOHLEHIMS «HIPOBOTO JaW3aii-
Ha», OPHEHTHPOBAaHHAs HAa CO3JaHUE WIPOBOTO H
YBJIEKATENFHOTO OTIBITa, HO HE 00s3aTeIhHO BKIFOYA-
FOIUI KITAaCCHYECKUE UTPOBBIE AeMeHThI. [lomuepkn-
BaeTCsd BAKHOCTH YIOBOJBCTBUSL U BOBJICUCHHOCTH B
WUTPOBOU TIPOIIECC, YTO TAK)KE MOXKHO CUHUTATH TIPEJ-
MTOCBUTKOW /711 BHEJPEHUSI UTPOBBIX MEXAHUK B HEWT-
POBBIE CUTYAIIHH.

Deterding, S., et al. (2011). From Game Design
Elements to Gamefulness: Defining "Gamification"
[6]. [Togxon, hokycHpYIOIMUICS HA CO3MaHUU «UTPO-
Boro ombiTay (gamefulness) dyepes3 mocTpoeHue rpa-
MOTHOTO WTPOBOTO JH3aiiHa, a He TPOCTOro 00aBie-
Hue 0aJTOB WITH 3HAYKOB.

Bce Bbime 0003HaueHHBIE TTOAXObI OTPAXKAIOT TIe-
pexoa OT Wrp, Kak CaMOCTOSATENBHBIX MPOIYKTOB, K
WHTETPaIlid WIPOBBIX MPHHIMIIOB B JESITEIHLHOCTH
yenoBeka. CoBpeMeHHasi TeiMuuKanus 0ObeIuHsICT
UJeH TOCTPOCHMsI TPaMOTHOTO WIPOBOTO JAH3aiiHa,
BOBJICUEHHOCTH, BIIMSHUS Ha MOTHBAIMIO W J00aBie-
HHUE TIePETOBBIX TEXHOJIOTHHA, UYTO AENAeT €€ MEXKIIC-
LUTUTMHAPHBIM HHCTPYMEHTOM.

['eitmudukarms uMeeT 1o co00 MOTHBAITMOHHO-
MICUXOJIOTHYECKYI0 0a3y. PaccMoTpuM HECKOJIBKO
TEOpUi, Ha KOTOPBIE ONUPAETCS TeUMU(pUKALINSL.

1. Teopus caMoJeTepMUHALIUU (Self-
Determination Theory, SDT) [7]. — 3T0 ncuxoyioruye-
CKasl TeOpHsi MOTUBAILlMU | JIMYHOCTH, pa3paboTaHHas
Oneapaom Jlecu u Puuapnom Paitanom B 1980-x ro-
nax. OHa Qokycupyercss Ha BHYTPEHHHX HCTOYHHKAX
MOTHBAIIMA U POJH 0a30BBIX IICUXOJIOTUYECKUX I10-
TpeOHOCTEW B JIMYHOCTHOM PA3BUTUU W OJIaroroiry-
Y.

B Teopun camomerepMuHanuy BblIENAETCS S MOA-
TEOpHil.

1. Teopust KOTHUTUBHOM oteHKH (1975 1.)

2. Teopus opraHu3Mmudeckoi maTerpanuu (1985 r.)

3. Teopus Kay3anbHBIX opueHTauui (1985 r.)

4. Teopust 0a30BBIX MCHUXOJOTHMYECKHX IMOTPEOHO-
creit (19951.)

5. reopust comepkanus 1enei (2000 1.) (Goal
Contents Theory/ GCT)
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Hawm B mepByto ouepens nHTepecHa Teopus 06a3o-
BBIX TICHXOJIOTHYECKHUX MOTpeOHOCTel. CorlacHO e,
YEIIOBEK C POXKACHUS UMEET TPU OCHOBHBIX MICHUXOJIO-
TUYECKHX MOTPESOHOCTH:

1. moTrpebGHOCT, B caMoOIeTepMHUHANNK (WX IIO0-
TpeOHOCTh B aBTOHOMHH), KOTOpasi IPEICTABIISET CO-
0oli CTpeMJICHHE YYyBCTBOBaTh C€0s HMHUIUATOPOM
COOCTBEHHBIX JEHCTBUN, CAMOCTOSITEIILHO KOHTPOJIU-
pOBaTh CBOE MOBEJICHUE;

