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Annomauyus. TlpencrapneH ucropuorpaduueckuil aHamu3 afanTUBHON TedMHU(pHUKAIUN Kak
WHCTPYMEHTA MOATOTOBKU Oymyrux IT-cmeruanncToB K JeIOBOM KOMMYHHUKanud. BwimeneHo Tpu
KJTFOUEBBIX JTala pa3BUTHS FeMMUHUKAINN: HAuaIbHBIN, SKCIIEPUMEHTAILHBIN U cucTeMHBINH. Ocoboe
BHUMAaHHE YIEISAETCS MPUMEHEHUIO WTPOBBIX CHMYJIATOPOB W Iutatdopm it pasButus soft skills
y IT-criermanucToB. B mepcnexTrBe oxxumaercs mpanbHeimee pa3sutie Al-reiimudukannu u VR-cu-
MYIISIUH, 9TO TOBBICUT 3()()eKTUBHOCTD MOJTOTOBKH K JIEJI0BOM KOMMYHHKAIIHH.

Knrwouesvie cnosa: reiimudukanys, agantuBHoe o0yuenue, [ T-cienuanicTel, JenoBas KOMMY-
HUKAIIHSL.

Jna yumuposanusn: Gumurnckas A. B. Mcropuorpadus anantueHol reiiMuduKauy B OATO-
ToBKe Oymymux IT-crienmmanmucToB K AeiioBOM KoMMyHHKarmu // M3Bectuss banTuiickoit rocymap-
CTBEHHOH aKaJieMuu pei0onpombIcioBoro diota. 2025. Ne 2(72). C. 261-262.

Bcecropontee u3ydenue redmuduippoBaHHoro ooyuenus Oyaymmx IT-cnenuanucToB eoBoi
KOMMYHHUKAIMU TpeOyeT IpeBapuTeIbHOTO aHaIN3a UCTOpHOTpadin mpobiaeMsl. Takoi aHamm3 moMoraeTr
OTIPEIETINTh PAMKH HAYYHOTO HMCCIIENOBAHMSA, UCKITIOYUTH MAJIO3HAYMMBIEC acTIeKThl U BBISIBUTH HanOOJee
TIEPCTIEKTHBHBIE U, TIPEIUIOKEHHBIC paHee.

Ms1 nognepxuBaeM TOuKy 3penust SIkosieBoit H. O., cornacHO KOTOPO#l TOJNBKO 4Yepe3 aHalu3
3BOJIFOLIMY HAYYHOM MPOOJIEMbI MOKHO MOATBEPUTH KOPPEKTHOCTH BHIOPAHHON (OPMYIMPOBKU M HAHUTH
ONTUMAITBLHBIH c1toco0 e€ perenus [7, ¢. 124].

Kak ormeuaer UynmaoB B. A., co3manue ucropuorpaduy HaydHOH MHpOOIEMBI Mpemnosaract
«OCO3HAHHOE TTOCTPOSHHUE MTOCIICAOBATEIFHOCTH UCTOPHUECKUX COOBITHI B IIEIOCTHOE TTOBECTBOBAHHE, OT-
HOCsIIIeecs: K KOHKPETHOMY TIEpUOy U perHoHY» [5]. B urore popmupyercst «XpoHOIOTHYECKU YIIOPSIIO-
YeHHAs ¥ CHCTEMaTH3UPOBaHHAs KapTUHA Pa3BUTHS HAYYHOU MpoOIeMsD» [6, c. 16].

B nameii pabote Mpl IOHMMaeM TeiMU(HUKALNIO KaK y4eOHYI0 TEXHOJIOTHIO, B OCHOBE KOTOPOM
JIXKUT TAKOH CIIOCcO0 OpraHM3aliy 3aHATHH, KOTOPBIA TO3BOJISIET IOCTUTaTh BHEUTPOBBIC 1€)X Onarofapst
HCTIOTb30BAHHIO CUCTEMBI UTPOBBIX JIEMEHTOB (0aJIOB, YPOBHEH, MUCCHA, TIOOIIPEHA U 1p.) [3]

Uctopust amantuBHON TeiiMu(pUKanuK B TMOArOTOBKe Oymymmwx [T-crenuaincToB K JIENOBOM
KOMMYHHUKAIIM TPOXOAWUT TPH KIFOUYEBBIX dTara: HavYalbHBIA MEPHON CTAaHOBICHUS TeiMU(UKAINH
(mo 2000 rona), sxcriepumenTanbHbIi (2000-2015 roxsl) u cuctemusii (¢ 2015 roga o HacTosIIee BpeMs).

B HauasbHBII NEpHOJ] CTAHOBJICHUS TeMHU(UKAITHS eIlle He 0OPMUIIACH KaK IIEJIOCTHAs 00pa30oBa-
TeNbHAsT KOHIIEMIIMS, HO HCCIIEI0BATEN! yKe Haualll U3y4aTh IPUMEHEHHE UTPOBBIX METOZIOB B 00YUYEHHH.

