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AHHOTauus. B ctathe paccmaTpuBaeTcs NOTeHIMAN reliMudukanuu
KaK CpeAcCTBa IMEJaroruyeckoil (acuauTauuu  y4almxcs-noapoCcTKOB
Ha YpOKax MCKycCTBA. ABTOpaMU pPACKPbIBAECTCA CYIIHOCTh TOHSATUH
«reimupukanyss» MU «pacunurauus», OOOCHOBBIBAIOTCSA AKTYaJbHOCTH
BHEIpEHUA reiiMmuukanym kak 3(pPEeKTUBHOrO CpeICTBA MEAAroruuecKoi
(dacunuTali U MyTH OOHOBJICHUS METOJIMYECKOTO O0ECIEYEHUST YPOKOB
MCKYCCTBA B KOHTEKCTE N'YMaHUCTUYECKOM MapaaurMbl 0Opa3oBaHMsI.

Abstract. The article examines the potential of gamification
as a means of pedagogical facilitation of adolescent students in art lessons.
The authors reveal the essence of the concepts of “gamification” and “fa-
cilitation”, substantiate the relevance of the introduction of gamification
as an effective means of pedagogical facilitation and ways to update
the methodological support of art lessons in the context of the humanistic
paradigm of education.

KiroueBnble cjioBa: reiimudukanus, neaarornueckas (pacuivrauus,
y4alyecs-noJApoCTKU, YPOKU UCKYCCTBA, OHJIaliH-BUKTOPHHA.
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OJHUM W3 NPUHLMIOB 00pa30BaHMsl, OTPAKEHHBIX B MDeaeparibHOM
3akoHe «O0 oOpazoBanuu B Poccuiickoii denepaunmny», ABIACTCSI T'yMaHH-
CTUYECKUI XapakTep, MPUOPHUTET MPaB U CBOOOJ 4YEJIOBEKA, CBOOOIHOIO
pa3BUTHs JIMYHOCTH. CorjaacHo 3aKoHy, COAEp)KaHHe 00pa3oBaHUs J10JIK-
HO OBITh OPUEHTUPOBAHO HA OOECIEYEHUE CAMOOIPEACICHUSI TUYHOCTH,
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CO3/IaHKME YCJIOBMI 151 €€ camopeaiu3alii ¥ MHTErpaldyd B HaLMOHA/b-
HYIO U MUPOBYIO KYJBTYpY [3].

['ymaHucTMUYECKass HaIpaBJIEHHOCTh COBPEMEHHOIO 0Opa3oBaHMsl,
€ro HALUEACHHOCTh  HAa  CO3JaHuME  OJaronpusiTHBIX  COLMAIbHO-
NCUXOJIOTMUYECKUX YCIIOBUM, CHOCOOCTBYIOIIMX PACKPBITHIO MOTEHIMAIA
KOKJIO0ro OO0yYaromerocss M CyOBEKTHO-CYOBEKTHOMY B3aUMOJICHCTBHIO
B IIPOLIECCE  y4E€OHOM  AEATENBHOCTH,  aKTyaJIM3UPYIOT  Hay4yHO-
METOJMYECKHE TOMCKM peau3alyd B 00pa3oBaHUU MEKIUCLMITIMHAPHBIX
noaX0/10B U 3(P(PEKTUBHBIX TEXHOJOTHI COBPEMEHHBIX HAYYHBIX 00JIACTEH.

®dacunuranus  (anria.  facilitation — oOjeryeHue, CoJEHCTBUE;
ot facilitate — oOGseryarp, moMorarb, CrOCOOCTBOBATh) — SIBJICHUE, IPH-
HIeAIEE U3 IPYIINOBOH NcuXoTepanuu B chephl JIEATEIbHOCTH, CBSI3aHHbIE
C YIIPaBJICHUEM KOJUJIEKTUBOM M I'PYIIOBBIM B3aMMOJEHCTBUEM: MEHE K-
MEHT, 00pa30BaHUE, 3IPABOOXPAHCHUE, COLUMAIBHOE 00ECTICUEHHUE U AP.

dacudtauys MpeanojaracT HEAUPEKTUBHBIN CTUIL YIIPaBJICHUS,
IPU KOTOPOM PYKOBOJWTENb KOJUIEKTUBA ((hacHITATOP) aKTUBHO MPHHU-
MaET y4yacTue B rpynmnoBoi padOTe, BHICTYMAas HE TOJbKO KaK PyKOBOM-
TEJAb W JMJEP, HO U YYACTHMK TIPYNMOBOM JUHAMMKH, CO3/aBasi OCHOBY
JUTS TIPOSIBJICHUSI aKTUBHOCTH WICHOB KOJUICKTHBA W MX MAKCHUMAaJLHOTO
camopackpbiTus. dacuiuranys MOXKET OBbITh MPEJACTaBIEHAa B Pa3HBIX
(opmax: COTpYAHUUECTBO, BO3JACHCTBHE, B3AUMOJICHCTBUE, TUAIOT.