2. IOTpPeOHOCTh B KOMIIETEHTHOCTH, TOJ] KOTOPOH
MoJIpa3yMeBaeTCs JKeNaHue CyObeKTa JOCTHYBL OIpe-
JICNEHHBIX BHYTPEHHHX U BHEIIHHMX pE3yJIbTAaTOB,
cTpemiieHHE ObITh 3P PEKTUBHBIM B YEM-ITH0O0;

3. MOTpeOHOCTh BO B3aMMOCBSI3U C JPYTUMH
moapMu  (relatedness need), korTopas o00o03HayaeT
CTpEeMJICHHE CYOBEKTa K YCTAHOBJICHHIO HAJIEKHBIX
OTHOIIICHWH, OCHOBAaHHBIX Ha YYBCTBaX IPHUBI3aHHO-
CTH M TIPUHAICKHOCTH

CornacHo TeopHH, YJAOBJIETBOPEHHUE ITUX MOTPEO-
HOCTEH BEJET K MCUXOIIOTUIECKOMY POCTY, BHYTPEH-
HEell MOTUBAIMH U OJIATOIIONYYHIO, a UX (PyCTpaIus —
K JICMOTHBAIIUH U JIc3adalTal[|H.

BHyTpeHHsT MOTHBamusi — JeATENBHOCTH pajIu
YIOBOIILCTBUSL WM WHTepeca (Hampumep, Xo00m).
BHerHss MoTHBaIMS — JEHCTBYSI pajid BHEIIHUX IIC-
neit (Harpana, u30eraHue HaKa3aHus).

SDT noatBepKAeHA MHOKECTBOM AMIIUPUYECKUX
WCCJICJIOBAHUN U OCTAeTCs OJHOM M3 HauboJiee BIHS-
TEJIbHBIX TEOPUH MOTHBAllMM B COBPEMEHHOM ICHUXO-
JIOTHH.

2. Teopus moroka (Flow Theory) [8]. [lcuxomnoru-
yeckasi KOHIenIvsl, paspadbotannas Muxaem UukceH-
T™Muxaiu B 1970-x rogax. OHa ONMUCHIBACT COCTOSIHUE
TIOJTHOW TIOTPYKEHHOCTH B JIEATENBHOCTh, KOTZA de-
JIOBEK OIIYIIAeT TapMOHHUIO MEXJTY CBOMMH HaBBbIKA-
MU U CJOXHOCTBIO 3aJlaud, WCHBITHIBAs PajoCTh U
ynoBieTBopenre. Teopusi PoKycuUpyeTrcs Ha YCIOBH-
X, TIPU KOTOPBIX BO3HUKAET ITO ONTHUMAIBHOE TIepe-
JKUBAHUE.

Ompenenenne noroka: CocTossHWE, TIPH KOTOPOM
YEJIOBEK TOJHOCTHIO COCPENOTOUYCH Ha JAEITEITHHOCTH,
TEpsisl YyBCTBO BPEMEHHU M CAMOCO3HAHUE.

B 2021 roxy Kamepon Hopcyopcu u ero xomsern
TIOTIBITANIUCh YCTPAHUTh HECOOTBETCTBUS M IpoOIIe-
MBI, BBISBJICHHBIE BO MHOTHX MOJCIISX U HCCIEIO0Ba-
HUSIX, CBS3aHHBIX C IOTOKOM, W MPEUIOKIIU CTPYK-
Typy, KOTOpasi pa3jindaeT MPeIIIeCTBYIONINE MOTOKY
(hakTophl ¥ SMIUpUdeckue acrnektsl [9]. Hopcyopeu u
JIp. OIIPEHCIVIIN OCHOBHOHM OMBIT IMOTOKA, BKIHOYAFO-
M BCEOOBEMITIONINE MPEAISCTRYIONUE (PaKTOPHI:

®dakTopbl BO3HUKHOBEHHS ITOTOKA:

1. bananc mexay HaBBIKAMHU U BBI30BOM: 3ajaya
JIOJKHA OBITh JOCTaTOYHO CIIOXKHOHN, HO HE TIPEBHI-
HIAOIIEe BO3MOKHOCTH YEIOBEKA.
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2. Scuble nenmu: YeTkoe MOHMMAHKE, YTO HY)KHO
c/enarth.

