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HUI'POBBIE CPE/bI I1J151 OBYUYHEHUSA ITPOI'PAMMUPOBAHUIO:
MEXJIYHAPOJIHBIN ONBIT, TEOPETUYECKHUE OCHOBBI 1
CPABHUTEJIbHBINA AHAJIN3 IIJIAT®OPM

AuHomauun: B cmamve  npeocmasieH — KOMNWAEKCHbUL — AHAIU3
MeAHCOYHAPOOHO20 U OMEUeCmMBeHHO20 ONblma NPUMEHEHUS USPOBLIX 00VUAIOUUX
cped 0ns (hopMUpoBaHUs HABLIKOS NPOSPAMMUPOBAHUS U ANOPUMMUYECKO20
moiuiienus.  Cucmemamu3uposamnvl  NCUXOI020-Ne0ac02udecKue  MexaHusmbl,
obecneuusarowjue 3hhekmusnocms ueposo2o nooxooa. Ilpoeedén cpasnumenvHblil
ananuz eedywux muposvix niamgopm (Scratch, Minecraft: Education Edition,
CodeCombat) u omeuecmeennou paspabomku (HKDII «Bbepnocay). Buvissnensi
nAMb  KIHOUEBbIX MENCOVHAPOOHBIX MPEHO08 U YCA08Usl UX adanmayuu K
POCCULICKOMY KOHMEKCY.

Knwueesvie cnosa: game-based learning, ueposvie obOyuarowue cpeovl,
NPOCPaAMMUPOBAHUE, ANCOPUMMUYECKOoe MblulleHue, 2etmuurayus, 6u3yanibHoe
npocpammuposanue, STEM-obpazosanue.

Annotation: The article presents a comprehensive analysis of international
and Russian experience in applying game-based learning environments for
developing programming and algorithmic thinking skills. The study systematizes
psychological and pedagogical mechanisms ensuring the effectiveness of the game-
based approach. A comparative analysis of leading global platforms (Scratch,
Minecraft: Education Edition, CodeCombat) and a Russian development (National
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Cyber-Physical Platform «Berloga») is conducted. Five key international trends and

conditions for their adaptation to the Russian educational context are identified.
Key words: game-based learning, game-based learning environments,

programming, algorithmic thinking, gamification, visual programming, STEM

education.

1. BBenenue

B ycnoBusx mepexoma K UU(POBONM SKOHOMHUKE M HIKOHOMHKE 3HAHUH
(GopMupOBaHUE KOMIIETEHIMII B OO0JACTH aJIrOPUTMHUUYECKOTO MBILUICHUS |
IIPOrPAMMHUPOBAHMSI IPU3HAETCA OAHOW W3 NPUOPUTETHBIX 3a7a4 COBPEMEHHOIO
oOpazoBanus. OJIHaKO TPaJAULMOHHBIE METOJMKH OOY4YEeHHs MPOrpaMMHUPOBAHMIO,
OCHOBaHHbIE Ha pEHIEHMHM aOCTPAaKTHBIX 3ajay, 3a4acTyl0 HEe 00eCneyuBaroT
YCTOWYMBOM MOTMBAallMM Yy IIMPOKOTO Kpyra oOydaromuxcs, OCOOEHHO Ha
HayaJbHOM 3Tarne. J((OEKTUBHBIM OTBETOM Ha 3TOT BBI30B B MUPOBOW IPAKTHKE
ctai noaxon game-based learning (GBL), npennonararoiuit MHTETrparuo y4eOHbIX
nejaeil B yBJIEKaTENIbHbIM HWIPOBOM KOHTEKCT, a TaKXe pa3iuyHble (HOPMBI
reiiMuduKanmu 00pa3oBaTeILHOTO MpoIecca.