OCHOBHbBIE KOHLICMLMM MEJAaroruyeckoi (pacuauTauuu 3aJ05KeHbl
BTpyaax K. Pomkepca u A.Macinoy. Hx paboTel  OCHOBaHBI
HA TYMaHHUCTUYECKOM TEUCHHUM U MPEANOaratoT CB000y U 0€3rpaHUYHbIE
BO3MO>KHOCTH peajii3aliy MOTEHIHAA Kaxaoi nuuHoctu [7]. Uccneno-
BaHUEM IEJAroruyeckoi pacunurauydy 3aHUMaIMCh MHOTHE 3apyOeiKHbIE
U oTedyecTBeHHbIE uccnenoparenu: E.I'. BpyoOnesckas, 3.H. I'ycuHcKkoro,
P.C. JlumyxameToB, M.H. Jlynuna, 1.B. Xwmwxkuna, 23.®. 3eep, B.B. Kou-
nayHukoB, JK.b. Jluteunosa, /[x. Mumep, P.B. OsuapoBa, A.b. Opnos,
O.H. IITlaxmaroBa u jp.

OcoOyro pons neparoruyeckas  Qacuaurauus npuoOpeTacT
B 00pa30BaTEILHOM MPOLECCE € YYAIMMUCA TMOAPOCTKOBOTO BO3pacTa.
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Kak u3BECTHO, ATOT NMEPUO XAPAKTEPUZYETCA BO3PACTHBIM KPU3UCOM, Xa-
PaKTEPUBYIOIMMCS CHWKEHHUEM YueOHOW MOTHUBAUMU, (POPMHUPOBAHUEM
YyBCTBA B3POCJOCTH, KOH(MJIUKTHOCTHIO, TNPOTECTHBIM TMOBEJACHUEM.
JI1 MOAPOCTKOB XapaKTEPHA 3aMKHYTOCTh, OTPAHUYEHHOCTh PEYEBOI aK-
TUBHOCTH, HEKEJIAHWE BCTYNAaTh B JWAJIOT, 3aTPYJHEHHOCTH COLMAIBHO-
ro KOHTAKTa.

HccnenoBarenu akLEHTUPYIOT BHUMAHKUE HA MOJPOCTKOBOM JETpeEC-
CHUH, arpeCCUBHOM MOBEACHUU, 3aMKHYTOCTH M 3aKPBITOCTH OT BHEIIHETO
MHPA, )KECTOKOCTH MO OTHOWIEHUIO K JIIOJISM, CHUKEHUU TPY0CIOCOOHO-
CTH, YKEJAHUW BBIJACIUTHCS, MAKCUMAIM3ME, SIPKOM TIPOSBICHUU MOBEACH-
YECKMX PEaKUMH, MPEXKAEC BCEr0, THIEPKOMIICHCALMU, TPYIIUPOBAHUS
1 HOpMATHUBHOM dMaHCUIIaLMu [2].

B nmanHOi cutyammu nieaaror-pacuiiuTatop BBICTYNAcT HACTABHU-
KOM, KOTOPBIH TMOMOTacT MNpOSBUTh WHULMATUBY, CAMOCTOATEIBHOCTD
MIKOJIbHUKOB U 00ECIEUMBACT MEKIUYHOCTHOE O0IeHue. MeToapl neaa-
rOru4eCKoi (pacHMTalMk MOTYT MOMOYb YUMTEIO OOJICTYUTh B3aUMO-
JNEHACTBHE BHYTPU YUYEHHYECKOrO KOJJIEKTHBA, OPraHU30BaTh YPPEKTHB-
HYIO TPYIIOBYIO pabOTy, HAy4YUTh MOJAPOCTKOB PETYJIMPOBATH SMOLIMO-
HaJIbHOE COCTOSIHUE U KOH(JIMKTHBIE CUTYallMH, TOYHO BBIPAKATh CBOIO
TOYKY 3PEHUSI.

