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‘The review provides an overview of gamification benefits in medical educat algorithms how. in
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Abstract

Gamification is adding game mechanics into nongame environments to increase students’ engagement. It helps to provide
sludem-cemeved approach of medical education and to affect students'satisfaction. The review presents the results of studies
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KpOMe TOro, UHCTPYMENT! reAMMOUKALMAN W HTPOBOTO
06yuieHUS MOTYT NDUMEHSTLCA ANA ONPEAENEHH CHNbHbIX
U CaGhix CTOpOW OByuaeworo Kax C uenbio Gonee
Obywewnn (8], Tak u AnA orGopa

Nleperpysku 0co6oe sHavenme npuoﬁpevam TexwoRor M U KAWAWAGTOS,  OONGNGeMix  MEPEHEM  KAuecTs,
Metons,  nossonsiouwe oA, worusauno HeOBXORMMbIX ANA paGoTopaTens. T.e. pevs waeT He

P M TonbKo 0 NoAXORE K 0BYeHIO U
npouecc. paspaboTke UHAUBARYANLHEIX TpaekTopuit

OQHof U3 WauGonee NepcnexTUBHLIX TexHonorMi
senseTcR redmmguKauus (o1 awrn. ‘game’ - wrpa)-
BHEApeHVE WTPOSHIX TEXHAK B HEWrpOBbIe MPOUECCH
HapARy C TEPMMHOM «reRMMOUKAUUAY, & O6PasoBaHM
UCTONb3YETCA MOMSTUE  GOMBIOTEMHMEHT> (0T  arn

06Pa308aTENLHOTO NPOLECCa, HO 1 O KADEPHOM TPeKe.

BoCTpeGoBaHHOCTS  WTPOBLX  TexHonormi &
06pasosaHuu OGLACHAETCA U Teopued NOKONeH: B

crosliee BpeMA Cpeau oﬁwammmcﬁ BomuHmpyioT
npencTasuTeny  noKonenwit (Tak  HasbiBaeMbIe
, A Kempmx BaXHO NpUMeNeHie

, wHTepec,
BHAMaHMA U “education” - o6yuekwe), npeacTasnsoliee
COBOM  TexHomOTMiO  OBYuEHMR,  BKIIOUEOLIYI
coBokynHoCTs TexHmeCKNX, MeToameckyX,
AUAGKTMHECKAX METOAOB ¥ CPEACTS NepeRay nanmit
0GYUaIOLAMCS B UHTEPECHO, MIPOCTOR, MOHATHOM GopMe C
anemenTamu pasenesenus (11,

[aHHble METOAb! AOBONBHO YCNEWHO NPUMEHSIOTCA B
CUCTeMe [OWKONSHOTO W WKONBHOTO 06pa3oBans, &
KOpMOpATUEHOM OBYNEHAA W B MOC/EAHME TOAI CTanK
aKTUBHO  BHEAPATECA B

aKTHBHSIX GOpM oﬁyueuun HoBLIX TexHonOrWi (9], & Tom
WMCTle, CETEBOTO OGyueHMs, a Takke MpenocTasnenve
Hemennenon  ofparHoA cesau  [10]. Kpome Toro,
NDONOMXGET  yBGNMUMEATHCH  EBPEMS,  MPOROAMMOE
CTYRGHTaMIt B LAGPOBOM MPOCTPEHCTSE B TedekHe AHA,
TaK, 110 AGHHbIM UCCNIER0BAHUR NDUBLIYEK MCTIONb3OBaHUR
MOGANSHBIX TenegoHOs, NposeReHHoro & 2019 ., nogu &
B03pacTe o7 18 40 25 nleT NPOBOAST & Tenedone Gonee 5
acos & AeWb exepHesso (11l Creosatensho,
UeNeCooBpasHsl paspaBOTKa 1 NPHMEHSHAE MOBMNbHBIX

