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B cratee paccmaTpuBAKOTCS acCHEKTbl MHTETpalMy KIACCHUYECKOrO0 MEeJaroru4eckoro
CTOPUTEJIMHTA B TeUMU(UIIMPOBAHHBIN KYpC B paMKaxX MOATOTOBKU OYIYIIMX NENaroroB. ABTOPHI
oOpalaroT BHUMaHUE Ha OOITHOCTh TeUMHU(DUIIMPOBAHHOTO Kypca U MOOMIIBHBIX UTP JIJIsl CTYJCHTOB
Ha CIOKET KaK MAaKCUMaJIbHO IIPUBJIEKAIONIMM KOMIOHEHT WIrpbl. AHaIM3UPYETCs POib
CTOPHUTEIUIMHTA B CCTeMe reiiMu(UKaliy akaIeMU4ecKoro Kypca, ero BIMsSHIE Ha SMOIIMOHATbHBIN
Y KOTHUTHUBHBIA aCTEKTHl 00Y4EHUs, a TaKXKe Ha (OPMHUPOBaHNE MPO(PECCHOHATBHBIX KOMITETCHIIUN
Oynyumx menaroroB. Ha ocHOBe ombiTa MeJarormyeckoro Au3aifHa OTMeYaeTcsl psii OUIMOOK B
WCTIOJIb30BAHUU TEXHOJIOTUM CTOPHUTEIUIMHTa B pabore ¢ Oyaymumu nemaroramu. ConepkaHue
CTaTbl HECEeT pPEeKOMEHJAlMH MO pa3paboTke TredMUGUIUPOBAHHBIX KYPCOB C JJIEMEHTaMU
CTOPUTEIIIMHTA ISl yCUiIeHus: 00pa3oBaTesbHOro 3¢ dexra u GopMUpOBaHUS YCTOHYNBOTO HHTEpECa
K yueOHOMY MaTepuaiy.

Knwoueevie cnoga: reimudukanysi; CTOPUTEIUIMHT; OyIylIMe NeJarord; NeiarornyeckKui
CTOPUTEIUIMHT; TeMMU(PUIIMPOBAHHBIN KypC; N€Aarorndyeckuil 1u3aiH.
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The article deals with the aspects of integration of classical pedagogical storytelling into a
gamified course in the framework of training future teachers. The authors pay attention to the
commonality of the gamified course and mobile games for students, to the story as a maximally
attractive component of the game. The role of storytelling in the system of gamification of academic
course, its influence on the emotional and cognitive aspects of learning, as well as on the formation
of professional competencies of future teachers is analyzed. Based on the experience of pedagogical
design, a number of mistakes in the use of storytelling technology in the work with future teachers
are noted. The content of the article carries recommendations for the development of gamified courses
with elements of storytelling to enhance the educational effect and form a sustainable interest in the
educational material.
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B COBpEMEHHBIX YCIOBUAX CTPEMUTEIBHOTO pa3BUTUSA TEXHOJIOTUH U
upoBU3aIMH 00pa30BaTeIbHas CUCTEMA CTAJIKUBAETCS ¢ HEOOXOUMOCTHIO TIOMCKA
HOBBIX MOJXO0JIOB K O0YyUEHHIO, CTIOCOOHBIX MOBBICUTH MOTHUBAIIMIO M BOBJICUYEHHOCTD
oOyyaromuxcs. OJHUM U3 TaKUX MEPCIEKTUBHBIX METOJIOB SIBJSICTCS TelMudukars,
KOTOpasi TMO3BOJISIET MPEBPATUTh OOyuYeHHE B YBJICKATENbHBIM U HMHTEPAKTHUBHBIN
MPOLECC, YTO BAXHO i1 (OPMUPOBAHUS YCTOMUYMBOM yueOHOW MOTHBAIUU U
MOBBILICHUST aKaJIEMUYECKOM yCIEeBaeMOCTH. AKTYyaJbHOCTh TedMupUKau B
BbICILIEM 00pa30BaHUU 00YCIIOBJIEHA PsiIoM (PaKkTOpoB. Bo-niepBbIX, CTYIEHTHI HOBOTO
MIOKOJICHUS], aKTUBHO MCIOJIB3YIOLIUE U(POBBIE YCTPOMCTBA, UMEIOT IOTPEOHOCTH B
UHTEPAaKTUBHBIX M JWHaMUYHbIX  ¢opmarax  oOydeHus.  Bo-BTOpbIX,
reiMuQUIMpPOBaHHBIE KYpPChl MO3BOJSIOT pa3BUBaTh HE TOJIBKO aKaJeMHYECKHE
HAaBBIKM, HO W KJIKOYEBbIE KOMIIETCHIIMM: KPEAaTHBHOE M KPUTHYECKOE MBIIIICHUE,
COTPYAHHMYECTBO, CAMOOpraHu3anuio. Kpome Toro, uccietoBaHus CBUIETEIbCTBYIOT
O TOJIOXKUTEJIBHOM BJIMSHUM HMIPOBBIX MEXAaHUK Ha TMOBEACHHE OOydYaroluxcs u
pe3yabTaThl 00y4YeHMs, BKJItouYas a(@exkThBHBbIC, KOTHUTHUBHBIC, aKaJeMHUYECKUE U
apyrue nokasatenu [1, c. 30].

