O0630p MegaroruyecKuXx UCcaeI0BaHMI 2025, Tom 7, Ne 4 ISSN 2687-0428
Review of Pedagogical Research 2025, Vol. 7, Iss. 4 https://opi-journal.ru

HayuHno-uccnenosarensckuit sxypHai «0030p nmeaaroru4eckKux uccae 0BaHnmn»
https://opi-journal.ru

2025, Tom 7, Ne 4 | 2025, Vol. 7, Iss. 4 https://opi-journal.ru/archives/category/publications
Hayunas crates / Original article

HIudp HayuHol crienpanbHOCTH: 5.8.7. MeTom0M0THs M TEXHOJIOTHS PO eCCHOHATBHOT0 00pa3o-
BaHU (IleJarorn4eckye HayKu)

YK 378.147

JABIOTEHHMEHT B IPAKTHKE COBPEMEHHOM HIKOJIbI:
TE€XHOJIOTUH, IPPEKTUBHOCTH, NEPCHEKTUBbI

! Peiimep M.B., * I'onuapoe U./I., * Ilangpunosa E.E.,
! Kanyscckuii zocyoapcmeennsiii ynusepcumem umenu K.3. Iluonkosckozo

AHHOTAIUSA: 1ENTBIO CTATHH SIBISCTCS aHAU3 U OlleHKA 3()()EKTUBHOCTH TEXHOJIOTHIA 3AbIOTEHHMEHTA B COBpe-
MEHHOU IIKOJIe, MPOaHAIM3UPOBAaB KOHKpeTHBIC Ketickl (Minecraft: Education Edition, Kahoot!, BrainPOP), BrisB-
JICHUsI OTpaHWYeHHs (PUCK YIPOIICHHS KOHTEHTa, HM(PPOBOE HEPABEHCTBO). B cTaThe mpemiaraloTcs peKoMeH1a-
UM s nieaaroroB. HayqHo#t HOBHU3HOW pabOThI SBISICTCS CHCTEMHBIN aHAIN3 MPAKTHYECKUX PEe3yJIbTATOB BHEI-
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CoBpeMeHHas ITKOJIa CTOMT Ha mopore TpaHcdop-
Malliy, TAE€ TPaJAUIMOHHBIC MEAArOornuecKue METOIbI
YCTYMalOT MECTO WHHOBAIIMOHHBIM IMOAXOAaM, OTBE-
YJaIoImUM BhI30BaM MUQPOBOH 3moxu. Ecmn ucciemno-
BaTEIU JAHHOTO SBIICHUS AKIICHTHUPOBAIM BHUMaHUE
Ha UCTOPUKO-(PUIOCOPCKUX acleKTax CHHTe3a obpa-
30BaHHUS M Pa3BICUYCHHHA [2], TO HACTOAIMIAS CTaThs
(hokycupyeTrcss Ha TMPAKTUIECKOM NPUMEHEHHH 3JIb-
IOTEHHMEHTa B YCJOBHUSX MaccOBOW IHM(pOBU3AIMH
mKoJ. YeTBepTash MPOMBIIIUIEHHAS PEBOIOIHS, OXa-
pakrepuzoBanHas K. [1IBabom kak SKCITOHEHIIMANBHAS
WHTEerpanus TexHoynoruit [7], yxxe peanusyercs B Poc-
cuu 4epe3 ¢enepanbubiii mpoekT «lludposast odpazo-
BaTenbHas cpefa» [4]. OmHako, Kak ITOKa3bIBAIOT
JTaHHBIE, OCHAIIIEHUE IITKOJ TEXHUKOW HE TapaHTHUPYET
TIOBBIIIICHHS KayecTBa 00ydueHus: 65% memaroros ot-
MEYal0T, YTO YYEHUKH TEPAIOT HHTEPEC K YpOKaM,
HECMOTpsI Ha HCIIOJNIb30BaHNE MHTEPAKTHBHBIX JOCOK
U DJIEKTPOHHBIX MHEBHUKOB [5]. I[IpuumHa kpoetcs B
«KOTHUTHBHOM DPa3pbIBe» MEXIy KIHUIIOBBIM MBIIILIE-
HueM Imnokonenuss Z, BocruTanHoro Ha TikTok wu
YouTube, u nuHEHHBIMH 00pa30BaTENFHBIMH METO-
nukami [8].