MosbiwenHsii uhTepec npogeccHoHansHoro
NERArOrieckoro 1 MEMMHCKOrO COOBIecTs K SToi
TeMe  MOATBEPKAZETCA  POCTOM  MYGMMKALMOHHOI
aKTUBHOCTA B oBnacTh urposoro

, KOTOPbIE MOXHO GBINO Bl UCNONb30BaTL B8
oGpasosaTensHoM npoLecce

ObyueHMs W GCepheHbX  MTD» B MEAWLMHCKOM
6pasosanm [2]. Tak, Mo AakHbiM 0630pa Haoran 1 coasT.
(2019) & neprion ¢ 2007 Mo 2012 fr. & CpeaHem Goino
ony6/UKoBaHO 128 CTATE & OB MO TeMe «CepbesHbix
urp 3.8

aToT nokasarens cocrasun 318, a 8 2018-2021, no
naseIM Wang u coaeT (2022), - 116,3 crareit & ron [4].
MU STOM AMAEPaMM MO KONMIECTBY NYGAMKAWWA B STO
oBnactu sensioTca CIA, Kanana, Kurait

neparoruka u
redmMupukauma

Mo mawbiM  nMTEpaTYPS, EBHEApeHME  UTPOBbIX

TEXHONOTMA 1IOKA3ANO CBOK  IGQEKTMBHOCTb KaK &
- "

KnuHuueckas dapmakonorus [12], ructonorus [13] u np.,

TAK U B KIMHASECKAX AVCUMAMKGX, B NACTHOCTH ©
n

 Cukranyp.

Mo wewwo weTogonoros, & omaaute  of
TPAAVLMONHOTO  NPOLECCa  OBYSeHus, B  KOTOPOM

wa n 3
1151, Heowatonorun [16], xvpypru [17], kapavionorw (18]

Kak npaswio peds WAeT He O «CepbeaHbix Wrpax»

ocHOBHYIo pons WrpaeT
CBOM 3HHMR W YMEHMR CTYReHTaM, ODyueHMe C
MIDAMEHEHVeM  MrpOBLIX  TeXHOMOTWiA  MOapasyMesaeT
aKTUBHOE yuacTHe oﬁwathlx, o, 8 cani_oiepen,
nonoXMTeNsHO MoTusauwo,

TIKeHie
Pe3yNbTATOB OGNS U NOSBONRET PAsBUBATS He TONKO
TBEDAbIE, HO W TaK HA3LIBAEMBIE MATKME HABIKW BPaY,
TaKile KaK MPYHATIE PeLLeHIl, PAGOTa B KOMaHAE, HaBbIKM
pewenya npoGnem u np. [5, 6, B Tom uacne 3a cuer
dopmmpoBaHs KOHKypeHTHOM b
MeXAUCUANUKApHOTO NoAxoRa (7).

«Cepbestible WTpbIn-3TO UTPbI, OCHOBHOM
LNt KOTODBIX ENRETCH He PaseneveHite, a UaydeHne
W oTpaGoTka  Haebika) W rediv-pusaive  ecero

NosBoNAOLAX MpENORAZATENo COIRAEATE. KPOCCEOPAY,
SAKTOpUHb,  PadMble  BAPUANTH  TECTOBLIX  3aRann
(MHOXECTBeHHSIi BI6OP, CONOCTaBNEHME W MP.) Mo Teme
SaHATWR, Te. MO CyTM  MCnOMb30BaTh  LMGPOBHIe
w onewentsi e ann
NpoBeRGHMR Tk  HawpaeMOTO  GOPMADYIOLETO
OUEHMBaHUA (MMM AMArHOCTMUECKOrO TecTUPOBaHUs) C
LENbIO MOBBILICKR MOTUEAILMW, BOBNENEHKOCTH  YPORKA
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yenesaemocTh CTyaeHTOs. Tak & WccneaosaHmu Shawwa
L. coas. (2023), OuenBasLem 30PEKTUBHOCTE OHRaH-
nnatopmel Kahhot & NPenoaasaHMi KyPCa KAMHIYECKOR
$apMaKonoruw, B41% CTYREHTOB OTMETWIM, \TO Takas

611% ynyuwsnace nocewaeMocT M moBsicWach
GKTUBHOCTS YUBCTUR B COMMUHBDCKMX 3aHATUSX, 7
oueHuY AaHHOE MpUnOXEHue KaK SpdexTusHOe [12].

