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AHHOTanus

B noJroToBKe CTYAEHTOB IPOTrPAMMUCTCKHUX CIELIMAIbHOCTEN BAXHYIO POJIb UTPAET 3HAKOMCTBO
C COBpPEMEHHBIMH TEXHOJIOTHSIMHU pa3pabOTKHU NPOrPaMMHBIX CUCTeM. [IpU UX H3y4YeHHUHU JIEKLUOH-
HO-CeMUHaPCKHUX 3aHATHH HeJocTaTouHO. TpeGyeTcsl NOAKpeIeHHe UX MPAaKTUKOM. Ho, Bo-nepBhIX,
OpraHH30BaTh /JIs1 BCEX CTYAEHTOB NMPAKTHUKY B PealbHbIX GUPMAX HEBO3MOXKHO, BO-BTOPBIX, L[eJIN
NPOU3BOACTBEHHOTO NpOoLecca OTJIMYAIOTCs OT Liesied yyeGHoro. [103TOMy BMecTO peasbHOW Mpak-
THKM B y4eGHOM Ipollecce HeCKOJIbKUX KOMIIBIOTEPHBIX CIELMaJbHOCTEH /ABYX IEPMCKHX BY30B
(duamana Beicuiel MKOIbI 9KOHOMUKH M FOCYHUBEPCUTETA) HUCHOJIb3YIOTCS JIeJI0Bble UTPhl U KOM-
NblOTepHbIE TPeHaXephbl (Aasiee — urpbl). [locsie KaxA0W UTPbl CTYAEHTHI NUILYT pedJeKCHIo, B KO-
TOpPOW OTBEYAIOT Ha PsiJi BOIPOCOB 10 GpOpMe U COJiePKaHHI0 UIPhl U OLEHUBAIOT €e UHTEPECHOCTD
Y T0JIe3HOCTD [i/1s1 NpUoGpeTeHUst NpodecCHOHAIbHBIX 3HAaHUH U yMeHUH. B cTaThbe aHAJIU3UPYIOT-
cs1 pedyIeKCHH TPEXCOT MSATHU/ECSITH CTYAEHTOB, COGpaHHbIe 3a NATh JIET M KacalolUecs: MeCTH Urp.
Bce urpbl KoMaHAbl (KOMaHABI - OT JBYX [I0 BOCbMH 4eJIOBEK). [[Be UIpbl - 6eCKOMIIbIOTEPHBIE, OZHA
11eJIMKOM 3aKJ/II049aeTcsl B paboTe ¢ KOMIbIOTEPHBIM TPEHAXKEPOM, TPU UCIOJAb3YI0T KOMIBIOTEPHI Ha
OTZAe/IbHBIX 3Tanax. YacTb Urp MpoBoAMIach B JUCTAHLMOHHOM pexHMe. B TedeHMe Bcex IATH JIeT
Ha6JII0/IeHUH OlleHKa 0CTaBaslach CTabU/IbHO BbICOKOM (B paiioHe 7,5 - 8.5 6as10B no mkase ot 0 10
10). 3pPpekTUBHOCTL UTPOBBIX GOPM OLlEHUBAETCS CTYAEHTAMH BBILIE, YeM TPAJULHOHHBIX JIEKIH-
OHHO-CeMHUHApPCKUX. OLleHKa IPAaKTHYeCKH He 3aBUCUT OT TaKUX paKTOPOB KaK pa3Mep KOMaH/BbI, ay-
JUTOpHAs WM JUCTAHLMOHHAs GpopMa UTphl, IPUMEHeHHe B UTPe KOMIIBIOTEPHOU MPOrpaMMBbl, M0JI
CTYZeHTOB. Ha oLleHKy HeCKOJIbKO BJIUsIeT rofi 06ydeHus. OLeHKU cTyeHTOoB | Kypca Ha 17% Bhilue,
yeM III. [IpyynHa B TOM, UTO TPETbEKYPCHUKH 3a4aCTyI0 y>Ke UMEIOT OMbIT peaJbHOMN NpaKTHYeCKoH
pa6oTel. [loaToMy K3iaraeMblid B UTpax MaTepHaJl UM He CTOJIb UHTEPECeH U N0JIe3€eH.

Ki1roueBble C/10Ba: KOMIbIOTEPHBII TPeHAXKeP, CAMYJISITOP, AeJI0Bast UIPa, TEXHOIOTUSA POrpaM-
MHPOBaHUs], IPOrpaMMHast MHXXeHepHsl, KOJJIEKTUBHAas pa3paboTKa NPOrpaMMHbIX CUCTEM, yueGHbIN
NpOLEeCC, YHUBEPCUTET
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Abstract

Introduction to the modern technologies of development of software systems is of great importance
in the training of students of programming specialties. When studying them, lectures and seminars
are not enough. Reinforcement with their practice is required. But, firstly, it is impossible to organize
internships for all students in real firms, and secondly, the goals of the production process differ from
the goals of the educational process. That is why two Perm universities (branches of the Higher School
of Economics and the State University) use business simulation games and computer simulators (here-
inafter referred to as games) in their educational process instead of real practice. After each game,
students write a reflection in which they answer a series of questions on the form and content of the
game and evaluate its interest and usefulness for acquiring professional knowledge and skills. The arti-
cle analyzes the reflections of three hundred and fifty students collected over five years and concerning
six games. All team games (teams - from two to eight people). Two games are non-computer games,
one game consists entirely of working with a computer simulator, three games use computers in sep-
arate stages. Some of the games were played remotely. During all five years of observation, the score
remained consistently high (around 7.5-8.5 points on a scale from 0 to 10). The effectiveness of game
forms is estimated by students higher than traditional lecture and seminar forms. Grades practically do
not depend on such factors as the size of the team, the classroom or remote form of the game, the use
of a computer program in the game, the gender of the students. Grades are somewhat influenced by the
year of study. Grades of students of the 1st year are 17% higher than those of the 3rd year. The reason
for this is that third-year students often already have real practical work experience. Therefore, the
material presented in the games is not so interesting and useful to them.

