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TEOPETHNYECKOE OBOCHOBAHUE AJAIITUBHOI'O MOJAYJIA
TEMMU®UKAIIAN HA OCHOBE DEEP KNOWLEDGE TRACING B
APXUTEKTYPE HHTEJJEKTYAJBHOU CUCTEMBI OBYUYEHU S

AHHOTAUA
Cratbs npeacTaBisieT co00i TEOpEeTHIECKOE HCClIeIoBaHre, TOCBAIIEHHOE MpobdieMe
KpPaTKOBPEMEHHOCTH 3(PHEKTOB TPAAUIIMOHHON reiMuuKanuy B CUCTEMaX OHJIANH-
oOpazoBanus. CucremMaTH4eckue 0030phl (DUKCUPYIOT yracaHue IOJOKUTEIbHBIX
abdexToB cTaTuyHOW Telmubukanmuu depe3 4-8 Hemenb B OOJBIIMHCTBE
JIOHTUTIOJIHBIX ~ UccieAoBaHUUA [7, 9], 4YTO OOBSACHSETCS HECIOCOOHOCTHIO
(UKCHPOBAHHBIX WIPOBBIX MEXaHWK OOECIEeUnBaTh WHANBUIYATU3HUPOBAHHYIO
nHQOPMUPYIONIYyI0 OOpaTHYI0 CBsi3b. Ha OCHOBe aHammM3a SMIUPUYECKHUX
UCCIIEIOBAHUM U IBYX TEOPETUUECKUX MOJesel — Teopun camoaeTepmunanuu (SDT)
Deci u Ryan u teopuun noroka Csikszentmihalyi — copmynupoBana u o6ocHoBaHa
runote3a H1 o Tom, 4yTo MHTErpanusi UTPOBBIX MEXAHUK C aJaNTHUBHBIM MOJ00POM
3amanuii Ha ocHoBe Deep Knowledge Tracing (DKT) o6ecneunBaer Oosee
YCTOMYMBOE  MOBBILICHUE BOBJICYEHHOCTH IO CPABHEHUKD CO  CTAaTUYHOU
reiimudukanueil. [Ipeanoxena gopmanuzanus HaAYUCIEHUS OYKOB 4epe3 (PYHKIUIO
npupocta BepositHocTh 3HaHUsA DKT (XP = k - Ap,, roe k — macmrrabupyrommii
Kod(ppuIMeHT, moadupaeMbIii SMIOUPUIECKU 111 KOHKPETHOM MpeIMETHOM 00J1acTH),
KPUTEPUM BBIJIAYU TOCTIKEHUH (pn > 0,85) ¥ pEUTHHT 1O JMHAMUKE MPUPOCTA 3HAHUHN
(rank mo Ap). Pa3paboran nu3aiiH paHgoMH3UpOBaHHOTO A/B-3kcriepumenta mis
Bepu(UKAIIMK THUIIOTE3bl C MHHUMAJIbHOW BbIOOpKOM n > 350 (me menee 175
YYaCTHUKOB Ha TPYIIY) U IPOJOKUTEIBHOCTRIO HE MEHEE 8 HEeNb. DMIUpUYECKas

MIPOBEPKA COCTABIISIET MPEAMET MOCIEAYIOIIUX UCCIIETOBAHUM.



Annotation

This paper presents a theoretical study addressing the problem of short-lived effects of
conventional gamification in online learning systems. Systematic reviews indicate that
positive effects of static gamification fade within 4-8 weeks in the majority of
longitudinal studies [7, 9], as fixed game mechanics structurally fail to deliver
individualized, informing feedback. Drawing on empirical studies and two theoretical
frameworks — Self-Determination Theory (SDT) by Deci and Ryan and Flow Theory
by Csikszentmihalyi — Hypothesis H1 is formulated and theoretically justified:
integrating game mechanics with adaptive task selection based on Deep Knowledge
Tracing (DKT) produces more sustained learner engagement than static gamification.
A formalization of experience point accrual (XP = k - Ap,, where k is a scaling
coefficient determined empirically for each subject domain), achievement criteria (p»
> 0.85), and a knowledge-gain leaderboard (ranked by mean Ap) is proposed. A
randomized A/B experiment design is developed for hypothesis verification, with a
minimum sample of n > 350 (at least 175 participants per group) and duration of at
least 8 weeks. Empirical testing constitutes the subject of future research.

