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OBPA3OBATEJIBHAS ESCAPE ROOM KAK CIIOCOB
IHHOBBIIIEHUA HUPPOBLIX KOMIIETEHIIMHU Y BYIYHIUX
CIHEIMAJIMCTOB BY30B

[udposas Tpanchopmaiuss oOuiecTBa U 3KOHOMUKH MPEIAbSIBISIET HOBBIC
TpeOoBaHus K MpodeccuOHANbHBIM HaBbIKaM BBITYCKHHMKOB BY30B. HemocraTok
U(POBBIX KOMIIETEHIINH, TAKUX KaK YMEHHe paboTath ¢ nHGOpMAaIHen, UCTIONb-
30BaTh MU(PPOBBIE HHCTPYMEHThI, KPUTUYECKH MBICIUTH B IIU(POBOM MPOCTpPaH-
CTBE U CO3/1aBaTh IU(PPOBOM KOHTEHT, MOXKET CTaThb CEPbE3HBIM MPEMSATCTBHEM
JUISL YCIIEITHOM Kapbepbl. B cBsA3M ¢ 3TUM 00pa30BaTENbHbBIE YUPEKICHHS CTATKU-
BalOTCS C 3ajaued moucka 3(P(EKTUBHBIX METOJIOB OOYy4YeHHs, CIIOCOOHBIX
HE TOJIBKO MepeAaBaTh 3HAHUS, HO U Pa3BUBATh IPAKTUYECKUE HABBIKU.

TpanuunonHbie popmMbl 00yUEHUs, TAKME KaK JEKIIMH U CEMUHApPbI, HE BCeE-
rra 00ecrneynBaroT JOCTaTOUHbIM YPOBEHb BOBJIIEYEHHOCTH CTYJIEHTOB U HE BCE-
rla CIOCOOCTBYIOT pa3BUTHUIO MPAKTUYECKUX HABBIKOB. B 3TOM KOHTEKCTE
oOpazoBarenbHble Escape ROOM, coueTarolue B ceOe 3JIeMEHThI Urpbl, 00yde-
HUS U TUQPPOBBIX TEXHOJIOTHU, MPEACTABIAIOT COOON MEPCIEKTUBHBIA HHCTPY-
MEHT I Pa3BUTHS ITU(GPOBBIX KOMITETEHITUH.

HccnenoBanuss B o0siacTu 0Opa3oBaTENbHBIX TEXHOJIOTUN MOJATBEPKIAIOT
3¢ ()EeKTUBHOCTH UTPOBBIX METO/OB 00yueHusa. Escape Room, uzHayanbHO BO3-
HUKIIKWE KaK QopMa pa3BiIeUYeHMs, YCIEIUIHO UHTErPUPYIOTCS B 00pa3oBaTElb-
HbIM nipouecc [1]. OHM MO3BONSIOT CO3/1aTh UMMEPCUBHYIO Cpelly, B KOTOPOW
CTYJIEHTbl aKTUBHO BOBJICYEHBI B IMpPOLIECC OOYYEHHUs, YTO CIMOCOOCTBYET JIyd-
[IEMY YCBOEHUIO MaTepuaia U pa3BUTHIO KPUTUYECKOTO MBIIIICHUS.

B nocnennue roapl Bce 00JblIe BHUMAHUS YAENSIETCS Pa3BUTHIO HU(PPOBBIX
KOMIIETEHIIMIA B BhICIIEM OOpa3oBaHUU. PabOThl MHOTHX HCClenOBaTeNe mo-
YEpKUBAIOT HEOOXOAMMOCTh BHEJIPEHMS HOBBIX IEJaroruuyeckux MOJIX0/I0B,
HaIpaBJIEHHBIX Ha (opMupoBaHue LHU(PpoBol rpaMOTHOCTH. OAHAKO MHOTHE
CYLLIECTBYIOIIME METO/AbI 00yUEeHHsI, OCHOBaHHbIEC Ha TPAAUIIMOHHBIX (hopmarax,
4acTO OKa3bIBAIOTCS HEJOCTATOYHO A(D(PEKTUBHBIMU.

Oo6pazoBatenbHas Escape Room — 3to urpoBoit popmat, B KOTOPOM ydacT-
HUKAM TPEJUIaraeTcsi PemuTh Psii 3aJad M TOJIOBOJIOMOK, YTOOBI «BBIATHY
U3 KOMHAThI (peajbHOl WM BUPTYaJIbHOM) 32 OTBEJIEHHOE Bpemsi. B KoHTekcTe
o0pa30BaHusl ATU 33Jja4l UHTETPUPOBAHBI B YUEOHBI MaTepuai U HalpaBJieHbI
Ha Pa3BUTHE OMNPEIETCHHBIX HABBIKOB.
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KnroueBsiMu ocobeHHocTs MU EScape Room siBistroTcst:

1. Humepaxmuenocms u 6061e4eHHOCMb. YYaCTHUKU aKTHBHO B3aMMOJIEH-
CTBYIOT C UTPOBBIM IPOCTPAHCTBOM U JIPYT C APYrOM, YTO OOECIIeUnBaET BBICO-
KYIO CTEIIEHb BOBJICYEHHOCTH B Y4€OHBIi ITpoliecc.