CtpemieHrue K CaMOWJCHTHU()HMKALMM B KOJIJIEKTUBE CBEPCTHUKOB,
MOTHBALIMSI COBMECTHOM JECATEILHOCTH B YCIOBHUSX OOYUYCHMSI, BBICOKAS
BOCTPEOOBAHHOCTH UTPOBBIX OOPA30BATEIBLHBIX TEXHOJIOTHUH, B TOM YHUCJIE,
B cpepe XyJa0KECTBEHHOIO0 00pa3oBaHUs, JACIAET 3HAYMMBIM aHAJIU3 I10-
TEHLIMAIa TeMMU(pUKAUIMA B TIEJArorn4ecKoi (acuauTauud y4yamuyxcs-
MOJAPOCTKOB.

I'eiimuukaums (anrn. gamification — urpoukanus, reimMusanms)
paccMaTpyBaCTCs Kak MPUMEHEHUE UTPOBBIX MEXAHWK BHE MTPOBOTO KOH-
TekcTa [4], UCNOJNIB30BAHUE WMIPOBOM MEXAHUKH, 3CTETUKH U UTPOBOTO
MBIILJICHUA TSI TPUBJICUCHUS JIIOJIEH, MOTUBALIMU JICHCTBUI, COJICUCTBUSA
OOYYEHHIO W pEIICHUsT MPOoOJeM [6], UCIIOJIB30BAHUE UTPOBOIO MBIIILIE-
HUSI, UTPOBOM JIMHAMUKH U (PpEHUMBOPKOB B HEMTPOBOM KOHTEKCTE C LiE-
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JIBI0 BOBJICUEHUS MOJIB30BATENICH, PEMICHUS MPOOJIEM, YIIYUIICHUS OIbITa
Y TOOIIPEHUS KETAEMOTO TTOBEJACHUSA [3].

[ToTeHMan urpel U UITPOBBIX OOPA30BATENBHBIX TEXHOJIOTHI MTOKA3aH
B Tpyaax H.I1. Anukeesoii, JI.C. Beirorckoro, O.C. I'aamana, M.B. Knapu-
Ha, I'.K. Cenesko, /I.b. DiIbKOHMHA U APYTHUX OTEYECTBEHHBIX aBTOPOB.

['eiimuukanys B 00pa3oBaHUM TMPEAYCMATPUBAET NPUMEHEHHE WT-
Pl WM DJIEMEHTOB WMIphl B mpouecce oOydeHus. Mcroib30BaHWe WIpbl
B 00pa30BaTEIbHON  JICATEIBHOCTM HWMEET OOorarblii  OMBIT  HAYYHO-
TEOPETUYECKOTO  OCMBICJIICHMSI W MNPAKTUYECKOTO  MPUMEHEHMS
Ha Pa3JIUYHBIX CTYTIEHAX CUCTEMBI 0OpA30BaHUA.

['eiimuukanmio  OTIMYAET €€ TOJIOKUTEIILHOE  BJIMSIHHE
HA MOTHBALIMIO y4eOHOM JEATEIBHOCTH. 1O.B. Cakynuna
u D.I'. MacabukoBa MNUIIYT, 4TO B OOpa3oBaTe/IbHOM TreAMUPUKALIMN
NPEJIAracTCs WrpoBas CUCTEMA, KOTOpask HM3MEHSAET O0O0pa3oBaTelIbHBIC
MOMEHTHI Ha UTPOBBIE TAKKUM 00pa3oM, 4TOOBI OHU MOMOTJIH JOCTUYb 00Y-
YaroIMMCs OCTaBJICHHBIX 00pa30oBaTeIbHbIX 3a1a4 [1].

OdpdekTuBHOCTH reiiMupuKanrd Ha ypoKax UCKYCCTBA 00YCIOBJICHA
CBS3SIMM WIPBl M XYJOKECTBEHHOIO TBOpUYECTBA. Mrpa mnpeamecTByeT
TBOPYECTBY, CIMOCOOCTBYET eMmy. MHTerpupoBaHHBIE B YpPOK H300pa3u-
TEJLHOIO HCKYCCTBA TMPUHLMIBI TeHMH(PUKALMK 3aMETHO TMOBBIMIAOT
Yy YUYCHHKOB, pacTyIIMX B AMOXY HU(POBU3ALMH, MOTUBALMIO K O0OYUEHHIO
U YPOBEHb BKIIIOYCHHOCTH B M3Y4YEHUE HOBOTO. Takue ypoKH pa3BHBAIOT
HaBBIKK pabOThl B KOMaHJIE, 00JIEr4at0T YCBOECHHUE CIIOKHON MH(pOpMaLIMH,
00JIEr4aroT MPOSIBJIEHUE UHULIUATUBBI,

