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KocmerepoBa Ap3aiibiM ’KamaaauH KbI3bl
MpenoiaBaTelib
Hyxkycckuii rocy1apcTBEHHBIN NEJarornueCKuii MHCTUTYT

HUI'POBBIE TEXHOJIOI'MUN OBYYEHUA: KJIIOY K BOBJIEYHEHHOCTHA
NKOJBHUKOB

Annomauuﬂ: B cmamve pacemampueaemcs uuqbpoeble mexrnoJjiocuu npovYHo eouliu 6
IHCU3Hb nodpacmaiomeeo NOKOJIEHUA, mpaauI/ﬂ/lOHHble Memoobl 06yquu;l 3avacmyro He CcnocobHbl
yoepocusams BHUMAHUE WKOJIbHUKOS. beckoneunvlll nomok ungopmayuu, KoOpomxuil nepuoo
KOHYyeHmpayuu U nOCmMoOAHHOE CmpemMleHue K UHmepaKkmueHocmu — 6om peaiuu, ¢ KOmopbiMu
cmankusaiomesi  yuumens. B osmom komwmexcme ueposvie mexnonoeuu ooyuenus (I'TO)
npe()cmaiom He npocmo MOOHBIM mpeH()OM, a MOWHbBIM UHCNMIPYMEHMOM, CNOCcOOHbIM
KapauHajleO USMEHUMb 06pa306am€.7lebll/7 npouyecc, coenas e2o yeiekamenibHovimM U
sgppexmuenvim. I'TO — 3mo He MONLKO KOMNbIOMEPUIUPOBAHHbBLE USPbl. DMO Yeablli CHEeKmp
Memoduk, OCHOBAHHbLIX HA nNpuHyuUnax 2612]1/!”@1/[7(‘611/;1/11/1.’ on KjlaccudeCKkux HAcCmoJIbHblx ucp u
poJiesvlx cyenapues 00 06pa306‘am€/leblx Keecmoe U URmepaKkmueHblx cumyﬂﬂuuﬁ. Tnasnas yeiob
Maxkux mexHoaAo2ull — NnoévluieHue momueayuu U 606J1€YCHHOCMU Yy4auwuxcsia 3a cdem
UCNONB306AHUA UCPOBLIX MEXAHUK, MAKUX KAK COPEBHOBAHUE, Hazpaabz, npoepecc, 06pamHaﬂ
C6A3b U B03MOICHOCMb GIUAMb HA X00 cobwimuil. Kozoa YYEHUK nocpyatcaemcs 6 uepoeoﬁ
npoyecc, OH Hnepecmaem GOCHPUHUMAMb Yyeb)y Kak pYmMuHy, d HA4uHaem 6uodemsv 6 Hel
3axeamslearouee nPpuKiio4eHue.

Knrouesnvie cnosa: L;uqbpoeble mexHoJsiocuu, Mmaaowue WKOJIbHUKU, KOCHUMUBHOE
paseumue, movluidilerue, noznaeanelbias aeﬂmeﬂbHOCWZb, eeﬁMuqbuKab;uﬂ, CMeulaHHoe 06yquue,
yugposoe nokonenue.

Abstract: The article considers digital technologies firmly embedded in the life of the
younger generation, traditional teaching methods are often unable to hold the attention of
schoolchildren. An endless stream of information, a short period of concentration and a constant
desire for interactivity are the realities faced by teachers. In this context, game-based learning
technologies (GTO) appear not just as a fashion trend, but as a powerful tool that can radically
change the educational process, making it exciting and effective. GTO is not just about computer
games. This is a whole range of techniques based on the principles of gamification: from classic
board games and role-playing scenarios to educational quests and interactive simulations. The
main goal of such technologies is to increase student motivation and engagement through the use
of game mechanics such as competition, rewards, progress, feedback, and the ability to influence
the course of events. When a student immerses himself in the gameplay, he stops perceiving
learning as a routine, and begins to see it as an exciting adventure.

Keywords: digital technologies, primary school students, cognitive development, thinking,
cognitive activity, gamification, blended learning, digital generation.

