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AHHoTauusi. B cratbe paccmarpuBarOTCS BO3MOXXHOCTH HCHOJB30BAHUS HUIPOBBIX
MOJIX0/I0B B 0OY4YEHUH CTYACHTOB-OaKalaBpOB HampaBieHUs noarotoBku «MHpopmaTtuka u
BBIUMCIINTENIbHAS TeXHUKay». [IpuBeeHsl mpuMepbl 00pa30BaTEeNbHBIX UTP, TPUMEHSIEMBIX Ha
3aHATHAX 1o aucuuiuinHe «lIpoexTnpoBanne MH(OPMAITMOHHO-BBIYUCIUTEIBHBIX CHCTEM).
OcHOBHOE BHUMaHHME YJAENSIETCS HUX POJIM B PaA3BUTUM TNPO(PECCHOHANBHBIX HaBBIKOB!
KOMaHIHOW paloThl, aHanu3a M (GOPMYIMPOBAHUS TPEOOBAHUM, NPHUHATHS pPEIICHUH H
yIOpaBJICHUS TpOeKTaMH. PaccMOTpeHBl pacnpoCTpaHEHHBIE OIIMOKH, COBEpIIaeMble
CTYACHTaMH IPH WIpax, TaKUe KaK HEIO0CTaTOYHAas TOYHOCTh B OIMCAHMUHU, MPOOJIEMBI C
KOMMYHHUKaIliei M yIOpaBJIeHHEM BpeMeHeM. B craTbe MOAYepKUBAETCS BaXHOCTb
PaIMOHATFHOTO MCIOJIB30BAHUS UTP B y4E€OHOM Ipolecce JUIsl MOBBIICHUS MOTHBALUU U
3aKpeIUIeHUs! 3HAaHUM, a TaKKe POPMYIHUPYIOTCS BHIBOJIBI O TOM, UTO UTPHI TOJHKHBI JOIOTHSTh
TpaaUIMOHHBIE METO/IbI O0yUYEHHS, a He 3aMeHTh uX. Ocoboe BHUMaHHE yIEIeHO pedIeKCuu
1ocjae Wrp, KOTopas IMOMOTaeT CTYAEHTaM OCMBICIUTh CBOW ONBIT M YJIYyYIIMTh HaBBIKH
KPUTHYECKOTO MBIIUICHUs. Takke OTMedaeTcs, uTo redmMudukanus CcrnocoOCcTByeT
MOBBIIICHUIO BOBJICYEHHOCTH M MOTHBALIMU CTYACHTOB, YTO SIBJISETCS KJIIOUEBBIM (HaKTOpOM
VIS YCTICTITHOTO O0YYEeHHUSI.
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GAME APPROACHES IN TRAINING FUTURE IT SPECIALISTS:
EXAMPLES AND EXPERIENCE

Abstract. The article considers the possibilities of using game approaches in the training of
undergraduate students of “Informatics and Computer Science”. Examples of educational
games used in classes in the discipline “Design of information-computer systems” are given.
The main attention is paid to their role in the development of professional skills: teamwork,
analyzing and formulating requirements, decision-making and project management. Common
mistakes made by students when playing games, such as lack of accuracy in description,
problems with communication and time management are considered. The article emphasizes
the importance of the rational use of games in the learning process to increase motivation and
consolidation of knowledge, and concludes that games should complement traditional teaching
methods rather than replace them. Particular attention is paid to post-game reflection, which
helps students reflect on their experiences and improve critical thinking skills. It is also noted
that gamification helps to increase student engagement and motivation, which is a key factor
for successful learning.

Keywords: GAME APPROACHES, IT EDUCATION, INFORMATION SYSTEMS
DESIGN, TEAMWORK, SCRUM, TEAMLEAD, GAMIFICATION, PRACTICAL SKILLS,
STUDENT MOTIVATION

For citation: Mitrofanova T. V., Sorokin S. S., Derevyannykh E. A. Game approaches in
training future IT specialists: examples and experience. Teaching Methodology in Higher
Education. 2025. Vol. 14. No 1. P. 126-136. DOI: 10.57769/2227-8591.14.1.09

This is an open access article under the CC BY-NC 4.0 license (https://creativecommons.org/licenses/by-nc/4.0/).
© Published by Peter the Great St. Petersburg Polytechnic University, 2025.

Beenenmne. [lorpedbnocts UT-unnyctpuu B crienaincTax MoCTOSSHHO PAacTeT.

