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AHHOTAITHA

CoBpeMeHHBI 00pa30BaTENbHBIM MPOIECC B TEXHHUYECKOM BY3€ HEOTIEIHM OT
Pa3BUBAIOIIETOCS TEXHOJIOTUYECKOTO COCTOSIHUS BeeX chep 0OIIEeCTBEHHOM, MPOU3BOICTBEHHOM,
COLIMANIHOM KHU3HU OOIIecTBa M MpeAoIpeaeseTr o0pa3oBaTeIbHBIM MOUCK MPOJAYKTUBHBIX
TEXHOJIOTUH, BHEJIPEHHE KOTOPBIX MOXET IPOJAEMOHCTPUPOBATH BHICOKUM 0Opa30BaTElIbHBIN
pe3ynbTaT NOATOTOBKU CIEMATIMCTOB JJIsl TEXHOJIOTMUYECKUX OTpaciiell Ipou3BoAcTBa. B craTee
aBTOPbI 0003HAYMIM MOTEHI[Mal reiMu(rKallii, Ha OCHOBE aHalIM3a HAayYHBIX HCCIIET0BAaHUI
BBISIBUIIM CYIIHOCTh TeMu(UKAuu 00pa30BaTeNbHOTO Ipoliecca TEXHUYECKOTO BY3a Kak
L[€JICHAIPABJICHHOTO CHEIMajIbHO OPTraHM30BAHHOTO MCIOIB30BAHUS 3JIEMEHTOB HIPOBBIX
MPaKTUK B IIU(PPOBOI 00pa30BaTENBLHOMN Cpeie C LENbI0 TPOQPECCHOHATBHOTO PAa3BUTHSI OYIyIIIN X
WH)XEHEPOB U aKTyallu3UpPOBaJIM AaBTOPCKOE IOHUMAHUE HCCIeIyeMoro (EeHOMEHa Kak
MeJaroru4eckoil TEXHOJIOTHH, TPaHC(HOPMUPYIOLIEH colepKaHUEe U METO/Ibl 00Y4EHUS C 1IENIbIO
npodeccuOHaIbHOW  OpPUEHTAllUM  IOCPEICTBOM  MOTHUBAIMOHHOTO BO3ACUCTBHUS  Ha
NeSITeIbHOCTHO-TIOBEICHUECKYI0  cepy JHMYHOCTH Oyaymero uHXkeHepa. Ha ocHoBe
BBIZICTICHHBIX aCHEKTOB (eHOMEHa TeMMH(UKanuK OOOCHOBAIM KOMIIOHEHTHBIH €ro COCTaB,
BKITIOYAIOI I MOTHBAIlMOHHBIN, KOTHUTHBHBIH, JESATENIbHOCTHO - 110BEICHUYECKNUH,
WHCTPYMEHTAIBHO-TEXHOJIOTUUECKU M,  YIIPABICHYECKO-TIEAArOTHYECKU U pedeKCUuBHBIN
KOMITOHEHTHI, YYHTHIBAIONME BHYTPEHHIOI MOTHBAIUIO, (OPMUPOBAHUE WHIUBHAYaTbHBIX
CIO0COO0B KOHCTPYHPOBAHHUS 3HAHUM Yepe3 UCI0Ib30BAHKE YHUBEPCATbHBIX KOTHUTUBHBIX CXEM,
TpaHC(hOPMAIHIO JIEATEIBHOCTH B ONEPAIMOHATIBHO OCMBICICHHOE U MHTYHTHBHO MOHSTHOE,
TpaHcQopMaIio 00pa30BaTENbHBIX pPOJEl CYOBbEKTOB 00pa3oBaTENBHOIO Ipolecca u
OCMBICIICHHH COOCTBEHHOW JESTEINBHOCTH, OOpa30BaTEIbHBIX M IOBEICHUYECKUX JEPHUIIUTOB,
BEKTOpa MPOHeCCHOHAITBHOTO U TIMYHOCTHOTO PA3BUTHUS U CAMOPA3BUTHSL.
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BBenenune

B ycnoBHSX TEXHUKO-TEXHOJIOTMYECKOM TpaHCPOpMaLUM 0co0Oe 3HAaue€HUE OTBOJIUTCS
COCTOSIHUIO HH)KEHEPHO-TEXHUYECKOM IOATOTOBKHM, OOECIEUMBAIOUICH aKTyalbHBIH YpOBEHb
KOMIIETEHIINI OyIylMX HHXXEHEPOB U ONPENEIAIOIMI BEKTOp Pa3BUTHS IEIarorMuecKoil HayKu B
YacTU pa3BUTUS TEOPUH M METOAMKH MPOGECCHOHATLHOTO 00pa30BaHMs U BHEIPEHUS TPOAYKTUBHBIX
TEXHOJIOTUH, alall THPOBAHHBIX MO/ MpodeccoHaIbHO-00pa3oBaTeIbHbIHN 3aKa3.