AKTyalnbHOCTh HACTOSILIEIO MCCIEAOBAHUS OINpPEAeNseTcs psaoM (aKToOpoB.
Bo-nepBeiX, HECMOTpST Ha 3HAUUTEIbHBIM KOpImyc 3apyOeHbIX padorT,
nocBsmEHHbIX GBL, crucTteMaTu3aius 3Toro onbiTa ¢ MO3UIIMI €ro NPUMEHUMOCTH
K poccuiickoii 00pa3oBaTelbHOW CUCTEME NpeacTaBieHa ¢parMeHTtapHo. Bo-
BTOPBIX, MacIITaOHbIE TOCYIAPCTBEHHbIE WHHUIIMATUBBI 10 [HUQPPOBU3AIUU
oOpa3oBaHHs W  pa3BUTHIO  KpyxXkoBoro  aBwxeHus  (Hanumonanmphas
TEXHOJIOTUYECKAasi HWHUIMATHBA) CO3JAl0T HWHCTUTYLMOHAJIBHBIA CIpPOC Ha
O0OOCHOBaHHbIE =~ METOAOJIOTMYECKHE  peleHus.  B-TpeTbux,  mosiBIeHUe
HauuonanpHoit kubepdusnueckoit mnatdopmbl «bepiora» Kak KOMIUIEKCHOTO
OT€YECTBEHHOI'0 TMPOEKTa CTaBUT 3a7adyy OLEHKA CTENEHW HHTEerpanuu

MCKAYHAPOAHBIX O6paSOBaTeJ'H>HBIX TPCHOOB.
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[lenpro cTaThu SBISETCS CUCTEMATU3ALMUSA TEOPETHUYECKUX OCHOB UIPOBOIO
oOy4yeHHUs MPOTPaMMHUPOBAHUIO, 0000IIEHHE MEXKITYHAPOJHOTO U OTEYECTBEHHOTO
OTbITa, a TAaKXXe IMPOBEICHUE CPABHUTEIHHOTO aHajdn3a BEAYIIUX IUIATPOpM C
BBISIBJICHUEM YCJIOBUI YCIIEITHOW aanTaluyu Jy4YllInX MAPOBBIX MPAKTHUK.

2. TeopeTu4eckue 0OCHOBBI HTPOBOI0 00y4YeHNsI MIPOrPAMMHUPOBAHMIO

2.1. IlonsAATHIiHBIA anmapar

[Ton urpoBbIMH 00pa30BATEIBLHBIMU TEXHOJIOTHSIMU TTOHMUMAETCS IIMPOKUNA
KJIacC MPUEMOB U CPENICTB, IPU KOTOPBIX IMpoliecc 00yueHus: OpraHu30BaH B popme
UTPBI WM COJEPKUT €€ CTPYKTYpPHBIE dJIEMEHTHI. |elmudukanus npeacTaBiseT
co0oll BHelIpeHHe B Y4EOHYIO JCSTEIBHOCTh XapaKTEPUCTUK, MPUCYIIUX HUIPaM
(cuctema 6aioB, ypOBHEH, HAarpaia), MPU COXPAaHEHWU HEUTPOBOTO COACPKAHMUS.
UrpoBas cpema oOydeHuss mnporpammupoBaHuto (game-based learning)
MPENIONAraeT, YTO yUeOHbIe 33]a4M HETOCPEACTBEHHO NHTETPUPOBAHBI B UTPOBOI
Ipolecc: y4YallMiicss pemaeT 3aJadyd pagd [pPOABMXKEHHS B UIrpe, a
MIPOrPaMMHUPOBAHUE SBIIAECTCS YACThIO UTPOBOM MEXaHUKH.

JunakTuyeckas KOMIIbIOTEpHAsI Urpa — 3TO UIPa, CIELHMAIBHO CO3/IaHHAs
JUTSL TOCTHKEHUsT 00pa3oBaTenbHBIX 1eneil. Kak moka3siBatoT uccienoBanus A.A.
AHHUCUHOM, TIONOOHBIE  UIPHl  CHOCOOHBI  pa3BUBATh  MO3HABATEJIbHbBIC
yHUBEpcabHbIe yueOHbIe aecTBus [1].