OBpalLaeT Ha Cebf BHAMEHUE, 4T ONLIT OBYNEHN C
TexHonoruAMA reimpKaIA pacoTHyKos
3PABOOXPAHENNA CO CTaXeM AOBONLHO OrpaKMdeH. Tak,
no pankbm Katonai Z w coser. (2023) nvws 10%
OMPOLIEHHBIX MOATEEPAAW, 4TO B NPOUECCE WX OBYueHIs
VCTIONB30BaNUCH AaHHbIE METOQMKW, NP 3TOM  uew
MOTOXE 6bUIM DECNOHQEHTHI, TeM OHA GbiM Gonee

e
wrposoro  obydenms [19]. MkTepecko oTmeTuTs, uro

6uin Haubonee K
VCTIONb30BaHMNO AGHHLIX TEXHOMOTM, N0 CPABHEHWO C
TepanesTaMy, NCHXONOraMH, MEAMUMHCKUMA CECTaMA 1

apyrami npencTasuTEnsMI npakTMdeCKoro
3paBoOXpaHeNNs.
B QyHRGMeHTanbHbIX  AVCUMNAWHAX  WTPOBbIE

nupyemuix vccnenosanuin (PKM), 8 Tom  uncne
KnacTepHbix PKU, ¢ yuacTvem 3634 pecriowaenTos, Guino
NOKA3aHO, \TO <CepbesHsie WIps M reMMMOHKaLUS
wn paxe

©OpMsI OBYdeHWR MpM  OUGHKS  3HAHAR, YMEHWH U
VAOBNETBOEHHOCTA  CTYAGHTOB,  OAHAKO  Ka¥ecTso
VCCTIenoBaHA KaK MPABANO HU3KOE, OGbEM SHIGOPOK
ManeHsKli, a Camh BbIGOPK HEOAHOPOAHSI [24]

B cuctematuieckom o63ope van Gaalen u cosT.
(2021)  ouewdsanuch  mexawuswel  peficTenR
OMMMOUKALMM,  TE.  KaKAM  MMEHHO  06pasoM
reMUBUKaLUA BIMRET Ha 0GpasoBaTenbHLIA Mpoece B
MeauuHe. NPOaHANMSMPOBas 44 WCCMEROBaHHR, JBTOPbI

npumenerme Moxer
MOROXVTENbHO BNMATS HA PE3YLTATL! OGYUeHUS 3a CueT
VNYHWeHHA OGPAsOBATENIbHOrO MOBEAGHHA U OTHOWEHIS
CTyReHToR K npoueccy obyuenns [25].

Mo AakHeM cuCTeMaTHeckoro 0630pa 2023 FoRa,
OUEHMBBIOWIETO NOATOTOBKY N0 KATPAEEHMIO CXHPYPTUR»,
NpHMeHeHYE TERMADAKAAN, HAPSAY C TaKIMA GOpMANI
0ByvieHIR KaK «NEPEBEPHYTEIR KNACEH 1 METO OBYeHMS
5 KoMawae (‘team-based learning’), He TonbKO NoBBILANO
BOBNEUEHHOCTS YHaLUMXCH, HO W YIYUWaNo pesyfbraei

TexHonorMA  nossonAioT npouecc
3aNOMUHAHAA BONBLIOTO OBLEMa UHOOPMALIMW U CHAZNTE,
POKDACTAHALVIO, B KIMHWIECKIX - YMEHbLIATH CTeNeHs
TPEBOXHOCTU OT MOCNEACTEMA MPUHSTUS peweHi 1
DHOBPECTH ONLIT KOMAHAHOM PABOTH.

akaamena
Cosera o xupypra (ABSITE- American Board of Surgery
In-Training Examination) [26].

