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MO/IE/JIMPOBAHUE YYEBHEIX 3AHATHH B IIIKOJIE C UCITOJIb30BAHUEM
WHHOBAIIMOHHBIX TEXHOJIOTUH. KAKME U3 OCBOEHHBIX HHHOBAIIMOHHBIX
TEXHOJIOTHH BAM IOHPABUJIMCH BOJIEE BCEI'O U IOYEMY? OTBET
OBOCHOBATbD C IIPUMEPAMU

MODELING SCHOOL LESSONS USING INNOVATIVE TECHNOLOGIES. WHICH
TECHNOLOGIES DID YOU LIKE THE MOST AND WHY? PROVIDE EXAMPLES

HopmyMmuHoBa XoyiHHUCaA
XymBakroBa llloupa
«Cmydenm Tepme3zckoz2o 2ocydapcmeeHH020 nedazo02u4ecko20 UHCMumyman.

AHHOTaumsA: B pabome paccmampusaemcsi MoOeAupo8aHUE YYeOHbIX 3aHAMuUl 8
WwKose €  UCNO/b308AHUEM  UHHOBAYUOHHbIX  00paA308amesibHbIX  MmexHo/02ull,
nosvlwarwux 3pekmusHocmsv U UHMEPAKMUBHOCMb 06yYeHusl. AHa1u3 8bidesisiem mpu
K/t04e8ble MexXHO/102UU; UHMepaKkmueHbsle 06pa3osamesibHble N1amg@opMmbl, mexHoA02UU
donosHeHHoU peaavHocmu (AR) u npoekmHoe o06y4eHue C NpuMeHeHuUem UYu@posbvlX
UHCMpymMeHmos. Imu mexHo/s02uU 8bl6pdHbl 64a200apsi UX CNOCO6GHOCMU NOBbILIAMDb
MOMUBAYUK YHAWUXCS, YAy4Wamb 8U3yaau3ayuro C/AO0MCHbIX NOHAMUU U pa3susamb
sadxcHble Hasblku XXI eeka — Kpumuyeckoe MblulleHUue, Kpeamu8HOCmb U YMeHue
pabomams 8 kKomaHde. I[Ipakmuueckue npumepbl JdeMOHCMpupyom, Kak Kaxcodas
mexHo102usi cnocobcmeayem Cc030aHU OUHAMUYHbLIX, OPUEHMUPOBAHHbLIX HA Y4YEHUKA
3aHsmull u obecnevyusaem 6o0.1ee 2/1y60koe NOHUMAaHuUe mamepuaiad. B 3akawoueHue
noduépkusaemcsi 3Ha4UMOCMb UHMe2Payuu UHHOBAYUOHHbBIX MEXHO/102Ull 8 COBPEMEHHYHO
WKO/NbHYH NPAKMUKY 0151 N08bIWEHUS] Ka4ecmad 06y4eHusl.

Kiwo4yeBble cji0Ba: UHHOBAYUOHHblE MeEXHO/02UlU, MOOJeauposaHue YpoKa,
uHmepakmugHvle  naamgopmbel,  donosHeHHass — peaavHocmdu  (AR),  yugposwvlie
UHCMpYMeHMbl, NPOEKMHoe o6yveHue, gu3yaausayusi, momusayus y4awuxcs, yugpposas
nedazo2uka, coepemeHHast WKoQ.

Annotation: This work examines the modeling of school lessons using innovative
educational technologies that enhance the effectiveness and interactivity of the learning
process. The analysis highlights three key technologies: interactive educational platforms,
augmented reality (AR), and project-based learning supported by digital tools. These
technologies were selected due to their ability to increase student motivation, improve
visualization of complex concepts, and develop essential 21st-century skills such as critical
thinking, creativity, and collaboration. Practical examples demonstrate how each
technology contributes to creating dynamic, student-centered lessons and supports deeper
understanding. The conclusion emphasizes the importance of integrating innovative tools
into modern school practice to improve the quality of teaching and learning.
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BBEJIEHUE

CoBpeMeHHasd cucTeMa 00pa3oBaHUA  IepeXUBaeT  IepUOJ  AKTUBHBIX
npeo6pa3soBaHUM, CBfI3aHHBIX C BHeJApeHUeM LUPPOBBIX HU HWHHOBALMOHHBIX
TeXHOJIOTUH. TpasMLiMOHHbIe METO/AbI 0OyYeHHUs Y2Ke He B IOJTHOW Mepe COOTBETCTBYIOT
NOTPEOHOCTAAM HOBOTO IOKOJIEHHWS y4dalluxcsd, AJ KOTOPBIX XapaKTepHbl KJIMIIOBOE
MBILIJIEHHE, BBICOKAsA YyBCTBUTEJBHOCTb K BU3yaJbHOW UHPOPMAL MU U CTpPEMJIEHUE K
MHTEpPaKTUBHOMY B3aUMOJEMCTBUIO. B 3TUX yci0BUAX 0COOYyH0 3HAYMMOCTH
nprobpeTaeT MOJeJMpOBaHHe YYeOHBIX 3aHATUM C UCNOJIb30BaHWEM WHHOBALMOHHBIX
TEXHOJIOTUH, N03BOJIAIOLIee clle/laTb 06pa3oBaTebHbIM Npouecc 6osee 3GPeKTUBHBIM,
TMOKMM U NIPUBJIEKAaTeJIbHBIM.

