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HNPUMEHEHHUE KAHOOT!
TP TEUMHU®UKAIIUU B OBPA3OBAHUHA

Lapes PIO.

Cospemennplil yposeHs pazeumiis 00w ecmea OUKmyenm Hogble mpe-
bosanus k opeanuzayuu 0opazosanus. OOHUM U3 AKMYATbHBIX HANPAG-
JIeHUT pa3eumust 00pa306aHus AGIAEMC 2elMUPUKAyLUs 00paA306aHUs,
KOMopast n0360Jisem 000UmMbCsi 8bICOKOU MOMUBAYUU U B0BIEUEHHOCU
cmyo0eHmos 8 00pa308amenbHulll NPoOYecc.

Lenvio padomul sisnsiemcs npogepKa 2UNOMmMesvl 0 MOM, 4mo UcC-
NONb30BAHUE USPOBBIX MOMEHMOB 8 00YUeHUlU, OCHOBAHHBIX HA AKMUB-
HOM npUMeHeHUuU UHMOPMAYUOHHBIX MEXHON02UL, 6 YACMHOCMU UH-
mepunem-pecypca Kahoot!, nogviuaem gognewennocmos cmyoenma
00paA308amMenbHLIIL NPOYECc, €20 MOMuUSAyUIo npu 0dyueHuu, gopmu-
pyem Komgopmmuyio cpedy, 6bi13bl8al0OUYI0 UHMEPEC K UZYUEHUIO NPeo-
MemHou obracmu.

Hogu3na uccnedosanuii cocmoum ¢ MemoousecKol opeanu3ayuu
npoyecca 00yyenus, 8 pamKax KOmopo2o 6bINOIHAEICA MEKYWUL KOH-
MPOJb YCBOCHUSL MAMEPUANA, MeM CAMbIM Peanu3ys aKmusHble Memo-
obl 00yuenus. Ipu peanuzayuu npednazaemoco nooxooda UCNnoab306d-
nock unmepnem-pecype Kahoot!, npedocmasasirowguii 603modxcnocmu
AKMUBU3AYUU BHUMAHUSL U KOHMPOTISL YCEOCHUSI MANEPUANA CIYOeH-
mamu.

Ilpeocmasnennvie 6 cmamoe pe3yabmamol N1OOMEEPICOAIOM -
exmugnocms nPednoAHCeHHO20 NOOX00A U UCHOIb308AHUSL 8 €20 PAM-
kax Kahoot!, komopwiii nozgonun cghopmuposams uHmMepaKmugHyo
AMEKMPOHHYIO 0OPAZ0BAMENLHYIO CPEDY.

Kmouesvie cnosa: obpazosanue, cetimupurayist; MOMUSAYUsl, 606-
neuerue; Kahoot!
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APPLICATION OF KAHOOT!
IN EDUCATION GAMIFICATION

Tsarev R. Yu.

The modern level of society development sets higher requirements
Jfor education. One of the most important trends in the development of
education nowadays is the gamifacation, which allows to achieve high
motivation and involvement of students into the educational process.

The aim of the work is to test the hypothesis that the use of gaming
moments in education, involving information technology, in particular
the Internet-resource Kahoot!, increases the student s involvement into
the educational process, raise one's motivation, and creates a comfort-
able educational environment that causes interest in subject learning.

The novelty of the research consists in the methodological organi-
zation of the learning process, within which the current control is car-
ried out, thereby realizing active teaching methods. When implement-
ing the proposed approach the Internet-resource Kahoot! was used.
It provides opportunities for activating attention of the students and
controlling the learning progress.

The results presented in the article confirm the effectiveness of the
proposed approach and the use within its framework of Kahoot!, which
allowed to create an interactive electronic educational environment.

Keywords: education; gamification; motivation, involvement,; Kahoot!