OcHOBHAAI YaCTh

B mocrenHee mecATwieTHE B HAYYHOUW JIMTEpaType pa3BUBACTCS HJIEs BHEIPCHUS HTPOBBIX
TEXHOJIOTUH B 00pa30BaTENbHBIA MPOIECC TEXHUYECKOTO BYy3a B 4YacTU NPOodecCHOHAIBHON
MOJTOTOBKU OYIyIMX WHXKEHEPOB U MPEIaraloTCsi HaydHble 000CHOBAHUS PEATH3allMH STOM UJICH.

Cama ujies uTpoBBIX METOJMK B 00pa30BaTEIbHON MPAKTUKE UMEET JOCTATOYHBIA HCTOPHIECKU N
MyTh Pa3BUTHA, HaunHas ¢ aHTuyHoro nepuoaa [Hamonuuckas, 20137], yepe3 snoxy [IpocBemenus ¢
HOBBIMU  TIPOTHOCTHYECKA OPHEHTUPOBAHHBIMH UTPaMH, TEXHOJOTHYECKUM  KOMIIOHEHTOM
WHIyCTPUATFHOM 3TIOXM U 3aKaHYUBAasi COBPEMEHHBIMHU I (POBBIMU TEXHOIOTHUSIMH.

Hcropudeckast 3BONIONUS Te MU (DUKAIMY 3aKOHOMEPHO MPUBENIaK €€ COBPEMEHHOMY COCTOSIHHIO,
CYIIHOCTh KOTOPOTO COCTaBISIET CHCTEMHOE BHEIPEHHWE HUIPOBBIX MEXaHHK, OMOCPEIOBAHHOE
MPOCKTUPOBAHUEM WHIUBUAYAIbHBIX O00pa30BaTENbHBIX TpacKTOpuii. BEICTymas karaam3aTopom
y4eOHON MOTHUBAIIMU, WUTPOBBIE SJEMEHTHl PEATH3yIOT 3aJ0KEHHBI B HHUX OOpa30BaTEIbHBII
MOTCHITM AN, YTO HAXOJUT OTPAKEHUE B MPAKTUKE MEPCOHATM3UPOBAHHOTO 00ydeHUs [Duumurickas,
2025].

TakuMm 00pazom, IBONIOIMS UTPOBBIX IPAKTUK B 00pa30BaHUU OTPAXKAET HANPABIEHHOCTh Ha!

— aHanu3 o0pa30BaTENBHBIX MOTPEOHOCTEN OYIYIIMX HWHXKEHEPOB, OOYCIOBJICHHBIX COLIMAIBHO
0I0OpSIeMBIMH M COIIMAJBbHO MOOUIPSIEMBIMH JOMHHAHTaMH B OTHOIIEHUHM K 3HAHHUIO,
KOMITETCHIIUSM, Kak  Qakropy  mpodecCHOHANbHOTO W JIMYHOCTHOTO  Pa3BHUTHS,
CaMOOTPEEIIEHUIO U CAMOPa3BUTHIO, M, B UTOTE, KOHKYPEHTOCTIOCOOHOCTH Ha phIHKE TPY/Ia;

orpeiesieHue 00pa3oBaTEeNIbHBIX MEJICH B YaCTH peali3aIii STUX TOTPEOHOCTEH;
pa3paboTKy BaJIMIHBIX TEXHOJIOTUH (B TOM YHCIIE U HHTEPAKTUBHBIX) H Y4€OHO -METOIUICCKOTO
obecrieuenus [Maxkaposa, 2016];

— BHEAPEHHE X B 00pa30BaTENbHBII IPOI[ECC TEXHUYECKOTO BY3a U OIICHKY PE3YJIbTATUBHOCTH.
B cucreme Bbiciero 00pa3oBaHMsI MOTEHLMAT HCHOJIB30BAaHHUS TEXHOJOTUM TIeiMupuKanuu
CBS3aH B psAOM (AKTOPOB:
— BO3MOKHOCTBIO MOJICIHUPOBAHHNSA PCAIBHBIX MPAKTUYCCKUX 3adad W KOHCTPYUPOBAHUSA HUX
pElICHU;
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— HampaBJICHHOCTBbIO Ha BO3/ACHWCTBHE Ha I03HABATEIbHO-TIOMCKOBYIO c(epy JHMYHOCTH C
BO30Y)K/IEHHEM TO3HABATEIBHOTO WHTEpPECa M BOBJICUCHUEM B CAMOCTOSTENBHBIA MOUCK H
nuKBUganuio aedunuTa suanuii [Edpemona, 2020; Illokapes, 2020];

— CO3JITaHMEeM UMHUTHPYIONMX MPodecCHOHaTBHBIC TTPOIICCChI 3aaHMH;

— CO3JIJaHWEM ONPENEICHHOTO SMOIIMOHAIBHOTO HACTPOS YYACTHHKOB C IIEJBbI0 aKTHBU3AIUH
yu4eOHO-TIPOECCHOHATBHON AESITETLHOCTH;

— y4éToM chOPMHUPOBAHHOTO MPAKTHYECKOTO OMBITAa PEIICHHS MTPOQeCcCHOHATBHBIX 3a/1a4.

