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Annotation. The article deals with perspective development of the technology of electronic educational resources in
the learning process of the technical university. Suggest ways to integrate gaming technology into the educational
environment (Gamification), introduction of interactive elements into the video lectures. Attempt to forecast the

possible structure of the virtual educational environment.

Jus Toro 9To061 00ecTIeYnTh peaan3annio O0Oy4eHHsI B AIIEKTPOHHOH (opMe — a 0e3 3TOro B HACTOSAIIEE BpeMs
00OWTHCHh YK€ HHKaK He yAaéTcsi — HeoOXOIMMO OBUIO pa3paboTaTh ANEKTPOHHBIE 00pa3oBaTeIbHBIE PECYpPCHI,
JIOCTYIHBIE TUCTAHIHMOHHO. EXeropHo, Ha MPOTSDKEHWH BCEro MOYTH JBAJLATHIIETHErO Heprojaa Oyma pa3BHTHS
ANIEKTPOHHBIX 00pa30BaTEIbHBIX MAaTEPHAIIOB, Pa3padaThIBaINCh 3HAYUTEIHHBIE 00BEMBI AIEKTPOHHOTO KOHTEHTA.
B o0meit mMacce Takux pecypcoB s Obl BBIACTWI TPU OCHOBHBIX THIIA: BHICOMATCpPHUAIbl, KOMIIBIOTCPHEIC
CUMYJIATOPHl U TPECHAXEPHI, IIEKTPOHHBIC TOKYMEHTHI. KaKIpli M3 HUX TPOMIEN MOJTHHA TYyTh Pa3BUTHA M
COBEPIIICHCTBOBAHUSI, MPEKAEC BCEro, TEXHHYCCKUX CPEJCTB MPOU3BOJICTBA M OCOOCHHOCTEH peau3aluu.
OOpasoBarenbHble BHACOMATEpHAalbl, BIPOYEeM, Kak M BuaeodopmMar B LEIOM, «HAPACTHIM» METAlHMKCENN
3HAYUTEIBHO YJIYUIIMB Ka4eCTBO KapPTHUHKH, BBIIIE]T Ha YPOBEHb NpakTH4YecKo# peanmzanuu ¢opmar 3D. Beut
paspaborat psi GopMaTOB U TEXHOJIOTHH, TO3BOJISIONINX CPABHUTEIBHO JIETKO pa3MellaTh U UCIOJIb30BaTh BUIEO B
Unreprere. KommbloTepHbIE MpPOrpaMMbl PEAM30BBIBABIINE PA3HOTO pOJa TPEHAKEDPHL, SK3aMEHATOPBI U
BUpPTYyaJIbHBIC JTabOpaTOpHBIC paObOThl TPAHCHOPMHUPOBATUCH B TPEXMEPHBIC HHTCPAKTUBHBIC BUPTYAILHBIC MOJICIH
nabOpaTOPHBIX YCTAHOBOK. Peamu3oBbiBas y4eOHBIC MaTephalbl B BHIC JIICKTPOHHBIX JOKYMCHTOB, MBI
UCITIOJIB30BAIH YEPHO-OENbIC CKAaHBI, JJICKTPOHHBIC YYCOHWKH B BHJC KOMITBIOTCPHBIX MPOrPaMM, W, HAKOHEII,

QJICKTPOHHBIC THIICPTECKCTOBBIC JOKYMCHTHI C BHe,Z[péHHI)IMI/I MyHLTHMeHHﬁHLIMH QJICMCHTaAMH.

B wnTore mbl HabMIOMAEM T.H. «TOPH30HTAIBHOE» PAa3BUTHE IIEKTPOHHBIX 00pa30BaTENbHBIX PECYPCOB, OCHOBHBIM
OTIIMYUTEIHFHBIM TIPH3HAKOM KOTOPOTO SIBISCTCS YCTOWYHMBEIM POCT OOBEMOB (hailmoB-HOCHTENEH BCIIECICTBHUE
yAydIIeHUS] KadecTBa «KAapTUHKW» W BHEIPEHHWS MeanaMaTepHaioB, wucmonbs3zoBanue 3D-momemeit. Her, s
HHUCKOJIBKO HE X04Y YMaJATh MPOM3OIIEAIINE JOCTIKEHH, TeM 0oJiee YTO OCIapuBaTh UX ObUIO ObI, 0 MEHBIIEH
Mepe, HepasymMHo. Ho, 51, Bcé-Taku, mpejiararo 3agyMaTbcsl O KaYeCTBEHHOM CKauke — JBUIKEHUH B BEPTUKAIbHOU
IUIOCKOCTH — B TEXHOJIOTMM KOHCTPYHWPOBAHHUS OJIEKTPOHHBIX O00pa3oBaTENBHBIX PECYpPCOB M HMX MecTe B

OJICKTPOHHOM 06pa30BaTeJ'ILHOM IMPOCTPAHCTBE, O TCXHOJIOTUU «BUPTYyaJIU3aALUN» 06yqaeMoro.

Ha wmoit B3mman, mpoOmemMa MHOTHMX M MHOTHX OOpa3oBaTeNbHBIX PECYpCOB B TOM, UTO OHH 3a4acTYIO

BOCTIIPHHHMAIOTCS JTHOO KaK TPEISATCTBHE (dK3aMeHaTop, JabopaTopHoas paboTa W T.IL.), 4Yepe3 KOTopoe



HE00X0IUMO TiepedpaThes, MO0 KaK OJHOCTOPOHHUM NMOTOK HH(pOpMarmu (BUACONCKITHS, BUACODHUIHM, YISOHHK),
BOCIPUHHUMATh KOTOPYIO YK€ 4epe3 AECSTOK MUHYT CTAHOBHTCS TsDKesno. Kpome TOro, CTyneHT, 0Oydaroluiics

JUCTAHIIMOHHO, BUOUT ce0st OHUM B ITOJIC BOMHOM IIPOTHUB BCEr'0 3TOT'O MacCUBa y‘{C6HBIX MaTepuaioB.