Hcxonda W3 BBINIECKA3aHHOTO, TIeMMU(HUIIMPOBAHHBIA KypC CTaHOBHUTCS
HEOTBEMJIEMOM  YacTbl0  COBPEMEHHOro  oOpa3oBaTeNbHOrO  JaHamapra u
MpEACTaBISIET COO0M CUCTEMY, B KOTOPOH 00pa3oBaTeNIbHbIE 33a4d MHTETPUPOBAHbI
C UI'POBBIMU MEXaHUKaMH, CO3AIOIIMMH MOTHBUPYIOIIYIO U YBJIEKATEIbHYIO CPELY
g o0yueHust 06e3 cTpaxa MOTEepreTh Heyaaudy. | edMUuUIUpOBaHHBIA Kypc U
MOOUJIbHBIE UTPBI KIMEIOT MHOTO OOIIIETO, TIOCKOJIbKY HCIOIb3YIOT UTPOBBIE MEXAHUKU
IUIsL CO3JAaHMsI BOBJIECYEHHOCTH M MoTuBanmu. [lo pesynbpraram OHJIAH ompoca
CTYJEHTOB U MpernojiaBareiei nejarornaeckoro gaxkynprera «UTo Bac NpUBJIEKaeT B
MOOUJIBHBIX UTPAX ?» MBI MOKEM CJlI€TIaTh BBIBOJI, UTO OJIHUM U3 KJIFOUEBBIX (DAKTOPOB,
KOTOpBIH Aes1aeT KOM(OPTHBIM MpeObIBaHUE PECIIOHACHTOB B UTPE U yIEPKUBAET Ha
JUTATEBHOE BPEMSI, SIBJISICTCS] YHUKAJIBHBIN CrOXKeT [2].

BoaMOXHOCTb UCCNEe0BaHNA 1. .. 22 (37,3 %)
[pachuyeckoe UCnonHeHue
YHUKanbHEIN croxeT

MepcoHaxu U UX pasBuTUe
ObLLeHKe ¢ apyruMiA Urpokamu
BoamoxHocTs nponrparts W Hav...
BoamoXHOCTb CAENaTh TO, YTO...
BO3MOXHOCTb CO3AaHNS W M3M...
lMony4eHne Harpaa, vx Hakomn...
BoamoxHocTb BeIbOpa B MIpe
[pyroe (yraxmTe) 6 (10,2 %)
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Pucynok — Pezynomamul onnaiin onpoca
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Takue pe3ynabTaThl 00OBSCHIIOTCA TEM, YTO CIO’KETHASI JIMHUS BOBJIEKAET UTPOKA
B WIPOBOM MHUP WIM TIOTpPY’KaeT OOydarmuxcs B coaepxkaHue kypca. Croxer
CO3JaeTCs C MOMOUIbIO CTOPUTEIUIMHIA.

B oOpaszoBannn mox TepMuHOM croputeutiHr (oT aHra. storytelling —
paccka3plBaHUE UCTOPHIT) IOJIPA3yMEBAETCS «COBPEMEHHAs MT€Jarornyeckas TEXHHKaA,
MOCTPOCHHAs Ha 0OCYXICHUU WIN CO3IaHUN UCTOPHI C ONpeeNICHHON CTPYKTYpOil U
repoeM, HalpaBlIeHHas Ha pEIIEHHEe TMEJaroruueckux 3agad  oOydeHHs,
HACTaBHUYECTBA, Pa3BUTUS M MoTHBamum» [3, c. 2]. Kak oTMedaroT ucciempoBaTeny,
«CTOPUTEIUTMHT B IMPENOJaBAaHUU BOBJICKAET MBIIUJICHUE U AMOIMHU CTYAEHTOB, YTO
IOMOTaeT MM oOcBauBaTh yueOHbIM Marepuan. CTyAeHTbl OOJIPCTBYIOT, CIEIAT 3a
Pa3BUTHEM COOBITUM, XOTAT Y3HATh, YTO OYJET Jaibllle U YeM 3aKOHUYUTCS UCTOPHUS
[4,c.7].