ONBPIOTETHMEHT, COYETAIOUIUN WIPOBHIE MEXaHU-
KU, MyJIbTHMEINA W TEPCOHATU3AINI0, CTAHOBUTCS
KIJIFOUE€BBIM HHCTPYMEHTOM IMPEOJOJICHHUS ITOT0O pas-
peiBa. llenpio cTarhs siBisercs oreHkKa 3¢ (HEeKTUBHO-
CTU TEXHOJIOTMH 5HAbIOTEHIHMEHTa B COBPEMEHHOMU
IIKOJIe, TPOAHAIU3UPOBAB  KOHKPETHBIE  KEWUCHI
(Minecraft: Education Edition, Kahoot!, BrainPOP),
BEISIBUTh OTpaHWYEHHUs (PHUCK YIPOIICHHUS KOHTEHTA,
1upOBOE HEPABCHCTBO) U MPEJIOKUTh PEKOMEH/Ia-
AU JJIS [1eJIarOrOB.

Haydnas HOBU3HA pabOTHI 3aKIIFOYAETCSI B CHCTEM-
HOM aHaJIu3€ MPAKTHYECKUX PE3yJIbTaTOB BHEIPEHUS
3AbIOTEMHMEHTa Ha OCHOBE JAHHBLIX HCCIIEOBAaHMI
2020-2024 r1r., Brirodas MeraaHanm3 93 pabor 1o
Kahoot! [14] u xeticel Punckux mkon [12]. B ornu-
Yhe OT NPEAbIAYIIUX MyOJUKaIlMi, aKIEHT CIe/IaH He
Ha TEOPETUYECKOM OOOCHOBAHHH, a Ha:

e KOJMYECTBEHHBIX  [MOKA3aTeNsAX  YIyYIICHHUS
HABBIKOB COTPYIHUYECTBA U AKaJAEMHUYECKUX PE3YIIb-
TaToB;

e IMpo0JIeMe TEeXHOJOTMYECKOr0 HEPaBeHCTBA B pe-
ruonax P@;

e POJIM UCKYCCTBEHHOTO MHTEJUICKTA B TIEPCOHAIH-
3aLuH 00yUeHHUS.

MeTtoonoruveckas 6a3a BKIHOYACT:
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e  anHamu3 3P GEeKTUBHOCTH TWIATHOPM DIBIOTEH-
HMEHTA (CTAaTHUCTHKA POCTA OIIEHOK, BOBJICYCHHOCTH);

e ompockl yunurtenend u3 mkoia Mockssl 1 HoBo-
cubupcka [5];

e  0030p MexayHapomHoro ombiTa (CuHramyp,
Ounnsaaust) [12].

Pabora nomonHsieT CymIeCTBYIOIIME HCCIeI0Ba-
HUS, TIpeayiaras IpaKTHKO-OPHEHTHPOBAaHHBIE pellle-
HUS JUIsI MHTETpalnd SAbIOTeHHMEHTa 0e3 ymiepba
IUIsL TITyOHHBI 00pa30BaHusI.