KarwueBble cioBa: anantuBHas reimudukanus, Knowledge Tracing, Deep
Knowledge Tracing, oumnaitH-oOpa3oBaHue, TEOpHUS CaMOJCTEPMHUHAINH, TEOPHS
MOTOKA, BOBIIEYEHHOCTH O0YYArOIITNXCS.

Keywords: adaptive gamification, Knowledge Tracing, Deep Knowledge Tracing,

online education, self-determination theory, flow theory, learner engagement.

Beeaenne
['eiiMupuKanys — NPUMEHEHNE UTPOBBIX 3JIEMEHTOB B HEMI'POBBIX KOHTEKCTaxX
[6] — LIUPOKO UCTIONB3YETCS B OHJIAH-00pa30BaHUU IS TIOBBIIICHUS BOBICYEHHOCTH.
OnHako cucteMaTuueckue 0030psl GUKCHUPYIOT yracaHue MOJI0KUTENbHBIX 3P (HEeKTOB
reiimu¢ukanum yepe3 4—8 Henenb B OOJBIIMHCTBE JIOHTUTIOAHBIX HCCIIEAOBaHUM [7,

9]. OtevecTBeHHBIE HCCAEAOBATENN TaKKe (DUKCUPYIOT OrPAHUYEHUS W PHUCKHU



npuMeHeHus: redmMudukanuu  06e3  ydu€ta  MHIUMBUIYAIbHBIX  OCOOCHHOCTEH
obOyuarommxcs [1] 1 moguépKkuBaroT, 9TO reiMU(PUKAITMOHHBIC DJIEMEHTHI TTOBBIIIAIOT
MOTHBAIMIO TOJIHKO MIPH YCIOBHH MPABWILHON OpraHu3anuu yaeOHoro mpoiecca [2].

[lenp cTrarbu — TEOpeTHUUYECKH OOOCHOBATH TMIIOTE3Y O TOM, YTO HHTETpALIMS
reiiMuuKanmu ¢ aJanTUBHBEIM ToaOOpoM 3amanuii Ha ocHoBe Deep Knowledge
Tracing (DKT) [10] moTenmmampHO oOecnedynBaeT Ooiee yCTOWYUBBIN d(PdexT
BOBJICUEHHOCTU. JIJIs1 MOCTHIKEHMS 1IEIM pelIaroTcs 3agadu: 1) cucTeMaTu3upoBaTh
PUYHUHBI KPATKOBPEMEHHOCTHU 3(h(PEKTOB CTATUYHON reiMudukannu; 2) 000CHOBATh
Teopetnueckuii MexaHusMm cBa3u DKT ¢ gonrocpodyHoid BOBIEUEHHOCTHIO; 3)
dbopmann3oBaTh KPUTEPUH ATANTUBHOIO HA3HAYEHUSI HArpaj; 4) NpeyioKUTh IU3aiiH
AKCTIIEPUMEHTA ISl MPOBEPKU TUNOTE3bl. OOBEKT MCCIIEIOBAHUS — CUCTEMbI OHJIAMH-
oOyueHust ¢ sjeMeHTaMu revmudukanuu. [IpeaMer uccienoBaHus — MEXaHU3MBbI
ananTuBHON reiMudukanuu Ha ocHoBe mojenu Deep Knowledge Tracing. Merozst
UCCJIEIOBAHMS: TEOPETUUYECKUN aHajdu3 Hay4YHOW JUTEpaTypbl, CPaBHUTEIbHBIN
ananu3z wojener otciaexuBanus 3HaHud (BKT wu DKT), konnenryainbHOe
MOJICJIMPOBAHUE aIaNITUBHBIX UTPOBBIX MEXAHUK.