CoBpemeHHOe o0OOpa3oBaHHE CTaJKHMBAETCS C BBI30OBOM: KakK YJep)KaTb BHHUMaHUE
YUEHHKOB, MPOOYIUTh B HUX MHTEPEC K 3HAHUSIM U cJeNaTh Ipolecc 00yueHHsl MO-HacTOsILEMY
3axBarbiBafomUM?  TpaaWIIMOHHBIE METONBI, 3a4acTyl0, OKa3bIBAIOTCS  HEIOCTATOYHO
3G PEKTUBHBIMU B YCIOBHSIX CTPEMUTEIBHO MEHSIOLIEToCs MHpa, I7ie MHPOpMaLus JOCTyIHA
CKCCCKYHIHO, @ BHHUMAHUC CTAHOBUTCSA HeHHefIIHHM peCypCcom. HNmenno 31€Ch Ha IIOMOIIb
NOPUXOJAT UIPOBbIE TEXHOJOTMM OOydeHUs] — MOUIHBIM HMHCTPYMEHT, CIIOCOOHBIN
TpaHC(POPMHUPOBATH YPOK U3 MOHOTOHHOM Mepeaayu 3HaHUH B yBJIEKaTeIbHOE TPUKIIIOUEHUE.

[ToapoCcTKOBBIM BO3PAaCT XapaKTEpU3YEeTCs CIIOKHOCTHIO KOHILIEHTPAllMM BHUMAaHUA M
OBICTPBIM yTOMJIGHHEM OT OJHOOOpPa3HOW HesATenbHOCTH. [103TOMY TpaguIlMOHHBIE METOJIbI
00y4YeHHs 3a4acTyIO TEPSIOT CBOIO 3(PPeKTUBHOCTH. BBeieHNEe UTPOBBIX JIEMEHTOB PEIIaeT 3Ty
npo0JeMy CIeTyOITUM 00pa3oM:
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elrpa cTEUMyIHpyeT MO3HABATEIbHYIO AaKTHUBHOCTh peOeHKa Oraromapsi BOBICYCHHUIO
OMOILIMOHAIBHOMN Cepbl BOCIIPUATHS;

eUepe3 wWrpy HIKOJBHUKU JIETYE 3alIOMMHAIOT MaTepuall, IOoJy4yas YJIOBOJBCTBUE OT
nporecca Mo3HaHus;

o UIrpbl pa3BUBAIOT KPEATUBHOCTh, KPUTHUECKOE MBIIIJICHUE U YMEHUE IPUHUMATh PEIICHUS
CaMOCTOSITENIBHO.

Opranuzanys UrpoBOro o0Opa3oBaTENBLHOTO MPOCTPAHCTBA TpeOyeT ydeTa psiia BaKHbBIX
ACIEKTOB:

e [{ennecoobpa3HOCTh: BEIOOP UIPHI IOJDKEH COOTBETCTBOBATH LIESIM YPOKa M TpeOOBaHUAM
y4eOHOI MPOrpaMMBl.

¢ AKTHUBHOE y4acTue IeJarora: y4uTeidb BBICTYHAeT KOOPIAWHATOPOM M (PacHINTATOPOM
UIPOBOrO IMpOLlECCa, HAMNpaBisAs JAEATEIbHOCTh YYEHMKOB W oOOecrneuuBas HpPOAYKTHBHOE
B3aMMOJICHCTBHE MEXI1y HUMHU.

e MoTHBaIMs y4YalIUXCA: CO3/IaHUE YCJIOBUM, TJ€ UIpa BOCHPUHHMMAETCS NI€ThMHU Kak
CaMOCTOSITeNIbHAsT IIEHHOCTh, IO3BOJISIOMIAS MPOSBUTH WHIAMBHIYaJbHBIE CIIOCOOHOCTH U
TaJaHTHI.

e lcrionb30BaHMEe COBPEMEHHBIX TEXHOJOTHI: mpuMeHeHHe uPOBbIX IIaTdopm,
BUPTYaJbHBIX CpEl M HHTEPAKTHUBHBIX PECYpCOB CYHIECTBEHHO PACIIUPSIET BO3MOXKHOCTH
peanu3aniy UrpoBbIX (HOPMATOB.

e MlHTerpanus pa3sHbIX JUCHUIUIMH: HHTETpalysl 3HAaHUI U3 pa3IM4HbIX 00JacTel moMoraer
Y4E€HHKaM BHJIETh MEXIIPEJAMETHBIEC CBSI3U U JIyUllle TIOHUMATh U3y4aeMblii MaTepual. [3]