Jlis KOppPEKTHOTO HCCIEAOBAHHUSl CYHIHOCTH U cojJepxaHus (eHoMeHa «eetimugurayusay
pPacCMOTPUM CaMHU TOHSTHSL CcyuHocmu W cooepicanus. Kak monvmHaydyHble TOHSATHS, B HAy4YHOU
JTUTEpaType CYIHOCTh IMOHMMAETCs KaKk BHYTPEHHsI OCHOBA 4Yero-inbo, a, coJepkaHue, Kak
BHYTPEHHEE HAIOJHEHUE, KOMIIOHEHTHBIN COCTaB, OMPEACTSIONMN CYIHOCTHYIO XapaKTepUCTUKY
(deHOMEHa.

I'oBopst 0 dheHOMEHE TeiMuUKAITNKA, OTMETUM, YTO caMo MoHsTHe BBeAeHO B 2002 roxy Hukom
[lennHrOM W MOHMMAIOCh KaK MPUMEHEHHE MTPOBOM MEXaHUKHU. B TOCIeACTBHU 3a pyOekoM
pa3BUTHE TepMHHA MOLUIO B HampaBjeHUU IudpoBoro mapkeruHra u ausaitHa (Kesun Bep0Oax)
[Werbach, Hunter, 2012], a, B pocCHICKUX HCCIIEJOBaHUSAX — B 00pa3oBaHWU, KAK TEXHOJOTHIO
obyuenus [KapaBaes, Cobonera, 2019; lommaros, Jommarosa, 2015].

N3ydenue HampaBieHuii uccienoBanus geaomena «l eiiMudukamnmsy MO3BOIHIO BBIICTUTE JBA
OCHOBHBIX HANpPaBJIICHUS — MeopemuKo-memoooao2uyeckue, ¢ O0OHOU CMOPOHbI, NPUKIAOHbIE U
Kpumuyeckue, ¢ Ipyroi CTOPOHBI.

B TeopeTHko-MeTOM0NOrMYECKUX HaMpaBlIEHUsIX HCcleAoBaHui (eHomMeHa TeiiMudukanu
BBIJICITAM:

— MO3UIUOHUPOBAHKE TeHMU(DHUKALIMY B KAUECTBE CTPATETUYECKOTO HHCTPYMEHTA MOJCPHU3AIII
oOpazoBanusi 00yCIOBICHO HEOOXOAMMOCTBIO pa3pelieHrs] HECOOTBETCTBUS TPAAUIIMOHHON
WH)KEHEPHOU MOJITOTOBKU 3aripocaM HH(PPOBON IKOHOMUKH, TJI€ TPOTYKTUBHBIE MEXaHU3MbI
urpodukaruu obdecrieunBaroT GOPMHUPOBAHKUE TMOKMX HABBIKOB, KPEATUBHOCTU W U (PPOBOI
rpaMoTHOCTH Oyaynmx uHxeHepos (O.B. Opnosa [Opnosa, Tutosa, 2015], M.B. Adonuna
[Adonuna, XapmamoBa, 2017], DeWinter J. [Adonuna, Xapmamona, 2017], Nelson M. J.
[Nelson, 2012], Donald F. Roy [Roy, 1959] u npyrux;

— HaydHoe oOocHOBaHUE 0a30BbIX (YHKUHMIH, NTPUHIUMIIOB W KOHIENIUN TrelMuUKaInuH,
3aKII0YAIONMXCd B HEMMUTAUMOHHOW npupone redmudukanuu (k. Maxl onuran
[McGonigal, 2011], FO-Kait Yoy [Chou, www], O. B. CepreeBa [Sergeyeva, Bogomiagkova,
Orekh, Kolesnik, 2020], O. H. ®unarosa [®unarosa, bynaesa, ®pomnora, 2025], Eric Brangier
[PunaroBa, bynaesa, ®posnosa, 2025]);

— noHuMaHue TpancopmaruoHHoro mnorenuuana reimudukanuu (O. C. I'mnszoBa u A. H.
3amormanckas [['minssoBa, 3amormanckas, 2022]).

— pa3paboTky Tunoioruu u kiaccupukanuu reitmudurauu (Danelli F. [Danelli, 2015]).

— TeopeTnyeckoe 000CHOBaHME reiiMu(UKAIIMK KaK MOJHOLIEHHOTO qUAakTuyeckoro moaxoxa (H.
W. boumena, [boumena, I'omoBanoa, bryamesa, 2025], H. A. AcramoBa [AcraiioBa,
Bbouneipera, [lomoga, 2023]).

B npuknaoneix u xpumuueckux Hanpasenenusx WCCIEAOBaHUN (eHOMEHA TeMMHpUKANK

BBIJICIIUM:

— nemarornueckuii moteHnuan reimudukanuu (E. A. Kazannesa [Kazanmesa, 2021], E. H.
Edpemona [Edpemona, 2020], H. B. MakapoBa [Maxkaposa, 2021]);

— motuBarmonHoi noreHnuan (T. I'. BonkoBa [BonkoBa, Tananosa, 2022]), 3akmovaronmiics B
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s¢dexruBHOCTH OanaHca Mex1y BHemmHel u BHyrpeHHel motuBanueii (H. C. ®onTanosa, B.
B. ApramonoBa [@onTanoBa, ApramonoBa, 2020; ApramonoBa, 2022]);

OTpacieByl0 crnenuuKy HpH HM3y4eHUH HHOCTPaHHBIX 3bIKOB, B IT-oOpazoBanus (B. B.