Keywords: computer simulator, business game, programming technology, software engineering,
collective development of software systems, educational process, university
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BBeaeHue

Hcropust npruMeHeHMst B y4eGHOM ITpoLiecce JieJIOBbIX HACUUTBIBAET yiKe
nouTH Bek [1]. CerofHs JieJIoBble UIPbl U KOMITbIOTEPHbIE TPEHAXKePbI
LIMPOKO MPUMEHSIIOTCS B y4eGHOM IPoLiecce JJ1s1 CaMbIX pa3HbIX ClELd-
AJILHOCTEH U J1J1s1 BCeX BO3PACTOB, HAUMHAsI C HAYaIbHOM LIKOJIbI [2-16].
B 1aHHOM cTaThe paccMaTpPUBAETCS BOIPOC O IPUMEHEHHUH JIe/I0BbIX
WUTp B OJHOW Y3KOH 06/1aCTH. A UMEHHO, IPU 00YyYEHHUU CTYJEHTOB
NPOrpaMMHUCTCKUX HaNpaBJeHUH (MporpaMMHasi MHXeHepHs, Gu3-
Hec-MHOpPMATHKA, MaTeMaTHYecKoe O6GecreyeHUsl BbIYUCIUTE b-
HBIX CUCTeM, UHPOPMaLMOHHbIE TEXHOJIOTHM U T.IL). B moaroroske
COBpPEMEHHBIX TPOrPaMMHCTOB BKHYIO POJIb UI'PAET 3HAKOMCTBO C
COBpPEMEHHBIMU TE€XHOJIOTHUSMHU Pa3pabOTKH MPOrpaMMHBIX CHCTEM.
B ToM uncrie, c MeTOIaMH KOJJIEKTUBHOM paGoThl Ha/i HPOrPaMMHbIM
MPOEKTOM, OpraHu3anyel NPOeKTHON GpUra/ibl, Pa3IMYHbIMHU BH/ja-
MU JeATeJbHOCTH (aHa/INu3, NPOeKTUPOBaHUe, IPOrpaMMHUpPOBaHMUE,
JIOKyMEHTHPOBaHHUe, BHEIpEHHUE U 1IP.) U POJIAMH 4IEHOB KOMaH/BbL
[Ipy M3y4yeHHH 3TUX BONPOCOB TPAJULUOHHAs ¢$opMa JIEKLHOH-
HO-CEMHHAPCKUX 3aHATUH OKasbIBaeTcs ManoadpdeKkTrBHON. OfHON
TEOpHM COBEpIIEHHO HeJoCcTaTo4HO. TpeGyeTcs MOAKpeNJeHUe ee
NpPaKTUKOM. JIyullle Bcero 6b110 6bI 3HAKOMUTBCS CO BCEM 3THM B pe-
aJIbHOM NIPOM3BOACTBEHHOM IIpoliecce NPHU pa3paboTKe peajbHOro
IpOrpaMMHOTr0 06ecrieyeH sl B peaibHOM KoMnaHuu. K coxaneHuro,
Ha NpaKTHUKe 3TO HeocyuecTBUMoO. [lo AByM npuyrHaM. Bo-nepBbIx,
opraHu3anys MoJA06HON NPAKTUKU JJIs1 CKOJIb-TH60 3HAYUTEbHOTO
YHUC/Ia CTYeHTOB HeBO3MOXHa. [IpocTo He HalTH J0CTaTOYHOrO KO-
JindecTBa GUPM, FOTOBBIX ee NPOBeCTH. Bo-BTOPBIX, Lie/iM yueGHOro
npolrecca 6yyT OTJIM4ATbCsA OT LieJiel TPOM3BOACTBEHHOIO MpoLiec-
ca. /ls11 mpoM3BO/JCTBEHHOTO ITpoLiecca BaKeH MPOM3BeJeHHBIN Mpo-
rpaMMHBIN MIPOAYKT. /I/151 y4e6HOro — noJjiydeHHble CTyJ,eHTaMH 3Ha-
HUfA U yMeHus. [loaToMy B yuye6HOM npolLecce MOXKeT NpPeACTaB/IATh
HHTepec CrelyaJbHOe CO3/JJaHHe CUTYalUH, KOTOPBIX Ha peaJlbHOM
IPOU3BOJICTBE CJIe/lyeT BCAYECKH U36eraTh.

B nogo6HOM cuTyaluy Ha MOMOILb NPUXOAAT JeJIOBble UTPhbl U
KOMIIBIOTEpPHBIE TPEeHaXKePH.

OziMH U3 aBTOPOB JJaHHOHM CTaTbH fBJsETCA NpelnojaBaTeseM JIBYX
nepMckux By30B: IlepMckoro ¢umana HaunoHasibHOro ucciezo-
BaTeJIbCKOTO YHUBepcUuTeTa Bricmas mkosa s3koHoMUKH (BIIJ) u
[lepMcKOro rocyapcTBEHHOI0 HALlMOHAJIbHOIO HCC/Ie0BaTeIbCKO-
ro yauBepcuteta ([II'Y). KOHTHHreHT 06ydaromMxcs BKJIOYAeT B
cebsl CTYJIleHTOB HEeCKOJIbKHUX MPOrPaMMUCTCKUX CHelHalbHOCTEH,
KOTODPBIX aBTOP B Pa3HbIX Y4eOHBIX Kypcax 3HAKOMUT C COBPeMeH-
HBIMHU TEXHOJIOTUSIMM pa3pabOTKU NPOrpaMMHOro obecreyeHus.
Yue6HbIN Npoliecc BKIYAET B ceOsi psiJi 1eJIOBBIX UTP U 33JaHUH Ha
paboTy C KOMIBbIOTEPHBIMU TPEeHAXXepPaMu pasHoro poza. ([lanee aus
KpPaTKOCTH BCe IMOJ06HbIe y4eOHble MepONpUATHS OyZeM 0603Ha-
YaTb CJIOBOM «UIPbI»). [loc/ie BbINOJIHEHUS KaX/I0I0 TaKOro Mepo-
NPUATHA CTYLEHTbI B 06513aTe/IbHOM IOpsi/iKe MUILYT KpaTKoe 3cce
(pedrexcuio), B KOTOPOM OTBEYAIOT Ha PsiJi MOCTABJIEHHBIX BOIPOCOB
1o GpopMe U CoZiepIKaHUIO0 UI'PbI M OLIEHUBAIOT €€ C JIBYX TOYeK 3pe-
HUS: C TOYKW 3PEHUs] HHTEPECHOCTH U C TOUYKH 3PeHHUsI N0JIe3HOCTH
JIJIs IpUOGpeTEeHUsI TPOPECCUOHANBHBIX 3HAHUH U YMEHUH.