3. HemnocpenctBenHnass obpaTHast CBsi3b: Bo3moxk-
HOCTB OTCIIE)KUBATh MPOTPECC B PEaTbHOM BPEMEHH.

XapaKTepUCTHKH COCTOSHUS TOTOKA:

1. [Tonnas KOHIIEHTpaLKA Ha 3aa4e.

2. OmymieHne KOHTPOJIS HaJl CUTYaIlueH.

3. Hckaxenne BOCTIpUSTHS BpeMeHH (dachl "ie-
1" WM "3aMensoTes").

4. JlesTeNbHOCTD CTAHOBUTCS CaMOIIENbBIO (aBTOTe-
JUIHOCTB).

3. Mogens Octalysis FOxkait Hoy.

IOkait Yoy (Yu-kai Chou) — skcnept B oOnactu
reiMupuKanuy,  aBTOp  MOMYJSIPHOM — MOAENH
Octalysis, xoTopasi onHuChIBaeT 8 KIIOUEBBIX IBUKY-
LIMX CHJI YEIOBEUYECKOW MOTHUBALIMM B MIPOBBIX U He-
UTPOBBIX KOHTeKcTax. Ero moaxon ¢oxkycupyercs: Ha
CO3JIaHMHU TITyOOKO BOBJICKAIOIIEIO ONBITA Yepe3 yIo-
BIIETBOpPEHHE 0Aa30BbIX IICHXOJIOTHYECKUX MOTPEeOHO-
creil. Mozenb akKTHBHO MpHUMEHsieTcs B Ou3Hece, 00-
pa3oBaHUM, MApKETHHTE U MPOAYKT-IU3aiHE.

Mopnenp Octalysis: 8 OCHOBHBIX (paKTOpOB, CTUMY-
JUPYIOIINX BOBJICYEHHOCTb.

1. HyBcTBO COOCTBEHHOM 3HAYMMOCTH, MUCCHSI;

2. JlocTrxeHue, CTpeMJICHHE K JIUAEPCTBY;

3. CaMOCOBepIIEHCTBOBAHNE, PACKPBITHE TBOpUE-
CKOTO MOTEHIINANA, «TIPOKaYKa HaBBIKOBY;

4. YyBCcTBO BIAJACHHUA W HAKOIUICHHSA, « COO-
CTBEHHHUK!»;

5. CoumnanpsHoe naBieHue, Apyx0a, KOHKYpEHIIHUS;

6. OrpaHNYEHHOCTh PECYPCOB, HETEPIIEIUBOCTE;

7. Taifna, croprpu3s, HEIMpeIcKa3yeMoCTbh, J000-
HBITCTBO;

8. N30eranune HeraTuBa, pa3MEepeHHOCTh, Oe301ac-
HOCTb.

Mogenp Octalysis — 370 HHCTPYMEHT ISl ITPOEK-
TUPOBAHUSI OCMBICJICHHOTO BOBJICUEHHS], a HE MPOCTO
J00aBIIEHHsI «UTPOBBIX 3eMeHToB». [lo cnoBam Yoy,
reiiMuduKays 10JKHA 1€1aTh KU3Hb JIOACH JIydllle,
a HEe SKCIUTYyaTHUPOBATh UX CIA00CTH.

PesynbTaThl M 00CyXKIeHAS

OcHoBHAs 1Ieh TEHMHU(pUKAIUA BO3ICUCTBHE HA
BHYTPCHHIOIO M BHEUIHIOI0 MOTHBAIMOHHBIE COEpbl
4eoBeKa. BHYTpeHHsII MOTHMBALMsl — 3TO JKEJIaHHe
JefcTBOBaTh W3 UWHTEpeca WM  YJAOBOJbCTBUSI.
Hanpumep, pebeHOK penraeT CoKHbIE 331a4K TI0 Ma-
TeMaTuke, MOTOMY YTO 3TO OpocaeT eMy BBI3OB.
BHemHsisi MoTMBauMs — CTUMYJBI W3BHE: OLICHKH,
JIEHbI'H, COPEBHOBaHUE U T.I. [ eliMuduKkamnms KoMou-
HUpyeT o0a THIa, Aejas YyIop Ha BHYTPEHHIOIO MOTH-
BaIHIO.