Conomarosa, FO. A. TapenuyeBa), npu uzydeHun couuanbHo-rymanutapubix (M. B. CraBuena
[CraBueBa, Baruna, 2019]), rexandeckux nucuuminH (WU.C. Kansea u A.JI. [Tumues [Bonkosa,
Tananosa, 2022], B.B. Tponuukosa [Tponaukosa, 2021]).

mojenu BHenpenus reiimuuxanuu (Oenuxc IMapeus, Ockap [leapeiipa, Mapuo I[IbsTTunn, AHa

Cepneripa-Ilenns (Félix Garcia, Oscar Pedreira, Mario Piattini, Ana Cerdeira-Pena) [Garcia,
Pedreira, Piattini, Cerdeira-Pena, 2017], A.B JlonmatoB [[loamaros, Joamarosa, 2012]).

koHnenuu reiimudukanuu (0. M. 3amartuna, [1. 1I. Mosranesa, /[. A. 36poabko [3amsTuHa,

Mosranesa, ['onuapyk, 2015]) ¢ 1enpio mosydeHust KOJIMY€CTBEHHBIX U KAU€CTBEHHBIX OIICHOK
BIMSIHUS TeMHUKalUM Ha 00pa3oBaTeNbHBIM MPOILIECC, COYETAINEeH MPOBEPKY
TEOPETHYECKUX 3HAHUW C PEIICHHEM TMPAKTUUYECKUX 3a/ad M IEJbI0 TOBBIMCHUS
WHTEPAKTUBHOCTH oOpa3oBatenbHOro nporecca (C. FO. Spuna [SApuna, 2018));

MICUXOJIOTO-TIETaTOTUUECKUE PHUCKHA, OOYCIOBJIECHHBIC TOJAMEHOM OO0pa3oBaTENbHBIX IIeJIeH

WUTPOBBIMH, AEMOTHBAIIMEH BCIEICTBUE CMEICHUS aKI[eHTa B CTOPOHY BHEUIHUX Harpai, a
TakKe HEJOCTAaTOYHBIM pa3BUTHEM JUYHOCTHOU peduiekcun oOydaronmxcs (K. B. Ilokaper
[[okapes, 2020], K Jiang [Jiang, 2011]);

OpraHu3aliluOHHBIC HpO6JICMLI, IMOpOKAACMBIC OTCYTCTBUEM YHI/I(l)I/II_II/IPOBaHHOFO

WHCTPYMEHTApHsl, H30BITOYHON CIIO)KHOCTBIO apXUTEKTYPhl TeWMHU(HIIIPOBAHHBIX KYpCOB U
HEJI0OCTAaTOYHOU C(OPMUPOBAHHOCTHIO HHU(POBBIX KOMIleTeHIIMH y mpernoaaBareneii (O. A.
Konocora [KonocoBa, bernuesa, 3aBenbckas, 2022]);

¢dunococko-KPUTHUECKUI PUCK M3-3a ycHileHUs KoHTpousd 1 Manunyisiuu (Canun A. [CanuH,

2015]).

OcMbICTIeHrE BBIIIE MPEJCTABICHHBIX U IPYTUX HCCIEIOBAHUM TTO3BOIMIIO 0000IMTE MOAXOABI K
TPAKTOBAHUIO MCCIIEYeMOTo (beHOMEHA «TelMU (UKL S»:

B onHux ucciaeaoBanusx (A.C. BeryumHckuii) reiiMuduianusi BBICTYIa€T METOJO0JOTHEN

KOPPCKO U MMOBCACHUA YCPC3 CO3AAHUC TOBUTHBHOT'O SMOLIMOHAJIBHOTO (I)OHa;

B JPYTUX — HHCTpyMEHTOM LHU(POBOHl 00pa3oBaTeNbHOM Cpeapl [js  TOBBIMICHUS

BoBiiedueHHOCTH oOyuaronmxcs (CoboneBa E. B.) [CoGonea, KapaBaes, IlepeBo3unkoBa,
2017];

KaK IIearOTHYCCKA HHCTPYMEHT Ui  (QOPMHpPOBAHHS TO3HABATEIIBHOW MOTHBAIMN
Oo0OyJaloImMXcs C HAaNpaBIEHHOCTHIO Ha JESITEIbHOCTHYIO cdepy nu4yHOCTH [AcTallioBa,
Bounpipera, [lomora, 2023];

KaK TICHUXOJIOTHYECKUI HHCTPYMCHT BO3,Z[€I>'ICTBH$I Ha IIO(i)aMI/IHOBBIG MCXaHU3MBI MO3ra,

OTKIMKAIOIMeCd Ha cuctemy noompenunid [@unarosa, bynaesa, ®ponosa, 2025];

KaK MEXaHH3M YIPaBJICHUS y4eOHOW NEATETHHOCTHIO WM YITTYOJIGHHSI OCO3HAHHOTO OCBOEHUS

Marepuaia.