Hayunass HoBHM3HA: mpemjiokeHa  (opmaiiv3oBaHHasi CBSI3b  MEXIY
aruHamMuueckor wmoxensto 3HaHud DKT wu  kpurepusiMmu  UrpoBbIX Harpami,
o0ocHoBanHas uepe3 SDT u Teopuro nmoToka; pa3padoTaH au3aitH BepuGUIMPyIOmero

A/B-3kcniepuMeHTa.

1. IPUYUHBI KPATKOBPEMEHHOCTHU Y®®EKTOB CTATUYHOM
TEUMUOUKALINN

O630p Hamari et al. [7] mokasam: wu3 14 wuccienoBaHui, H3MEPSABIINX
nonrocpounble  dPGEKTsl  TeMMH(pUKANKA,  TOJOXHUTEIbHBIE  PE3yJbTaTh
noaTBepAuauch iuib B 9. Hanus u Fox [8] B noHrutionnom skcnepumente (n = 71,
OJIUH ceMecTp) 3aUKCUPOBAIIN, YTO K KOHITY Kypca CTYJACHTHI TeHMUGUIIUPOBAHHOM
TPYIIIIBI IEMOHCTPUPOBAIN 00Jiee HU3KYIO0 BHYTPEHHIOIO MOTHBAITHIO U YCIIEBAEMOCTh

M0 CPaBHEHUIO C KOHTPOJbHOU. [lpuumnHa — aemoTuBupyromuii 3pdext Tadmui



JUJEPOB JUISA CTYACHTOB C HU3KHMMHM IO3UIUSMH, BOCIIPUHUMABIINX MEXaHUKH KakK
BHEIIIHUI KOHTPOJIb, a HE TIOJIIICPXKKY.

Teopus camonerepmunanuu (SDT) Deci u Ryan [5] 00BsCHIET 3TOT MEXaHU3M:
BHEIITHUE HArpajibl MOJAPHIBAIOT BHYTPEHHIOK MOTHBAITUIO, €CITU BOCIPHUHUMAIOTCS

Kak KoHTpoiumpyromue. CratnuHas redMuuUKams CTPYKTypHO HE CIIOCOOHA

obOecrieunts WHGOpPMHPYIONTYI0 (GYHKIWIO Harpaa Juisl  BCEH  ayJIUTOPHH

OAHOBPEMCHHO, IMTOCKOJIbKY CI)I/IKCI/IpOBaHHBIC Imoporu HC YYUTBIBAIOT

WHIUBUYAIbHBI ypOBEHb 3HAHUW. YCIOBUA JOJTOCPOYHOU 3(PPeKTUBHOCTU

reiiMu(uKaIm cCUCTeEMaTU3UPOBaHbI B Ta0. 1.

Tabmuua 1 — YcnoBus 1oarocpoynoit 3p(HeKTUBHOCTH TeMMU(PUKALINH, BbISIBICHHbIE

Ha OCHOBE aHAJIM3a JIUTEPATYPhI

YcaoBue OcHoBaHue [MoarBepxkaenue

Harpans!
peaJIbHBIN NIPOTrPECC 3HAHUU

OTPaXKaroT

SDT: undopmupyromas OC
— KOMIIETEHTHOCTH [35]

Hamari et al. [7]: apdexr mpu
3HAYMMBIX KPUTEPUIX

CI105KHOCTh 3aJaHHus

COOTBCTCTBYCT HABBIKaAM

Teopus OanaHc

CJII0’)KHOCTB/HaBBIK [4]

IIOTOKA:

Hanus & Fox [8]: addexT Tonpko
pu BOCIIPUHUMAEMOM

CIIpaBCAJINBOCTHU

W36eranue
JIEMOTHBHPYIOIIETO
CpaBHCHUS

SDT:
KOMITETEHTHOCTH

yrposa
CHIDKAeT
MOTHUBALIUIO [5]

Hanus & Fox [8]: cHuxenue y
CTYJCHTOB c
MO3ULIUSIMU

HU3KUMHU

Bce TpHU YCIIOBHA Tp€6y1-OT WHAWUBUAYAIIN3alIUUN MCXAdHUK — BBIIIOJIHUTH UX B

paMKax CTaTUYHOM redMuduKanum CTpyKTYpHO 3aTPYIHEHO.

2. TEOPETUYECKOE
TEUMMUOUKALINN

OBOCHOBAHME AJIAITUBHOM

Teopus motoka Csikszentmihalyi [4] ommchIBaeT COCTOSHHE MaKCHMaTbHOM
BOBJICUEHHOCTH, BO3HHKAIOIIEE MPU OaraHCce MEXY CI0KHOCTHIO 33]]a4 M YPOBHEM
HaBbIkOB. CratuyHas reimMudukamus He oOecrmeunBaeT JToro  OanaHca
unauBuayanbHo. Deep Knowledge Tracing (DKT) [10] — pexyppeHTHass HeHpOHHAs
cetb (LSTM), ctpositiiast HempepbhIBHO OOHOBISIEMBIN BEKTOP BEPOSITHOCTEH P € [0, 1]

3HaHUA KEI)KI[OFI KOHOCHIMU C — MPCAOCTaBIIACT 00BEKTUBHBIN I/IHI[I/IBI/II[yaJILHI)II\/II



KpPUTEpUH TIpOrpecca, KOTOPbIA MOXET CIYKUTh OCHOBOW ISl afalTallii UTPOBBIX
Harpas.

bazoas moaens BKT [3] mpencrasisna 3HaHue Kak 1BondHoe coctosiaue; DKT
CHAMAET 3TO OrPAaHUYECHUE, MOJCIUPYS HENPEPBIBHBIA MPOTPECC M CBSI3U MEKIY
KOHUEenuusiMu. MIMEHHO HenpepblBHOCTh oueHku nenaet DKT npurogHsiM st
TUHAMHAYECKOTO TOpOra BBITAYM JOCTIDKEHUH B OTIWYUE OT (DUKCUPOBAHHBIX

CYETYHUKOB 3aJIaHUI.

3. DOPMYJINPOBKA 1 OBOCHOBAHMUME I'MITOTE3bI

Ha ocHOBaHMM TEOPETUUECKOT0 aHaNKM3a (OPMYJIHPYETCS TUIOTE3A!

HI: Teiimudukanms, B KOTOPOM KPUTEPUH BbLAAYM HArpaj ONpPEIesstoTCs
IuHaMHu4eckor mojenbio 3HaHud DK T, morennuansHo oOecnieunBaeT 00s1ee BEICOKHI
YPOBEHb JOJITOCPOYHOUW BOBJIEYEHHOCTH (IPOLEHT 3aBEpILIEHUs Kypca, 4acToTa
BO3BpAaTOB) IO CPAaBHEHHMIO CO CTAaTMYHOM redMudukanueid ¢ (QUKCUPOBAHHBIMU
MIOPOTOBBIMU 3HAYEHUSIMH.

ObocHoBaHue ctpoutcs Ha Tpéx aprymenTax. [lepsoiit (SDT [5]): Harpana npu
pn = 0,85 BocmpuHHMMaeTcss Kak HMHQOpMHUpYIOIIas 0oOpaTHas CBsA3b O peajbHOM
OCBOEHMH, a HE KaK BHEIIHUWA KOHTPOJIb, YTO TOJJECPKUBAET BHYTPECHHIOKO
MoTHBaIui0. Bropoii (teopust motoka [4]): moadop 3aganuii ¢ P(success) € [0,55;0,75]
CO3/1aéT MHAMBMJIyaJIbHbIM OanaHC CIOXKHOCTH M HaBbIKa — YCJIOBHME IMOTOKOBOTO
cocTosiHusl. TpeTuii: peMTUHT MO TMHAMUKE MPUPOCTA 3HAHUM, a HE MO a0COIIOTHBIM
OYKaM, MOTEHUMAJIBHO CHHUYKAECT IEMOTHUBALMIO CTYJIEHTOB C HU3KMM MCXOJIHBIM

ypoBHeM [8].