MartepuaJibl U METOABI MCCICAOBAHNIA

DIBIOTEHHMEHT, KaK THOpHIHAS Ieqarormdeckas
TEXHOJIOTHS, 0a3upyeTcsi Ha BOCBMH KIIIOYEBBIX Xa-
pPaKTepUCTUKAX, KOTOpBIE ONpEACISIOT ero d¢dex-
TUBHOCTh B YCJOBHAX HH(POBOH TpaHCHOpMAUU
o0pa3oBaHus. ITH 0COOEHHOCTH HE TOJIBKO OTPAXKAIOT
€ro TEOPEeTHYECKYI0 OCHOBY, HO M MOJKPEIIEHBI 3M-
MMPUYECKUMHU HCCIIEIOBAHUSAMH, YTO TIO3BOJISIET CH-
CTEeMAaTH3UPOBATh WX BKIAJ B YYEeOHBIA TpoIiecc.
Cunte3 00pa3oBaTeNbHBIX IIENICH C WIrPOBBIMH U
MYyJbTUMEANHHBIMA JJIEMEHTaMH sBIsieTcs (QyHIa-
MEHTOM 3JptoTeliHMenTa. Kak momuepkuBaer O.B.
AnukuHa (2015), Takoi MoAXoJ aKTUBU3UPYET IMO-
IUOHAIBHYIO BOBJICYEHHOCTh, YTO KPUTHYECKH BAKHO
JUTSL TIOKOJIGHUSI 7, TIPUBBIKIIETO K KIUIIOBOMY BOC-
npusituto uHopmaruu [1]. Hanpumep, miardopma
BrainPOP wucmonp3yeT aHMMHUPOBAHHBIE POJTUKH JIJIS
OOBSICHEHHS CIIOKHBIX HAYYHBIX KOHIEMIIHHA, YTO, T10
JaHHBIM uccnenaoBanus 2022 roga, MOBBIIIAET YCBOE-
Hue Matepuana Ha 40% 1Mo cpaBHEHHUIO C TPATUITIOH-
HBIMH JIeKIUSMH [2]. BHeapeHue UrpoBBIX MeXaHUK
(6ambl, ypoBHH, Harpaasl) TpaHChHOpPMHUpPYET yueO-
HBII MpoLECC B uepeny AocTxeHuil. Judes u lude-
Ba (2017) B MmeTaananuze 67 ucciaenoBaHUM JOKa3aH,
49TO TeMU(UKAIUs YBETUYMBAET aKaJIEMUIECKHE pe-
3yabpTaThl Ha 23%, a BOBJIEUYeHHOCTh — Ha 34% [9].
Spxwuii npumep — mwiatpopma Classcraft, rae yuenunku
«IPOKAYMBAIOT» HABBIKU 4epe3 KBeCThl. B cuHTramyp-
CKHX IIKOJNaX €€ HCIONb30BaHHE IPHUBEIO K POCTY
cpenHux OammoB mo marematuke Ha 18% [4]. Apam-
Talysg KOHTEHTA TOJ] HHAUBUAYaIbHbIE KOTHUTHBHEIC
CTHJIM — KJIIOYEBOM TpeHA 3aploTeHMenTa. CHUCTEeMbI
Ha 06ase MU, takue kak Khan Academy, ananusupyror
OmMMOKA YYEHHKOB W KOPPEKTHPYIOT TpOrpamMmy B
peansHOM BpeMmeHu. MccnemoBanne Metiepa (2009)
MoKa3ajo, 4TO MEePCOHATM3UPOBaHHOE OOYYEHHE CO-
KpaIlaeT pa3phIB B ycreBaeMocTr Ha 27% [11].

BupryansHas u omnoiiHeHHas peaqbHOCTb CO3.a-
0T UMMEPCUBHYIO cpely misi o0ydyenus. Hampumep,