PaccMoTpyM ~ ONBIT ~ MHTETrpalid  KJIACCHYECKOTO0  MEeAarorudyeckoro
CTOPUTEIUIMHIA B TMEIAroruyeckKuil Tu3ailH rediMu@uIrMpoOBaHHOrO Kypca B paMKax
MPO(ECCHOHAIBHOTO MeAaroruiyeckoro oobpazoBanus. B coderanun c 06a30Boii
Mojenbto reitmudukanu PBL (ot anri. points, badges, leaderboards — ouxu, Oeliku,
peiitunru) [5, c.107] cropuremnuHr TpeOOBal IMOCTPOCHHS HCTOPHM B BHJE
MOCJIEIOBATEIBHOCTH CEpUl, KOTOpble OyayT MpeAcCTaBIsATh CcOOOH ypOBHH
reiiMuduipoBaHHoro Kypca. cropus Obuta cBsi3aHa ¢ ACHUCTBUSIMU ONIPEACICHHOTO
MIEPCOHA)Ka B COOTBETCTBUU C pe3ynbTaTamMu o00yuyeHus. Co3gaHuE HCTOPHH
OCYIIECTBIISIIOCH COTJIACHO CIIAYIOIIEH CTpyKType croxkera (Tabmiuma).

Tabnauya — CTpyKTypa Croxera

Jran Coaepxanue
[Tpobaema Bo3HukHOBeHUE po01eMbl, HEOOXOIMMOCTh €€ PEeLICHUs
[ens [TosiBieHHE BO3MOKHOCTH, Cclioco0a perieHust mpooIeMbl
[IpoTnBHUK KT0/4TO Memaer reporo: COnepHuK, 0OOCTOSITENHCTBA
[1nan [Inan pefcTBU repost, MyTEIEeCTBUE K PEIICHHUIO MPOOJIEMbI
CxBaTka KittoueBoe npoTHBOCTOSIHUE I'eposi C MPOTUBHUKOM, OOCTOATEIbCTBAMU
Harpana 3HaHMs1, KOTOpBIE MTOJIyYaeT Tepor
HoBbli1 ypoBeHb HeiHeninee nosaokeHue repost o CPaBHEHUIO C HAYaJIOM HCTOPUH

B TeueHne Kypca 1mociie OCBOEHHUs CTYIAEHTaMHU CBS3aHHBIX II0 CIOKETY TEM
MPOBOJMJICS OHJIAMH-MOHUTOPUHI B BHJE OTBeTa Ha Bompoc «Hackonbko Bam
MHTEPECHO AanbHeliee pa3BuTUE coObITUI ncTopun?». CpeHee 3HaUeHUE OTBETOB
CTYJI€HTOB 110 1miKaJie oT 1 10 5 coctaBisiio 4. CTyAeHThI 00BSICHSIN ATO HHTEPECOM
K TOMY, KaKiuM 00pa30oM IJIaBHBIN Tepoil (MOJIOI0N MeAaror) pa3penuT npooiemMy, a
TaKXe KeJaHUEM CPaBHUTH CBOI BapUaHT peLICHUs TPOOJIEMBI.