Beenenne

[eiiMudukanuss B 1eIOM MPEACTaBIsieT cO00M KOHLENLUIO BHE-
JIPEHUSI UTPOBBIX TEXHOJIOTUH B PA3NUYHBIX O0JACTAX, B TOM UYHCIIE
B 00pa30BaHMM, LIENbI0 KOTOPOH ABJSIETCS MOTUBALIMS M BOBJICUCHHE
CTYICHTOB B 0Opa3oBaTeNbHEIN mpomece [3]. AKTHBHOE IPUMEHEHHE
UTPOBBIX MOMEHTOB MPHU 00y4YCHUU O0YCIIOBICHO pa3BUTHEM HH(OP-
MAalMOHHBIX U KOMMYHHUKAIMOHHBIX TeXHonoruil [2]. KommnbroTepsl,
cMmaptdonbl, IHTEpHET cTain HeOTheMIIEMOM YacThi0 Halllel MTOBCE/I-
HEBHOW 1 PO eCCUOHATBHON JKU3HU.
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Pacmmpsisi BOBMOKHOCTH COBPEMEHHBIX CTYJICHTOB, MH(pOpMAIIU-
OHHO-TEJICKOMMYHHUKAIIHOHHBIE TEXHOJIOTHH TAKXKe MOTYT ITPOBOIIHPO-
BaTh YTPaTy HHTEpPEeCca M MOTHUBALIMH K OOYUEHHIO TPAAUIIUOHHBIMHU Me-
Tomamu [4]. B cBsi3u ¢ 3THIM 0Opa3oBarebHas CHCTeMa JIOJDKHA /Al TH-
pOBaThCs K COBPEMEHHBIM 3arpocam, OpMUPOBATH U Pa3BUBATh HOBBIE
METOJIbI O0yUCHHSI, HCIIONB3YS aKTUBHBIC METOJIbI OOYUEHHUSI C yUETOM
TOCTIDKCHHH B 00JIACTH HH()OPMAITHOHHBIX TEXHOIOTHH [1].

BBeznieHne UrpoBbIX 2J€MEHTOB B 00pa3oBaTesIbHBIN Ipoliece, Mo-
BbIIIas YPPEKTUBHOCTh YCBOSHHs MaTepualia, pa3BHBas MpaKTHYe-
CKHC KOMIICTCHIIMHM, a TAKKC IMOAACPIKUBAA BBICOKHI YPOBE€HL BOB-
JICYCHHOCTHU CTYJCHTA, MOJOXKHUTEIBHO OTINYACT FeMMU(DUKALINIO OT
MPOYMX TOAXONOB B oOyuenuu [7]. MccmenoBanust mociuenHux JeT
[OKa3bIBAIOT MPSMYI B3aUMOCBSI3b MEXIY WIPOM M TOBBIIICHHON
MoTuBarueit odydaromerocs [10]. C omHO# cTOpOHBI reiMubUKATIHS
B 00pa30BaHMM MOTHBUPYET U BOBJICKACT CTYACHTOB B MPOLECC 00Y-
YEeHHs, C APYTOH CTOPOHBI, CIIOCOOCTBYIOT MX Pa3BUTHIO U TIOMOTAeT
pacKphIBaTh TaJlaHTHI JIaXKe B paHee HEU3BECTHBIX UM obnactsx [11].

[Tpumenenne reiiMupUKaIA KaK OJJHOTO W3 MOAXOA0B K 00ydeHHIO
TI03BOJISIET OOBIYHBIE MPOOJIEMBI M 33/1a4M TPEBPATUTH B MHTEPECHBIE U
yBIICKaTeNIbHbIE, B TOM YHCIIE, 32 c4eT 3(pdexra HeonpeneneHHOCTH U
HCOXKHNIAHHOCTH, YTO JCJIacT I‘eﬁMH(bHKaHHIO MOUIHBIM UHCTPYMECHTOM,
KOTOPBIH 11e1eCO00pa3Ho UCTIONB30BaTh NPH PEILICHUH Pa3HOOOpa3HBIX
po6IeM coBpeMeHHOTo 00pazoBanus [8]. I1pn 3TOM HOBBIEC METOMIBI 00-
Y4€HHA JOJDKHBI OCHOBBIBATHCA Ha B(bq)CI(TI/IBHOM HCIIOJIb30BAHUU HH-
(hOpMaIMOHHBIX W KOMITBIOTEPHBIX TEXHOJIOTHI B Y4eOHOM TIporiecce u
co3aBarh A3P(HEKTHBHYIO HHTEPAKTHBHYO 00pa30BaTesbHY 0 cpery [6].

