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WHHOBALIUU JJIs1 TIPEOJOJIEHUS PA3PBIBA MEXKIY IT-
OBPA3OBAHUEM M | T-UHJYCTPUEN
Cypeymckuil 20cy0apcmeeHHblL nedazoeuyeckKull YHUepcumen,
Iepmckuil 2ocy0apcmeeHHblll HAYUOHATbHBLIL UCCIE008AMENbCKULI
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KiroueBble  cioBa: IT-o0pazoBanne, reiMudUKaIms, crynus,
poOoTOTEXHHKA, M-O0YUICHHE.

Keywords: IT-education, gamification, studio, ralesf m-learning.

AmnnoTanus. THHOBaIMOHHEIE (hOPMEI 1 METOIBI 00yueHHs B cucteme | T-
06pa303aH1/m BBIABJICHBI Ha OCHOBE IIOTOKa HAYYHBIX l'Iy6J'II/IKaIII/II7L Ot
WHHOBAIIUU HAIIpaBJICHbI Ha MPCOAO0JICHUC pa3pbiBa MCIKIAY 06pa3OBaHI/IeM u
TpedoBanusamu | T-uHAYCTpHN.

Abstract. Innovative forms and methods of trainiimgIT-education
system were revealed on basis of flow sciengifiblications. Innovations
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are aimed on minimizing the gap between educatimh requirements of
IT-industry.

[TotpebHocTs B BBICHIEM OOpazoBaHmu ObIcTpo pacteT: kK 202Q. nBe
TpeTH BceX paboumx MecT OyayT TpeOoBaTh HaJIW4YME BBICIIETO
oOpazoBanust. HpIHemHss cucTeMa BbICHIEr0 00pa3oBaHHMS HE MOXET
YIOBIETBOPUTH 3Ty IOTPEOHOCTh BO MHOTHX obOnactsax. Hampumep,
KOJIMYeCTBO paboumx MecT B mporpamMmHoil umkenepun ([THN), kak
oxunaercs, Oyner pactu ObIcTpee, YeM JAPYrux padodyMX MECT B TCUCHHE
CIIEAYIOIETO JCCSITUIICTHSI.

IMosToMy aBTOpamMu ObLI  NPOAHATU3MPOBAH MOTOK  HAYYHBIX
nyOonuKanuii 1o Tematuke OOpa3OBaHHS WHXXCHEPUH MHPOrPaMMHOIO
obecrieuennss (OUIIO) B 1eabl0 BBISBICHUS WHHOBAIMOHHBIX TPEHIOB B
MOJIX0JaX, METOAaX M TEXHOJOTusX oOydeHus. B Haimiem wuccienoBaHHn
ObLTH MIPOaHATHU3UPOBAHEI Hay4HO-HCCIIEI0BATEIILCKIE paboTsl,
onyomukoBanHele B 2010-2014r. w pa3sMemieHHbIE B BEIYIINX
JIEKTPOHHBIX IM(POBBIX OMOMMOTEKaX. B  Tabmume mpencTaBieHbI
pe3ynbTaThl  MOWCKOBBIX  3ampocoB  “«education» and  «software
engineering»".

AHanu3 TOTOKAa MyONUKAIMi IOKa3bIBaeT, YTO 0OJee TPETH HaydHO-
HCCIEeI0BATENBCKUX paboT (37%) mocBsIIeHsl MpodieMaM B 00pa3oBaHUU
MPOTPaMMHBIX HHXEHEPOB.

Tabnnna- Pe3ynbraTsl mMoMCcKa MEPBUYHOTO MCCIICTOBAHUS

06mee KOJIM4YCCTBO B KomunuectBo PEIEBAHTHBIX
bubmuoreka WUCCJICIOBAHUU HUCCICAOBaHUN
IEEE Xplore 1022 56
ACM Digital Library 381 12
SpringerLink 71 3
ScienceDirect 46 1
Bcero 1520 72

K HuUM oTHOCAT paspbeiB Mexay |T-oOpasoBaHHeM ¢ OfHOW CTOPOHBI U
TpeOoBaHMSAIMHM TpakTHKM U |T-uHOyCTpM C Jpyrod, a Takxke
HEOOXOAMMOCTh YCWJIEHHsI TPOEKTHOW COCTaBisIolled B mporecce
oOydenus. VYka3aHHbIE NpOOJIEMBI 3aTparkBalOT B MEPBYIO oOdepelb
MOATOTOBKY crenuaiuctoB no [IM, obnacte AesSTeNbHOCTH KOTOPBIX
HAXOJWTCS HA CTBIKE KOMIIBIOTEPHBIX HAYK U HHXKCHEPHH B I[EJIOM.