UccnenoBanust Konopanckoro yHuBepcHTeTa TO-
Ka3aJio, YTO YYCHHKH, MMOJTyJarole OerKu 3a Kpea-
TUBHBIC PELICHUs, HAYWHAIOT BOCIPHHUMATH y4yeOy
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KaK «BBI30B», a HE 0053aHHOCTH. ITO TPaHCHOPMUPY-
€T BHEITHUE CTUMYJIBI BO BHyTpeHHuE. [10]

Ycneurnsle npuMepbl IPUMEHEHUs TeHMUPHUKALIT
B 00pa3oBaHUM BCTpPEYAIOTCA JIOBOJBHO  YacTo.
Hawnbonee u3BeCTHRIM IPUMEPOM BHEAPEHUE TaHHOTO
npuemMa B o0pa3oBaHWe SBIsieTcs Iwiatdhopma JuIs
M3y4YeHHs HHOCTPaHHBIX 3bIKOB Duolingo. Ilepeunc-
JUM HEKOTOpbIe W3 NMPUHIMIIOB TeMudukanmuu, mc-
MOJIb3yeMbIe JaHHOU TIaTGopMoit:

1. YyBcTBO COOCTBEHHOW 3HAYMMOCTH, MHUCCHS:
ydaluecsl 9yBCTBYIOT, YTO OHHM BHOCSIT CBOM BKJaJ B
BBITIOJTHEHUE MHCCHUHU (HammpuMmep, «OecIiaTHoe oopa-
30BaHME AJIST BCEX)).

2. locTwKeHHUs: OTMETKH, OIMbIT, 3HAYKH H TIOBBI-
HICHUS YPOBHS MO3BOJISIIOT OTCIICKHUBATH MPOTPecC.

3. CaMOCOBepIIEHCTBOBAHNUE, PACKPBITHE TBOpUE-
CKOTO TIOTEHIIMalla, «IIpOKavYKa HaBBIKOBY»: Hactpam-
BAa€MBIC CKCIHCBHBIC LCIN U JECPCBbA HABBIKOB I103-
BOJIAIOT IMOJIB30BATC/IAM MHAWBHUAYAJIN3UPOBATH IIPO-
1ecc 00y4eHusl.

4. YyBCTBO BIAJeHHWS M HAKOIUICHHs, «I COO-
cTBeHHUK!»: BnageHue BHYTpH CHCTEMHON BHPTY-
ATPHON BAIIOTOW <JTMHTOTaMK» TO3BOJISET IMOIydYaTh
Harpazapl (HampuMmep, U3MEHATh NU3ailH aBarapa, WH-
tepdetica, mOKymaTh OOHYCHI).

5. ConpasibHOE JaBJICHUE, IPYkK0a, KOHKYPEHITHS:
Tabmurs! THIEpOB U KITYyOBI CITOCOOCTBYIOT KaK KOH-
KYpPEHLIUH, TAK U COTPYIHUYECTBY.

6. OrpaHHuYEHHOCTh PECYpPCOB, HETEPIEIUBOCTb:
cOOBITHSA, OTpaHMYEHHBIE TI0 BPEMEHHW (HampuMmep,
BBIXO/IHbIE C Y/ABOEHHEM OYKOB OIBITA), U €XKEeHe-
JeNbHBIE TIepe3arpy3Ku JIUTH.

7. TaliHa, cropmpu3, HENPEICKa3yeMOCTh, JIF000-
MBITCTBO: PannoMusupoBaHHbIe YIpaXHEHHUS,
HEOXHJAHHBI OOHYC OMBITAa U Pa3HOOOpa3HbIE UCTIBI-
TaHHA.

8. N3beranme HeraTtnBa, pa3MepeHHOCTh, Oe30mac-
HOCTh: CTpax MOTEepsATh MPOTPECC WM CTaTyC BBIpa-
JKEHHOE B €XKEIHEBHBIX «CTpHKax» (cepuu AHEH 0Oe3
TIPOITYCKOB).