HNuTepakTuBHasi 00pa3oBaTe/ibHas cpena
D¢ dexruBHas HHTEpaKTUBHASE 00pa30BaTesIbHAS CPEia MOKET OBITH
OpraHM30BaHa MOCPEICTBOM 00pa30BaTeNIbHBIX pecypcoB cetn MHTep-
HET U COOCTBEHHBIX cMapT(OHOB cTyAeHTOB. OIHMM U3 BapUAHTOB
peasT3aIy TaKoW CpeIbl ABISIETCS HCIIOIb30BaHNE BOSMOYKHOCTEH T10
WHTEPAKTHBHOH OLIEHKE YCBOCHUS 3HAHUN M IPHOOPETCHUSI KOMIICTEH-
i, npenocrasisieMbix caiitom Kahoot! (getkahoot.com) [5].
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JlaHHBII pecypc MO3BOJISIET MPOBOAUTH ONPOC HENOCPENCTBEHHO
BO BpEMsI JIEKIIMOHHBIX WM MPAKTUUECKUX 3aHATHH. [Ipn 3TOM oneHka
OTBETOB CTY/IEHTOB OTOOpa)kaeTcsi pecypcoM He3amemuTenasHo. He-
MOCPEACTBEHHAs: 0OpaTHasl CBSI3b YCHJIMBACT BOBJICUEHHOCTH CTYACH-
ToB. Ha puc. 1 mpencrasnen BHenHuit Bup caitta Kahoot! ¢ oganMm n3
BOIPOCOB U YETHIPbMS BapHaHTaMu OTBeTOB. Kpome 3toro, Ha puc. 1
IIPE/ICTABIIEH BHEIIHUI BU cMapT(OHa CTyeHTa, HA KOTOPOM 0T0oOpa-
JKCHBI ITUKTOTPpaMMbI COOTBETCTBYIOIIUC ITPE/jIaraCMbIM OTBETaM, OJUH
13 KOTOPBIX JOJDKEH BBIOPATh CTY/ICHT, Ha’kaB Ha IUKTOTPaMMy OTBETA.
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Puc. 1. Buennuii Bup caiita Kahoot! u cmaprdona cryzenta

Kahoot! nmo3Bosnsier coznaBarh OHIAMH TECTHI ¥ OIPOCHI, KOTOPbIE MO-
TYT OBITh MTOKA3aHbI IPOEKTOPOM Ha OOJIBIIIOM 3KpaHE WA UHTEPAKTHB-
Ho#t nocke. Kpome Texcra Kahoot! pegocrapiser BO3MOXHOCTb BCTpa-
WBaTh PUCYHKH, TpaUKH, TAOIHUITHI, a TAKOKE ayFio U BUIEO KOHTEHT [9].
CTyzeHTBl OTBEYAIOT Ha BOMPOCHI TECTa C JII00OT0 MOIKIIOYEHHOTO K
WuTepHery ycrporicta. Kak noka3plBaeT NpakTuka NPUMEHEHHS Ha 3a-
HaTusIx pecypca Kahoot!, 0coOeHHO yBiIeKaTenbHBIM CTYCHTBI HAXOASAT
BO3MOYKHOCTB MCIIOJIB30BATh VIS 3TUX LieJiel COOCTBEHHbIE CMapT(OHBI.

HocrouncreoM caiita Kahoot! siisieTcst BOBMOXKHOCTb COXPaHUTh
MOJTy4YEHHBIC Pe3yJbTaThl Ul JalbHEUIIEro aHaiu3a MperojaBare-
JSIMHA. DTO TO3BOJISIET TIEPECMOTPETh COJCPIKAHKE U MPEJICTABIICHNE
yueOHOTro MaTepHaia Ha cle Iyl y4eOHbIH Toj C 1eIbIo MOBbIIIe-
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HUA €T0 YCBOCHHA CTYACHTAMMU. KpOMe 9TOTI'0, IMOJIYUCHHBIC PE3YyJIbTa-
Tbl MOTYT OBITh MCIIOJIE30BAHEI JJIA Ooiee FJ'IY6OKOFO HU3y4YCHHUSA IOHA-
THH U pa3aciioB, BbI3BABIINX TPYAHOCTH Y CTYACHTOB.

OnbIT npakTHyeckoro npumeHenns Kahoot!

Bosmoxknoctu pecypca Kahoot! mo3Bonunu pacmmpuTh CHEKTp
MIPUMEHSEMBIX Ha 3aHATHSAX aKTHUBHBIX METOOB OOYYEHHS W TIOBBI-
CUTh MHTEPAKTHBHOCTb IPH M3yUYEHHH TEOPETUUYECKOrO Marepuana u
OIIEHKE ITOJTy9eHHBIX 3HaHWH. Amnpobanus TaHHOTO MOAXoJa B Teii-
MUHUKAIUU 00y4eHHs TIPOBOIMIIACH B paMKax TucHuIuinH «MHupop-
Matuka» 1 «MHQOpMaIMOHHBIE TEXHOIOTHH» CO CTyIEHTaMH 1-ro u
2-10 KypcOB, OOIINM KOJTMIECTBOM 256 HeIOBeK.