4. POPMAJIN3BALIUA U APXUTEKTYPHOE PEHHIEHHUE
ITycTh pa(t) — BEPOSITHOCTH 3HAHUS KOHILIETIIMUA C B MOMEHT t mo mojaenu DKT,
Apn = pu(t) — pa(t—1). [lpennaraercs cnemyromas GopmMann3anus afanTUBHBIX HATPAI;
XP =k - Apn, noctuxenue: p, > 0,85, peritunr: rank mo Ap
rae k > 0 — macmrabupyrommii K03 UIIMEHT, ONpeaeasIeMblii SMIUPUIECKU
JUIsl KOHKPETHOW NpeIMETHOM oOnactu (Hampumep, NyTéM HopMupoBkH XP B

nuanasone [0; 100] 3a TunoBoi ypok); Ap, THIMYHO MPUHUMAET 3HAYEHUS NOpsJIKa



0,01-0,10 3a oJiHy MOMBITKY, YTO OOECIIEYNBACT TJIABHOE U PA3TUIMMOE HAYHMCIICHUE
Harpaja; nopor ocBoenust 0,85 mpemiaraerca no anaimorun ¢ mojaensio BKT [3].
Cnenyer nomuepkHyTb, YTo B DKT BeposSITHOCTh 3HaHUA SBIISIETCS HEMPEPHIBHOM
BeIxogHOW BennmunHoil LSTM-cetTm M 1O CBOEM CEMAHTHKE OTJIMYAETCS OT
OaitecoBckoil BepostHoctT BKT, mnostomy mnepenoc mnopora 0,85 Hocut
IBPUCTUYECKUN XapakTep U TpeOyeT OTAENbHON SMIHUPUYECKONW KaTUOpPOBKU IS
KOKJIOW mNpeaMeTHor oOsactu. PeHTHHr mo cpeaHeMmy HpupocTy Ap MHO3BOISET
CpaBHUBaTh HE aOCOJIOTHBIM YPOBEHb, a AUHAMHUKY pocTa. CpaBHEHHE MEXaHUK

CTaTUYHOW U aAaNTUBHON rediMudukanuy npuBeaeHo B Ta0. 2.

Tabnuna 2 — CpaBHEHHME MEXAaHUK CTATUYHOW M aJanTUBHOW redMuduKaiuu 1o

KIIFOUCBBIM KPUTCPUAM

Mexanuka CraTuunas AnantuBHass (DKT- | IlpeumyuiecTtBo
based)
Ouxkn Dukc. XP =k - Apa HNudopmupyromias
Ha4YMCIICHUE bynskuwms 5]
JocTtmxenust [Topor: N 3aganwuii | [Topor: p, > 0,85 3HaYUMBIH

Kputepuii [7]

Pevitunr ITo aGcomotabM | ITo cpeanemy Ap CHuxkaer
OYKaM JIeMOTHBAIHIO [ 8]
3anaHus Crartuynblit P(success) € [0,55; | YcnoBue notoka [4]
noadop 0,75]

5. HAITIPABJIEHU S SMIIMPUYECKOM TPOBEPKHA

['unoreza HI1 mpomepsiercs B pamkax paHaoMu3upoBaHHOro A/B-
HKCIIEPUMEHTA: IKCIIEpUMEHTaNIbHas rpynna — aganTuBHas revmudukanus (DKT-
based), KOHTpoOJIbHAs — cTaTUYHAs reiMUUKaIus. 3aBUCUMbIE IEPEMEHHBIE: TPOIICHT
3aBepileHus Kypca, uactota Bo3BparoB (DAU/WAU), pesynpTarsl MOCTECTa.
Menuaropel:  BOCIpUHHMAaeMasi  CIpPaBEIJIMBOCTh  HArpajJ, BOCIpPUHUMaeMas
KOMITETeHTHOCTH (B pamkax SDT [5]).