K ocHoBHBIM mpoOiiemMaM ajanTalid BbITYCKHUKOB B [T-KOMIaHUAX MOXKHO
OTHECTHU CJICAYIOIIHE: OTCYTCTBHE OIbITa pabOThl B peanbHbIX ycinoBusx IT-
MIPOEKTOB; OTCYTCTBUE HABBHIKOB pabOTHI B KOMaH/ie; HEYBEPEHHOCTH B cebe [1].
['eitmudunupoBanHoe 00yueHHE MOXKET CTaTh JHAEPOM B Mpolecce
MOJATOTOBKU  CIICLIMATIMCTOB, HCHOJB3YIOIIUX HWHHOBALIMOHHBIE MPAKTUKH,
CTUMYJIMPYIOIIMX MOTHUBALHIO, PETYJIHPYIOIIUX MTOBEJACHUE, PEATTU3YIOMINX HIEU

127



ISSN 2227-8591 Teaching Methodology in Higher Education. Vol. 14. No 1. 2025
Tatiana V. Mitrofanova ¢ Higher education practice

ASJC Scopus: Education 3304 OECD: 05.03.00 Educational sciences

IPY>KECKOM KOHKYPEHIIMM W TBOPYECKOTO COTPYJHHUYECTBA B PA3IMUYHBIX
o0pa3zoBaTeIbHbIX KOHTEKCTaxX [2].

Urposble moaxoasl B 0Oyd4eHMHM OyAylIMX CHEUUATMCTOB B 00JacTH
MH(QOPMAIIMOHHBIX TEXHOJIOTUHA BKJIIOYAIOT pa3jiudyHblie 00pa3oBaTelbHBIC
METOJUKH, KOTOpPbIE HCIOJB3YIOT AJIEMEHTHl UIPOBOM MEXAaHUKU U
WHTEPAKTUBHBIC TEXHOJOTUU [UJIsl YyIYy4IIEeHUs YYEOHBIX pe3yiabTatoB. B
YCIOBUSX PACTYHIIEro cOpoca Ha KBaTU(UIIMPOBAHHBIX CIEIHUAIUCTOB B 3TOU
00J1lacTh, WHHOBAIIMOHHBIE METOJbl OOYUYEHHs] MPUOOPETAIOT BCE OOJIBIIYIO
3HAYUMOCTH JIJIs1 POPMHUPOBAHUSI HEOOXOAUMBIX TPO(PECCUOHATBLHBIX HABBIKOB B
MpOrpaMMHUPOBAHUU, YIIPABICHUH UH()OPMAIIMOHHBIMU CUCTEMAaMU U PEIICHUU
3amad. Mcnonb3oBanue reiMupuIMpoBaHHOTO 00YUEHHSI CTAHOBUTCS 3aMETHBIM
TpEHJOM Oyiarojapsi CO3[aHUI0 YBJIEKATEIHHOTO 00pa30BaTEIbLHOIO OIIbITA,
CTUMYJIUPYIONIEr0 aKTUBHOCTb W MOTHUBAIMIO 0Oydaromuxcs. Takue moaXosl
OCHOBBIBAIOTCSI HA COIMOKYJIBTYPHBIX TEOPUSX, aKIEHTUPYIOIINX BHUMAHUE Ha
COTPYJHUYECTBE M COLMAIBHOM B3aUMOJIECHCTBUM B TIpoiiecce OOy4YeHUs.
UrpoBas popma 00yueHust cnocoOCTBYET HE TOJIbKO KOTHUTUBHOMY Pa3BUTHIO,
HO ¥ (pOpMHUPOBAHHUIO BA)KHBIX HABBIKOB, HE0OXoauMbIX B IT-cepe, Takux Kak
yMeHHe, paboTaTh B KOMaH i€, aJalTUBHOCTh U CTpATErHuecKoe MblleHue [3].
Hanpumep, cepbe3Hble Urpbl W CUMYJIATOPHI  MO3BOJSIOT  CTYJIEHTaM
MOJIETUPOBATh peajibHbIE CUTYaI[uu B 0€301MacHO 0OCTaHOBKE, YTO MTOMOTaeT UM
MOATOTOBUTHCS K CIIOXKHBIM ycloBUsiM padoThl B [T-unaycrpuun. MccnenoBanus
MOKA3bIBAIOT, YTO MWCIOJIb30BAHME HWHTEPAKTHUBHBIX METOAOB OOy4YEHUS
YBEJIMYMBAET MOKA3aTeN YCBOCHUSI MaTepHhaia U MPAKTUYECKOT0 MPUMEHEHHUS
3HAHHUI IO CPABHEHUIO C TPAAULIMOHHBIMU noaxoaamu [4, 5, 6, 7].