B Hacrosiielt cTaTbe NPUBOJUTCS aHAIU3 ped/IeKCUH CTYZEeHTOB He-
CKOJIBKMX MPOTPaMMUCTCKUX ClElMabHOCTEN JIBYX YHUBEPCUTETOB,

C06paHHbIX 3a [ATHb JIET U NOCBALEHHbIM LIECTU UI'PaM. ].le}'[b ucciie-
[AO0BaHUA — OIIpejeJINTh OTHOLIEHHE CTYJ€HTOB K BKJ/IFOYEHHIO B yqe6—
HbIN MpoLuecc AeJIOBbIX UT'D U KOMIIBIOTEPHBIX TPEHAXKEPOB U BLIABUTDH
Cl)aKTOpr, KOTOpPbI€ OKa3bIBAlOT BJIUAHKWE HA 3TO OTHOILLIEHHE.

MaTepuasibl U METOABI

B ucciepoBaHuu 6bL1 3a/leICTBOBAHBI [iBa YHUBepcUuTeTa: [lepM-
CKMM Quunan Beiciueil mkosbl 9KOHOMUKH U [lepMckuit rocyaap-
CTBEHHBIH HallUOHA/IbHBIN UCCIe0BATEbCKUN YHUBEPCUTET.
[Ipo0/KUTENBHOCTD UCCIeJ0BAHUS — 5 JIeT

O611ee KOJTMYECTBO yYaCTHUKOB HccleoBaHUs — 350 yesioBek.

06beM HHGOPMALIMOHHOM 6a3bl uccaesoBanus — 1704 cayyas.

B Beoicieli mKoJie 9KOHOMUKH 3TO ObLIU CTYJeHThl IePBOrO Kyp-

ca crenuanbHOCTH «[IporpaMMHas uH>xeHepUsi». Bcero 3a ueThipe

roza 220 4esioBeK. Urpbl NpoBOJUJINCh B paMKax y4e6HOH JUCIH-

IJIMHBI «BefileHNe B IPOrpaMMHYI0 HHXKEHEPUIO».

B IlepMCKOM rOCyHHBEPCUTETE 3TO GbLIU CTYAEHTHI TPEThEro Kypca

cnequasnbHOcTel «[IpuKIaiHasi MaTeMaTHKay», «HPopMaoHHbIe

TeXHOJIOTUN», «KoMIbloTepHass 6Ge30macHOCTb». Bcero 3a ueTbIpe

roga 130 yesnioBek. Urpbl NpOBOAK/IHCD B paMKax y4e6HOH AU CLUILIN-

Hbl «MeTo/bl KOJIJIEKTUBHON Pa3paGoTKH TPOTrPaMMHBIX CUCTEM».

B paMkax Ha3BaHHBIX y4eOHBIX KYPCOB CTY[EeHTbl 3HAKOMSTCS C

HNOHATHUAMM TEXHOJIOTMM MPOrpPaMMHUPOBAHUSA U MPOrpaMMHOI0

IPOJYKTA, C HOMy/ISIPHBIMY COBPeMEHHBIMHU TEXHOJIOTUSIMU pa3pa-

60TKM IporpaMMHoro obecnevyeHus Microsoft Solution Framework

for Agile (MSF)! u Scrum?, ¢ aTanamMu pa6oThl HaJl MTPOrPaMMHbBIM

IPOEeKTOM, He06X0ANMBIMU BUAAMU JiesITeJIbHOCTH U ClIelIMalbHO-

CTAMY, IPUHUMAIOIUMU Y4acTHe B paboTe.

Bcero cTynenTaM npejJjarajaoch HanucaTb pedJeKCHH IO LIeCTH

y4eOHBIM MePONPUATHUAM. A UMEHHO:

- 3alaHde Ha IpeobpasoBaHUe NPOrpaMMbl B IPOrpaMM-
HbIY NPOJYKT;

- TPH UTPbI 110 PA3/IMYHBIM 3TallaM pa3paGoTKU NIPOrpaMMHbIX
peleHui corsiacHo TexHosioruu MSF: aTanel «Envisioning &
Planning», atan «Stabilizing», atan «Deploying»;

- urpa no textoJsoruu Scrum («TexHosiorusi Scrum: purya-
JIbl U apTedaKThI»);

- 3a/laHKe Ha PyKOBOACTBO IPOrPAaMMHBIMU IPOEKTAMHU IIPU
paboTe ¢ KOMIbIOTEPHBIM TpeHaxkepoM «UT-MeHepKep».

B 3aganuu «Ilpeo6pasoBaHue NporpaMMbl B MPOrpaMMHBIHN Npo-

JYKT» UCIIOJIb3YEeTCs IITAaTHOe NporpaMMHoOe oGecneyeHue. Jlis

HalMCaHUs MPOrpaMM IpPHMeEHSeTCs CUCTeMa NporpaMMHpOBa-

HudA. B o6oux yHHMBepcuTeTax o6ydeHHe NPOrpPaMMHUPOBAHHUIO

BesieTcsl Ha s3bike C# B Visual Studio, HO CTyAeHTBI UMEIOT NpaBo

BbIGpATh U Apyrue cpeActBa. CTyAeHTh MOTYT pa3paboTaTb calT

JUISL «CTY>6BI TOAJIePXKKHM» CO3/JlaBaeMOro porpaMMHOI0 POAYK-

Ta, JOKYMEHTALMI0 Ha HETo U IIp.

/lBa 3agaHus - «Envisioning & Planning» u «Scrum» - npejcras-

JISIIOT cO60M 06bIYHBIE «3aCTOJIbHBIE» JlesioBble Urphl. Ele fBa -

«Stabilizing» n «Deploying» — Bk/ilo4aloT paboTy ¢ KOMIIbIOTEPHBI-

MM CUMYJISITOPaMHU Ha OTAEJBbHBIX 3Tanax. ToJbKo OHO 3a/aHue

- PYKOBOZCTBO IPOrPaMMHBIMU NPOEKTAMH — LI€JIMKOM COCpesio-

TOYeHO Ha paboTe C MPOrpaMMHBIM TPEHAXKePOM.

! Microsoft Solutions Framework. MSF Project Management Discipline v.1.1 // Microsoft Corporation, 2002. URL: https://download.microsoft.com/download/b/4/f/
b4fd8a8a-5e67-4419-968e-ec7582723169 /MSF%?20Project%20Management%20Discipline%20v.%201.1.pdf (naTa o6pamenuns: 09.12.2022).