2.2. llcuxonoro-nexarornyeckue Mexanu3mbl 3pPpeKkTHBHOCTH

AHanu3 nuTeparypbl MO3BOJSET BBIACIUTH HIECTh OCHOBHBIX MEXaHHU3MOB.
MortuBanus sBisieTCss MepBbIM W BaxkHewmuM (axtopom. Kak ykaswsiBaer [I.I.
KeMuyKHMKOB, HM3Kasi MOTHUBAIIUS IIKOJILHUKOB K U3YYEHHUIO MPOTPAMMUPOBAHUS
4acTo CBsI3aHa C TEM, YTO TPATUIIMOHHBIE 3a/1a4U KaKyTCSI OTOPBAHHBIMU OT KHU3HU
[2]. bezonacHas cpena st 5KCIEPUMEHTHPOBAHUS — BTOPOU KIIFOUEBOM MEXaHU3M:
urpa 3a1a€t 00CTaHOBKY, IJIe OIIMOKH BOCIPUHUMAIOTCSI KaK €CTECTBEHHAsl YacTh
npouecca. Pa3Butue mo3HaBarenbHbIX Y Y/[ BKIIFOWAeT aHaiu3, IUIAHUPOBAHWUE,

pednexcuto u sormdeckoe MbiuieHne [1]. TBopueckoe camoBBIpaxeHHe,
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connaan3anus [3] N TMPAKTHUKOOPUCHTHUPOBAHHOCTb TAaKXKC 0o0ecreynBaIoT

3G (HEKTUBHOCTH UTPOBOTO MOAXO/A.

Taonuua 1.
Meta-anaautudeckue oneHku 3¢ pekrusHoctu GBL [4-7]
HccnegoBanne I'ox | ObaacTn Hedges ¢ | UaTepnperanus
Karakog, 2020 2020 | Axkanemuyeckas 1.695 OueHb KpPYITHBIN
yCIIEBAEMOCTh HOJOXKUTENBHBINA dPPeKT
Luetal. 2022 | Anroputmuueckoe | 0.677 Cpennuii MOJIOKUTEIIbHBIN
MBIIIUICHUE ekt
Mao et al. 2021 | Kputuueckoe 0.863 Kpynnsrit MOJIOKUTETbHBIN
MBIIIUICHHE ahdexr
Mao et al. 2021 | Kpuruueckoe 1.774 Ouenb KpynHbIN dPPEeKT
MBIIIIJICHHE —
TIVCTIO3UITIH
Tokac et al. 2019 | YcneBaemocts 1o | 0.13 HeGonp1oii, HO 3HAYUMBIH
MaTeMaTuke
3. MexayHapoanbie m1aT¢opmMbl HUI'POBOIO o0yueHust
MPOrpaMMHUPOBAHUIO

3.1. BusyaJbHble cpeabl AJ HAYUHAKLIMX

Ilnardpopma  Scratch, paspaborannas B MIT, crama ge-daxro
MEXIYHAPOIHBIM CTAaHIAPTOM Ha4yajJbHOTO OOyYEeHHs] MPOTPaMMHUPOBAHUIO.
OpueHTupoBaHHasi Ha BO3pacT 8—16 neT, OHa BKIIIOYAET BCTPOCHHBIN 3JIEMEHT UTPHI:
IIKOJIbBHUKU CO3/Ial0T MHTEPAKTUBHBIE HCTOPUU U WUTPHI, ACJSICH UMHU B OHJIAWH-
coobOmecTBe. Hccnemosanusa 2024 roma ormeuaror, 4to Scratch Bcé wuare
MCnoJb3yeTcs 1 mexnpeaMmeTHeix STEM-nipoekTtoB [8].