[IpumeneHnne urp Ha ypokax — 3TO HE IPOCTO pa3BICUEHUE, a IPOIYMaHHBIN
negarorndeckuii xoa. Urpel, Oyib TO HACTOJIbHBIE, POJIEBBIE MM KOMIBIOTEPHBIE, 00JIaqaoT
YHUKaJIbHONU CIIOCOOHOCTHhIO MOTHUBHpPOBaTh. OHHU CO3JAIOT CUTYallUIO YCIIEXa, BOBJIEKAIOT
VYEHHKOB B AaKTHUBHOE B3aWMOJEWCTBHUE, pA3BUBAIOT KPUTUYECKOE MBIIUICHNWE, HAaBBIKU
KOMaHHOU paboThI M pemieHus nmpoodiem. Hampumep, ncropudeckast Urpa-KBecT, TIe YYCHHKaM
npencTout "paccrnenoBars’ codbiTHe, coOupast "yiauku" B Buae (HaKTOB U AT, JIeNaeT U3yuyeHue
IIPOLIOTO JKUBBIM M 3aIIOMHUHAOLIUMCS.

KBectsl, kak Gpopma UrpoBOro 00ydeHus, MpeAIaraloT y4eHHKaM IPONUTH ONpeaeIeHHBIN
IyTb, BBITMOIHS 3a/1aHUs, IPEO0JI0JIEBAs MPETSITCTBYS U I11ar 3a LIaroM MpuOJINkKasch K LEeTU. DTO
MOKET OBITh CepHsi BOMPOCOB, 3araJioK, MPAaKTHUECKHUX 3a/ay, CBA3aHHBIX C H3y4YaeMbIM
MaTepuaioM. Takas CTpyKTypa HE TOJIBKO MOJJIEPKUBAET HMHTEPEC, HO M CIOCOOCTBYET
NIyOOKOMY YCBOGHHMIO MaTepHalia, TMOCKOJbKY YYEHHKH AaKTUBHO NPUMEHSIOT TOIyYeHHBIC
3HaHMS Ha IPAKTHKE.

Ieiimudukarus e BHIXOANUT 32 paMKU OTAEIBHBIX UT'P U KBECTOB, UHTETPUPYS UTPOBBIE
AJIEMEHTHl B caMy CTPYKTYypy YpoKa. DTO MOXKET HpOSBISATHCS B BHJIE CHCTEMbI OajioB 3a
AKTUBHOCTb, PEUTHHIOB YYEHHKOB, IOJIY4YEHUA '"JOCTH>KEHUI" 3a BBIIOJIHEHUE CIOMKHBIX
3a/laHui, IEPCOHAXKEN-NPOBOTHUKOB WJIM CIOKETHBIX JIMHHM, CONMPOBOXAAIOIINX BECh YUEOHBIN
nporecc. ['eliMuduxanys mpu3BaHa caenath Kaxablil sTan o0ydeHus 6osee MpuBIeKaTEIbHbBIM,
CTUMYJIUPYSl COpPEBHOBATENbHBIM JyX (B MO3UTHUBHOM Kitoue) U (opMHpYs YCTONYMBYIO
MOTHBAIIHIO K yuebe.

Hcnonb3ys uUrpoBble TEXHOJOTHUH, MENAroru IOJy4aloT BO3MOXHOCTh HE TOJIBKO
NOBBICUTh MHTEpPEC YUYEHHMKOB, HO M CO3/1aTh Oojiee I'MOKYIO, aJalTUBHYIO U 3(PPEeKTHBHYIO
00pa3oBaTeNbHYIO Cpey, TJe KaKablii peOeHOK MOXKET PaCKPhITh CBOM MOTEHIUAI.

WuTerpanust UrpoBbIX TEXHOJOTUN B y4eOHBIA MPOLIECC OTKPHIBACT Mepel] YUUTEIIMU
HIMPOKUI CIEKTp MNEeJaroru4eckux MHCTPYMEHTOB. BupTyanbHas peasbHOCTb, Hamlpumep,
MO3BOJISIET y4YeHWKaM 'MoObIBaTh" B apeBHEM Pume, HccienoBaTh CTPOCHUE KIICTKH WIIA
COBEpPILUTH IMyTEIIECTBUE B KOCMOC, Jieast a0CTpaKTHbIE IOHATHS Ocsi3aeMbIMU. Mcnonb30BaHue
00pa3oBaTeIbHBIX OHJIAWH-TUTATGOPM C dIIeMEHTaMu reiiMudukaum, Takux kak Kahoot!, Quizizz
wim Minecraft: Education Edition, mo3Boisier mpoBOAUTs UHTEPAKTUBHBIE YPOKH, MOMEHTAIBHO
M0JTy4aTh 0OpaTHYIO CBSI3b M aIallTUPOBATH TEMIT 00YUYEeHHUS MOJ] HYK/bl K&KJ0T0 YUYECHHKA. DTH
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HMHCTPYMEHTHI HE TOJILKO Pa3BIIEKAIOT, HO U CIIOCOOCTBYIOT Pa3BUTHIO IIU(PPOBOI IPaMOTHOCTH,
YTO SIBISIETCS HEOTHEMIIEMBIM HaBBIKOM B COBPEMEHHOM MHDE.