2 Py6uH K. C. OCHOBBI Scrum: mpakTH4eckoe pyKoBO/CTBO 10 rHGKoi paspaGoTke I10. M. : 000 «U./[I. Bunbsimc», 2016. 544 c.
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NCCNEOOBAHWA U PASPABOTKWM B OBJTACT HOBbIX
NHOOPMALINOHHbIX TEXHONOT NI 1 UX NMPUNOXEHWIA

H. . MyctadnHa,
M. A. TInakcuH,
H. B. AdbaHacbeB

Bce 3asanusa - koMaHAHble. Takod NM0AX0J OTpaxaeT KOJIJIEKTHB-
HBIH XapaKTep paGoTbl BO BCEX CKOJIb-TU60 KPYNHBIX MPOrpaMM-
HBIX IIpoeKTax. B urpax no texnosorusam MSF u Scrum pasmep ko-
MaH/ibl onpefie/isieTcsl Tpe6oBaHUAMU TexHosloruu. B «Envisioning
& Planning» KoMaH/ia COCTOUT W3 MATHU-LIECTH YesioBeK. B Scrum
MOXET JOWTU A0 JeBATH. Haj mpeo6pasoBaHHeM HpOrpaMmbl B
IPOrpaMMHbIN POAYKT PaGOTAIOT KOMaH/Abl U3 YeThbIPeX-NATH ye-
JioBeK. /il Tpex ocTasbHbIX 33/jaHul — «Stabilizing», «Deploying»,
PYKOBOJCTBO IPOTrpaMMHBIMHU NPOEKTaMU — KOMaHJa COCTOUT U3
JIBYX yesioBeK. (B mpuHIMIIE, X MOXKHO BBINOJHATb U B OAUHOUKY.
Ho Ham BaxHa UMeHHO KOMaHJHas pa6ora.) B AByx moapsza uay-
mux urpax «Stabilizing» u «Deploying» pa6oTaeT oJjHa U Ta e Ko-
MaH/ja. ITO NPUHIUIHANBHO, IOCKOJIbKY Ha 3Talle pa3BepThbIBAHUSA
(Deploying) MoryT GbITh BbISIBJIEHBI OI'PEXH, JAOMYIeHHbIE Ha 3Talle
crabunusanuu (Stabilizing). CoxpaHeHHe cocTaBa KOMaH/bl IPUBO-
JIUT K TOMY, 4TO OLIM6KU ITana CTabUIU3al|uH CO3aY T CJIOXKHOCTH
B Pa3BePTbIBAHUM UMEHHO TeM JIIO/AM, KOTOpble UX COBEPIIUIN. B
YeThIpexX OCTaJIbHBIX CJIydasX Pa3/JIMUHbIN pa3Mep KOMaH/ibl IPUBO-
JUT K TOMY, UTO KOMaH/ja GOPMUPYeTCs Ha OAHY UTDY.

HecMoTpst Ha KOMaH/JHY0 paGoTy, peQeKCHI0 KaXKbIH CTYLEHT
MUIIET CAaMOCTOATENBHO.

TakuM o06pa3oM, o6LIME MaccuB peduiekcuit (MpU KOJIHYECTBe
y4acTHUKOB 350 U KosindecTBe Urp 6) Mor cocTaBUThb 2100 mTyK.
K coxaneHuto, CTyleHTbl He BCerja BbINOJHAIOT JaHHble UM 3a-
JaHus. He Bce cTyzseHTHl canu Bce pediiekcun. HekoMIiekT co-
ctaBuJ 1oyt 19%. PeasibHO B MHGOpMALIMOHHON 6a3e 0Ka3aoCh
1704 pednexcumn.

Kak y»xe 6b110 CKa3aHO, IpY NTOATOTOBKe pedsIeKCUH, CTY,eHTbI BbICTaB-
JISJIA TIPOBEZIEHHOM Urpe JiBe OLieHKU: 32 MHTePEeCHOCTb U 10JIE3HOCTb.
CoracHo npuHATON Bo BIIJ HOpMe, OLleHKH BBICTABJISIMCh MO IIKa-
sie ot 0 no 10. Ilpu atom ouenky 8-10 npu nepeBo/ie Ha MPUBBIYHYIO
IIKOJIbHYIO 4eThIPeX6a/IbHyI0 CUCTEMY O3HaYa/ld «OTJIMYHO», OLIEHKH
6~7 — «XOpOILLOY», OLIEHKH 4-5 — «y/10BJIETBOPUTEIBHOY», 60JIee HU3KHE —
«HeyJJ0BJIETBOPUTENIbHOY». OJUHHA/LIATH6A//IbHAs CUCTeMa TI03BOJISIET
OTpasUTh MHEHHE CTY/IeHTOB 60Jie TOUHO, HeXKeJIU YeThIpex6a/ibHas.
[lepes TeM, Kak IOCTaBUTh OLEHKH, CTYAEHTbI JJOJDKHBI ObIIN JaTh
OTBET Ha HECKOJIbKO BONPOCOB. ITH BONPOCHI JleJIMJIUCh Ha JIBe Ya-
cTh. Bonpockl o coziepskaHUIO0 UTPBI:

1. Yro 6b1s10 BHOBE?

2 Kakoi# onbIT npuo6penn?
3. Yo y3Hanu?

4 Yemy Hay4uuJIUCh?

Bomnpocel 1o crnoco6y npoBeJjeHUs UTPbI:

[MoHsTHa J1U 1enb?

[ToHATHBI JIU CIIOCOGHI ee JOCTHKEHUA?

HackoJsibko OHU pe3y/IbTaTUBHBI?

YTo noHpaBUJIOCH?

YTo He MOHPABUJIOCH?

Yero He xBaTU/I0?

YTo Hazo JlesaTh He Tak?

HackosibKo noJie3Hbl/BpeiHbI TAKKE METO/bI 00YYeHUS 110
CpaBHEHUIO C TPAJULIMOHHOM CUCTEMOM JIEKLIMH-IPAKTUK?
Cpeau mpovero, OTBEThI HAa 3TH BOIPOCHI YaCTO CIYKUJIHU Pa3bsc-
HEHUSAMH U 060CHOBAHMEM K BeJIMUYHHE IOCTABJIEHHON OLleHKH.
Jlns aHa/IM3a UCMO/1b30BA/INCh CTaTUCTHYECKHE XapaKTePUCTUKU:
cpeJiHee apupMeTHYECKOEe, YaCTOTa Pa3/IMYHbIX OLleHOK, MeJinaHa
U 1p. BbluKcieHNsa NPOBOAUJINCE JJI 06€UX OLleHOK (3a «MHTe-
PECHOCTb» U 3a «I0JIE3HOCTbY»). [pynnupoBanue pedekcuit npo-
BOJIMJIOCDH 110 Pa3/IMYHBIM IPU3HAKaM: 110 By3aM, 10 IPUMEHEHHUIO
KOMIIbIOTEPHBIX CUMYJISITOPOB, 10 GOpMe NpoBeJieHus urp (ayau-
TOPHO/AUCTAaHIIMOHHO) U Jp. [17-25].

