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Annomayusn. Paccmampusaemces paspabomra u anpooayusi MemoouKu 2eumuduyuposan-
HO20 0bpazosamenvbHo20 mapagona s maccosozo ooyuenus IT-unocenepos pabome ¢ Bl-
UHCMPYMEHMAaMU Npu 02PAHUYEHHbIX pecypcax. Ycmanoeneno, umo coyemanue uzpogvlx
MeXaHuK, UHMepP8aIbHOU CIMPYKMYpPbl U KOLIEKMUBHO20 0OMEeHa 3HAHUAMU obecneyugaem
8bICOKYIO MOMUBAYUIO U NPAKMUYECKYIO Pe3yIbmamueHocms. /lanHvle 6b1600bl 6epuguyu-
POBaHbL IKCRepUMEeHMAalbHbIM nymem Ha evibopke uz 80 cneyuanucmos npodemoncmpupo-
8a1a CHUMCEHUe YUCIA OWUOOK, pOC Ka4ecmea aHAIumudeckux apmegaxmos u ¢opmu-
POoBaHue eOuH020 KOCHUMUBHO20 NPOCMPAHCMEA 8 OPSAHUZAYUU.
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Abstract. The article considers the development and testing of a gamified educational mar-
athon methodology for mass training of IT engineers to work with BI tools with limited re-
sources. It is established that the combination of game mechanics, interval structure and
collective knowledge exchange provides high motivation and practical productivity. These
conclusions were verified experimentally on a sample of 80 specialists and demonstrated
a reduction in the number of errors, an increase in the quality of analytical evidence, and
the formation of a unified cognitive space in the organization.
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BBenenue. CoBpeMeHHBIN 3Tan 1udpoBor TpaHchopMalyu 00yCIOBINBAET HEOO-
XOJUMOCTb YCKOPEHHOTO (POPMHUPOBAHUS KOMITETEHIIMN Y CHEIMaINCTOB B 001acTH
aHaJM3a U MHTEpIpEeTallMy JaHHBIX. B ycioBusax pactyiero oobema uHpopmaiiu
W YCIIO)KHEHHSI MHCTPYMEHTAIBHBIX CPEJICTB AHAIMTUKU JAHHBIX TPAJIUIIUOHHBIC
(opmbl 00ydeHHUsT (JIEKIIMOHHBIE KYPChl, CEMHHAPHI, OYHBIE TPEHUHITH) JEMOHCTPH-
pPYIOT OrpaHu4YeHHYIO 3()()EKTHBHOCTH BCIEACTBHE BBICOKOW PECYPCOEMKOCTH H
HHM3KOTO YPOBHSI MOTHBAI[MOHHOTO BoBJeueHus [1].

Bosee TOro, B 0T€4€CTBEHHOM MPAKTUKE PUKCUPYIOTCS TPYIHOCTH, CBSI3aHHBIE
C KOTHUTHBHBIMHU H TICHXOJIOTUYECKIUMH OapbepaMH BOCIPUSATHS WHHOBAIIMOHHBIX
TEXHOJIOTHH, YTO CHIDKAET TEMITBI HX BHEIAPEHUS B KOPIIOPATUBHYIO cpey [2].

B 3T0if CcBsI3M 0CcOOYI0 aKTyaJbHOCTb MpHOOpeTaeT pa3paboTka METOJUK,
o0ecreynBaronMX MaciTabHOe M Pe3yJbTaTUBHOE OOy4YEHHE MPH MUHUMAIbHBIX
U3JIEpP’KKaX OpraHU3alMOHHOTO U KaJpOBOT0 XapaKTepa.

Metoabl 1 MaTepuajbl; pe3yiabrarhl. [Ipennaraemplii moaxon Oazupyercs
Ha KOHIIEMIMU TeUMUUIIUPOBaHHOTO oOpa3zoBaTeabHOr0 Mapad)oHa, MpeacTaB-
JISTFOIIETO COOOM UTUTENbHBIN MOATAMMHBIN IUKII OCBOCHUS MPAKTUICCKUX HABBHIKOB
C MCII0JIb30BAaHUEM HTPOBBIX MEXaHUK.