HauGonee suauumsie nonoxwTensHsie 9GgeKTsi T
SHEADEHWA (EAMAGUKALA U WTPOBOTO OBYueHMS &

waysan
VAOBNETBOPEHHOCTb OBYHZIOLIXCH U WX MOTMBAUWO. Tem
He Metee, NORBFIOTCA PaGOTLl W C OUEHKO/ KauecTsa
MeNUMHCKOl Momowy W TRorH3a nauAEHTOD, nevaue
B KOTOPbIX MPOXOAWNH 0By

Ha pucyhke 1.

OpHaKo,  KOWEWHO,  OLEHMBAR  BOIMOXHOCTS
IPAMEHEHWA UTPOBLIX TEXHONOTWA B MpoLiecce o6yueHNs,
HEOBXOUMO  yUMTHIBATE NOTEHUMANEHIE HEAOCTATKM

Irposu Texionor A, B weenenosmim Koot 55  conet
(2014)  cpaswmeanocy  enuswwe  urposoro
TPARVMWONHOTO  OByseHWs TepanesTos no  Bompoca
fleUeHAn apTEPUaNLHON TMNEPTENSWA Ha AOCTUXEHUE
Uenesbix ypoEHeW  apTEpManbHOTO  AaBneHMs y  ux
MaUeHTOB. Mpi 3TOM GLINO BLIABNEHO HESHANUTEbHOE,
HO A0CTOBEPHO NPEMMYWIECTBO UTPOBOTO O6yHeHNs [20].

OTAENEHO CMEAYET YNOMAHYTh Takylo OPMY UTPOBOTO
OGyueHMS  CTYIHTOB-MENWKOE  KaK  KEECT-KOMHaTa
(«escape room»), M3 KOTOPOR  yHBCTHMKM AOMKHbI
SoGPATLCH 32 OrpaHLEHOE SDEMS, SoNENRR SR 1

AR nOACKAIKW. TakuM  OBPa3OM, MPOMCXOMMT
KOMMNKCHGR OUGHKS WX 3HAHWA, YMeHW?, HaBbikos,
CN0GOGHOCTS PAGOTTS & KOMAHAE U NPHHAMATS PeweHs
& yenoemsx neduunTa epemenn [21, 22, 23]

RavHLIX TEXHONOTUA, K KOTOPbIM MOXHO
oTHecTy crieaylouee:

ToBEPXHOCTHOR OTHOWEHWE K M3y\aeMolt NpoBAeme?

KoMpAWKTHble  CuTyauwn  Ws-3a  peditwara
HE3ROPOBAR KOHKYPEHLIS.

KpaTkocpousii a0fext?
TIORXOBAT He BCeM (He BCe SBXOTT yuaCTBOBaTS).
Virput Hagoeaaior.

TpebyioT AONOAHTENkHSIE PECYPCEL

VHCTPYMEHTBI reiiMib1KaLIMm 1 anropuTm
BHEPEHNA UTPOBbIX TEXHONIOTiA B

Pesiomipys pesynuTatsl
CeayeT OTMETWTB, NTO B GOMbLIMHCTBE CBOBM AaHHble
nONYUeHS! B HEGOMLLIAX NIONePeUHLIX UCCIeROBaHNSIX, KaK
NPABAN0 Ges KOWTPOMLHOA rPYNMl U OTCYTCTEMA

BRI ren "

WrpOBOro oByseHus

Tem He Mehee, B nATepaType CTanM NOABRATSCA

OCHOBHBIE UHCTPYMENTbI relMIBUKaLMA (PUCYHOK 2)
T BbiTe

& NIOGOM 0BPa3OBATENLHOM MPOLIECCE, ECTH B STOM ecTs.