YacTHU4HO pe3y/bTaThbl UCCIe0BAHUS yrKe ObUIN ITpe/iCTaB/IeHa Ha
GoJlee y3KUX TeMaTHYeCKUX KOH$epeHLUsAX. Tak Ha Mex/yHapoa-
HOW KOHQepeHIMH 10 AUCTAaHIMOHHOMY 00y4eHHI0 B MHUHCKe B
Mae 2022 1. 06Cy>K/1a/10Ch pa3/inyMe B OTHOLIEHUH K IPOBEJIeHUI0
UTp ayJUTOPHO WJIM B AUCTAaHLIMOHHOM dopMaTe?.

© NS R W

HccnepoBaHue U 06CyKAeHUE

IIpexx e BCero, CTaTUCTUYECKHE XapaKTEPUCTUKHU ObLIM BbIYHCIIE-
HBI 110 BCEMY MHOXeCTBY pedJieKcuitl. 3aTeM npu aHaiu3e pediek-
CUi 6bLIY yYTEHbI CIeAyIOlMe TapaMeTpbl:

1) roJj IpOBe/ieHHsI UTPbI,

2) BY3

3) Kypc (rof 00y4yeHHUsl CTYZeHTOB),

4) dopma npoBesieHus (ayAUTOPHAS UM AUCTAHIIMOHHASA),
5) MCI0JIb30BaHHE UTPOBOr0 NPOrpaMMHOI0 obecredeHusl,
6) pa3Mep KoMaH/ibl CTY/IE€HTOB,

7) 0JI CTY/JEHTOB.

B Ta6s.1 npuBejeHbl 060061eHHbIEe OLEHKH UHTEPECHOCTH U I0-
JIE3HOCTH 10 BCEMY Ha6OPy AAHHBIX U OT[EJIbHO M0 KaXKAOMY U3
yHuBepcuTeToB. Ha puc.1 nokasaHo, Kak cpesiHUe BeJIMYUHbI UH-
TEPEeCHOCTH U N0JIE3HOCTH 110 BCEMY HaG0Opy JaHHBIX MEHSJIMCh [0
rojiaM 3a Bce BpeMsl UCC/IeI0BaHMUS.

Ta6nauinal O606UIeHHBIE OLEHKH [0 BCeM 3aJaHUSIM

Table 1. Summary marks for all tasks

Mapametp HHTepecHOCTh IMos1e3HOCTH
nry BIID BmecTte nry BIILIJ BmecTte
CpesiHee 3HaYeHHE 7.45 8.7 8.14 7.56 8.85 8.27
MenuvaHa 8 9 9 8 9 9
Moga 8 10 10 8 10 10
MuUHUMYM 0 2 0 0 2 0
Makcumym 10 10 10 10 10 10

HcmouHuk: 31eChb ¥ Jlajiee B CTaThe BCe TaOJIUIIbI COCTABJIEHbI aBTOpaMH.

Source: Hereinafter in this article all tables were drawn up by the authors.

3 Mycraduna H. W, [nakcun M. A. O BJIUSHUM AUCTAaHIIMOHHOTO PeXXHUMa Ha BOCIPUATHE CTYAEHTaMH JIeJIOBbIX UTp // JIUCTaHIIMOHHOE 06yYeHHe — 06pa3oBaTesib-
Has cpea XXI Beka: Mmatepuassl XII MexayHap. Hayd.-MeTo/i. KoH®. (Pecniy6inka Benapych, MuHck, 26 mas 2022 roga). Munck : BI'VUP, 2022. C. 37. URL: https://

publications.hse.ru/chapters/790504225 (naTta o6pamenus: 09.12.2022).
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P u c. 1. i3meHeHue 1o rogam CpeHUX 3HaYEeHUH HUHTEPECHOCTH U MOJIEBHOCTH

Fig. 1. Change over the years of average values of interest and utility

HcmouHuk: 31echb U lajiee B CTaTbe BCE PUCYHKH COCTAaBJIEHbl aBTOPaMHU.

Source: Hereinafter in this article all figures were made by the authors.

CorsiacHo pHBeJleHHOH B TabJulle U Ha AUarpaMMe HHpopMaluy,
HMHTEPeCHOCTb U I0JIE3HOCTDb JeJIOBbIX UTP OLIEHUBAIOTCA CTY/AEH-
TaMu BbIcOKO. Cpe/lHee 3HaYeHHe HHTEPeCHOCTH 0 BceMy Habopy
JIaHHBIX cocTaBJsieT 8.14, nosie3HocTH - 8.27. MejuaHa B 060UX CJIy-
yasix paBHa 9, Mojia -10. To ecTb caMO# YacTOH OblJIa MAKCHUMaJIbHAs
oneHka! (CTOUT OTMETUTb, UTO HALLIUCh CTYJEHTbI, KOTOpble IpU
mkase oT 0 1o 10 moctaBuy oneHKy 12). B TekcTax acce CTYAEHTbI
oLeHUIN 3P PEeKTUBHOCTD JIeI0OBBIX UTP BbIlle, YeM TPaAULUOHHBIX
bopM npoBeJieHNsI 3aHATUH B BUJie JIEKIIMH U IPAKTHUK, U BbICKa3a-
JIMCh 32 60Jiee LIMPOKOe X IPUMeHeHH e B yueGHOM mpoliecce.

W3 puc.1 BuHO, 4TO 3a 5 J1eT HAGJII0,eHUH HHTEPECHOCTD U 110J1e3-
HOCTb MPOJEMOHCTPUPOBANU TPEHA K IOCTENeHHOMY yBesude-
HUI0. X0TA B cepeiNHe epHo/ia ObLJI0 He3HAYUTEIbHOE CHUXKEHUE.
(To4yHBIX MPUYMH 3TOTO CHUXKEHHUS aBTOPbI Ha3BaTb He GepyTCs.
Ho nmeHnHo BecHoi 2020 r. B CBSI3M C MaHJeMUel npousoLies ne-
pexos Ha AUCTAHIIMOHHOE 06y4YeHue. ITO NOoTPeGoBaIo CPOUHOTO

M3MEHEHHUs] METOAMKHU IpernojaBaHusi, B YaCTHOCTH, METOAMKHU
npoBeJieHus esoBbiX Urp. UMeHHo BecHoM 2020 r. /15 [1e/10BBIX
UTp Co3/JaBasiach U OTpabaThbiBasaCb METOAUKA UX JUCTAHLUOH-
HOro npoBefieHUs. UTo Hen36eXKHO 6bIJIO CBA3AHO C PAa3/IUYHBbIMU
HOTPEIIHOCTAMH).