0630[) negarort4yeCKux nccneaosaﬂnﬁ
Review of Pedagogical Research

VR-nmaboparopust Labster mo3sossieT mpoBOIUTH BHP-
TyaJbHbIE XUMHYECKHE SKCIEPUMEHTHI, YTO, 10 JaH-
ueiM FOHECKO, na 45% mnoBelmiaeT HHTEpEC K
STEM-gucuuminaam [22]. PeIHOK 00pa30BaTeIbHBIX
VR-pertennit k 2030 roay mocruraet $12 miapad, d4ro
MOATBEPKAAET UX pacTymryto poib [18]. Csa3p Teo-
pUH C peallbHBIMH KeiicaMi yCHJIMBAeT MOTHBAIIHIO.
ITnatrdpopma Minecraft: Education Edition ucrons3y-
eTcs Uil MOJCITUPOBAHUS IKOCHCTEM H UCTOPUIECKUX
coobithit. MccnenoBanue B Upnauguu (2023) BbIsIBH-
710, 4T0 8§9% YYEHUKOB YJIyUIIHWIN HaBBIKM KPUTHYE-
CKOTO MBIIUICHUsI TOche paboThl € CHUMYJISIUSIMHU
[19]. I'pynnoBbie akKTHBHOCTH B S/BIOTCHHMEHTE pa3-
BuBaroT soft skills. ITo manabIM JI>koHCOHA M JIKOH-
coHa (2014), koomepaTWBHBIE METOIBI TIOBBIIIAIOT
KOMMYHUKAaTHBHbIE HaBBIKM y 72% yuammxcs [9].
IMpumep — marpopma Kahoot!, roe komaHHbIE BHK-
TOPUHBI CTUMYJIHPYIOT COTPYTHUIECTBO.

Buneo, undorpaduka u moaKacTsl OXBaTHIBAIOT
pasuble cTrny o0yuenus. Metiep (2009) nokasan, uyto
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MYyJIbTUMEINAHBIE MaTepPHalbl YIyUIIAIOT 3allOMHHA-
HUe chnoXHbIX TeM Ha 33% [5]. Hanpumep, xanan
Kurzgesagt na YouTube ucnoias3yer aHUMAIUIO IS
00BSICHEHHS KBAaHTOBOM (PU3UKH, COOMpast ay TUTOPHUIO
B 20 MJIH MOANUCYMKOB. AKTHBHOE yYacTHE uepe3
CUMYJISIIIUY ¥ KBECTHI 3aMCHSICT TACCUBHOE YCBOCHHE.
VR-my3en, Takue kak Google Arts & Culture, mo3Bso-
JISIOT YYSHWKaM «rocemaTs» JlyBp mim m3ydath ap-
Te(akThl Malis, YTO IMOBBINIACT BOBJICYCHHOCTh Ha
50% [17].
Pe3yabTathl n 00cy:KI1eHUs

BrenpeHue 3pI0TEHHMEHTA B IIKOJIBHYIO MPAKTH-
Ky COIPOBOXKIACTCS AKTUBHBIM HCIOJIb30BAHHEM
IH(PPOBEIX TIATPOPM, KOTOPBIE COYETAIOT HTPOBEIE
MEXaHUKH ¢ 00pa3oBaTeIbHBIMHU IeIsIMH. B Tadm. 1
NpeaACTaBJICHbI KIIIOYCBBIC PCIICHUA, UX OIMCAHUC U
cTatucTuka 3(QQPEKTUBHOCTH, ITOATBEPXKICHHAS HC-
cnenoBanusmu 2020-2024 rr.

Tabnuna 1
HMHHOBalMOHHBIE TIATPOPMBI IbIOTEHHMEHTA U UX BIMSHUAC Ha 00yYCHUE.
Table 1
Innovative edutainment platforms and their impact on learning.
[Mnardopma Onucanue D¢ beKTHBHOCTD
Minecraft: 3D-mnardopma anst nmpoekTHOro o0y- | Y 89% y4eHUKOB YIy4IIMIIMCh HABBIKM KPUTHYE-

Education Edition
HCTOPUIECKUX COOBITHIA.

YCHUsA, MOIACIHUPOBAHUA DSKOCUCTEM U

cKoro MelinuieHus; 92% MOBBICHIM MOTHBAIMIO K
n3yuennio STEM [19].

TOPHH.