3.2. Urpsl ¢ 3jieMeHTaMH POTrPAMMHUPOBAHUS

CodeCombat npencrasiser co00il OHIANH-UTPY B )KaHpe PIHTE3H, I]Ie TePO

JNEUCTBYET TOJIBKO MpPU HamucaHuu WHCTpykuuid Ha Python umm JavaScript. B

«Hay4yHO-NpaKTUYECKUM 3NeKTPOHHbIN XypHan Annea Hayku» Ne5(116) 2026
Alley-science.ru



cxoxkert Huimie Haxonatcs CheckiO, Codewars, Robocode, opueHTHpOBaHHBIE Ha
COpPEBHOBATEIBHOCTH U TeHMUDUKAITHIO.

3.3. YHuBepcajibHbIe «II€COYHHUIBD)

Minecraft: Education Edition — mpumep Tpancdhopmaiuy KOMMEPUYECKOU
Urpel B 00pazoBaTenbHbId HHCTpYMEHT. i unpopmaruku Minecraft unTepecen
nmporpaMmmMupyeMbiMu arentamu (Ha 6aze MakeCode), mpoeKTHBIM MBIUICHUEM U
JIOTUKOM uepe3 MEXaHU3M «PEICTOYH.

4. KnroueBble MexxayHapoaHbie Tpenabl (2020-2025)

AHanu3 JUTEepaTyphbl MOCIEAHET0 MATUICTUS TO3BOJISIET BBIJACIUTH MATh
TpeHA0B. [lepBblii — KOHBEpPreHIMS BHU3yaJlbHOIO M TEKCTOBOTO KOAMPOBAHUS
(gradual engagement). Kak mokazan A.Il. 3epHuH, Takoil MOAX0A CHUXAET Oapbep
BOCIIpUSTUSL cUHTakcuca [9]. Bropoit — nepcoHanu3anus U aJanTUBHOCTh Yepes
ananu3 nporpecca [10]. Tpernit — uHTEeponepadeIbHOCTh U MEPEHOC HABBIKOB.
YeTBépThiii — o0Opa3zoBarenbHbie cooOmiecTBa. [laThii — reiimudukanus
o0pa3oBaTeIbHON TPACKTOPHHU.

5. OTeyecTBEHHBbIH ONBIT

B poccuiickoil memarorudeckoil Hayke MpoOIeMbl WUrpbl U OOyUYEHUS
IPOrpaMMHUPOBAHUIO W3YYAIOTCSI HE MeHee AByX necatwiernid. Juccepramms [I.I.
KemuyxaukoBa (2013) obOocHOBana mepeOpUEHTALUIO IIKOJIBHOTO Kypca Ha
MPOCKTHYIO JIeATeIBbHOCTh depe3 co3ganue urp [2]. H.I. Cabmykoa (2012)
MOATBEPANIIA, YTO BH3yalbHblE Cpelapl NOBbIIAOT MoTuBammio [11]. JLI.
Uersepukona (2003) packpbuia HEOOXOIUMOCTh TOATOTOBKU yuuTenei [12]. A.B.
KaraeB (2012) u JI.A. HaymoB (2002) pa3pabarbiBanu (hopMaibHbIE MOACIN IS
oOyuaroutux urp [13, 14]. Cpenu coBpeMeHHBIX paOOT BeIACISIOTCA: A.A. AHHCHHA
(2022) o paszsutuu YVY]I [1], M.C. Apapar-Hcaesa (2023) 06 >ddexTuBHOCTH
UTPOBBIX TeXHOJOTWM B HavanpHOM mikone [3], A.I. Cumenko (2020) o
reiMudukanum 1Jis crapuiekiaccCHUKoB [ 15].