B Ta6s.1 o6paujaer Ha ce6s1 BHUMaHUe O4YeHb GOJIbLION pa3bpoc
olleHOK. He To/IbKO MaKCHUMaJibHbIe OIeHKH paBHbl MaKCUMaJIbHO
BO3MO)XHbIM, HO 1 MUHUMaJIbHble PaBHbl MUHUMaJIbHO BO3MOX-
HBIM. JTa CUTyalMs NoOyAMJa UCCIe[oBaThb 4acTOTy BCTpedvae-
MOCTH pPa3JIMYHbIX OLEHOK. B Ta6J1.2 ykazaHa 4yacTOTa MOsIBJIEeHUs
Pa3/IMYHbIX 3HAYEHHUHW HHTEPECHOCTH U IMOJIE3HOCTH IO BCEMY
Habopy JaHHBIX U OTJEJBHO M0 KaX/JOMYy M3 YHUBepCcUTeTOB. Ha
puc.2 U 3 3HaUYEHHs OLEHOK CrpyNINUPOBAaHA B TPHU KAaTErOPHH:
Huskue - ot 0 1o 3, cpesHue - ot 4 j10 7, Beicokue - oT 8 o 10. [lo-
Ka3aHa 4acTOTa MOSIBJIEHUs OLEHOK KaXKZ0W KaTeropud BO BCEM
Habope JJaHHbIX U OT/EJIbHO 10 KaXK/0My YHUBEPCUTETY.

T a6nuuna 2. YacToTa nosiBJIeHUsI OLEHOK 10 BceM 3aJaHusaM, %

Table 2. Frequency of appearance of grades for all tasks, %

Vol. 19, No. 1. 2023 ISSN 2411-1473 sitito.cs.msu.ru

HHTepecHOCTB Ilos1e3HOCTB
OuneHka
nry BII3 BmecTte nry BILI3 Bmecte
0 0,87 0,00 0,39 0,87 0,00 0,39
1 1,01 0,00 0,45 0,29 0,00 0,13
2 2,02 0,35 1,09 1,45 0,35 0,84
3 3,61 0,23 1,74 2,75 0,46 1,48
4 3,90 1,16 2,38 4,49 0,46 2,25
5 7,37 2,78 4,82 6,67 2,08 4,11
6 7,66 4,51 591 8,12 3,69 5,66
7 16,47 9,03 12,34 15,65 8,65 11,76
8 21,24 19,44 20,24 23,91 16,26 19,67
9 14,60 20,95 18,12 13,77 22,15 18,44
10 21,24 41,55 32,52 22,03 45,91 35,35
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Fig. 3. Division of utility ratings into low, medium and high

1o 060uM noKasaTe 1AM — MHTEPEeCHOCTH U I10J1e3HOCTH — aGCOJIIOT-
HO JIOMUHHUPYIOT OLIEHKH BbicOKHe (8 6asioB U Belue): 81-84%
JJ1s1 BoIcied mKoJ1bl 9KOHOMUKHU U 57-59% /1 rocyHUBepCcUTeTA.
Huskux ouenok (ot 0 o 3 6asioB) masno: 0,5-0,8% 4151 CTyeHTOB
BII3 u 5,5-7,5% paa crynentos [II'Y. Hu3kue oneHKH mpejcTaB-
JIIIOT cO60M CBOEro poja «BbIGPOCHI» U3 061Ero MacCUBa OLIEHOK.
J1s1 06bACHEHUS TAaKUX BbIGPOCOB NPUILLIOCH 06PATUTHCS K TeK-
CTY COOTBETCTBYIOIUX pediekcuit. 0Ka3asoch, YTO HEJOBOJIbHbIE
He UMEeT NPOTUB JeJIOBbIX UTP NPUHIUNHUAIBHBIX BO3pAXKEHUH.
[IpuunHbl HOCUIM 60Jiee YAaCTHBIM XapakTep. KTo-To 6bl1 HeLo-
BOJIEH KaueCTBOM KOMIIbIOTEPHBIX CUMYNSATOPOB. KoMy-To Morin
[I0Ka3aTbCsA CJAMILIKOM CJIOXHBIMU HEKOTOpble U3 3afaHuM. KTo-
TO IOCYUTAJ, YTO MOTPATU/I HA UX BBINOJHEHHE CIMLUIKOM MHO-
ro BpeMmeHu. KoMy-To He XBaTHJIO TeopeTHYeCKUX 3HaHUM. Hazo
OTMEeTHUTD, YTO, HECMOTPS Ha He6O,IbIlIOe KOJIUYECTBO «BbIGPOCOB
BHU3», OHM PACCMaTPUBAIOTCA KaK BaXKHBIH 3JIeMEHT 06paTHOH
CBfI3M, CUTHAJIM3UPYIOLIMH 06 UMEIIMXCs HeJopaboTkax. Bos-

CoBpemMeHHble
MHGopMaLUOHHbIE
TexHonornu

n UT-o6pasoBaHue

pactaHue rpaduka Ha puc.l mokasbIBaeT, YTO UJET NOCTOSTHHAsA
pa6oTa 110 UCIIpaBJIeHUIO HeJJOCTATKOB (pa3pabaThbIBalOTCS HOBbIE
Gosiee aZileKBaTHbIE CUMYJISITOPBI, COBEPLIEHCTBYETCS METOAMKA
NpOBe/eHUs 3aHATUH).

Jlpyroii MOMeHT, KOTOPbIH MOXHO 3aMeTHUTb B TabJ.1 U 2, U Ko-
TOpPBIH OGpocaeTcs B IV1aza Ha PUC.2 U 4, — 3TO 3HAYUTEJIbHO 6GoJle
KPUTHYHOE OTHOILIEHHE K UTpaM CO CTOPOHBI cTyAeHTOoB [II'Y no
cpaBHeHUIO co cTyfgeHTaMu BIID. Huskux oleHoK 37ech 6osblie
Ha [IOpsJI0K, CPe/IHUX — BJJBO€. A BBICOKHX — Ha YeTBEPTb MEHBbIIE.
PasHuIa Mex/ly olleHKaMU CTY[JeHTOB /IByX By30B CTaGUJIBHO CO-
cTaBJisseT npuMepHo Ha 17% (1.3 6asna). 11 MHTEPECHOCTH 3TO
8.70 Bo BII3 npotus 7.45 B IITY. lnsa nmone3xnoctu 8.85 Bo BIID
npotus 7.56 B IIT'Y.