Kaxnoe 3anaTue ObLJIO MOCTPOEHO ciedyromum obdpasoM. B Ha-
qaJie 3aHATHS MPOBOAMIIACH OIICHKA OCTAaTOYHBIX 3HAHWNA C MOMEHTa
MpOBeNICHHS NpeAbIIyIero 3ausaTus nocpeactsom Kahoot!-tecra. B
KOHIIE 3aHSATHS MPOBOIMIOCH TECTUPOBAHUE 110 MaTepUay, IPOHIeH-
HOMY B TEYEHHE TEKyILEero 3ausaTui. Kpome Ha4ambHOTO U KOHEYHOTO
TECTUPOBAHHUSL, CTYACHTHI BHITIOIHSIIN TECTHI ITOCIIE H3YYSHUS OT/IEIb-
HBIX TeM. KonmmuecTBO BONPOCOB B Havalle W KOHIIE 3aHSTHS OBLIO
paHO JeCATH, KOJMYECTBO BOIIPOCOB B KOHIIE U3YYCHHUS TEMbI — IISITH.
[Ipu 3TOM TEPBBIM U 3aKIOYUTEIBHBIN TECThl ObLIM WHAWBUIYAJIb-
HBIC, @ IPOXOXKACHUE TECTOB IOCIJIC W3YyYCHHS TEMBI MOIJIM HOCHUTH
KaK WHIUBUIYaIbHBINA, TaK ¥ TPYIIIOBOM XapakTep.

[lo okoHYaHUM TeCTa CTYCHTHI MOITIM OCTaBUTh B cucteMe Kahoot!
CBO€ MHEHHE O BBHITIOJTHEHHUH TECTOB B MTPEINIOKEHHOM (hopmare. Ycper-
HEHHbIE Pe3yJbTaThl ONpoca MpeJICTaBIeHbI Ha pHC. 2.

[1o okoHYaHWY TeCTa CTYIEHTHI MOIJIM OCTaBUTH B cucteme Kahoot!
CBOE MHEHHE O BHIITOJHEHHHU TECTOB B IIPeIIOKEHHOM (hopmare. Yepen-
HEHHBIE Pe3yJbTaThl OMPOCa MPENICTABICHBI Ha PHC. 2.

Kpome storo, ObuT MpOBEAEH OMPOC CTYACHTOB 00 MX MHEHHUH O
pesynbrarax oOydyenus: ¢ npumenenneM Kahoot! [Tonyuennsie oTBe-
THI TIPEICTABICHBI Ha pUC. 3.

[lony4eHHble pe3yabTaTbl MO3BOJSIOT CYAUTh O MOJOKUTEIHHOM
a¢dexre mpumeHerns pecypca Kahoot! mpu moaroroBke cTymneHTOB.
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B TONOXKHTENbHOE
B HeHTpanbHOE

B oTpHIlaTEIbHOE

Puc. 2. MHeHHe CTYIEHTOB OTHOCHUTEIBHO BBIMOIHEHNUS TeCcTOB B (hopmare Kahoot!

90

88

86 B GBUIO JTH 00y9eHHE YBIEKATENbHBIM?
84

B H3YYIUIH JIH BEI 9T0-TO HOBOE?

m MormH 651 Bel pexoMernogats Kahoot!
80 K TIPHMEHEHHIO APYTHM CBOHM
78 IIPeroaBarensaM?

76

82

74

Puc. 3. OGpaTHas CBS3b OT CTY/ICHTOB

3akiloueHue
Ietimudukammst 06pa3oBaHMs TTO3BOJISIET TOOUTHCS BEICOKOM MOTH-
BallMM M BOBJICYCHHOCTH CTYJICHTOB B 0Opa30BarelbHBIN Imporecc. B
cTaTthe OBUT PacCMOTpPEH OAWH W3 MHCTPYMEHTOB — WHTEPHET-PECYPC
Kahoot!, koTopblii 103B0OJISIET CPOPMHUPOBATH HIIH PACIIUPUTH HHTEPaK-
TUBHYIO 00pa3oBaTebHyI0 cpeny. [IpencraBieHHble pe3ynsTaThl arpo-
Oauuu nmoATBePKAa0T 3D YEKTUBHOCTD TPEIIOKESHHOTO TIOIX0/1a.
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