Kahoot! WHTepakTUBHBIE BUKTOPUHBI € 3Je- | Meraananu3 93 wuccieqoBaHuid MOKaszal pPOCT
MEHTaMH reiMu(UKAINH. cpeIHHX oIeHOK Ha 14% (p < 0,01) [14].
BrainPOP AHUMHpPOBaHHBIE YpPOKH II0 e€CTe- | YdJammecs, HCHOJB3YIONINe IIaTPopMy, yCBanBa-

CTBCHHbBIM HayKaM, MaTEMAaTUKE U HC-

0T MaTtepuan Ha 1—2 y4eOHBIX YpOBHS ObICTpee
[15].

Minecraft: Education Edition. Tlnardpopma 1mos-
BOJISIET YYEHHMKAaM CO3[aBaTh BHUPTYaJIbHBIE MHPBI,
pemas 3amaun u3 GU3NKU, OMOIOTUN U ucTopun. Mc-
cnenoBanre Mepdu (2023) B upiaHACKHX IIKOJAX
BBISIBWJIO, 4TO 78% ydallluXcsl CTalnu aKTUBHEE ydacT-
BOBAaTh B TPYIOBHIX NpoeKTax, a 65% yiydmmmm
HaBBIKU pereHus npoodseM [19]. Hampumep, npu mo-
JEeJIMPOBAHUN IKOCUCTEMBI TPOIMUYECKOTo Jeca yue-
HUKH HE TOJIBKO H3y4yanu OnopaszHooOpasue, HO U
aHAJTM3UPOBATIM TOCIIEJCTBUSL BBIPYOKH, mpejyiaras
COOCTBEHHBIE PELLICHHUSI.

Kahoot!  TelimupunmpoBaHHble  BUKTOPUHEI
Kahoot! moBbIIatoT BOBJICUEHHOCTh Yepe3 COPEBHO-
BarenpHBIN (opmar. CormacHo MeTaaHanm3y Banr
(2022), ucnonp3oBanue miathopmsl 2—3 pas3a B Hejle-
JI0 yBeJIWYMBAaeT pe3ynbraThl TectoB Ha 0,6 craH-
JApPTHOTO OTKJIOHEHHWS, YTO JKBHBAJICHTHO MOBBIIIE-
HUIO OLEHKH C «TPOMKM» 10 «4eTBepku» [14]. B
Ounnsaann 83% yuwreneir ormerwin, yro Kahoot!
MIOMOTAaeT COKPAaTHUTh BpeMS Ha IPOBEPKY 3HAHHIA,
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[12].

BrainPOP. AnumupoBanHbie posiuku BrainPOP,
JUIMTENTBHOCTBIO 3—5 MUHYT, alaiTHPOBaHBI MMOJI KIIU-
HOBO€E MbIIUIeHUE ToKoeHusa Z. Uccnenosanue 2023
roja rokasano, 4to 72% Y4YeHMKOB JydYllle 3allOMH-
HAIOT MaTepuai Oyarojgaps BU3yalbHbIM MeTadopam
u 1omopy [15]. Hammpumep, oO0bsicHeHne GoTOCHHTE3a
Yepe3 HCTOPUIO «TOJIOJHOTO PACTEHHS» IOBBICHIIO
[MOHMMaHWe TEeMBI y 5-KjaccHUKOB Ha 45% 1o cpas-
HEHMIO C TPaIULMOHHBIM y4YEeOHUKOM.

® DIIBIOTEHHMEHT-TIIAT(GOPMBl  IEMOHCTPUPYIOT
CTaTUCTUYECKN 3HAYMMOE YJIyUIICHUE aKaJleMHuye-
CKHUX pe3ysbTatoB u soft skills.

e Hanbonpmas 3¢ dekruBHOCTS HAOMOAACTCS IPH
koMOuHaumu reiimudukanuu (Kahoot!), Busyanusa-
uu (BrainPOP) u npoekTHOTO Moixoa (Minecraft).

o KputnyeckuM (pakTopoM OCTaeTcsi MOArOTOBKa
nenaroroB: Toiabko 34% yuuteneit B PO yBepenHo
HCTIONB3YIOT TOTI0OHBIE MHCTPYMEHTHI [4].