Pazsinyme B 06061eHHBIX OLleHKaX MOJBUIJIO K TOMY, YTOOBI CpaB-
HUTb OLEHKH 110 OTJEeJIbHbIM UrpaM. Pe3ysibTaThl Npe/cTaB/eHbl
Ha puc. 4 u 5. Onenku us [II'Y mo BceM urpam HMKe, 4YeM OLIEHKH
n3 BII3.
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O06bsicHeHHe 3TOMY 6blIO HalZeHO B TekcTe peduiekcuit. Okasa- Ta6 a1 a3. CpeHUE MHTEPECHOCTDb U MOJIE3HOCTD UTP
JIOCb, YTO B pa3JIM4YvMM OLEHOK BUHOBAT He BY3, a I'oj o6yqe1mﬂ. B 3aBHCHMOCTH OT pa3Mepa GpUrajbl
Pazsinune y4ye6HBIX MJIAHOB NPUBEJIO K TOMY, YTO Te UIPbI, B KO- T able 3. Average interestingness and usefulness of games
Topble Bo BIIJ urparoT cTyfeHThl nepBoro Kypca, B [II'Y nposo- depending on the size of the team
JATCA C TPeTbeKYpCHUKAaMHU. /Iyl NepBOKYPCHUKOB M3JlaraeMbli Pasmep 6puragpl HHTepecHOCTh IIOIe3HOCTE
B UrpoBOM popMe MaTepuas OGbIJI COBEPIIEHHO HOBLIM, a IOTOM
poBoit Gop p p : y 4-8 wenosex 8,60 8,68
KasaJica U 6oJiee HUHTEepeCHbIM, U 60Jiee CA0XKHBIM. B oTinuue oT
2-3 yesi0BeKa 7,64 7,82

HUX TPETbeKyPCHUKH 3a4acTyI0 y>Ke UMeJIU ONbIT peasbHOH Mpak-
THYeCKOH paboThl. [103TOMY H3J1araeMblil B UIrpax MaTepuasl 3aya-
CTYI0 ObLT UM B KaKOM-TO Mepe y»e 3HaKOM.

Bce paccMoTpeHHbIe UTPBI ObLIM KOMaHAHBIMU. PazMep KOMaHAbI
MeHSJICS OT JABYX [0 BOCbMHU 4deJsioBeK. BO3HHK Bompoc: 3aBUCUT
JIM OTHOLIEHHUe CTYAEHTOB K Urpe OT pa3Mepa KoMaHAbl. KomaH-
Jibl GBLIM TOZleJIeHbl Ha Gosblive (4-8 yesloBek) U MasleHbKue (2-
3) yenoBeka. Bosbimne koMaHbl 6bUIM B urpax «Envisioning &
Planning», «Scrum» u «IIporpaMMHBIA OPOAYKT», MaJeHbKHE BO
BCEX OCTa/bHbIX. Cpe/jHUe 3Ha4eHNUsI UHTEPECHOCTH U I0JIE3HOCTH
npuBesieHbl B Ta6J1.3. MOXHO CYUTATh, YTO pa3Mep KOMaH/bI Ha
OTHOILEHHE CTYJJeHTOB K UT'pe He BJIUAET.

Vol. 19, No. 1. 2023 ISSN 2411-1473 sitito.cs.msu.ru

[IpuMepHO Ha cpeAiUHY HCCleyeMOro NATUIETUS NpUIlesics Ie-
PHOJ MaHJeMHUH, KOTOPbIH 3acTaBUJI lepeBecTU obydeHHe B AUC-
TaHLMOHHBIN ¢popMart. [l/is psiia UI'p 3TO He UTPasIo HUKAKOH posin
(HampuMmep, AJ1s1 KOMIIbIOTepHOro cumysnaTopa «UT-meHemxep»).
Ho pnsa aByx - «Envisioning & Planning» u «Scrum» - notpe6o-
BaJacb pa3paboTKa NPUHIUIHAJBHO HOBBIX MeTOAMUK. Bo3HHK
BONPOC: BJIMSIET JIM Ha OTHOLIEHHEe CTYJEHTOB K TaKUM Hrpam
dopMaT NpoBesieHUs] UTPbI: AUCTAHIIMOHHBIA WM ayAUTOPHBIN?
CpegHue 3HaYeHUs] UHTEPECHOCTHU U MOJIESBHOCTU NpUBeJEeHbl B
Ta6J1.4. MOXKHO CYMTATh, YTO GOpMAT NPOBEJEHUS UTP HA OTHOLIe-
HUe CTY[IeHTOB He BJIUSET.
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Ta6una4. CpeiHHE HHTEPECHOCTD U I0JI€3HOCTh UT'P B 3ABHCHMOCTH OT
¢opmara npoBejeHUs UTP
T able 4. Average interestingness and usefulness of games depending on

the format of the games

dopmar npoBeaeHust urp | UHTepecHocts | Ilose3HocThb
JMCTaHMOHHBIN 8,33 7,21
AynuTopHBIN 8,51 8,55
[To npyMeHeHUI0 KOMIIbIOTEPOB BCE UTPhI ObLJIN MO/eJIeHbl Ha TPU
KaTeropuu:
1) 6EeCKOMIbIOTEPHDIE;
2) C YaCTHUYHBIM UCIOJIb30BAaHHEM KOMIIbIOTepa (YacTb paboThl,

WHOT/IA [VIaBHasl, BBINOJHsIACh Ge3 KOMIbIOTEPa; KOMIIbIO-

TepHbIe TPOrpaMMbl IPUMEHSJIUCh Ha OT/e/IbHBIX 3TaNax);
3) KOMIIbIOTEPHbIE CHMYJISITOPBI.
B nepBy0 KaTeropHIo Nomnasu AiBe «3aCToJbHbIe» Urpbl («Envisioning
& Planning» u «Scrumy»), Bo BTOpyo - Tpu 3ajaHus («Stabilizing,
«Deploying» u «IIpeoGpa3oBaHue NporpaMMbl B TPOrpaMMHBI# po-
JIYKT»), B TPETBIO — TOJIbKO OJUH cuMyJIsaTop («UT-MeHepKep»).
B0o3HMK BONpPOC: BJIUSIET JIM HAJIMYKME B UTPe IPOrpaMMHON KOMIIO-
HEeHTbI Ha OTHOLLeHHe CTYAeHTOB. CpeJiHNe 3HAYeHUs] HHTEPEeCHO-
CTH Y NOJIE3HOCTH JiJIs1 KOXKJ0H KaTeropuu Urp npHUBe/ieHbl HUXe
B Ta6s1.5. Okasaynock, yTo GOopMaabHO CAaMbIMU MHTEPECHBIMHU $IB-