OnHako Ba)XHO NMOMHUTH, YTO YCIEX HUIPOBBIX TEXHOJIOTHH 3aBUCUT OT TI'PaMOTHOTO
MeJaroruyeckoro moaxoaa. Lenp urpsl JomKHA OBITH TECHO CBsI3aHa C Y4eOHBIMU 1ensiMu. Hrpa
HE JI0JKHA OBITh CaMOLEIbIO, a JIUILb CPEICTBOM ISl TOCTHXKEHUS OoJiee IyO0KOro moHUMaHus
MaTepuasna, pa3BUTHS OMPEIEICHHBIX HABBIKOB WM ()OPMUPOBAHMS TTO3UTHBHOTO OTHOIICHUS K
npeaMeTy. YUuTedb BBICTYNAeT B Poju (acuimuTaTopa, HAIpaBISAIOLIEro y4eOHBI Mpolecc,
OKa3bIBAIOIIETO MOJICPKKY M TIOMOTAOIIEr0 YYCHHKAM aHAJIH3UPOBATh COOCTBCHHBIN OIIBIT,
MIOJIyYEHHBIH B X0J1€ UTPHIL.

CrnenyeT Takke YYUTHIBATh BO3PACTHBIC U MHAUBHIyJIbHbIE OCOOCHHOCTH ydamuxcs. To,
YTO 3axBaThIBA€T MIIAJIIIMX HIKOJBHUKOB, MOET MOKa3aThCs HEMHTEPECHBIM IOJPOCTKAM.
[ToaTomMy BBIOOp WIPBI U MEXAaHUK JOJKCH OBITh OOOCHOBAaHHBIM M COOTBETCTBOBATH YPOBHIO
pa3BUTHA U UHTEpPECaM KOHKPETHOTO Kjacca. BaxkHO co3paBaTh cUTyaluu, re Kax/ablil yUeHUK,
HE3aBHCHMO OT CBOHMX CHJIBHBIX CTOPOH, CMOXKET HAWTH CBOIO POJb U JOOUTHCS yCIeXa, 4TO
croco0cTByeT (hOPMHUPOBAHHIO YBEPEHHOCTH B cede.

[IpruMeHeHne UTPOBBIX TEXHOJIOTUI B 00pa30BaHUM — 3TO HE MPOCTO MOJHBIN TpEeHI, a
OCO3HAHHBIH IIar K CO3/aHui0 MKOJbl Oyaymero. LIkomel, B KOTOPOH YUYEHUKU C HETEPIIEHUEM
TyT Hadaaa ypoka, akTUBHO YYaCTBYIOT B IMPOIIECCE MMO3HAHUS U YUYaTCs C YA0BOJIBCTBHEM. JTO
myTh K (POPMUPOBAHUIO MOKOJIEHUH, TOTOBBIX K BbI3oBaM XXI| Beka, oOnamaromux HE TOJIBKO
3HAHUSMH, HO U KPUTHYECCKUM MBIIIICHHEM, KPEAaTHBHOCTHIO U HABBIKAMH COTPYTHUYECTBA.

TakuM 00pa3oM, HrpoOBbIE TEXHOJIOTMM OOY4YEHHS BBICTYHNAIOT B POJIM MOIIHOTO
KaTajanu3aTopa, CIIOCOOHOTO MPEBPATUTh OOyYEHHE B YBJICKATEIBHOE ITyTEIICCTBHE, TOJTHOE
OTKPBITHHM U JOCTHXEeHHH. VX rpaMOTHOE M MPOAYMaHHOE MPUMEHEHHUE MO3BOJISIET HE TOJIBKO
3HAYUTEIIEHO TTOBBICUTH BOBJICUCHHOCTh IITKOJIBHUKOB, HO M 3aJI0KUTh TIPOYHBIN (yHIAMEHT JJIst
UX JTaTbHEHIIEro yCIeurHoro pa3BuTus U 00yueHusl.
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