Ha TBOPYCCKHUC 3aJaHU
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BHeapeHue 31pI0TEHHMEHTA B IIKOJIBHYIO MPAKTU-
Ky, HECMOTpS Ha €ro MOTeHIUAJ, CTAIKUBACTCS C Psi-
JOM CHUCTEMHBIX NpOoOJieM. DTH BBI30BBI TpPEOYIOT
KOMITJIEKCHOTO aHayn3a, YTOOBl H30eXKaTh PHUCKOB,
CBSI3aHHBIX C YIPOIIEHHEM O00pPa30BaTENbHOTO KOH-
TEHTa ¥ YCUJICHUEM COLIMAIILHOTO HEPABEHCTBA.

DNBIOTEHHMEHT, OPHUCHTHPOBAHHBIM Ha 3MOIHO-
HAJIbHYIO BOBJICYEHHOCTb, MOXKET IPUBECTU K IPE00-
nananno GopmMbel Haj coaepkaHueM. Kak ormeuaer
H. Kapp (2010), xiunoBoe MbIlIeHHE, POPMUPYEMOE
(QPOBEIME MeNa, CHIKAET CIIOCOOHOCTh K KPUTH-
YeCKOMY aHaju3y U TIyOOKOMY YCBOCHHWIO 3HAHHMN
[8]. Hampumep, B @unnsunuu, rae 60% mkon uc-
none3yioT Kahoot!, yanresnss oTMe4aroT, 4To y9eHUKH
OpICTpee 3alIOMUHAIOT (DAKTHI, HO UCTIBITHIBAIOT TPY/I-
HOCTH C WX HUHTEpIpeTaleidl B HOBBIX KOHTEKCTaxX
[12]. UccnenoBanme PISA (2023) moarBepkmaer 3Ty
TeHAeHIMIO: 78% IIKONBHUKOB, NPEANOYUTAIOIINX
KOPOTKHE BHJIEO0, HE MOTYT BOCIIPOM3BECTH UX COACP-
’kaHue yepes yac [20].

IIpumep: Ha mmardopme BrainPOP oObsicHenne
KBaHTOBOW MEXaHWKH 3aHUMaeT 4 MHHYTBI, YTO
yhpouiaeT KOHIENIHK 10 YpoBHsI MeTadop. XOTs 3TO
MOBBIIIAET BOBJICUYECHHOCTD, 65% yyalmxcsi He MOTYT
pemTh 3ajadu, TpeOyromue NPUMEHEHHUS 3HAHUM
BHe ma6yoH0B [15].

Hudposoe HepaBeHcTBO. loCTyN K TEXHOJIOTHUAM
ocraercs KIOYEeBBIM OapbepoM. COTJIacHO OTYETY
PAHXul'C (2023), 25% poccuiickuxX MIKOJBHUKOB B
CENIbCKUX palioHaX HE MMEIOT CTa0MIBLHOTO MHTEpHE-
Ta, a 40% yuuteneit He oOy4eHsl padote ¢ VR/AR-
uHcTpyMeHTamu [5]. B rnoGamsHOM Maciitabe, 1o
nmanaeiM FOHECKO (2022), 70% mkon B Adpuke He
MOTYT BHEIPHUTH 3IBIOTEHHMEHT H3-32 OTCYTCTBHS
uHpacTpykTypsl [22]. 310 ycyrybnser oOpasoBa-
TEJNILHBIA Pa3pbIB: YYCHWKH M3 METaIroiHCcOB JIEMOH-
ctpupytor Ha 30% Oonee BBICOKHE pe3yJbTaThl B
IUQPOBBIX MPOEKTAX, YEM MX CBEPCTHUKH M3 PETHO-
HOB [5].