BeineneHHbIE TOAXOIBI TIO3BOJSIOT OMPEACTHTD CYUHOCMb 2etimughurkayuy 00pa3oBaTEILHOTO
mpoliecca TEXHUYECKOTO BY3a, KaK YeleHaAnpagieHHoe CHeyuaibHO OpeaHU308aAHHOe UCNOIb308AHUe
9IEMEHMO8 USPOBLIX NPAKMUK 8 YUPDPOBOL 00pazoeamenvholl cpede ¢ Yeiblo NpoheccuoHarbHO20
pazeumus OyOyuux UHMICeHepos U aKTyaJTN3upPOBaTh aBTOPCKOE ITOHUMaHUE UCCIeyeMOro (eHOMEeHa,
KaK, nedazocuieckoll mexHoa02u, mpac@hopmupyroueti cooepiucanie u Memoovl 00YUeHUs. C Yeabio
npogheccuonanbHol OpueHmayuy NOCPeoCcmeom MOMUBAYUOHHO20 8030eUCMBUs HA O0esimeNbHOCHHO-
nogedeHyeckyro cehepy auuHocmu 6yoyueco uHICeHepd.
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3aKJII04YeHne

Ucxons w3 chopMylIupoBaHHOTO BBIIE oOmpeaeeHus (eHOMEeHa TeMMU(UKAIIUU BBIICIUM
KIIIOYEBBIE €r0 acIeKThl, ITO3BOJISIONIME 000CHOBATH KOMIIOHEHTHBIHM COCTAaB:

— MOMUBAYUOHHO-NCUXOJIOSUYECKULl  acnekm, OOYCIOBJICHHBIH BHYTPEHHEW MOTHBAIlUEH
JUYHOCTH Ha TPOLECC W pe3ylnbTaT TeHMU(UIHUPOBAHHOW JEATEIIFHOCTH  Yepe3
YAOBJIETBOPEHUE MOTPEOHOCTH BBHIOOPA CIOXKHOCTH 337a4 B COOTBETCTBHH C OCO3HABAEMBIM
YPOBHEM 3HAHWU, YMEHUH U HaBBIKOB, MPOSIBJICHUE CBOMX BO3MOKH OCTEl — BCErO TOTO, YTO
Na€T OLIYIIEHHE MacTepCTBAa, BO3MOKHOCTH IPOSIBUT CBOM KadeCTBa JINYHOCTH — «I10KA3aTh
ce0s1, CBOU JTyylllie KauecTBay;

— UHCMPYMEHMAbHO-MEXHON0SUYEeCKUll  acnekm, OOYCIOBIEHHBIH Ha0OpOM  KOHKPETHBIX
(UTPOBBIX» HWHCTPYMEHTOB, OOJETYaloNMX peaau3aliui0 MeIaroTHYecKuX TEXHOJIOTHI
(«ripuHSTHE» OOYYalOUMMHUCS TEJarOTHYeCKOro BO3ACUCTBUS B BHUJIE HCIIOIB30BAHUS B
y4eOHOM TMpoliecce IIeJIEHANPAaBICHHON CIleUalbHO OPraHM30BAHHOM IeJarorn4eckon
TEXHOJIOTHH;

— 0eAmenbHOCMHO-NPOYeccyanlbHblll  dcnekm, 3aKIiovalonmiics B HM3MEHEHHOM Xapakrepe
y4e0HOM NesITeTbHOCTH — OT 00S3aHHOCTH K OCMBICTICHHOMY M YBJICKATEIHbHOMY JIEHCTBHIO,
«HAKOIJICHUsI 3HAHUI» Ha «IPOXMBAHUE ONBITA» IOCPEICTBOM PEIICHHE IMPAKTUUYECKUX,
KOHTEKCTHBIX 3a]1a4;

— YnpasneHyecko-nedazo2uyeckull acnekm, W3MEHSIONMMI MeJIaroru4eckyl0 poJib TEXHOJIOTHH
reiMuuKaluu K «MATKOMY» YIPaBJICHUIO YYEOHOW JEATENHHOCTHIO, B KOTOPOH pOJIb
npernoaBareis TpaHchOpMUPYETCS OT JTUPEKTHBHOW K OPraHU3aTOPCKOM, HAIPaBIISIONIEH,
(hacuIMTaTOPCKOM;

— perexcusHvlll acnexkm, TPOSBISIONMICS B TEPCOHAIM3AIUN OOpaTHON CBSI3M, CHHM)KCHUHU
TPEBOXKHOCTH OT HEyAad, IOCKOJIBbKY caM OOpa3oBaTeIbHBIA Mpolecc InepecTaér ObITh
HanpsHKEHHBIM, a CTAaHOBUTCS «MTPOBBIM», CJEIOBATENIbHO, peduiekcus CcOOCTBEHHOM
JEATEIFHOCTH TPEBpalaeTCsi B KOMQOPTHOE [uiss OOydaroumxcs SBJICHHE, YTO CHHUXKAeT
OCTPOTY JTUYHOCTHBIX IEPE)KUBAHUU.