[To mannapIM TIOpTana Statista [11] guciio aKTHBHBIX
nojnb3oBateneii Duolingo 3a Tperuit kBapram 2024

rojga cocraBmi 113 MuH, 4TO Ha 25 MJIH IIOJb30BaTe-
neit Oosplie, IpeAbIIyLIero Iepruoa.

Ho crout orMeTuTs, 4TO TIpH Kaxymehcs dddex-
TUBHOCTH TeiMU(UKAINH, CYIIECTBYIOT U HEYJauHbIE
MIPUMEpPHI €€ IPUMEHEHMS.

Tak, ecnu refimudukanust QOKyCHpPYETCS TOJIBKO
Ha BHENTHUX Harpanax (04kw, OCHKH), BHYTPEHHSS
MOTHBAllU MOXKET Hc4ye3HyTb. Hampumep, uccneno-
Banue [ecu n Kectuep (1999) mokaszano: y4eHUKH,
MOJTy4YaBIINE JIEHBIH 3a YTEHHE, MEPEeCcTaBaId YUTATh
rmociie OTMEHBI BeITIIAT. [12]

Tabauuel TUIEPOB MOTHBHPYIOT YCHEIIHBIX Yde-
HUKOB, HO JIEMOTHBHPYIOT ocTanbHbIX. B 2019 rony
CraHdopAcKuii YHUBEPCUTET MPOBEI UCCIIEIOBAHUE O
BIMSHUU aKaJAEMUYECKOW KOHKYpPEHLIMH Ha YPOBCHb
cTpecca, rae 58% CTYIEHTOB OTMEUYaJIH YYBCTBO
CHJIBHOTO JIaBJICHHE M3-32 BHEJPEHHUS CHUCTEMBI CpaB-
HeHul. [13]

BriBOaBI

IeiiMudukanms npeacTaBaseT coO00i MepPCIeKTUB-
HBI MHCTPYMEHT MOBBIIICHUSI MOTHBAILIUK YYaIXCS,
00BbEeINHAS 3JIEMEHTHI UTPOBOrO An3aiiHa ¢ 00pa3oBa-
TeIbHBIMU TIponieccamMu. lccrnenoBaHue TmoKasalo,
YTO WHTErpalysi UTPOBBIX MEXaHHWK, TAKMX KaK CH-
cTeMa JOCTW)KEHHH, OoOpaTHas CBs3b B pEaTbHOM
BPEMEHH M COI[HAIIEHOE B3aUMOJIEHCTBHE, CITOCO0-
CTBYET PAa3BUTHIO KAK BHYTPEHHEH, TaKk M BHEUIHEH
MoTHBanuu. [IpuMepsl ycnemHoro npuMeHeHus, Ta-
kre kak tatgopma Duolingo, monrsepxkmaroT 3¢-
(EeKTUBHOCTh TelMUPUKANIMU B TpaHchopManmu
y4eOHOTO mmporecca B yBICKATEIbHBIH U BOBIEKAIO-
muii ombiT. OgHAKO BaKHO HM30EraTh Ype3MEpHOro
aKIIEeHTa Ha BHEUTHHWX Harpajax, KOTOpble MOTYT CHHU-
3UTh BHYTPEHHIOIO 3aWHTEPECOBAHHOCTb. [[ns ycmem-
HOTO BHEJpPEHWs TeHMUpUKaun B 0o0Opa3oBaHHe
HEO0OXOJMMO YYHUTHIBATh HHIUBUAYAIbHBIE IMOTPEO-
HOCTH Yy4aluxcs, OaJaHCHUPOBATh MEXAY CIOXKHO-
CTBIO 33J1a4 M HaBBIKAMH, & TAK)KE CO3/1aBaTh YCIOBUS
JUTS.  TTO3UTHBHOTO COLMAIBHOTO B3aUMOJIEHCTBHSL.
JanpHelimme uccaeIoBaHus MOTYT OBITh HaIllPaBJICHBI
Ha pa3pabOTKy YHHMBEPCAILHBIX MOeNed reimudu-
Kalli{, aJalTHPOBAHHBIX K pasIUYHbIM 00pa3oBa-
TEJIHHBIM KOHTEKCTaM.
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