HeoBXoAuMoCT®.

(HECMOTPA Ha TPYAHOCTY WX MPOBEAGHUA B MEVLMHCKON
NeAaroriike), a Takke CUCTEMATANECKMe 0630pbI 1 MeTa-
aHanuabl. B CUCTEMATUNECKOM 0B30pe Gentry SV U CoaeT.
(2019 1), BKHovaBILEM 30 PAHAOMMIPOBAHHbIX KOHTPO-

KpaiiHe BaXHO Np 9TOM, 4TO6bI, C cnuom cmponow

cucrema 6t noKsTHOM AN

yuacTHUKoB U cripasepnusoit [27], C Apyroit cTopoms,

Hapo GblTb  [OTOBGM K  COMepHUNecTsy  MeXay
"

28]
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OUEBMAHLIE SOOEKTSI

HEOUEBUIHBIE SODEKTE

TREYIOT M3YHEHUA
(MPEANONATAEMBIE)

PucyHoK 1. BHeApeHUn
Figure 1. Effects of gamification on medical education

PHICYHOK 2. OCHOBHBIE WHCTPYMEHTbI FeiiMubuKaLM
Figure 2. Main gamification tools.

CTOUT OTMETUTL, uTO MpWMeHeHUe GObWINHCTEA M3
NEPEUCAIEHHSIX BBILIE WHCTPYMEHTOS BOSMOXHO KaK B
LMGPOROM, TAK M B KMACCHYECKOM ONHOM (OpMaTE
nposefewns TR Huxe  npeacTapnewsi

no  BHeapenmo s
oGpasosaTensHsiit npolece, paspatotakHsie Singhal S. u
coaBT. [29], B MOAMGUKaLIM 28TOPa AaHHO CTaTLU:

1. Cenaiie 0By\eHwe WHTEpeCHIM 1

3) coumansHsie KOHTaKTHI (NPUYACTHOCTS K. rpynne
nionei, BsaumoneiicTame C niosM

2. MoasiwaiiTe MOTUEALO.

MpefocTassTe  BOSMOXHOCTL  noCTeneHHoro
YBenMUEHR  CTIOKHOCTW  3anaWwwi  (paskble  YpoBHY
3a0aHWi, CHCTeMa WTPOBLIX YpoBHeR, HaGop 6annos no
MEpe YCTOXHEHMA 3243HMA 1 D)

4 Vcnonsayie  wappatuen. B TPAQUMOHHOM
IOUMHAN HAPPATHE - 3TO (CAMOCTORTENBHO COIRAHHbIE
nosecTeosan HeKOTOpOM  MHOXecTBe
E33UMOCBR3AHHbIX COBSITHR, NPEACTAREHKSIE ATATENO
Wi CnywaTenio & BAGe MOCTEAOBATENLHOCT CNOB WA
06pa306» [31]. B MEAMUMHCKOM OBPA30BaHIN 3TO MOXeT
6biTh MIDEACTAENEHME KIMHNECKOTD CY|aR C OTIUCAHEM
Xanob U CUMITIOMOB U BOIMOXHOCTLIO B6IG0Pa METOR0B
o6cnenosaHis W nevenns. Mocne Bbi60pa, CAGNAHHOTO
CTVASNTOM,  npepocTamReTcn  wigop
NOCHEACTEMAX  MpHHATOTO  pewenns
COCTORHWA GONBHOTO, WsMeHeHARX B nagopar
UHCTPYMEHTANsHbIX  METOQAX  UCCTEA0BaHU,
XWH3H, MPOTHO33 1

opHo-
Kavectea

5. Mpumensiire obyuenme uepea omeiT (experiential
leaming). 3To MOXET GbiTb UCTIONb30BaNME CUMYNATOPOB
M CUMYIUDOBAHHSIX  NALMEHTOR  C  MMATAUER
IOTPYXEHIR B PEANBHYIO KAMHUNECKYIO MIPKTUKY.