Hcxonst U3 mpeACTaBICHHBIX aCIEKTOB (leHOMEHa TeMU(UKAIITN 000CHYeM KOMITOHEHTHBIH ero
COCTaB, BKIIOYAIONMI  MOTHBALlMOHHBIM, KOTHUTHUBHBIM, JIEITEIbHOCTHO-IIOBEACHYCCKUI,
MHCTPYMEHTAIbHO-TEXHOJIOTUYECKU I, YIIPABJIEHYECKO-1€AArOTHYeCKU I u peduiekcuBHBII
KOMITOHEHTBHI:

— MOMUBAYUOHHDIU KOMNOHeHm, O0YCIIOBICHHBIN BHYTpEHHEH MOTHBAIIUEH JINYHOCTH OYIyIIeTO
MH)KEHEepa Ha IPOoLecC U pe3ylbTaT reMMu(UINPOBAHHON NESTETbHOCTH U MPOSBISIOUIMNCS
MOCPE/ICTBOM  YAOBJIETBOPEHHSI TeHMU(UIMPOBAHHBIX MOTPEOHOCTE W  pean3allHio
BO3MOKHOCTEH;

— KOCHUMUBHBIU KOMNOHEHN, 3aKIIYaoNMics B (GOPMUPOBAHUM WHIWBUIYAJIBHBIX CIIOCOOOB
KOHCTPYHUPOBAHUSI 3HAHUN 4Yepe3 MCIOIb30BAHUE YHUBEPCAIBHBIX KOTHUTHUBHBIX CXEM
(«gacTb-11e710€», «CBSI3bY, <IIPUUYMHA-CIEICTBUEY», <dIPOLIECC-PE3yNbTaTy), COCTABIISIONM X
OCHOBY Uil O0OOOIIEHHS, KaTeropu3allud M CHUCTEeMaTHU3allMM Y4eOHOro Marepuana,
NPOSBISIIOIMIICA B  pPa3BUTHM €r0  IO3HABATEIBHOM JIEATENBHOCTH B  KOHTEKCTE
npodecCHOHANBHBIX 33/1a4;

— 0esiMeNbHOCMHO-N08e0eHYeCKUll ~ KOMNOHenm,  3aKllovalonmiics B TpaHcdopmanuu
OCO3HAHHOW, UHTEPECHON, OCHOBAHHON Ha MMEIOIEMCSl OMBITE «UTPOBON» MPUBBIYHON U
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MMOHSATHOM JACATCIBbHOCTH, HpOfIBJI?IIOHII/IfICH B U3MCHCHHHU ITOBCIACHUA 6YJIYHI€I‘O HHXXCHEpPaA C
ynopoMm Ha HpO(I)CCCI/IOHaJ'ILHO-OpI/IeHTI/IPOBaHHOC, OIICpallOHAJIBHO OCMBICIICHHOC U
HUHTYUTHBHO ITOHATHOC,

— UHCPYMEHMANbHO-YNPAGIEHYECKUll ~ KOMNOHeHm,  BKIIOYAIONMM  IeJIeHaINPaBJICHHBIC
CICIHATILHO  OPraHW30BaHHBIC  IEJATOTUYECKUE  TEXHOJOTMH, TPaHCHOPMHUPYIOIIH e
o0OpazoBarenbHbIE POJIH CYOBEKTOB 00Pa30BaTEIHLHOTO MPOIECCa;

— pegrekcusHblll KOMNOHeHM, TPOSBISIONMNCS B OCMBICICHHH COOCTBEHHOW NESTENIbHOCTH,
00pa3oBaTEeIbHBIX W TOBEACHYECCKUX JACDUIIMTOB, BEKTOpa MNPOPECCHOHAIBHOTO H
JIMYHOCTHOTI'O pa3sBUTHA U CaMOpPa3BUTHA.

bubauorpapus

1. AptamonoBa B.B. T'eiiMmudukanus kak MHCTpyMEHT YNpaBieHUS TPYIOBOH MOTHBALMEH: IUC. ... KaHA. TMeJ. HayK. —
Hwxuuit Hosropon, 2022. — 219 c.

2. ActamoBa H.A., bounpipeBa CK., IlomoBa O.C. Pecypcsl reiim upukauu B 00pa30BaHUU: TEOPETHUECKUN TOax0 //
O6pasoBanue u Hayka. — 2023.

3. Abonuna M.B., Xapmamoa A.C. KoHTeHT-aHM3 TOHATHA «reiMudukanus» // BecTHuk Antaiickoro
roCyJIapCTBEHHOTO Teaaroruueckoro yuusepcureta. — 2017. — Ne 3 (32). — C. 46-50.

4. bouwmesa H.U., T'onoBanoBa M.M., bryamesa 3.K. I'eiimu¢ukanus B BeIcIieM 00pa30BaHUU: TIEIATOTHYECKUE MPUHITUITHI
Y METOJMKHU peaym3anuu // Mup Haykd, KyJIbTypbl, oOpazoBanus. — 2025.

5. Bonkoa T.I'., TamanoBa WM.O. Teiimuduxanus B oOpazoBaHuu: mnpoOAeMbl M TeHAeHIMU // SpocnaBckuit
nefarorndeckuit BectHuk. — 2022, — Ne 5 (128). — C. 26-33.

6. [mroBa O.C, 3amomanckas A.H. Urper um reiiMmudwukanms B oOpa3oBaHHM: HpoOiieMa WX COOTHOINCHHS B
(deHoMeHOOTHYECKOM pakypce // Mup Hayku. Conmosnorusi, punocodust, kymsryposorus. — 2022. — T. 13. — Ne 1.