OnHako, HECMOTpPsI Ha OYEBUJIHBIE TPEUMYIIECTBA, UTPOBBIE METObI
00yYeHUs CTATKUBAIOTCS C ONPEACICHHBIMU TPYAHOCTSIMU, TAKUMH KaK BOIIPOCHI
JNOCTYMHOCTH, 3(P¢deKTUBHOCTH HUPPOBOTO OOyUeHHsS] Uepe3 UIPbl U
BO3MOXXHOCTh OTBJIEUEHUSI OT Yy4yeOHbIX Iened. KpuTuku oTMeuarT, 4To
Ka4ueCcTBO OOy4YalolIUX WUIP MOXET CHWIHHO BapbHUPOBATHCS, UYTO BIHUSET HA UX
CIIOCOOHOCTh 00E€CTICYNTh 3HAYUMBbIE YUeOHbIe pe3yabTathl [8, 9]. Takxke BaxHO
HalTH OajaHC MEXIY pa3BJIEKATEIbHBIM U 00pa30BATENIbHBIM aCIEKTaMH, YTO
TpeOyeT TIIATEILHOIO MPOECKTUPOBAHUS U peanu3aluu JJs JTOCTHXKECHUS
onTuManbHOro yuyebHoro sddekra. Ilo mepe pazButus 00pa30BaTEIBLHOIO
MPOCTPAHCTBA, OyAyllias MOATrOTOBKa criennaniuctoB B IT-o6macTu, BeposiTHO,
OyleT BKJIOYATh TNIEPEAOBBIE TEXHOJOTHHM, TaKU€ KakK BUPTyalbHas W
JOTIOJIHEHHAs! PEeajbHOCTH, BMECTE€ C HHCTPYMEHTaMu TredMuduKanuu. ITO
MOAYEPKUBAET HEOOXOJUMOCTh HEMPEPHIBHBIX HCCIEIOBAHUI U pa3pabOTOK B
obnmactu au3aitHa oOpa3oBaTENbHBIX WP, YTOOBI TapaHTUPOBATh, UTO OHHU
OCTalOTCSI COBPEMEHHBIMU U 3(P(DEKTUBHBIMU B TMOATOTOBKE CTYJIEHTOB K
JTUHAMHUYHO U3MEHSIIOIUMCS yclIoBUsAM 1udpoBoit cpensl [10, 11, 12].
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OHUM 13 OCHOBHBIX TPEUMYIIECTB FreMU(PUKAIIUU B 00YUEHUHU SABIISIETCS
MOBBIIIIEHNE BOBJICUEHHOCTH U MOTHUBAIlMU YYaCTHUKOB. BOBIIEUEHHOCTh UMEET
pemaroiiee 3HaueHue g 3HPEKTUBHOrO OOYUYEHHUsI, MOCKOJIbKY OHA TECHO
CBSI3aHa C BHYTPEHHEH MOTHUBAIMEH, 4YTO MPUBOAUT K OoJiee TayOOKOi
MPUBEPKEHHOCTH LieNsiM oOyuenus [13, 14]. 3axBaThIBalomuil XapakTep Urp
MO3BOJISIET 00yYaromMUMcsl TITyOOKO COCPEOTOUUTHCS Ha TEKYIIEeH 3aiaue, TeM
CaMbIM TIOBBIIIAsE UX CIHOCOOHOCTH yCBaWBaTh U COXPaHATh MH(OpPMaIHMIO B
JOJITOCPOYHOM nepcnekTuse [15, 16].

Baxnoil npoOneMoi SBASETCA CIOXHOCTh OLEHKH pE3YyJIbTaToB,
MOJIYYEHHBIX C TTOMOIIbIO UTPOBOTO MOAX0/a, IO CPABHEHUIO C TPATUIIMOHHBIMU
Metonamu. M3mepenue sPdekTuBHOCTU OOYyYEHUS MOXKET OBITh CI0XKHOM
3a/1aueif, 0COOCHHO B CiIyuasiX, KOT/la KOHTEHT HEJIETKO MEPEBECTH B UTPOBBIC
dbopmatel [17]. ABTOp OoTMedaeT, yTo opranuzanus (pa3padoTka) Urp TpedyeT
JOTIOJTHUTEIIbHBIX BPEMEHHBIX 3aTPaT Ha MOATOTOBKY [18].