2. Komanonas paboma: 3anaun Escape Room tpelyroT KOJIJIEKTUBHOTO pe-
HIEHHS, YTO CHOCOOCTBYET PA3BUTHI0 KOMMYHHKAaTHUBHBIX HABBIKOB U YMEHHUS
paboTaTh B KOMaH/IE.

3. Ilpakmuueckoe npumenenue 3HaHuii: CTYJEHTbl IPUMEHSIIOT [1OJy4YECHHBIE
3HAHUS U HaBBIKU JJIS PELICHUS KOHKPETHBIX 3a/1ay, YTO CIIOCOOCTBYET UX 00-
jee ri1y00KOMYy YCBOEHHIO.

4. Momusayusa:. urpoBoit ¢opmaT CO37aeT JOMOJHUTEIBHYI0 MOTHBAIIUIO
K 00YUYEHUIO U MOBBIIIAET UHTEPEC K U3YyUAEMOMY MPEAMETY.

5. Hugposvie Texnonocuu: Escape ROOM yacTo UCHONB3YIOT HU(POBBIE UH-
CTPYMEHTBI, TaKH€ KaK OHIalH-1aTGopmbl, QR-KOIbI, MOOUIBHBIE MPUIIOXKE-
HUS U T. [I., 4YTO CHOCOOCTBYET Pa3BUTHUIO HU(PPOBBIX KOMIIETEHIIH.

Nurterpanust Escape Room B yueOHBIN mpoiiecc MO3BOJSET JOCTUYD CIEAY-
IOLIUX 1eJIeH B pa3BUTUU LU(PPOBBIX KOMIETEHIIUMI:

— pa3BUTHE HABBIKOB MOMCKA U aHayn3a uHpopmanuu: 3anauu Escape Room
4acTo TpeOyIOT MoMcKa HHPpOopMau B HU(PPOBBIX UCTOYHUKAX, YTO Pa3BUBAET
yMeHHe 3(pPEKTUBHO UCHOIb30BaTh NOUCKOBBIE CUCTEMBI U KPUTUYECKH OLICHU-
BaTh HalJICHHBIC IaHHBIE;

— pa3BUTHE HaBBIKOB PabOTHI C HU(POBBIMU MHCTPYMEHTAMU: B XOJI€ UTPHI
CTYJIEHTbl HCTIOJIB3YIOT Pa3IUYHbIE U(PPOBbIE MHCTPYMEHTHI, TAKHME KakK OH-
JalH-KaIbKYJISTOPHI, PEAAKTOPhl U300pakeHUM, MmIaT@opMbl JIJIi COBMECTHOM
paboThI, YTO CIIOCOOCTBYET OCBOEHUIO 3TUX UHCTPYMEHTOB,;

— pa3BUTHE HABBIKOB LHU(POBOro TBOPYECTBA M COAEPM AHUSA: HEKOTOPHIE
3a/layd MOTYT MOTpeOOoBaTh CO3aHus UU(POBOrO KOHTEHTA, TAKOTO Kak Ipe-
3€HTAllMM, BUJICOPOJIUKUA WIN UHPOrpaduKH, YTO pa3BUBAET YMEHHE F€HEPUPO-
BaTh U 3(p(PeKTUBHO nepenaBaTh HHGOpMALIHIO B IU(DpOBOM popMmarte;

— Ppa3BUTHE KPUTUYECKOIO MBIILJICHUS B IIU(PPOBOM HpocTpaHcTBe: Escape
Room tpelyeT OT CTY/IEHTOB aHAIU3UPOBATh HH(POPMAIIHNIO, BRISIBISATH 3aKOHO-
MEPHOCTH U MPUHUMAThH PELIEHUS], YTO CIOCOOCTBYET Pa3BUTHIO KPUTHUECKOTO
MBIIUIEHHS] B LU(PPOBOM KOHTEKCTE;

— pa3BUTHE HABBIKOB 0€30MaCHOI0 MCIIOJIb30BaHUs IUPPOBBIX TEXHOIOTHUI:
B HEKOTOPBIX CLEHapusax FEscape ROOM MOXHO HWHTErpUpPOBATH 3aJaHMS,
HaIpaBJeHHbIE HA TOHMMAaHUE OCHOBHBIX MpaBuJ KHOEpOE30MacHOCTH U 3alllu-
ThI IEPCOHANBHBIX JAHHBIX;