B mpomecce ocBoeHUsS Kypca-UCTOPUM Mbl BBIACTWIM PSAJ TO3UTHUBHBIX
MOMEHTOB. McTopusi repost Kypca CO34Aa€T SMOLMOHAIBHYIO CBSA3b CTYIEHTOB C
M3y4aeMbIM MaTepuajoM, Jejas Tmpouecc oOyueHus Oojiee HMHTEPECHBIM U
MoTHBHpYIOIMM. OXUAaHue TPOAOHKEHUS CIOCOOCTBYET JIyUIlIEeMy BOCHPUSITHIO U
3arnoMuHaHui0 Marepuana. CTOPUTEIUTMHT TpeOyeT OT CTY/IEHTOB aHaIM3a CUTYyallHil
u moucka pemeHus. OOCyXJeHHE MOBOPOTOB HCTOPUM IMOMOTAeT OCMBICIHUBATH
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neJarortyeckue ClieHapuu W BBICTPAWBaTh JIMYHBIE MEarOTMYECKUe CTpaTerud Ha
Oynymiee. CTOPUTENTUHT TIOMOTAeT MEPEBOAUTh AaOCTPAKTHBIE MEAarornyecKkue
KOHIENIIMY Ha KOHKPETHBIE MPUMEpPHI U cuTyaruu. PaboTa ¢ UCTOpHUSIMH MO3BOJISIET
pa3BUBaTh SMIIATUIO M IOHMMAHHE OCOOEHHOCTEH OOydYaromuxcsi B Oyayniem.
byaymme mnemarorn ydwarcs OPUMEHATh TEOPETHMUYECKHWE 3HAHUS Ha TPAKTHUKE,
MOJEIupys. yueOHble cleHapud. Yepe3 CTOPUTEIUIMHT OyAyllude MeIaroru
pedaekcupyoT CBOM YOeXKAeHUs, IeHHocTH U 1eau B npodeccun. Cosmpanue
COOCTBEHHBIX OOpa30BaTEIbHBIX HCTOPUI Pa3BUBAET TBOPUECKOE MBIIUICHHE W
CIIOCOOHOCTH ~ CTYJIGHTOB HAaxoOJIUTh HECTaHIapTHble pemeHus. HWceropuu o
neJarortueckux BhI30BaX M yclexax MOMOraloT CO3/1aTh JUYHOE MOHUMAaHUE CBOEH
posu B 00pazoBaHuu. OOCYXJI€HUE UCTOPHUI IOMOTaeT CTyI€HTaM YyBCTBOBAaTh Ce0s
yBEpEeHHee TMepes NPaKTUKOW, MOJAENUPYsS BO3MOXKHbIE CHUTyaluu. BHeapeHue
MOBECTBOBAHHUSA U IepoeB B Kypc oOpasyeT 3(p(HeKTUBHBIN KaHad KOMMYHUKAIIMHA CO
CTYJAECHYECKOW ayIUTOPUEH.

Takum 00pa3om, reiMu(pUIUPOBAHHBIE KYPChl CXOKHA C MOOMJIBHBIMU UTPaMu
HE TOJBKO 32 CUET MCIOJb30BaHUS IOXOKUX MEXaHUK, HO W Ojarojapsi CBOEU
OpUEHTAIlMM Ha MOTHBAIMIO, JOCTYIMHOCTh M BOBJEUEHHOCTh. | eiMudukanus u
CTOPHUTEIUIHHT Hepa3pbIBHO CBs3aHbl. OIUH U3 KIIOYEBBIX MIPUHIIUIIOB reiMUpUKaIInN
COCTOUT B TOM, YTO OOYYAIOIIMICS JOKEH HE MPOCTO MPOCIYIIaTh UCTOPHIO, HO U
MPOXHUTH OTBIT, CAMOCTOSITEIHPHO CII€JaTh BBIBOJIbI, KOTOPBIC 3aJI0KEHBI B Kypce Kak
pe3ynbraTel OoO0yueHus. [lpakTuka HMCIONB30BaHMSI TEXHOJIOTMHU CTOPUTEIUIMHIA B
0Oy4YEHUHU TO3BOJISET BBIACIUTh HECKOJIBKO OMIMOOK: HECOOTBETCTBHE BO3PACTHBIM
OCOOCHHOCTSIM  OOY4YaroIIMUXCSl, OCOOCHHOCTSIM BOCHPHSATHS, CJIa0Bbld  CIOXKET,
CllydailHO€ BKJIIOYEHHE MCTOPUM B Kypc, OecleiabHOE WM Ype3MEpHOe
ucnojp3oBaHue. [lpy mpaBUIIBHOM NPUMEHEHHH B TIeHMUQPHUIMPOBAHHOM Kypce
CTOPUTEIUIMHI ~ CTAaHOBUTCS  MOIIHBIM  HHCTPYMEHTOM  Ipo(ecCHOHATBHOU
MeAarornyecKo MOArOTOBKH, CBA3BIBAS IMOIMOHAIBHBIA M KOTHUTUBHBIN aCHEKTHI
oOydeHus, a TakKe oMorasi Oy IyIIuM MeAaroraM pa3BuBaTh HY)KHbIE KOMIETEHIIHH.
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