6. Mpepocrasnsiire KavecTeennyio (addexTuBHyio)
oBpathyio cessk.
7. Ouenvsaiire

pecypesl  # oGecneusaiie

[iA% 3TOr0 UTpOBaR TeXHONOTMA AOMXHA BKMOUATH 3
OCHOBHLIX KoMnOHeHTa [30]:

1) Bb1308 M AOCTHAEHME;

2) OTKpLITHE (HOBbIE SHAHUS, yMeHNS, HaBbIKM);

npoyecca,
BOIMOXHOCT NPOAYMAMTE BOIMOXHOCTH MOBTOPHOTD
MCTIOIb30BaHMS NOAOTOBNEHHIX MATEpHaNOE.

8. MpumenAite UMOPOBHIE pecyposl U yCTpoRCTEa
(NpMMEpEI HaUBONEE NONY/IRPHAIX LMGPOBBIX PECYPCOE,
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BOCTYMHbIX ANA POCCHIACKOTO NONBI0BATENS NDUBEACHH &
)

Ta6nmue 1

9. He 3aBbigaiiTe 0 NOBTOPHMH NPORACHHOTO.

10. [lo6aBbTe CopesHOBATENLHLIi MOMEHT

12. YuuTLisaiiTe passie CTPATeriu OGyueHAR CTYASHTOS U
RaBITE BOSMOXHOCT BBIGOPA KOHKPETHSIX MHCTDYMEHTOB B

Mpumeps!

oT OXUAaHA 1

WIP MPU NPOBEAEHAN TPAAMUMOHHSIX OUHBIX

3aHATI Ha KUHYECKYX KadeAPaX NpMBerieHs! 8 Tabnuue 2.

1. He 3a6bisaiiTe O FpyMNOBOM (KOANEKTHEHOM) 0BYveHUM

Tabnuua 1.

Table 1. Online gamification tools for education

Hassauue

iame of the
resource/platform)

Online Test Pad

Quizziz

Padiet

Onucaine
(Description)

Ownaivcepanc  amn  cosgaus  Tecros,
OnPOGHUKSS, KPOCIOpOR, NOTWISTAE WP,

Woix 3apauan (Online  service
S o G G (e
games and complex tasks)

S T T S T ey
BUKTOpAH, ONPOCOB, Wi ine_senvice for
o doainonal e e vy
games)

Ounaicepaic  woSwnoe TpwOKeHHS A
Co3naHMA KapTOuEK
{Onlne serice and riabls appcation for creating
flashcards and tests)

Cepenc pna A OHRaiH10C)
paswens kouTenTa (Sevice fo creatng onine
boards and posting content)

Cor
(Reference) Uena (Price)
Becnatho

hitps://onlinetestpad.com il

BecnnaTho, ecTs

nnaTHbIR KoHTEHT

Free, paid content
available)

hitps://quizizz.com/admin

becnnarko, ecn

nnaTHbI KOHTEHT

Free, paid content
available)

hitps://quizlet com/ru

Becnnarwo, et

nnATHI KoHTEHT

https//padiet.com Free, paid content
available)

Mepen BHEApEHMeM UTPOBLIX TEXHONOTMA B KOHKDETHbIA KYPC NPENOAABATENIo UeNecooBpasHo OTBeTTb Ha PAA BONPOCOB,
npeacTasneHHbIX Ha pHCyHKe 3.

o i PO G/ EeS O AN eSRAHAWALIN
amiror Kowan Wanosan aypuTopWR? (Ton, 6Gopacr, TopEcH)
e VTapecHo 1 peaa08aH POBKT? HHTSpGCHS M 3a0aHAR?
f— OMTHAS 'BOHR, AOOANBSEA CHOTOHS HSIHGIOHHR BOHYOOD
o [ —