Keiic: B Hurepun nomneiTka BHenpuTh Minecraft:
Education Edition mpoBanuiack n3-3a 9acThIX OTKITIO-
yeHn# anekTpudectsa. Tonbko 12% mikon 3aBepmmim
MUAJIOTHEIN TpoekT [16].

Ilcuxonornyeckue pucku. UpeamepHoe yBieye-
HUE redMuUKauel MOXKET CIPOBOLHPOBATH 3aBH-
CHUMOCThH OT BHEIIHEH MoTHBaIuu (Oayuisl, Harpaisl).
Uccnenosanne wdaesa u JwdaeBoit (2017) mokasaro,
4yT0 45% Yy4EHHUKOB TEpSIIOT HHTEpeC K 00yueHHo Oe3
urpoBelx siemeHtoB [9]. Kpome toro, FOMO-
CHUHJPOM (CTpax MPOMYCTHTh WH(POPMAIIUIO) YCHITU-
Ba€T TPEBOKHOCTH: 56% MOAPOCTKOB MPOBEPSIOT
yueOHbIe MIaT(OopMbl HOUBIO, YTO KOPPEIUPYET C PO-
CTOM 3MOIMOHAIBHOTO BEITOpanus [13].

BruiBoabl
Taku 00pa3oM, HIBIOTEHHMEHT, KaK JUHAMHUYHO
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Pa3BHUBAOIIASACSA TIENAarOrMyeckasi TEXHOJOTHS, OT-
KpBIBaCT HOBBIC TOPU3OHTHI I 00pa30BaHUs, HO €ro
yCHeIIHas MHTErpalus Tpedyer OajlaHca MEXay HWH-
HOBAIWSIMA M COXPAHEHHEM aKaJIeMUYEeCKON TIyOu-
HbI. AHAJIU3 TEKYIIUX TPEHIOB U BBHI30OBOB MO3BOJISICT
chOopMyIUpOBaTh CTpaTeruu Ajsl OyIyIIero.

Hckyccmeennwiti  unmennekm u UMMepPCUBHbLE
MexXHON02UU CMAHOBAMCA Opatieepamuy nepcoHaIU3a-
yuu 0oyuenus:

. AnmantuBHble cucTeMbl Ha 0aze MU, Takue
kak DreamBoX, aHanm3upyoT OMMOKHA YYCHHKOB B
pEaNIbHOM BpPEMEHH, KOPPEKTHPYsI CIOXKHOCTH 3ajiad.
Uccnenopanue 2023 roma mokasano, 4TO 3TO COKpa-
[IaeT pa3pbIB B ycreBaeMocTH Ha 27%.

e VR/AR-na6oparopun (mampmmep, Labster)
MTO3BOJISIOT TIPOBOJIUTH 3KCIICPUMEHTHI, HEIOCTYITHBIC
B WKOJbHBIX ycnoBusx. [lo ganaeiM FOHECKO, nx

HCIONb30BaHUE mnoBblmIaeT uHTEepec K STEM-
nucuuroinHaM Ha 45% [22].
e  Heilipounrepgeiicel —  NEPCIEKTUBHOE

HanpaBieHue. [IunotHsid mpoekt B FOxHoit Kopee
(2024) mpoaeMOHCTpUpPOBaI, YTO YCTPOWUCTBA, OTCIIE-
KHUBAIOIIIE MO3TOBYIO aKTHBHOCTb, ITIOMOTAIOT a/1arl-
TUPOBAaTh KOHTEHT MOJ KOTHUTHBHBIC NATTEPHBI yue-
HUKOB.

s agpgpexmuenoco enedpenus 30br0melunHMenma
HEoOX00UMbL:

1. banaunc mexay (opmoii u comep:kanuem. r-
POBBIE DJIEMEHTHI TOJKHBI JIOTIONHSATH, a HE 3aMEHSTh
oOpazoBatesnbhble menu. I[lpumep: B Minecraft:
Education Edition kBecTbI conpoBoskmarTes pediiek-
CHUBHBIMH 3aJiaHusMu [19].