[IpenogaBarenu mnpu MPUMEHEHUUM HUIPOBOTO MOAXOAA BBICTYHAIOT B
KaduecTBe (HacHIUTATOPOB B HUHTEPAKTUBHOW cpele OOydeHus, Tlle B HUX
00SI3aHHOCTH BXOAMUT ONpPEACICHUE YETKUX IeJed, CO3IaHue TOCTOBEPHBIX
OIICHOK M YMPAaBJICHUE TEXHOJIOTUYECKUMU MOTPEOHOCTAMU JIsi OOecreyeHus
apdextuBHOrO wurpoBoro mporecca [19]. WccnemoBanume mokaszano, 4YTO
MOJIOKUTENIbHBIN 3P(HEKT 00yUaAIOITUX UTP MOXKET BAPbUPOBATHCS B 3aBUCUMOCTH
OT UHJUBHUIYaJbHBIX TOTPEOHOCTEH, UTO TpeOyeT OT MpernojaBaresiei agantaium
CBOMX METOJIOB U OKa3aHUS MOJACPKKHA C YYETOM OCOOCHHOCTEW KaKI0ro
oOyuatomerocs [20].

CTyneHT DoJKEeH MOHMMAaTh, KaKuM 00pa3oM OH BO BpeMs y4yeObl B By3e
JOCTUTHET TE€X KOMIIETEHIIMI, KOTOPbIE OH BUIUT B 3alpocax paboToaaresei Ha
caiiTax c BakaHcusiMH. Pedrekcusi mocie Urpsl UrpaeT KIIOYEBYIO POJIb B
npoiiecce OOy4eHHUs, OCHOBAHHOIO Ha UIpPOBbIX MeToaax. CTUMyIHUpOBaHHE
o0yyYarommxcsi K aHaJIM3y CBOETO UTPOBOTO OMbITA MOMOTAET UM OIIEHUTH CBOIO
3(PEKTUBHOCTD U OCO3HATH CBS3b MEXKAY CBOUMH JEUCTBUSIMU U OKHUJIA€MBIMU
pe3yibTatamMu. 3aJaHus U BOMPOCHI NIl pePIEKCUN MOTYT OBITh BKJIIOUEHBI B
CUCTEMY OIIEHKH, YTOOBI pa3BUBATh KPUTUUECKOE MBIILICHHE U CaMOOIIEHKY, B
KOHEUHOM CYETE, MOBbIIIAst METAKOTHUTUBHBIE CTIOCOOHOCTH 00YUYaIOIINXCS U UX
camoco3Hanue [21, 22]. Takxke Takas pedieKCUBHas MpPaKTUKA IO3BOJISET
MpenojaBaTesisiM OCMBICTUBATh CBOM OMNBIT, YTO NPUBOJUT K YIYUIICHUIO
WUTPOBBIX 3aHATUH [23].

Heabio uccieoBaHus SBISETCS aHATU3 TOTO, KaK Pa3JIMYHbIE UTPOBBIC
METOJIbI MOTYT OBITh 3((HEKTUBHO HHTETPUPOBAHBI B 00pa30BaTENIbHBIN MpoIIecC
no UT-pucuuminHam, U NPeACTaBUTh MPUMEPHI UTP, KOTOPHIE YKE YCHEIIHO
MPUMEHSIIOTCS B KypCe M0 MPOSKTUPOBAHUIO MH(POPMAITMOHHBIX CUCTEM.

Metoa. OnumieM uUrpbl, TPUMEHSEMbIE MPU H3YUYCHHH JUCIUIUIUHBI
«IIpoexTupoBanre HHPOPMAITMOHHO-BBIUUCIUTEIBHBIX CUCTEM» JIJISl CTYIEHTOB-
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OakanaBpoB HampaBjeHUs noarotToBku «MHbopmaTUKa U BBIYUCIUTEIbHAS
TeXHUKa», Tpopuis «BrlunuciuTenbHble MaIIUHBI, KOMIUIEKCHI, CHUCTEMBI U
CeT».

Urpa «CHexunku» Ha Customer Development. Jlannas wurpa
paccMaTtpuBaeTca Mepen u3ydeHueM Tembl «TpeOoBaHUS K MNPOrPaMMHBIM
npoayktam». [IpaBuiia urpel npuBonsdrcs B [24]. YueOHas rpynna JeauTcs Ha
KOMaHJIbl — KOMaHJAbl MPOJABUOB W TMOKyNareien. Y MpoJaBLUOB CBOE
MPOM3BOJCTBO M UX 3a7a4a MOHATh, UTO XOTAT KJIIMEHTHI U 32 HECKOJIBKO payHI0B
MPOM3BECTH M NPOJATh CHEXKHUHKHU. 3ajadya MOKYIMATENEd 3aKIIo4aeTcs B
MPUOOPETEHUU CHEXKMHOK B 3aBUCUMOCTH OT KpPUTEPUEB KadecTBa W
npeanoureHuii. ['nmaBHas 1enb urpsl — 3apaboTaTh OoJibllle, 4YE€M TBOH
KOHKYpEHTHI. irpa npuBOAUT K TOHUMAHUIO CTYJIEHTAMH Ba>KHOCTU BBISIBIICHUS
TpeOOBaHUM Ha HAYAJILHOM 3Tare pa3padoTKU.