MuHuMansHas IIUTENbHOCTh — 8 HEAeNb s TpeoiosieHus dddeKkTa HOBU3HbI
[9]. Pekomenayembiii pasmep BoIOOpKH — n > 350 (He MeHee 175 y4aCTHHKOB Ha

TPYIITY): IPH OXKuAaeMoM cperaeM pasmepe dddexra d = 0,3-0,4 (xapakTepHOM 15



oOpa3oBaTeIbHBIX BMeENIATENbCTB [7]), cTaTucTuueckor MomrHocTH 0,80 M ypoBHE
3HaunmocTu o = 0,05 MmuHMManbpHas BeIOOpKa 1o kputeputo Kosna cocTaBisieT 0KoJio
175 yd4acTHMKOB Ha Tpymnmy, uToro He MeHee 350 Ha BCIO BBIOOPKY
(3KCIiepUMEHTaIbHAs U KOHTPOJIbHAS TpyInbl). HanpaBneHus: nanbHeiinei paboThl:
ONITHMU3AIUS TapaMeTpoB O u k /1t pa3nudHbIX TPEIMETHBIX 00JacTel, pa3padoTka

¢byskuu coBmecTHOU ontumu3anuu Tounoct DKT u nmokasareneit BOBIEYEHHOCTH.,

6. SAKJIFTOYEHUE

B crarbe BeIIBUHYTa U TeOpeTHUeCcKH oOocHOBaHa rumore3a Hl: agantuBHas
reiimudukanus Ha ocHoBe DKT moxer obGecneunts Oojee ycTOWYMBBIA 3P ekt
BOBJICUEHHOCTHU IO CpaBHEHUIO cO cTatuuHou. O6ocHoBaHue onupaercs Ha SDT [5]
(uHpopMupyronias QyHKIUSA Harpam), TEOpUIo NoToka [4] (0anaHC CI0KHOCTh/HABBIK)
Y DMITUPUYECKHUE JAHHBIE O IEMOTHUBUPYIOLIEM COLMAJIbHOM CpAaBHEHUH [8].

Bkman aBTropa: cUCTEMaTH3MpPOBAaHbI MEXaHHU3MBbI JIEMOTHMBALIUM CTAaTHYHOMN
reiimudukanmy; npenioxena opmanuzanus XP =k - Ap,, nopor p, > 0,85, pedTuHr
nmo Ap; pa3paboran  guzaiiH = Bepuduuupyromero  A/B-skcnepumenTa.
[TpuHIMNIUATBHBIM KOHIIENTYAJIbHBIM BKIIAJIOM SIBJSIETCS MEPEX0J] OT MOBEACHUYECKUX
METPUK (KOJIMYECTBO BBIIIOJIHEHHBIX 33/1aHMM) K KOTHUTHUBHON MeTpuKe (IpUpOCT
BEPOSATHOCTH 3HAHHUS), UTO MO3BOJIIET NEPEOCMBICIUTH MPUHIUIBI TeUMU(UKALUN B
oOpa3oBarenbHbIX cucteMax. (OTEUECTBEHHbIE HCCIIEIOBaHUS  IOJITBEPXKIAIOT
HEOOXOJUMOCTh MHAMBUAYyAIM3alMM WUIPOBBIX MEXaHUK U ydéTa PpPHUCKOB

reiimuduKany B poccuiickoi oopazoBarenbHol cpene [1, 2].
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