Teoperndeckyro 6asy HIpOBOTO IMOIXONA 3anoxkmmi Xeisuara M. B tpyme Homo Ludens [4],
paccMaTpUBAaBIIHI HTPY KaK CPEIICTBO KOTHUTHBHOTO pa3BuTHs. [lapamiensHo pa3pabaTsBaiuch TEOPHH
MOTHUBAIMH, BKIIOYasi KOHLENIMI0 camoonpenenenus Jecu 3. u Paifana P. [9], koTopas mo3nHee crana
OCHOBOW ISl TeMMU(UKAIMOHHBIX MexaHu3MOB. C pa3BUTHEM KOMIILIOTEPHBIX TexHonoruii B 1980-x
TIOSIBIJIMCH TIEPBBIE 00yYaroIIe CUMYIIATOPBL, HanpuMep, Oregon Trail, oqaako B IT-nmoaroroBke urpossie
METOJIbl MCIIOIB30BAIMCH JIMIIb B TEXHHYECKUX TpeHaXepax, He PaclpoCTpaHssich Ha cdepy IeloBOi
KOMMYHHUKAIIH.

OKCHeprMEeHTABHBIN TTepro ] CTAHOBJIEeHUs reiimudukanmu o6eper cBoe Hayaio B 2000-x romax
Ha OHE aKTHBHOTO pa3BUTHS U(POBHIX 00pa30BaTENbHBIX TeXHONOTHH. [loHsATHE «TeliMuduKaIys Briep-
Bble ObUTO mpeasiokeno Hukom [Tenmunarom B 2002 roxy, a ciyctst Bocemb jieT xeccu Llemn u Cebactbsin
Herepaunr [10] meransHO mpopaloTaiay ero OCHOBHBIE mojyioxkeHHs. [lapamnensHo HaOMpaeT 0O60pOTHI
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aJanTHBHOE OOy4YeHHE — BHEAPSIOTCA aITOPHTMbI IEPCOHATM3AIMHM COICP)KaHUs Yy4eOHOro mporecca
B cHicTeMax ymnpanieHus ooydenreM (Moodle, Coursera u ap.).

B sTOoT mepuon mccnenoBareny akTHBHO H3YYArOT BIMSHUE redMU(UKaLuyd Ha oOpa3oBaHHeE:
padotsl K. Bepbaxa [1] orieHrBaeT Mx mpakTHYeCKyto S PeKTHBHOCTb. OTHOBPEMEHHO B aKaJIeMUYECKOH
cpene pacTér BHUMaHue K GopmupoBanuio soft skills y IT-cnenmanucroB — nampumep, xozed . [8]
UCCIICAYIOT BXKHOCTD JICTIOBOM KOMMYHHUKAIIUK B 3TOM 00nactu. Ha npakTrke aganTuBHas reiMupUKanys
pean3yercss uYepe3 HUIPOBbIE CHUMYJIATOPHI IIEPErOBOPOB, IIAT(OPMBI Il KOMAaHIHOTO OOy4YeHHs
(Codecademy, Duolingo) u posyieBbIe OM3HEC-UTPEI.

Hauwunas ¢ 2015 rona, anantuBHas reiiMupHUKaIUs CTAHOBUTCS HEOTHEMIIEMOH YacThio 00pa3zoBa-
TEeNBHBIX Tporpamm Uit 1T-criennanucToB, yUuThIBas CTPEMUTENBHOE Pa3BUTHE UCKYCCTBEHHOTO MHTEN-
nekTa, big data u nepconanmsupoBaHHoro o0ydeHus. biarogaps nporpeccy B HCKYCCTBEHHOM MHTEILIEKTE
TIOSIBJISIFOTCS CHCTEMBI, CTIOCOOHBIC aHATM3UPOBATh KOMMYHUKATUBHBINA CTHIIb CTY/ICHTOB U IOJICTPAuBATh
3a/IaHus TI0J] X ypoBeHs (Hapumep, IBM Watson Education, Knewton).

Bemyme obpazoBarensHbIe u1aTdopmel, Bimodas Coursera, Udacity u Stepik, akTHBHO BHEIPSTIOT
UTPOBBIE MEXaHWKH B 00y4eHHe porpaMMupoBanmio u soft skills. [lomywaroT pactipocTpaHeHue UTpoBbIe
CHMYJIATOPBI ACTOBOTO 001IeHHs, Takue Kak "Rehearsal" u "Simformer", a Takske HHTEpaKTUBHBIE OPMATHI
BpOJIC XaKaTOHOB M 4eJUieHIKeH. D((PEeKTUBHOCTD aanTUBHON TeiIMU(UKALUK B pa3BUTHH KOMMYHHKa-
TUBHBIX HAaBBIKOB [ T-criermanucToB OATBEPKAACTCS] COBPEMEHHBIMU HccieaoBaHmsMu [11].

Takum o0pa3om, ananTuBHAsA TeMMU(UKALS POILIA MyTh OT TEOPETUUECKHUX OCHOB JI0 AKTUBHOTO
BHEZIPEHUs B 00pa3oBaTelibHbIE MporpaMmsl, momoras Oynymum IT-cnenuanucraM He TOIBKO OCBaUBaTh
TEeXHUYECKUE 3HAHUsI, HO ¥ Pa3BUBaTh KOMMYHHKATHBHbIC HABBIKU. B mepcnekTiBe oxxuaaeTcs qanpHenee
pasButue Al-reiimupukanyyu u VR-cumynsnumii, KOTopble cIenaioT MpoLecc MOATOTOBKU K AENOBOW
KOMMYHHKaIUH etie 6osee 23PpHeKTUBHBIM.
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