Urpa Scrum Values Game 2.0 B MHTEpakTUBHON W NOCTymHOM (opme
IO3HAKOMHUT CTyIEeHTOB ¢ (peiimBopkom Scrum?!. Ha 1 mare urpokm GepyT
KapTouky u3 KoJsioasl BompocoB. Ha o0cyxnenue keiica u BpiOOpa BapuaHTa
OTBETa y UTPOKOB ecTh 5-7 MuHyT. lllar 2 — Ha oOpaTHON CTOpPOHE KapTOUYKH
BonpocoB yka3zaHo, Kak OTBET MOBIMAI Ha neHHOCTH Ckpam Bamed KomaHbl.
Hac unTepecyer nonyuuBmmiica pesysbtat. llar 3 — Ha kaprouke KomaHbl, B
COOTBETCTBYIOUIYI0 payHIy KOJIOHKY, BIIMCBIBAEM PE3YJbTaT 3HAYEHUMU
[lenHocteil (eHHOCTH MOTryT ObITH Bbiie 5 OamnoB). Illar 4 — wurpoku
00CyXKIatoT, K ueMy npuBeN BIOOp (3-5 MuH).

«Cumynsarop tummuaa»??. CyTh Wrpsl — MIpaTh 3a IHMAa HeOOIbLION
KOMAaHJIOW, KOTOpPOM HYXKHO 3aKOHUYMTh MPOEKT A0 Ae[jaiHa. B kauyecTBe
OCHOBHBIX MHCTPYMEHTOB TUMJIN/IA UCIIOJIBb3YETCS KaIEHAAPh CO CIIUCKOM BCTPEY
U COOBITHH, KOPIIOPAaTUBHBIA MECCEH]IKEP, B KOTOPOM MOKHO TMOOOIIAThCA C
KOJUJIEraMH, PEeIaKTOp KojAa NJis PeAKHUX CIydaeB, KOTJa yJIaeTcs mopadoTaTh,
Opayzep ¢ calitaMu sl mnpokpacTuHanuu W Wrike Kak HWHCTPYMEHT
MEHE/IP)KMEHTA MPOEKTOB U MPOCMOTpa CIKCcKa 3a7a4d B Oekiore. rpa 3HaKOMUT
CTYy/JICHTOB C T€M, KTO TaKOWM THUMJHUJ U KAaKOBbl €ro OO0S3aHHOCTH, KaKUMH
KOMIETEHIIUSIMU OH JOJIKEH 00J1a/1aTh.

Urpa ot Cesepcranu «Cobepu cBoro UT-komanmy»?>. Mrpa mokaseIBaer,
YTO KaXKABIM YYaCTHUK KOMAHAbl WIPAET BAXKHYK POJIb U  HUMEET
VHJIMBUIYJIbHBIE 33J]a41 COTJIACHO CBOEM CIIEIMATBbHOCTH U TPOEKTY. CTyAEHTHI
Y3HAIOT, YTO COCTAB KOMaH]Ibl pa3pa0OTKU 3aBUCHUT OT LieJiel U 3a7a4 Ou3Heca.

A Scrum Values Game 2.0 I AgileVerse [OnexTponnbIit pecypc]. URL:

https://www.agileverse.ru/scrumvaluesgame/ru (mara oopamerus: 17.08.2024).

22 Team Lead Simulator — MaJeHbpKas MIpa Ipo GOIBIIYIO OTBETCTBEHHOCTH // Xabp [DIeKTpoHHBIA pecypc].
URL: https://habr.com/ru/companies/wrike/articles/679146 (nara oopamenus: 17.08.2024).