6. CpaBHUTe/IbHBIH aHATH3 IIAT(HOPM
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Tabnuuya 2.

CpaBHHTE/IbHBIH aHAJIU3 00Pa30BaTeIbHBIX UTPOBLIX IJIATGOPM

Ilaardpopma | Bospacr | [loaxon k Croxxer Crangaprusanus | Y4ér
KOAMPOBAHUIO AOCTHKEHH
i
Scratch 8-16 BusyanbHbie Coznaéres [Iponpuerapusbiii | Her
Ooku nosnb3oBareneM | SB3
Minecraft:EE | 8-18 MakeCode OTkpbITas [Iponpuerapusiii | Buytpu
(OMIIMOHANBEHO) | IECOYHHUIIA DKOCHUCTEMBI
CodeCombat | 12—18 Python, ®oHre3nitnble | YacTuuHO N3onuposan
JavaScript YPOBHH OTKPBITBIN HBIC
CKPHIITHI
Robot VW 14+ [Tonnouennsie | CopeBHoBanue | Her ennnoro JlokanbHO
S3BIKA CTaHjaapTa
«bepmnora: 12-17 [MPUMC CopeBHoBanue | CranaapTsl Yuér
ApeHa» HK®IT JIOCTHUKEHHU I
Ha
[Tnarpopme
«TamanT»

Scratch obGecneunBaeT MUHUMAJIBHBIN TOPOT BXOJa, HO HE OPUEHTUPOBAH Ha

copeBHOBaTebHOCTh.  Minecraft:EE ~ ornnyaercs  BOBICUEHHOCTBIO,  HO
IpOrpaMMUPOBAHME HOCUT BeriomorarenbHblil xapakrep. CodeCombat pabotaet ¢
ITOJIHOLICHHBIMH SI3bIKAMH B 3aMKHYTOM 3Kocucteme. OTedeCTBEHHAsT «ApEHa»
3aHHMAaeT MPOMEXKYTOUHOE MOJIOKEHUE, HHTETPUPYS BU3YaIbHOCTh, TEMATUYECKUN
KOHTEKCT M COPEBHOBATEIBLHOCTh, MPU ONope Ha OTKphIThie cTannaptsl (ITPYIMC
[16], CGML [17]), 3adukcupoBaHHbIE B IPEABAPUTEILHBIX HAIMOHAIBHBIX
crangaprax HK®II «bepnora» [16—-18].

7. Yci10BHS yCTIEHIHOM alanTaluu

Ha ocHoBe anammza copMyaupoBaHbl TSATh YCIOBUH 3(PHEKTHBHOM

apantauuu: 1) mepexof OT (parMEHTapHBIX WHULMATUB K IUIATHOPMEHHOMY
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MOJIX0/1Y; 2) Oropa Ha OTKPBITHIE CTAHIAPTHI; 3) MHTErPALIMS UTPOBBIX TIOCTUKEHUIN
¢ popManbHOI crucTeMoi 00pa3oBaHusl; 4) COXpaHEHHUE POJIM YUUTENs-HACTABHUKA;
5) pa3HOYpPOBHEBOCTbH U MTOCTETIEHHOE YCIOKHEHHE.

8. 3akouenue

KittoueBbIM 11cuxos10ro-neaarornaeckuM 3G PexToM UTPOBBIX CPe SIBIISICTCS
co3manme Oe30macHOM cpenapl Id Npod W omuobok. Mera-aHATUTHYECKUE
MCCJIeI0BAaHUS MOATBEPKIAAIOT CTATUCTUUECKU 3HAYUMOE TIOJIOKUTEIBHOE BIHMSIHUE
GBL Ha akageMWUYecKyl0 YCIeBa€MOCTh, BBIYUCIUTEIBHOC € KPUTHYECKOE
meiienue (Hedges g ot 0,13 g0 1,774). MexayHapoaHbIil ONBIT I€MOHCTPUPYET
KOHBEPIeHIIMI0O TSATH TPeHA0B. CpaBHUTENbHBIA aHAIU3 T[OKa3al, YTo
oredyecTBeHHas 1argopma «beproray 3aHUMaeT YHUKAIbHYIO HHIIY, HHTCTPHPYS
AIIEMEHTHI 3apyOEKHBIX MOXOI0B IPHU OMOPE Ha OTKPBITHIE CTaHAapThl. Poccuiickas
METOAMYECKas 1IKoJIa 00IadaeT NIyOOKOH MpOopadOTKONM MPOEKTHOTO MOAXO0/1a, YTO

CO3IaET 3aIIpoOC Ha KOMINJIICKCHBIC PCIICHM .
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