7. Jommatos A .B., JlJommartosa JI.A. MHTepranus nMpoOeKTHBIX W UTPOBBIX TEXHOJOTHIECKUX MOJENeH 00yUeHHUs CTy ICHTO B
// Yenosek u o6pazosanue. — 2015.

8. lommatoB A.B., JlormatoBa JI.A. TexHomormm HIpOBOTO NPOEKTHPOBAaHUS B BBICHICH mkone // Bectamk CaHKT-
IeTepOyprekoit opumuyeckoit akagemun. — 2012, — T. 14. — Ne 1. — C. 110-111.

9. Edbpemona EH. IIpumenenne urpossix TexHonoruii npu odygernu// @opym. Cepust: ['ymaHUTapHBIE 1 SKOHOMHYECKHE
Hayku. — 2020. — Ne 3 (19). — C. 8-11.

10. 3amstmra O.M., MosraneBa I1L.H., Towmwapyk FO.O. HrpoBele TEeXHOJOTMHM B MPENOJABAHUH IUCIHILINHBI
«Martematryeckoe MoaeaupoBanue» // HayuHo-metomuueckuii 3aeKkTpoHHbIi kypHan «Konmenm. — 2015. — T. 15. —
C. 36-40.

11. Kazanuesa E.A. Urpossle TexHonornn B oOpa3zoBaHuu: yueObHoe nocobue. — Kypran: Mzn-Bo Kypranckoro roc. yH-ta,
2021. — 112 c.

12. KaneBa U.C., TIumuer A.JI. DopmupoBaHUE HABBIKOB HH)XECHEPa B CBETE redMHU(UKAIIMN TEXHHYECKOTO 00pa30oBaHUs
Ha IpuMepe BeIcIIei nmkeHepHo# mkosbsl EG TUY // Manyckpunt. — 2019. — T. 12, Ne 8. — C. 74-77.

13. Kapasaer H.JI., Co6osnea E.B. CoBepuicHCTBOBaHHE METOJOJOTHUH redMH(UKAIMK y4eOHOro mpoiecca B Hu(poBoi
oOpazoBatenbHOM cpeze: MoHOTpadus. — Kupos: Bstckuit rocynapctBenHsiit yausepeutet, 2019. — 105 c.

14. KonocoBa O.A., bernyesa O.JI., 3aBembckas WM. Telimudukarnms obpasoBanus: 3a U npotuB // UesoBedecKu i
karmutan — 2022, — T. 2. — Ne 12 (168). — C. 159-166.

15. Makaposa H.B. UrpoBble TexHoJOrMH OOydYeHHs Ha 3aHATHAX B Beicmiel mmkosie // IIpobGiaeMbl COBpEeMEHHOTO
obOpaszoBanus. — 2021. — Ne 4, — C. 239-249.

16. Hanoymuckas T.B. Urpa B koHTeKcTe MCTOpUH dunocoduu, KyIbTyphl U negaroruku // ObpasoBanue u Hayka. — 2013.
— Ne 7 (106).

17. Opmosa O.B., TuroBa B.H. Tefimudpukanns kak cmnoco® opraHusanuu oOydenus // Bectamk Tomckoro
TrOCyJIapCTBEHHOTO Tenarormueckoro yuusepcureta. — 2015. — Ne 9 (162). — C. 60-64.

18. Camua A. K kputnke mpoekra reiimudukarmu // Jloroc. — 2015. — T. 25, Ne 1 (103).

19. Cob6onesa EB., Kapasaes H.JI., IlepeBo3unkoBa M.C. CoBepIICHCTBOBAHHE COJICPXKAHUS MMOJATOTOBKU YUYHTENeH K
pa3paboTke W MPUMEHEHUIO KOMIBIOTEPHBIX UTp B 00ydeHnu // BectHuk HoBocMOHMpCKOTO TOCYIapCTBEHHOTO
neparorngeckoro yaueepcurera. — 2017. — Ne 6.

20. CraBueBa W.B., Barmma T.C. Bmmsgame reiiMudukanum Ha MOTHBAIMIO K OOYYCHHWIO: OIBIT BHEAPEHUS
reiMu(UIIPOBAHHOTO OHJIAMH-Kypca B JMCHHUIUIMHY «VCTOpus M KyJIbTypa CTpaH M3ydaeMoro s3blkay // BecTHHK
IOxHO-Ypansckoro rocymapctseHHoro yHuBepcuteta. Cepus: JIuarsuctuka. — 2019. — Ne 1.

21. TponaukoBa B.B. Tlpumenenme texHonormii rediMuduxamum B 00pa30BaTeLHOM IPOLECCE B CHCTEME CPEIHETO
npodeccronansHOro o6pasosanust // Hayuno-meTomudaeckuii ekTpoHHbIH xkypHan «Kormenm. — 2021, — Ne 3. — C.

Sitnikova S.Yu., Yakovleva A.S.



Methodology and technology of professional education 203

22.

23.

24.

25.

26.

27.
28.

29.

30.

31

32.
33.

34.

35.

36.

37.

86-96.