ABTOPHI MOJIATAIOT, YTO 3TH e MPOOIIEMBI HE MEHEe XapaKTePHBI U IS
00pa30BaHUs CTYACHTOB II0 HAMPABJICHUIO MOATOTOBKU «KOMITBIOTEpHBIC
Haykm». IlodTOMy paccMOTpUM TpenoXKeHHs, MPEACTaBICHHBIE B
pe3yibpTaTax HayYHO-HCCIIEIOBATENFCKUX padoTax aHAIU3UPYEMOTO HaMHU

MOTOKA MyOJIUKAINH:
189



1. coBpeMeHHbIE TTOAXO0/bI, HAaNpaBIeHHBIC HA ycTpaHeHue poduem | T-
obOpazoBaHus,

2. MHHOBAIIMOHHBIE (DOPMBI, TEXHOJIOTHH M METOJbI O0YUEHHS B CHCTEME
IT-o6pazoBanus.

IMoaxomsl, IPUMEHsIEMBIE TIPU MOAr0TOBKe | T-crenuanucTos.

Jus cOmmxenust cucremsl  |T-oOpasoBanmst u | T-unmyctpum,
HCTIONB3YIOTCS TaKUE TTOIXOIbI,

1. Industry-Based Learning (IBlgomxom ¢ opueHTarmeil Ha 3a1a4u
UT-unnycTpun);

2. Project-Based Learning (PjBL,npoekTHO-0pHEHTHPOBAHHBIN

MOJXOM);

3. Problem-Based Learning (PBLipoGieMHO-OpHEHTHPOBAHHBIN
MOJXO);

4. Practice-Based Learning (PcBLipakTHKo-OpHEHTHPOBAHHBIN
MOJIXO/).

Bce oTu mopxofpl B Golblieil MM MEHBLIEH CTENCHH IPEIIONaraioT
BBIIIOJIHCHHE TIPOEKTHOM JEATENbHOCTH Kak OCHOBBI HPHOOPETEHUS
NPaKTUYECKUX  HABBLIKOB M (DOPMUPOBAHHMSA  MPOPECCHOHATBHBIX
KOMIICTEHI[HI [yTeM [PUMEHEHUS] METOAUK O0ydeHHs, 0a3sUpYIOIIUXCs Ha
OIBITE IPYTMX WHXKEHEPHBIX JUCIMILUINH, paboT B KOMaHIaX C y4acTHEM
CTYICHTOB pPa3IWYHBIX CTPaH, HCIOJIB30BAHUS MOJEIH OLCHKH 3HAHHM
CTYICHTOB Ha OCHOBE DPCabHBIX PHIHOYHBIX TMPAKTHK JUISI KOHKTPETHOTO
poiEka IT—ycayr u 1.1, Baxdeimas poib TpH 3TOM PHHAUICKHAT
BeImoJIHeHMI0 «Capstone project» akTuBHOMY wHcHonb30BaHuio Agile-
METOIOJIOTHH.

[To muenmo crenuanucToB |T—wHAYCTpUH HEOOXOTUMBIH ypPOBEHB
TOTOBHOCTH BBITYCKHUKOB HAMpPAaBJICHHUS MOATOTOBKH <«IIporpammuas
UHKEHEepHs» ULt paboTsl B | T—CeKTope MOXKET 06ECIIeUUTh CIOHCHPYEMBIi
[POMBIIUICHHOCTBIO JKCIICPUMEHTANIBHBIA TIPOEKT C BBICOKON CTEIEHBIO
Y4aCTHs CTYIAEHTOB.

Oco00 HeoOXOOMMO OTMETHTh Hayano paboT [0 peanu3aluu
MexayHapoaHoid wHuiuatiBel SEMAT (Software Engineering Methods
and Theory), xoropas HampaBjieHa Ha JIMKBUIAIMIO pa3pbiBa MEKIY
TIPOMBIIUICHHOCTHIO, 00pa30BaHWEM M HAYJIHBIMH HCCICIOBaHUIMHU. B ee
paMKax BMECTO TOTO, YTOOBI M3y4aTh PasHOOOPA3HBIN CIEKTP METO/IOB
paspabotku I1U, oxunmaercs GopMHUPOBaHHUE y CTYACHTOB HOBOTO CIIOCO0a
MBIIUICHAS.  JJIsI  PA3NUYHBIX METOJIOB W IOAXOMOB  pa3paboTKH
nporpaMmHoro obecreyenus [1].