KiroueBble 371EMEHTH METOJAMKH BKJIIOYAIOT WHTEPBAIH3AINIO 00pa30BaTEIb-
HOTO TMPOIECCa, MPUMEHEHUE CUCTEM OaUIbHOW OIEHKH, PEUTHHTOBBIX MEXaHU3-
MOB U TMOOILIPUTENBHBIX CTUMYJOB, a TaKXe OPraHH3aIUI0 TOPU30HTAIHLHOTO
oOMeHa 3HaHUSIMHU B TipodeccuoHaIbHOM coobmecTBe. [lomoOHas cTpykTypa mo3-
BOJISICT CHU3UTh KOTHUTUBHYIO HArPy3Ky, MOAJIEPIKUBATH BEICOKUN YPOBEHb MOTH-
BallMM 3a CYET COPEBHOBATEIHLHOCTH U (POPMHUpPOBATH ycTOHYHMBBEIE Mpodeccuo-
HaJIbHBIE KOMIIECTCHITUH.

3apyOe)kHbIe SMIMPUYECKUE UCCIIECAOBAHUS JEMOHCTPUPYIOT, YTO MHTETPaLUs
reiiMu(UKanuy B KOPIOPAaTUBHBIE MTPOrPAMMBI CIIOCOOCTBYET POCTY BOBJICYEHHO-
cti 1 3 pekTuBHOCTH 00yuenus [3], mpu 3TOM TOMUEpPKHUBAETCS HEOOXOIMMOCTD
ydera OTpaHMYCHHWH ITaHHOTO TIOJXO/a, CBS3aHHBIX C I(PQPEKTOM MPHUBBIKAHUS
Y CHIDKEHUEM BHYTPEHHEW MOTHBAIIMHM NpPH W30BITOYHOM AKIIEHTE HAa BHEIHUE
crumyisr [4].

JlaHHBIC BBIBOJIBI BEpUPHUIIUPOBAHBI SKCIIEPUMEHTAIBHBIM ITyTEM Ha BBIOOPKE
u3 80 cOTpyTHHKOB B TEUCHHME YETHIPEX MECSIIEB, MOKa3ana MOJ0XKHUTEIbHYIO JTH-
HAMUKY: KOJUYECTBO OIIMOOK B aHAIUTUYECKUX apTedaKkTax COKpaTUiIOCh Ooiee
uyem Ha 60 %, ucrnonabp3oBaHre MeTanH(POPMAIIMK yBEIHYUIOCH B BOCEMb Pas3, YKC-
7O CHENHAINCTOB, OCBOMBIIMUX MPOJBHHYTBHIE METOABI paOOThI C JAaHHBIMH, BO3-
pocIo moutu BTpoe. JomonHuTeNnbHO 3a)MKCUPOBAHO CHIDKEHUE HATPY3KU Ha WH-
dbopManiioOHHYI0 HMH(PACTPYKTYpPY U YCKOPEHHE YIIPABJICHUYECKHX MPOIEAYD;
pe3yabTaThl aHKeTHpOBaHUsA mokaszand, 4to cBbiie 90 % ydyacTHHKOB MOIOXKH-
TETHHO OIICHWIIN TIPEIOKEHHBIN (popmar.

3akaovenne. Takum o6pa3om, reiMupUIIMPOBAHHBI MapadOH MOXKET OBITH
oxapakTepu3oBaH Kak S()(PEeKTUBHAsS METOMOJIOTHS KOPHOPATUBHOTO OOyUYeHUS,
o0ecrieynBaroiasi COYeTaHUEe MHHHMMAJIBHBIX PECYpPCHBIX 3aTpaT M BBICOKOHW pe-
3yJIbTaTUBHOCTU 00pa3oBaTeNbHOrO Iporecca. Ero BHeIpeHHe CHOCOOCTBYET He
TOJIBKO YCKOPEHHOMY (DOPMHUPOBAHUIO TPOPECCHOHAIBHBIX KOMIIETEHIIHH, HO
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U Pa3BUTUIO €IMHOTO KOTHUTUBHOTO MPOCTPAHCTBA OpraHu3aliu B chepe padboThl
¢ naHHbIMU. [IpakTHueckas 3HaYUMOCTb METOJUKH 3aKJII0YAETCS B BO3MOKHOCTHU
ee MaclTabupoBaHUS HAa HIMPOKUNA KPYyT 3amad HudpoBOil TpaHCcPOpMAaIUH, YTO
MO3BOJIIET pacCMaTpPUBATh JAAHHBIN MOAXO0J B Ka4eCTBE MEPCIEKTUBHOTO HAIpaB-
JeHust B 00s1acTh 00pa3oBaTeabHbIX TexHONorui A U T-unxenepos.
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