23 Cobepu cBoro [T-komany. Jlasaii nposepum, kakoit ol Tuming // Ceeperans [Dnekrponnsiii pecype]. URL:
https://itstal.fut.ru/ (mata obpamenwns: 11.08.2024)
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Urpa B acconumanuu «ProflT» sBnsiercss amantanueid W3BECTHBIM WUTPHI
«Kpokoaum»?**. MokHO pUCOBaTh, IOKA3bIBAThL M yraabBaTh IT-TepMunbl. Bech
mpoIiecc pa3paboTKU MPOTPAMMHOTO OOecTedeHUs] TMOoKa3aH B KOMHUKCAX M
TepMHUHAX: OT OOUIEHHUS C 3aKa34MKOM JO0 HaiiMa coTpyaHUKOB. UrpaTh B Hee
Jydille Ha 3aBEpIIAOIIMX 3aHATUAX Kypca € IEIbI0 MPOBEPKH OCTATOUYHBIX
3HAHUM y CTYJICHTOB.

«rpa B cnenudukanum) npoBOIUTCS B pamMkax Jekiuu « TpeboBanus k
pa3paboTKe MNPOrpaMMHOTO MpoaykTay (3anumaer okono 30 munyTt). OHa
aJanTUpoBaHa Moj yueOHbIN mpouecc no pa3zpadorkam B. Kanenosa «Ilaphas
urpa B cnemupukauun» u E. JlabyHckoro «Drawing Game». Ota wurpa —
OTJIMYHASI IEMOHCTpaIMs pabOThI MPOLIECCOB B OOIBITMHCTBE coBpeMeHHbIX 1 T-
KOMMaHuW. YdeOHasi Tpymnmna ASNUTCS Ha KOMaHJbl — KOMaH/bl aHAJTUTUKOB U
KOMaH/bl UCTIONHUTENEH. POb aHATUTUKOB — OMUCAaTh PUCYHOK HAa KapTHUHKE
TEKCTOM TaK, YTOObl HCIOJHUTENNW CMOTJIA HApUCOBAaTh €ro, TOJIBKO
PYKOBOJICTBYSICh TEKCTOM. Poib HCHOTHUTENEH — MO TEKCTy aHaJUTHUKOB
HapuCoOBaTh KapTUHKY. B wrpe 3 payHma mpomoinKuUTenbHOCTBIO 10 MUHYT, €
KXo uTepanuend 3ananue ycioxusercs. [lo ucTtedyeHMH BpeMEHH HYKHO
MOKAa3aTh MpEnojaBaTellio U IpyruM KoMaHjaM pe3yibTaT. Jlanee 2-3 MUHYTHI
Ha PerpocnektuBy. HamomuHaem orpaHud4eHus W TPOCHUM CTYJIEHTOB
MMOCMOTPETh CO CTOPOHBI HA CBOM MPOLECC U YIYUIIUTh €ro TakK, YTOObl B
CHEYIOWINMI pa3 TOCTUTHYTh TOCTABIEHHOW LIEJIH.

Urpa npoBoauTcs JUisi MOHUMAaHUS BaXKHOCTH KOPOTKMX KOMMYHHUKAIIUI
CTyJ€HTaMu, pabOThl aHAJTUTHKA B TPOEKTE U MOKa3aTh, 4To 90% ycnexa npoekra
B UT 3aBucuT OT KayecTBEHHON mpopaboTku TpeOoBaHMIl (COrIacHo
CTATUCTUYECKUM JIaHHBIM, COOpaHHBIX YHHUBepcuTeToM Kapuern-Meinona).

IHonyuennsblie pe3yabTaThl. VIrpbl, BEI3BIBAIONIME HAUOOJIBIIINI HHTEPEC Y
ctyneHtoB — 310 «Mrpa B cnemudukanum» u «CUMYISATOpP TUMIIUIAY.
PaccmoTpum pacnipocTpaHEeHHbIE OMIMOKH, KOTOPbIE COBEPUIAIOT CTYJEHTHI MPU
urpe «Urpa B cnenudpuxanun». OHON U3 HUX SIBISETCS OTCYTCTBUE TOUHOCTHU B
OMUCAaHUU. AHAJTUTUKU MOTYT OMUCHIBATh PUCYHKHU CIUIIKOM OOIIMMU CIIOBAMHU
M HE VYACNSIIOT BHUMaHUE JIeTallAM, 4YTO 3aTpyAHSE€T TMOHUMAaHUE IS
UCIIOJHUTENEN U JIelaeT HEBO3MOKHBIM TOUHOE BOCIIPOU3BEECHNE KAaPTUHBI.