Hamu Ob110 pazpaboTaHO METOAMYECKOE O0ECIIEHEHHUE NEAAroruye-
CKOW (pacuuTalMMd YYaIIUXCA-MOAPOCTKOB HA YypOKax HCKYCCTBa Cpea-
CTBaMM TredMH(PUKALIMU Yepe3 CEPUI0 MHTEPAKTUBHBIX 3aiaHuii: (umm-
KapTOYKHU Ha OHjakH-cepBucax Interacty m Buffl, uHTepakTHBHBIC BUKTO-
punbl  «MckyccTBOBenbl» U «MckyccTBO  mpu(Ta» Ha  OHJIAHH-
margopme Genially.

AnpoOanusi pa3padOTaHHBIX 3aJaHUi NOKa3ana, 4To reimMudukanms
00yYEHHs MOMOTAET CO3AaTh HA YPOKE CPEY, B KOTOPOH yyamuyecs UMe-
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10T BO3MOXKHOCTh OOBEAMHATHCS B OJIHOM OOIIEM Jene, pemarh €IuHYH
npoOiieMy W OTKPHITO BBICKA3bIBATh CBOE MHEHHUE, COBEPIIICHCTBOBATH
HABBIKU COTPYJHUYECTBA W IPOJYKTUBHOIO B3aUMOJCHCTBUS, KOTOPHIE
SBJIIFOTCS.  B@KHBIMU ~ Npu3HakamMu  A(PPEKTUBHOCTH  Meaaroruye-
CKOM (pacUIUTaLUU.

Pacmupenue apceHana nearoruuecKux TEXHOJIOT Ui
B IIPENoJIaBaHUU YPOKOB MpeAMETHOM oOnactu «HckyccTBo» cpeacrBamu
reiMuQpUKaLMU MO3BOJIMT 3HAYUTEIBHO YCUIIMTh Pa3BUBAIOIIME BO3MOXK-
HOCTH HCKYCCTBA B JOCTIKEHWUW JIMYHOCTHBIX W METANpEJIMETHBIX pe-
3yJbTaTOB, pEaIU3ysl TyMAHUCTHUUYECKUI MNOTEHLMA XYJI0KECTBEHHO-
ro o0pa3oBaHusl.
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YK 378
PA3BBUTHUE NPOEKTHBIX YMEHUI1 BAKAJIABPOB-
JIU3AHHEPOB B IIPOLIECCE JU3AHH-IIPOEKTUPOBAHUSI
JL.X. KaasiiipoBa, A.M. I'adypoBa
Kaszarnckuii ghedepanvhblil yHusepcumem
2. Kazanw, Poccus

AHHoOTanus. B crarbe npeacTaBiacHO OMUCAHME TOHATHS «ITPOCKT-
Has ACSITCIILHOCTB» M €€ PoJIM B MPO(ECCHOHATBHON MOATOTOBKE OYTy-
mux au3akinepoB. [IpoaHanuzupoBaHa 3HAUUMOCTh TPOLIECCa MPOSKTUPO-
BaHUsl U pACCMOTPEHBI METO/IbI €r0 UCMOJIb30BaHMsI B MPOLIECCE MOANOTOB-
KU OaKkanaBpoOB-IU3aiHEPOB.

Abstract. The article describes the concept of “project activity”
andits role in the professional training of future designers.
The significance of the design process was analyzed and methods of its use
in the process of training bachelor designers were considered.

KimoueBble ¢J10Ba: NPOEKTHAsA JACATENbHOCTD, MPOCKTUPOBAHUE MeE-
OeNu, XYJ0XKECTBEHHOE IPOECKTUPOBAHUE, XYJ0KECTBEHHO-ITPOEKTHAsI
MBICJIb, Xy A0KE€CTBEHHO-NIPOEKTHAs JACATEIbHOCTh, TPOCKTHHIC YMECHHUSI.

Keywords: Design Activity, Furniture Design, Artistic Design,
Artistic and Design Thought, Artistic and Design Activity, Design Skills.
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