VHHOBAIIMOHHBIE METObI, ()OPMBI ¥ TEXHOJIOTHH OOYYEHHUSI B CHCTEME
IT-o6pa3zoBanus.

1. leitmucukanus (gamification) o6yuenus [2].
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VMuTtanvoHHble OHJAHH Wrphl MPHU IOATOTOBKE |T—creruanucToB
PEKOMEHAYIOTCS K UCTIOJIb30BAHHIO:

- mast GOPMHUPOBAHUSI «BBIYUCIMTENLHOTO MBIIUICHHS» U 00y4YeHUs
KOHIIEMIUSIM POTPAMMHOM HHXeHEepUH (IS HAYMHAIOTIHX);

- TOpH BBINOJHEHWM MPAKTHYECKUX 3aJaHUil B  IUCIHUIUIMHAX,
MOCBAIICHHBIX PA3JIMYHBIM JTanaM JKM3HCHHOTO LHKJIA MPOrPaMMHOIO
obecrieueHus: 0T cbopa TpeOOBaHHMIl M aHANU3a O KOJAUPOBAHHS MPOCKTA
€ro TeCTHPOBAHMUS;

- IPH BBIMOJHEHUH PAKTHYECKOTO MPOEKTA.

[MpakThyeckass HaMpaBJICHHOCTh OOYYCHUS] CUYHTACTCs OJHUM U3
OCHOBHBIX TpeOOBaHUIl y4eOHBIX MPOrpaMM MO0 KOMIIBIOTEPHBIM HayKaM.
ITosTOMYy HaBBIKH, TPHOOPETEHHBIE TMPHU CO3JAHUM TPOCKTOB U
MPaKTHYECKOro 00y4eHHsl, BOCTpeOOBaHbI Ha phIHKe Tpy/da. Kak Bapuant
NPUKIIHOTO MeToJa B 00pa3oBaHMM HMHXXEHEPHH MHPOrPaMMHOIO
obecrieueHHst UCTIONBb3YeTCsl pa3paboTKa MPOEeKTa UTPOBOTO YPOBHs. B aTom
cllydae TONyYeHHEe MPAKTHISCKOTO OMbITA MPOHCXOJUT IMyTeM OO0y4YeHHs
CTYOCHTOB BHE ayJIWTOPUH B KOMAHAHOM TIPOEKTe MpH pa3paboTke
BUneourpsl. OHOBPEMEHHO CTYICHTHI MPUOOPETAIOT U3 MEPBBIX PYK TaKOi
OIBIT KaK paboTa B KOMaHAE TSl TOCTH)KCHUS SAUHOM LICIH.

2. O6yuenue Ha ocHoBe Crynuu (Sudio-Based Approach) [3].

B kOHTeKCTe MHIMBUAYaIH3alUH TOATOTOBKHU CIIELUAIMCTOB BHICOKOTO
ypoBHA B |T—00pa3oBaHWW TIpeajiaraeTcsi HCIIOJIb30BaTh METOIUKY
00y4eHus] Ha OCHOBE CTyJHU. TEepMHH «CTyIUsI» TPAKTyeTCs Kak MOHSTHE,
aKTHBHO HCIIOJIb3yeMOE B HCKYCCTBE M AM3aiiHE AJIsl WHIAWBHIYalbHOTO
yuenus. «Ctynus» B IT—o0pa3oBaHNN MOHUMAETCS KaK (PU3UUECKHHA <«IOM>
JUIl  CTY[JEHTOB C MpPOOJIEMHO-OPUCHTHPOBAHHBIM ¥ OCHOBAaHHBIM Ha
B3auMHOM (peer-based)obyuennun u HacTaBHHYECTBE MPOHECCOPCKO-
MPEnoJaBaTeNbCKOTO COCTaBa, a He Ha (POPMATTbHBIX JICKIIHX.

3. O0yueHue Ha 6a3ze pOOOTOTEXHUKH.

Ota wMeroaumka OoOyYeHHs TpeIaraeTcsi Kak WHCTPYMEHT JJis
BOCCTAHOBJICHHUS] BEPTHUKAIIN TPUAJIBI WIIKOJA — BY3 — HHAycTpusi». Tak npu
nedumpre B ['epMaHMM  MOTEHIMANBHBIX  CTYIEHTOB, HMEIOIINX
kBannpukanuo  MINT (B obmacth  MaTeMaTukd, HH(MOPMATHKH,
€CTECTBEHHBIX HAyK M TEXHHKH), ImpoekT Robot Systemsmnpussan
o0ecreunTh MPEeMCTBEHHOCTh MEXIY CpeIHel IIKOJOW ¥  BBICHIMM
0o0pa3zoBaHueM, B IEPBYIO OUepe/lb, TEXHUUECKHM.