JISIIOTCSL UTPbl GecKoMIbIOTEPHbIE. HO MX MPeBOCXOACTBO HaJl KOM-
MbIOTEPHBIM CUMYJISTOPOM HUYTOXKHO (0,26 6asna). CusibHee BCero
OTCTAIOT UTPhI C YaCTUYHBIM MCNOJIb30BaHWEM KoMIbloTepa. Ho u
HX OTCTaBaHHe OT 6ECKOMIIbIOTEPBIX UT'P BCero Jnlib1,2 6aia. Uto
KacaeTcs MO0JIESHOCTH, TO TaM pa3bpoc OLEHOK COCTAaBJISIET BCErO
0,65 6ass1a. MOXKHO cZies1aTh BBIBOJ, YTO HaJM4KMe KOMIIbIOTEPHON
coCTaBJIAOLIel He BJIMSAET Ha OTHOLIEHUE CTYAEHTOB K UTpe.

Ta6au oa 5. Cpe,ql-me HUHTEPECHOCTHb U NOJIE3SHOCTh UT'P B 3aBUCUMOCTH OT

Ha/IN4YUuA B Urpe KOMH]:IOTepHOl‘;l COCTaBJISl]O]J.(eﬁ
Tableb5. Average interestingness and usefulness of games depending on

the presence of a computer component in the game

KaTteropus urp HHTepecHocTs | [losie3HOCTD
Bce 8,14 8,27
BeckoMnbloTEpHBIE 8,74 8,66
C qaﬂn!{l;l(};l}nﬁaﬂlx}l)c}l;ggI?:OBaﬂneM 755 8,01
KoMmnbloTepHbIe CUMYJIATOPDI 8,48 8,11

B Ta6.1. 6 ¥ Ha puc. 6 ¥ 7 Npe/CTaB/eH reH/JepHbIH acleKT ucce-
JfoBaHusA. U3 TabauLbl U fuarpaMM BUJHO, YTO BOCIPUATHE CTY-
JleHTaMHU JIeJIOBBIX UTD U CUMYJISITOPOB OT 110J1a He 3aBUCHUT. Pasiu-
U MeX/y OLleHKaMU KeHIUH U MY>KYUH MUHUMAaJIbHBI (JecsTble
Josy 6ajja) ¥ He UMeIOT CUCTeMaTH4eCKOro XapakTepa.

Ta6numaéb. Cpe}.u-me HUHTEPECHOCTDb U MOJIE3HOCTb UT'P B 3aBUCUMOCTH OT N0JIa CTYAEHTOB

T able 6. Average interest and usefulness of games depending on the gender of students

HUrpa HNHTepecHOCTH IMone3HnocTh
Bce KeHIUHBI My >K4UHBI Bce KeHIUHBI My >K4UHBI

Bce urpel 8,14 8,24 8,09 8,27 8,39 8,21
Envisioning & Planning 8,81 8,80 8,82 8,72 8,80 8,69
Ckpam 8,63 8,85 8,55 8,58 8,64 8,55
Crabuiuzanus 6,71 6,75 6,69 7,65 7,67 7,64
PasBepThiBaHUE 7,94 8,03 7,90 7,76 7,71 7,78
UT-menemxep 8,48 8,68 8,40 8,11 8,56 7,92
[IporpaMMHBIN NPOAYKT 8,17 8,30 8,13 8,73 8,86 8,68

N W R LU AN N 0 O O

Bce urpsr

Ckpam

Crabwmsaipst PassepreiBanne UT-menemxep ITpor npoaykr

Bce B Xenumust

0O MyX4uHBI

Puc.6. Cpe;u-l;m OLl€HKA MHTEPECHOCTHU UI'P B 3aBUCUMOCTH OT I10J1a CTYyAEeHTa

Fig. 6. Average rating of the interestingness of games depending on the gender of the student
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Ckpam

Crabwmams PazseproiBanne UT-menemxep Ilpor mpogykr

‘ Bce B Kenumubl O MyXuuHBI ‘

Puc?7. Cpe,zu-mﬂ OlLleHKa I10JIE3HOCTHU UTP B 3aBUCUMOCTH OT I0JIa CTYJAEeHTa

Fig. 7. Average rating of the utility of games depending on the gender of the student

3aKk/iloueHue

Llesib McCleJOBAHUS COCTOS1IA B TOM, UTOGBI ONPe/Ie/INTh OTHOLIe-
HUe CTYA€HTOB K BK/IIOYEHHIO B y4eGHbII NPOLecC AeJOBbIX UTDP U
KOMIIbIOTEPHBIX TPEHAXKEPOB (Jjajiee — UTP) U BBISIBUTb GAKTOPH,
KOTOpble OKa3bIBAIOT BJHMSHME Ha 3TO OTHOLIeHHe. MaTepHaioM
HCC/leloBaHMsI CTA/IM HAGJII0ZIeH s 3a CTYAleHTaMH1 JIBYX TEPMCKUX
BY30B, COGpaHHbIe B TeUeHHe MSTH JIET U Kacaloluecs eCTH UIp.
OxasaJsioch, 4YTo $popMa [1eJI0BOi UTPbI OLeHUBAETCS CTYAEeHTaMU
KaK UHTepecHasi U MoJie3Has, IpeBoCcxXoAsas o 3¢ppeKTUBHOCTH

TpaAULUOHHbIE JIEKIIUOHHO-IPAaKTUYeCKUe 3aHSATHSA, 3aCIyXKHUBa-
tolas 6oJiee MUPOKOro MPUMeHEeHHs.

3a 5 sieT HabGJIIOAEHUH OlleHKA CTYAEeHTaMHd UHTEPECHOCTH U I0-
JIE3HOCTH UTP MMeJla TPeH/, K MeJiJIeHHOMY pocTy, XoTs B 2019-20
y4.I. UMEJIO MeCTO HEKOTOPOe CHIDKEHHUe.

Ha BocnpusiTue CTyjeHTaMU AeJOBBIX UIDP BJIUSET roj 06ydeHUs
(MepBOKYPCHUKHY OLIEHHUBAIOT UTPhI BhILIE, Y4eM TPETbEeKYPCHUKH),
HO He BJIMSIIOT HaJIUYMe WM OTCYTCTBHE B UIpe KOMIbIOTEPHOH
COCTaBJIAKLIEH, AUCTAHIIMOHHBIA UM ayAUTOPHBIA dopMaT mpo-
BeJleHUd UTp, pa3Mep KOMaH/bl, 10JI CTYZ,eHTOB.
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