PHCYHOK 3. YeK-nVCT BHEAipEHIR HrPOBBIX TeXHONOTUiA

Figure 3. Check-list of educational course gamification
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Tabnuua 2. nurposbix

Table 2. Examples of educational games for practical classes

amsTUAX

[lononKKTenbHbIe HaBbIKW,
Hassanwe (Name) KommexTapuh (Comment) Adonal skils eamed by
participants)
opuuposatme rpynn 3 venosek  An pewenna
KOHKPETHLIX BONDOCOB M npencmnem

NpeAsapHTENtHOro  Awariosa
(Forming groups of 4-5 people to solve specific questions and

otsea ayuTopun o
W peTHHra KoMaKzb,
Habik pagoTsl & koMaHAe
(Teamwork skill)

with the assignment

o
individual points and team ratings, for example, the formulation

CIyAeHT WhM KOMaHAa MONYUST CMIUCOK MeAMLUHCKWK

(Brainstorm) HanpuMep,  (GopuynuposKa
present the answer to the audience,
of 2 preliminary diagnosis)

«MepnumHcKni
e (Medical )
s moxopey onos (The

LD 1 D W ) TDORASHHB SeHTHR W

P, He
Shacent onear recelves
il tems relate to the topie ofthe current orcompieted

Hagbik KommyHuKaunn
oTpaGoTKa peteabix

(Communication skils and
practicing speech modules)
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ol of

classes and must explain each term without using cognates)

Eblﬁwpzercn OB YSACTAAK K3 pons Spava, ApyToisa pors
s

LenTa; wnaume
e e

nonyuae
KoTopoe ok

onvcsiaser KikosTo seconesaile. ooy toect o

3apaua «spavas nposecTi

Xanob, aHamwesa,

‘:lelmlan urpa KoHuenAW, 4T

MOXHO  OXHZATE

N uaMKENEHOM Hagkikit KOMMyHUKaLIAM,

5 game.

(&u S6cneosaus w . (On
adoctorpatients)

fole of a doctor, the other to play

s paricipant s selcted to play the

and presentation skills)
ole of a patient; The

“patient” receives introductory mswucnons on the disease that

B e A

e that he himself has

pts, what can be

expecled during a physical examination, a plan for laboratory

and instrumental examination, etc)

BuKTOpMHA (yrapaR CTydenT WNW KOMaWAA AOMXHSI KaK MOXHO Ghictpee  Hambik pacoTbi B KoManAe,

AN ) N s o vseere oo escraanenil e prcice/ | Hotopocre et peemi
(Quiz aKpare (The student or team must correctly name the symptom  (Teamwork skills, speed of

symp\nm/paﬂwlngy:) presented on the picture/screen as quickly as possible) cision making)

noaxoa unento

ol w

oGpasosatensHbin npouecc RocTxenie

3NNBHAPOBAHHEIX PE3YNLTATOB, TaK KaK reAMMOMKALMA
KaK cpeacTso, a e

n o6y , Ha
wrpe (game-based learning)

B DYCCKOASBINHOH WTEPATYPS HApaBHE C TepuuHOM
CCHMUABMCUARY  WCNONb3YTCR  TepMMH  «urpoBoe
OByuieHMey WIM COBYUEHHE, OCHOBaHHOS Ha UTED, NpHYEM
NACTO & KaNECTBE GIAMMOIAMEHREMBIX MOWATAA. TeM He
MeHee, CYWECTBYIOT  CYLIECTBeHHbE OTAUAMA  MEXE
«reMMAGNCNERY W CATDOSHIM  OBYueHUSY,  HauBonee
BaXHEE U3 KOTOPbIX NPEACTABNEH! Ha PUCYHKE 4.
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O6yuenve» Wi «oByueHe, OCHOBaHHOE Ha Wrpe», Nputem
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HauGonee
BaXHsIe W3 KOTOPbIX NIPECTABNEHSI Ha PHCYHKE 4.