STEM-o6pasosanne  (science, technology, engineering and
mathematics) siBnsieTcst BaXKHOM WHHMIMATHBON JUIS MOOIIPEHUS MOJIOJIBIX
CTYICHTOB, YTOOBI pa3BHBaTh TPEOYEMbIC HABBIKH, YTOOBI MPEYCIETh B ATHX
no3unusx. CTyIeHThl, y4acTByIOIMe B TypHupax Tuna First Lego League,
JOJDKHBI TOCTPOUTh M 3alpOrpaMMUpPOBaTh pPoOOTa i BBIMONHECHUS
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OTIPENICNICHHBIX 3a7ad. Takod BHWJ KOMAaHIHOW pabOTHl MpeaocTaBiIseT
BO3MOXHOCTh HAYYHTH CTYICHTOB TPEUMYIIECCTBAM  HCIIOIb30BAHUS
(hopManm3oBaHHOTO  TIporiecca. ITO B CBOIO  OYEpelb  SBIIACTCS
HEOOXOIMMBIM BO MHOTHX IIPOEKTaX IO pa3paboTKe MPOrpaMMHOIO
obecrieueH s M YacTO BCTPEUYaeTCsl B IPOMBIIICHHOCTH.

4. MobunsHoe o0y4enue (m-learning).

Hcnone3oBaHue MOOHJIBHBIX YCTPOHCTB B OOYYEHHH H3MCHUIIO HE
TOJNBKO CHOCOOBI JOCTaBKM y4eOHBIX MATepuajoB, HO U  METOJBI
B3aMMOJICHCTBHS YYacTHHKOB oOpa3oBaTensHOro mpouecca [4]. Dtu
(bakTopbl yuMTHIBACT WHHIMATHBA ICampusS MO CO3MaHUIO MOJICITH
Mobilegogy a1 TpOeKTHpPOBaHMSA — IMPUBJIEKATEIBHOTO  MOOMIBHOTO
yueOHOTO MaTeprana. YKa3aHHas MOJCIb MOCTPOCHA HA OCHOBE CPaBHCHHSI
JKCIIEPUMEHTOB ¢ pecypcamu yHuBepcureTa iTunes (iTU)u xypcoB Tpex
Beaymmx mposaiinepoB MOOCs (MITx, Courserau Udacity). Taxxe
MEPCIIEKTUBHEIM  SBJIACTCS  HANpaBjieHWe WHTerpanuu m-learning ¢
TEXHOJIOTHEH TOMONHEHHO peaibHOCTH (augmented reality).

Hcnonk30BaHWe TEXHONOTHIT MOOWIBHOTO OOYYCHHS MO3BOJISCT
MEePCOHANM3UPOBaTh  mpouecc oOydeHus. [IpuMepoM  HHCTpyMeEHTa,
KOTOPBIA  MOJIEPKMBACT HMHIWBHAYAJILHYIO TPAeKTOPUIO OOydYEHHS,
seisercs mwiatrhopma Adaptive Educational System (AES)unterpanmeit
BUICO JICKIMH, OIEHOK ¥ COIMAIBHBIX KOMMYHHKAIMA C MOMOIIBIO
CPOIHBIX» TIPUJIOKCHUM MOOWIBHBIX YCTPOMCTB. ITH MPUIOKCHUS
TO3BOJITIOT cOOPATh CTATUCTHKY JUIS MOJCIH CTYACHTA O NESTeIbHOCTH H
MpeAnoYTEHUIX obydarommxcs [5].

Takum o0OpazoMm, coBpeMeHHas cucreMa |T-oOpa3oBaHusi uUMeEeT
MIAPOKAI CIIEKTP WHHOBAI[MOHHBIX (OPM, TEXHOJOTHMH ¥ METOIOB
00ydeHHs], WCIONB30BAHUE KOTOPBIX MOXKET O00ECHEeYUTh HOCTATOYHO
YCIIENIHOE pearnpoBaHue Ha U3MeHstoIrecs tpebosanus | T-uumLycTpHn.
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