— TOBBIIIEHUE HU(PPOBOW TPAMOTHOCTH B LEJIOM: CHUCTEMATHUYECKOE HC-
nosib3oBaHue Escape Room B yueOHOM mporecce crnocoOcTByeT (GpopMupoBa-
HUIO KOMIUIEKCHOM HHU(PPOBONM TI'PAMOTHOCTH, HEOOXOAMMOHN MJid YCHEUTHOU
po(ecCUOHANBHOM IESITEIBHOCTH B COBPEMEHHOM MHUPE.
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s apdextuBHoit nHTEerpanuu Escape ROOM B y4eOHBIM mpoliecc mpemno-
JABATEJISIM CJEeAyeT NIPUAECPKUBATHCA CACAYIOIINX PEKOMEH AL

1. Onpenenenwne nenei 00ydeHus: 4eTKO CHOpMyYTUPYHTE, Kakue IUpPOBBIC
KOMITIETEHIIUH Bbl XOTUTE Pa3BUTh Y CTYJIEHTOB ¢ TOMOIIbI0 Escape Room.

2. Pa3pabotka cueHapus: paspadoraite crieHapuii Escape ROOm, KOTOpbId
OyJZIeT COOTBETCTBOBATH LIEISIM O0YUYEHUS U YPOBHIO MOATOTOBKH CTYACHTOB.

3. Brei6op mnardopmel: Beibepute moaxoasinyo miatGopMy Juis IpoBese-
Hus Escape Room (peanbHas Wi BUPTyaibHas). Y UUTHIBAWTE TOCTYMHOCTh He-
00XO0JIMMBIX HHCTPYMEHTOB U PECYPCOB.

4. WaTterpamusi ydueOHOTO MaTepualia: WHTETpUPYHTE Y4eOHBIM MaTepua
B 3a7a4u Escape ROOm TakuM 00pa3om, 4TOObI €ro MPUMEHEHHE CIOCOOCTBOBA-
JI0 TOCTH>KEHHIO YUYE€OHBIX LEei.

5. ObecnieueHre TEXHUYECKOW MOAJIEPKKHU: 00ecreubTe HEOOXOUMYIO TEX-
HUYECKYIO MOANEPAKKY JJIs CTyI€HTOB BO BpeMs IpoBeaeHus Escape Room.

6. OneHka pe3yJibTaToB: pa3padoTaliTe CUCTEMY OLICHKU PE3yJIbTaTOB yda-
CTHSl CTYIEHTOB B Escape ROOm, xoTopasi OyJeT y4YuThIBaTh HE TOJBKO yCIHEI-
HOCTb MPOXOXKIACHUS, HO U TPUOOPETECHHBIC 3HAHUS M HABBIKH.

7. Pednexcus: npoenute peIekCuIo co CTYASHTaMU TOCIE MPOXOKIACHUS
Escape Room, o6CyiuTe BO3HUKIIIME CIOXKHOCTU U YCIEIIHbIE CTPATETUN.

Oo6pazoBatenbHbie Escape ROOM 001a1a0T 3HAYUTENBHBIM MOTEHIIMATIOM
JUISL pa3BUTUA HUQPPOBBIX KOMIETEHIMN y Oyaymux crenuaiuctoB. WMrposoit
dbopmar, UHTEPAKTUBHOCTh U BO3MOKHOCTh MPAKTUYECKOTO MPUMEHEHUs 3Ha-
HUHN JENa0T 3TOT UHCTPYMEHT 3(PPEKTUBHBIM JOMOJTHEHUEM K TPAAUIIMOHHBIM
MeToJiaM 00yUYEeHUS.

JlanpHelIe ucciieIoBaHus B 3TOM 00J1acTh MOTYT ObITh HaPaBJICHBI Ha:

® pa3pabOTKy HOBBIX METOJUK MHTErpanuu Escape ROOM B paznuyHbie 00-
pazoBaTebHbIE IPOrPAMMBI;

® OIICHKY JOJTOCPOYHOIO BIUSHUS UCTOIb30BaHus Escape ROOM Ha pa3Bu-
THE U(DPOBBIX KOMITETECHIIHI;

e ananTanuio Escape ROOM k moTpeOHOCTSAM pa3IUYHbIX TPYIII CTYACHTOB.

Takum 00pa3oM, HcHoJib30BaHHE OOpazoBaTeIbHbIX Escape ROOM B Bbic-
eM 00pa30oBaHUU SIBISIETCS MEPCIEKTUBHBIM HAMpPaBJICHUEM JJIS MOBBIILICHUS
1M(pPOBOI TPaMOTHOCTH U MOATOTOBKHA KOHKYPEHTOCIOCOOHBIX CIELUATUCTOB,
TOTOBBIX K BbI30BaM IIU(POBOI SMOXH.
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