2. Odyuenne yuureseid. Tonbko 22% mnenaroros
B P® mponum kypesr o padore ¢ VR/AR [5]. TIpo-
rpaMMbl MOBBIIICHNS KBaJU(QHUKALUU JOJKHBI BKITIO-
4aTh MOJYJIH 10 IU(POBOIA AUTAKTHKE.

3. AudpacTpykTypHasi moOAJAep:KKa PErnoHOB.
Coszganne MoOwibHBIX IT-KiIacCOB JUIS CEIBCKUX
IIKOJI U JILTOTHBIE Tapu(bl HA UHTEPHET.

4. ITHKA MCMOJIb30BAHUS TAHHBIX. YUeT NICHXO-
noruueckux puckoB (FOMO, unudpoBas 3aBucH-
MOCTB) IIPH IPOEKTUPOBAHUH IJIAT(HOPM.

Hudposoe mokosieHne HyKIaeTcs B 00pa3oBaHHHY,
KOTOpOE HE TOJIbKO TepeaaeT 3HaHUs, HO ¥ pa3BUBAET
HaBBIKH, BOCTPEOOBaHHbIE B YCIOBUSX YETBEPTOU
IIPOMBILIEHHON PEBOJIIOLIMHN:

e Kputnueckoe wmbinuienne. Cumynsinud B
Minecraft ~ ygar  aHanmM3upoBaTh  NPUYUHHO-
CIIC/ICTBCHHBIE CBSI3H.

e Kosnadopauusi.  ['pynmoBbie  KBECThI B

Classcraft hopmupyroT HaBBIKM KOMaHIHOU pabOTHI.

e AnanTuBHOCTB. MukpooOyuyenne Ha Duolingo
TPEHUPYET CIOCOOHOCTh K OBICTPOMY YCBOCHHWIO WH-
¢dbopmaunu.

Opnnako, xak nomdyepkuBaer I1. Canpbepr (2021),
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TEXHOJIOTHYECKUI TIPOrpecc HE NOIDKEH 3acCIIOHATH
TyMaHHUTapHbIE LEHHOCTH 0Opa3oBaHHs. YYEHUKH,
NOTPY>KEHHbIE B LU(PPOBYIO Cpeay, MO-TIPEeKHEMY
HYKIAIOTCS B )KMBOM JHUAJIOTE C YUYUTEIEM U BO3MOXK-
HOCTSIX JUIs TBOpUecTBa [12].

OIBIOTEHHMEHT J0Ka3an cBO 3()(EeKTUBHOCTH B
MOBBIIICHHN MOTUBAllUM U aKaJEeMHUYECKUX PE3yiIbTa-
TOB, HO €0 MOTEHIHAII PACKPOETCS MOJHOCTBIO TOJb-
KO Tpu cUcTeMHOM moaxoje. KitoueBsie yciaoBus:

e Unrerpanus UM u VR/AR ¢ yueTom 3Tndeckux
HOpM.
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e [Ipeononenne nuppPOBOro HEPaBEHCTBA 4Epe3
rOCy/AapCTBEHHbIE U MEXTyHapOJHBIE TIPOTPaMMBI.

e [lonroToBka menaroroB, CHOCOOHBIX COYETATh
HWHHOBALMHU C TPAJULUOHHBIMU METOJUKAMH.

Kax mmcan B.A. CyXoMIMHCKHI, «ydeHHE HE
JOJDKHO TIpeBpamaTbesi B 3a0aBy, HO JOJDKHO OBITH
PanoCTHBIMY. DABIOTEHHMEHT, COXPaHssI 3Ty MAaKCH-
My, Tpeniaraer myTb K 0Opa3oBaHHIO, T[€ TEXHOJO-
THH CIIy’)KaT WHCTPYMEHTOM IIO3HAHHUA, a HE caMolle-
JIBIO.
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