Takke BO BpeMs MEPBOro payHjaa BO3HUKAET MpoOiieMa HENPaBUILHOIO
MCIIOJIb30BaHUs BPEMEHU — aHAJIUTUK TPATUT MHOTO BPEMEHU Ha OMHUCAHUE, B TO
BpeMsl KaK HWCHOJHUTENU Oe3AehcTBYIOT. Takke OTMETUM, MpPOOJIEMBI C
KOMMYHUKAIIMEH — BHYTPU KOMaHJ MOXET BO3HUKHYTb HEJIOIMOHMMAaHUE, YTO
MPUBOJUT K OmKOKaM B MPOILIECCE BBIMOIHEHUS 3a7aHus. HekoTopble KOMaH b
UX YCHENIHO PEIIal0T — HAYMHAIOT BBIPAXKATh MBICIH SICHBIMU U KOHKPETHBIMU
dbopmynrpoBKaMu, u3derasi ABYCMBICIEHHOCTEN U HEIOCKa3aHHOCTH.

2 Ilpommma M. ProfIT: wmrpa B IT-accoumamum // Jobpuzzle [Dnekrpommsii pecypc]. URL:

http://jobpuzzle.tilda.ws/order-profit/#rec646016984 (mata obpamenwus: 21.08.2024)
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Bo BpeMsi 3TOi UTpbBlI CTYJIEHTHl MOTYT Pa3BUBAaTh HECKOJIBKO Ba)KHBIX
HaBBIKOB: CIIOCOOHOCTh YETKO U $ICHO BBIpakaTh CBOM MBICIH, CIyIIaTh U
MMOHUMATh JAPYTUX JIOAECH; INIAHUPOBAHUE, YIIPABIEHUE BPEMEHEM U PECYPCAMU;
TOTOBHOCTh OBICTPO pearupoBaTh Ha HW3MEHEHHS; CIOCOOHOCTh KPUTHUYECKU
OIICHUBATh CBOIO PabOTy U UCKATh MyTH YIYUIIEHUS; YYBCTBO OTBETCTBEHHOCTH
3a CBOIO 4acTh pabOTHI ¥ OOIIUI pe3yibTaT KOMaH bl. Pa3BUTHE 3TUX HABHIKOB
OylleT TMOJEe3HO HE TOJIBKO B paMKax ydeOHOW [eATeIbHOCTH, HO U B
npodeccuoHanbHOU cdepe, moMorasi CTyA€HTaM CTaTh 0o0Jiee YCIEIIHBIMH U
KOHKYPEHTOCHOCOOHBIMHU CTICI[UATUCTAMH.

K pacnpoctpaHeHHbIM OHIMOKAaM, COBEpIIAEMBIM  CTyJACHTaMU B
«Cumynarope TUMIHAA», MOXXHO OTHECTM HEAOCTAaTOYHOCTh BHHUMAaHUA K
KaJICHIApI0 U CPOKaM, YTO MPUBOAUT K HECOOJIOACHUIO AeasiaiiHOB. Takxke Ha
HayaJbHBIX d3Tamax WrHOPUPYIOTCA KOMMYHUKAuuM (HE UCIOIb3yeTcs
KOPIIOPATUBHBIM MECCEHJKEP, YTO 3aTPYAHSAET B3aUMOJECUCTBUE C KOMAHIOM,
HET MOHUMAaHMUS IIEHHOCTHU BeTpey «1 Ha 1» u nocenieHus: o01ux MEponpUsITUit).
HexoTopble HauMHAIOT 3J0ymnoTpeOssaTh Opay3epoM ©  calTamMu  JUist
MPOKPACTUHALIMM, YTO OTBJIEKAET OT BBINOJHEHUS BaXHBIX 3aJad, a 3TO
HEraTMBHO CKa3bIBAe€TCsl HA MpoU3BOaUTEILHOCTU. Hanbonee pacnpocTpaneHHast
omunOKka — HEydyeT KOMIETEeHIH KoMaHabl. Wrpoku HE yYHUTHIBAIOT
WHJMBUAYaJIbHbIE CUJIbHBIE CTOPOHBI U CIA0OCTH UJIEHOB KOMAaH[bI MpH
pacrpesielieHud 3aJa4y, 4To CHUXaeT 3(PPEeKTUBHOCTH pabOThl. DTH OMIUOKHU
MOAYEPKUBAIOT BAXKHOCTh HABHIKOB YIPABICHUS BPEMEHEM, KOMMYHHUKALIUU U
aJanTUBHOCTH JIJIsl YCIICIIHOTO BBIMOJHEHUS POJIU TUMITU/IA.