COBpeMeHHLIe TCHACHU U PA3BUTUA IJICKTPOHHBIX 06pa30BaTeJ'II)HI>IX PECypCOB JICKAT B obnactu conuaaM3anuu
KakK 06pa30BaTeJ'H;HOI‘O KOHTCHTA, TaK H SHGKTpOHHOﬁ O6pa30BaTeJ'ILHOﬁ Cpeabl B LEJIOM. HeO6XOHI/IMO
BOCIpUHUMATDH O6pa3OBaTeJ'H)HLIe PECYpPChbl HE TOJBKO KakK H3yqaeMbIﬁ Marepuajl, HO U Kak IlPICKyCCI/IOHHI)Iﬁ, KakKk

IUIOIIAAKY JJIsd COBMECTHOM paGOTLI " B3aUMHOT'O OGCy)KHeHI/Iﬂ.

Kakmm 06pa3oM 3TO BO3MOXKHO peayn30BaTh MPAaKTHUECKH? YXKe celdac CyImecTBYeT LENbIH Pl TeXHOJOTHH,
IpUIEéM TEXHOJIOTUH HE TOJNBKO B TEXHHYECKOM KIIIOYE, KOTOPHIE MO3BOJIAIOT €CIM HE MOJHOCTBHIO JOOHUTHCSH, TO
3HAYUTEIbHO NPUOMM3UTHCA K yKa3aHHBIM [ensM. Hampumep, BUmeomarepuaiaM, Ha MOH B3IJISA OTYasHHO HE
XBaTaeT DJIEMCHTA WHTEPAKTHBHOCTH, BO3MOXKHOCTH TOCTPOCHHE HEITMHEWHOW CXeMbI IpocMoTpa. HeoOxomammo
00eCTeYnTh BO3MOXKHOCTh BO3JICHCTBUS 3pUTEIS HAa PA3BUTHE CHOKETA HA SKpaHE, JaTh €My BO3MOXKHOCTh «BECTH
JINAJIOr» KaK C BHPTYAJIbHBIM JIGKTOPOM, TaK M C OCTAJIBHBIMH 3PUTCISIMA BUACOJCKIMH. HeoOXoaquMo akTHBHO
pa3BUBaTh U BHEJAPSTH B IPOIIECC MOJArOTOBKUA 00Pa30BATEIBHBIX PECYPCOB TEXHOJIOTUH «MHTCPAKTUBHOE BUICO» U
«TUTEepBUCO». BupTyansHbIe 1abopaTopHBIE SKCIEPUMEHTHI, KaK 3TO pealn3yeTcs B OYHOH (opme, TOKE MOTYT
MPOXOINUTh COBMECTHO, HECKONBKAMH IUCTAHIMOHHBIMH YYaCTHHKAMH B €IUHONH WMHUTALMOHHOW BHPTYaIbHOM
cpene. [Ipu >ToM OJHMM W3 YYaCTHHKOB TaKOH COBMECTHOW pabOTHI MOXKET OBITh M TPENOAaBaTeNb — B KaUuecTBE
HaOmo#aTeNns WM KOHCYNbTaHTa. TakuMm oOpazoMm, oOydeHHe TpaHCPOpMHpYETCS B HEKYIO Cpeay OOIIeHHS,
MPE3CHTAIMIO COOCTBEHHBIX JIOCTHIKCHUH U, COOTBETCTBEHHO, OTIPEACICHHYI0 (OpMY KOHKYpeHIuH. [Ipu 3Tom st
KXKJIOTO U3 YYaCTHHKOB (POPMHPYETCS €ro MHIUBHUIyalbHasl BUPTyadbHAs MOJCIb 3HAHUN, KOTOPAs HCIOIb3yeTCs

smart-cucteMoii A1 opraHu3aly y4eOHOro mpoiiecca.

He npaBna i, moceananii ab3ai 4eM-To HAIOMUHAET ONHMCAHKNE OH-TAHHOBON KOMITBIOTEpHOI Hrpbl? CoBepIIeHHO
cnpaseuBo. 'eiiMndukanus — NpUMEHEHHE MOIXO0/I0B, XaPAKTEPHBIX JUII KOMIBIOTEPHBIX WTP AJISI HEUTPOBBIX
MIPOIIECCOB — BOT COBPEMCHHBII TPEHA HE TOJIBKO B OOPa3OBaHUM, HO M B IIOCTPOCHUHM KOPIOPATHUBHBIX
OpTaHU3aIMOHHBIX CTPYKTYp. HexoTopsle U3 nepedrcaeHHbIX TEXHOIOTUM, B YaCTHOCTH «MHTEPAaKTUBHOE BUIEO»,
«UMUTAIMOHHAsI BUPTYyallbHAasl CPEAa» aKTUBHO pa3padaThIBAIOTCS M PEaTn3yrOTCs B TOMCKOM HOJMTEXHUYECKOM
yauBepcurere (L[eHTp 3JeKTpOHHBIX 00pa3oBaTeNIbHBIX pecypcoB). JleMOHCTpalMoOHHbIE MaTepHalbl IEHTpa

JOCTYIIHBI JJIs1 O3HAKOMJICHHs B cepBuce Youtube (https://www.youtube.com/user/CDTEER).
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