@umarosa O.H., Bymaesa M .H., ®pomnosa H.B. I'efimudukanus B o6pasoBatensHoM mporecce // M3Bectns bammaiicko it
rOCyJapCTBEHHOM akaleMuH prIOoTpoMBIcTIOBOTO utoTa. — 2025. — Ne 3 (73). — C. 157-161.

Oummunckas A.B. [eifimudunupoBanHas moArotoBka Oyaymmx |T-cnenuanicToB K IeI0BOH KOMMYHHKALIUU: JIHC. ...
KaHJ. men. Hayk.— M., 2025. — 180 c.

@onranosa H.C., Aptamonosa B.B. [Ipumenenue MeTo10B reiiMudukanuu B 00pa3oBaTeIbHOM IPOCTPAHCTBE By3a //
Global and Regional Research. —2020. — T.2. — Ne 1. — C. 517-522.

Mokape K.B. T'eiimudukanuss kak MeTOJ] MOBBIIEHHS MOTHBALMHM CTYJCHTOB BBICIIMX YUeOHBIX 3aBElICHUN B
[PEroJaBaHUU MHOCTPAHHOTO s3bIKa HA MPHMeEpe aHrmiickoro si3bika // ObpasoBanue u npaso. — 2020. — Ne 5. — C.
208-214.

SApuna CIO. DneMeHTh TeHMU(HKANUH KaK WHTEPAKTHBHOE CPEICTBO OOy4YeHHUs B 00pa3oBaTeJbHOM MPOIIE CCe:
BbIMycKHas kBamupukanuonHas padota. — ExkatepunOypr, 2018. — 105 c.

Chou Y. Gamification & Behavioral Design: Octalysis — the complete Gamification framework.

Danelli F. Implementing game design in gamification // Gamification in education and business. — Cham: Springer
International Publishing, 2015. — P. 67-79.

DeWinter J., Kocurek C.A., Nichols R. Taylorism 2.0: Gamification, scientific management, and the capitalist
appropriation of play // Journal of Gaming & Virtual Worlds. — 2014. — Vol. 6, No. 2. — P. 109-127.

Eric Brangier. Process of Gamification. From The Consideration of Gamification to Its Practical Implementation. —
2013.

Félix Garcia, Oscar Pedreira, Mario Piattini, Ana Cerdeira-Pena, Miguel Penabad. A Framework for Gamification in
Software Engineering // Journal of Systems and Software. — 2017.

Jiang K. The dangers of gamification. — 2011.

McGonigal J. Reality Is Broken: Why Games Make Us Better and How They Can Change the World. — New York:
Penguin books, 2011. — 402 p.

Nelson M.J. Soviet and American precursors to the gamification of work // Proceeding of the 16th International
Academic MindTrek Conference. — Tampere, Finland, 2012. — P. 23-26.

Roy D.F. Banana Time: Job Satisfaction and Informal Interaction // Human Organization. —1959. — Vol. 18, No. 4. —
P. 158-168.

Sergeyeva O., Bogomiagkova E., Orekh E., Kolesnik N. Gamification as a Trend in the Development of Civic and
Political Participation // Communications in Computer and Information Science. — 2020. — Vol. 1135. — P. 125-137.
Werbach K., Hunter D. For the win: How game thinking can revolutionize your business. — United States: Wharton
Digital Press, 2012.

The Essence and Content of the Gamification Phenomenonin the
Educational Processofa Technical University

Svetlana Yu. Sitnikova

PhD in Pedagogy,

Associate Professor of the Department of Construction,

Far Eastern State Transport University,

680021, 47, Serysheva str., Khabarovsk, Russian Federation;
e-mail: lera_9968@mail.ru

Anna S. Yakovleva

Senior Lecturer,

Department of Automated, Telecommunication and Electrical Systems,
Far Eastern State Transport University,

680021, 47, Serysheva str., Khabarovsk, Russian Federation;

e-mail: annak22@list.ru

The Essence and Content of the Gamification Phenomenon ...



204 Pedagogical Journal. 2026, Vol. 16, Is. 2A

Abstract

The modern educational process in a technical university is inseparable from the developing
technological state of all spheres of public, industrial, and social life of society and predetermines
the educational search for productive technologies, the implementation of which can demonstrate a
high educational result in the training of specialists for technological industries. In the article, the
authors outline the potential of gamification, based on an analysis of scientific research, identify the
essence of gamification of the educational process of atechnical university asa purposeful, specially
organized use of elements of game practices in the digital educational environment for the purpose
of professional development of future engineers, and actualize the author's understanding of the
phenomenon under study as a pedagogical technology that transforms the content and methods of
teaching for the purpose of professional orientation through motivational influence on the activity-
behavioral sphere of the future engineer's personality. Based on the identified aspects of the
gamification phenomenon, the authors substantiate its component composition, including
motivational, cognitive, activity-behavioral, instrumental-technological, managerial-pedagogical
and reflexive components, which take into account internal motivation, the formation of individual
ways of constructing knowledge through the use of universal cognitive schemes, the transformation
of activity into operationally meaningful and intuitively understandable, the transformation of
educational roles of subjects of the educational process and reflection on one's own activities,
educational and behavioral deficits, and the vector of professional and personal development and
self-development.
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