3akiouenue. [IpoBeneHnHoe MCCIIEIOBAHUE MOKa3ajo, 4TO
reiMuQuIUpoOBaHHbIE METOJbl OOyYEeHHSI MOTYT CYIIECTBEHHO IIOBBICUTH
BOBJICUCHHOCTh U  MOTHUBAIIMIO  CTYACHTOB, (OPMHUPOBATH  KIIOUEBBIC
npodecCUOHANIbHBIE KOMIIETEHIIMHM, HEOOXOAUMBIE NIl YCIEUTHON ajanTaliu B
UT-chepe. IlpencrabienHsie B paboTe mpumepbl urp, Takux kak «Urpa B
cnenupukanuny, «Cumynarop Tumiangay, «Scrum Values Game 2.0» u 1pyrux,
JEMOHCTPUPYIOT IIHUPOKHUE BO3MOKHOCTU MCIOJIb30BAHHSI UTPOBBIX (POPMATOB
JUISL  OCBOGHMSI TaKUX MEXKIUCUUIUIMHAPHBIX TE€M, KaK YIpaBJICHHE
TpeOOBaHUSIMU, KOMAHIHOE B3aUMOJIEUCTBUE, INIAHUPOBAHUE U KOMMYHHUKAIIUS B
npoekTax. UrpoBas 1esTeTbHOCTh MOMOTAET CTYIEHTAM OCMBICIIUTD COACPKAHUE
TUCHUIUIMHBL 4Y€pe3 NPAaKTUYECKUE KEWChl, MOBBIIIAET KAa4eCTBO YCBOCHMS
Marepuajiia U CHOCOOCTBYET Pa3BUTHIO HAANPOPECCUOHANBHBIX HABBHIKOB —
KPUTHYECKOTO MBIIUICHUS, TallM-MEHEI)KMEHTa, CAMOOILIEHKHM U THOKOCTH.
AHanu3 OmMUOOK, JOMYCKAaeMbIX CTyJA€HTaMU B XOJ€ HUIPOBBIX 3aJaHUM,
MO3BOJISIET MPENOJIaBaTel0 BbICTpAUBaTh IEJCHANPABICHHYIO paboTy 1o
YCTpaHEHUIO MPOOENOB B MOJTOTOBKE M aJalTUPOBATh KypC IMOJ peajbHbIE
oOpazoBaTeabHbIE TOTPEOHOCTH.
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CnemyeT OTMETHTh, YTO BHEJAPEHUE WIPOBBIX METOJIOB TpeOyeT
MMPOAYMAHHOI'O ITOJIX0J1da CO CTOPOHEI ITPEIIOAaBaTCIIsA, BKIKOYas IIPOCKTUPOBAHHUC
CIIEHAapUeB, MOJrOTOBKY 3aJaHUM, a TaKKe OpraHu3alui0 MPOCTPAHCTBA JIS
pebnekcun U 0OpaTHOM CBA3UM. BaxxHO coxpaHATh OajaHC MEXIY
pa3BJEKATENIbHBIM M y4€OHBIM KOMIIOHEHTAMH, YTOObI HE Tepsjaach OCHOBHAas
oOpazoBaTenbHas 11eb. UTrpbl 1OTKHBI OBITh BCTPOEHBI B CTPYKTYPY Kypca TaKUM
o0pa3om, 4yToObl YCHIIMBATh TPAAUIIMOHHBIE (POPMBI OOyUEHUSI, @ HE TOAMEHSATD
ux. [lepCrieKTUBHBIMU HANpPaBJICHUSIMU JAJbHEHUIINX HCCICIOBAHUN SIBJISIETCS
pa3paboTka Mojenell UHTerpalui rediMUupUKaIuu ¢ y4eTOM WHIUBUAYAIbHBIX
OCOOCHHOCTEM CTYJEHTOB W YypOBHS HX MNOAroToBKU. OcoOblii HHTEpec
MPEACTABIACT BKJIIOUEHHE B O0pa30BaTENbHBIM MPOIECC HCKYCCTBEHHOIO
WHTEJUIEKTA, KOTOPBIN MOXKET PaCIIUPUTh TPaHUIIbl 00pa30BaTEIbHBIX CIICHAPHEB
U MOBBICUTh UX aIANITUBHOCTh. TakuM 00pa3oM, rediMu@uKkaiusi BbICTYIIaeT HE
MPOCTO HWHCTPYMEHTOM TIOBBIIICHUSI HMHTEpeca K OOYYEHHIO, a BaKHBIM
ANIEMEHTOM  TpaHcpopMauud oOpa30BaTEIbHOTO  IpoIecca, CHOCOOHBIM
obecrnieunTh 00Jiee TECHYIO CBSI3b MEXKIY aKaJeMUYECKUM COJEpKaHUEM H
pearbHBIMU MPO(PECCHOHATBPHBIMUA MPAKTHKAMU.
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