Te. MO CyTM reAMMOWKAUMA NpeACTAENAET COoM
VPOBYIO «yNakoBKy» OBPa30BATENHHOTO NPORYKTA, @ B
VPOBOM OByueHMM B OCHOBE NeXWT Wrpa, No Mepe
NIPOXOX[1eHAR KOTOPOW WTPOKI OCBaUBBIOT HEOGXORUMBIE
KomneTeHu.

HecMoTps  Ha  yGepuTenoHble  pokasaTenbctsa
" e

Heil CTYAGHTOR, & TOM YIC/Ie NONOXHTENBHOE OTHOWEHME K
VCTIONS3082HY10 AaHHSIX OBPSOBATENHLIX TEXHONOMYII CO
CTOpOHbI  CTYAGHTOB, BHEZpeHWe STWX  TeXHonorWA &
MEANLMHCKOE 06Pa30BaHHE & POCCHN AOBO/ISHO OrpaHMue-
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FEAMUOUKALIMA

HOBHO/ KONTONT: 0BpasoBaTenbHLi

BOMONHUTENEHBIA KOHTEHT: UrPOBOH

He (yauwiicR)

WrPOBOE OBYYEHUE

0GHOBHO/ KOKTHT: HTpOBO/H
conepmame BONONHMTENHES KOHTEHT:
o6pasosaTenusi

pons nomssoeATEn e (repoit wrps)
«@umrpars»
aayareonn
wenenonssosTenn (omysomo vooux amminasuron
(RonysaTs SHavn, HasbkH, YHeHHE) ROCTVONHAR NOGDN B
noBbieHHe WHTepeoa K MPOUECEY
yievn, Gops6a o romean wiepec k wrpe
Jlosmenahocpons
Gomycni, BTMROING Ha MOTHEEAO Gonyon, BnuROIE Ha YCIeWHOS
K 0Byeso, yonesaewocTs SosaTEREE npoxozerve Hpe
PucyHoK 4. Fef
Figure 4.

HO. 3T0 CBA3AHO C HANMUMEM KaK CYGLEKTUBHBIX, Tak U
OBbeKTUEHbIX 63DEPOR U CTIOKHOCTER y BCEX MPAMBIX U BY3a
KOCBEHHbIX Y4aCTHIKOB 06Pa30BaTeNbHOO Mpoliecca -

YuALMIiCA

CTYRENTOB, NpenoAaBaTenei, METORONOrOB, AAMUHHCTPAUMA
£0CYAGDCTE 8 enom (pHCyHOK 5).

MPENOAABATEND

 ROCTyTO0TS U KENEGTO0 WiTopHET-CORM

oo o

(. o, KouTER)”

BY3

— HeoSrarmoors oGpen MG
oo Gecpymoso  pooyocos

T eoragmsonts o OB KEHTONTS b Tom 0
iponro

et s——
[ shpaps

rOCYRAPCTEO

B

MlpuesaHue: * - AT MDUMENEHNA LUGPOBLIX WPoBLIX TexHonorwi. Note: * - for the application of digital gaming

technologies

PucyHoK 5.

Figure 5. Limitations of gamification in medical education

3akniouenne

lefivudukauns  w  Wrposoe  obyuenne
NOBbICHTb/CO3AaTE  MOTMBAUMIO  OBydaEMSIX,

BnmsioT Ha

BO3MOXHO, KauecTso 0Gpa3osaHus. [Ipn STOM  BIGOp
KOHKPETHbIX UHCTPYMEHTOB reiMUBUKaUMA onpeaenseTca
UensMM W 3apauaMu  OBYWeHMS, 3aNNaHMPOBaHHLIMM

MOSBONAIOT  pesynLTaTamy 0GyyeHys, 0COGeHHOCTAMM ayauTopuM. [nA

OUEHKN OTANeHHIX IGGEKTOB, B TOM uMCAE BAMAHIA

crymexTos u,

W TPOBOTO 0BYuEHNS Ha MPOGECCHOHANUIM
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