[IpumeHenre UUQPOBLIX MIATGOPM, TEXHOJIOTHH [JONOJHEHHON peasbHOCTH,
MYJIbTUMEJUNHBIX PeCypcoB U MHCTPYMEHTOB NPOEKTHOW [JeTeJIbHOCTH OTKpbIBAET
HOBble BO3MOXHOCTH [JI1 OPraHU3alMU Y4eOHOIro NMpoCTpaHCTBa. Takue TEeXHOJIOTHUU
CIOCOGCTBYIOT (GOPMHUPOBAHUIO y yYalUxXxcsd HaBbIKOB XXI Beka — KpPUTHUYECKOro
MBILJIEHWS, KOMMYHUKALlMY, KPeaTUBHOCTH U YMeHHUs paboTaTb B KoMaHze. Kpome
TOrO, OHM I[O3BOJIAIOT HWHAWBUAYAJW3UPOBATh OOydyeHWe, aJalTUPOBATh €ro IoJ
YPOBeHb U NOTPEOHOCTH KAXK/J0r'0 LUKOJIbHUKA.

B paHHOW paboTe paccMaTpUBaKTCAd HauboJiee 3HAYMMble HWHHOBALMOHHBIE
TEXHOJIOTUH, NIpUMeHseMble MPU MOJEJUPOBAHUM YPOKOB, a TaKXe aHaJIU3UPYIOTCA
OpUYUHbl UX 3P(PEKTUBHOCTU M MNpPEUMYyLlecTBa B NPAKTUYECKOM HCI0JIb30BAaHUHU.
Ocoboe BHMMaHHUE yJiessleTCsl TEM TEXHOJIOTHUSIM, KOTOpble IOKa3ald HaubOoJbUINH
NOTEHIAAJ Y NTOJIYYUJIU [T0JIOKUTEJIBHYIO OLleHKY B IPOLecce OCBOEHMUS.

MATEPHAJIBI U METO/IbI B xoze uccaeioBaHUsl ObIJIM UCIIOJIb30BAaHbI pa3JIMyHbIe
nMPpoBbIE pecypcbl M HUHCTPYMEHTBbI, MO3BOJSAKILIME OLEHUTb 3PPEeKTUBHOCTD
MHHOBALlMOHHBIX TEXHOJIOTHUH NpPU MOJEJUMPOBAHUU Y4eOHBbIX 3aHATHUU. OCHOBHBIMHU
MaTepuaJaMHU BBICTyNaJId COBpPEMeHHble 0Opa3oBaTe/ibHble MJIATPOPMBbI, TaKUe KaK
Google Classroom, Kahoot u LearningApps, obecnedyrBaioiiue HUHTEPAKTUBHOCTb M
obpaTHyl0 cBsi3b. Takke NPUMEHSIJIMCb TNPUJOXKEHUS [JONOJHEHHOM peasbHOCTH,
BKito4asaA Quiver u GeoGebra AR, koTopble NMO3BOJIMJIA BU3YyaJW3UPOBATb y4eOHbIN
MaTepdaJs B TpéxMepHoM d¢opmMare. /g opraHMsalud TNPOEKTHOM paboThl
MCIIOJIb30BaINCh LUPpoBbIe cepBUchkl Miro, Padlet, Tinkercad u Canva, cnoco6cTByroniue
COBMECTHOMY CO3/aHUI0 WU NPEeJACTABJEHHUI0 Y4eOHBIX MPOEKTOB. /lOMOJHUTENbHBIMU
MaTepUhaJaMU CTaJu MeTOAWYEeCKHe peKOMeHJauuu 1o LUPpOBOU IMeJaroruke u
IpUMephl YYeOHbBIX CLleHapHeB.

MeTogosioruyeckass OCHOBa HCCAeJOBAaHUS BKJ/OYaJa TeOPeTUYECKUH aHalv3
HAay4YHOW JIMTepaTyphbl, MOCBAIIEHHON WHHOBALlMOHHBIM TEXHOJIOTUAM OOy4YeHHd, a
TaKKe CpaBHeHHEe BO3MOXXHOCTeH pa3/IMYHbIX LUQPPOBBIX HHCTPYMEHTOB C TOYKH
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3peHUs1 UX BJIUSIHUS Ha KayeCTBO M pPe3yJbTaTUBHOCTb ypoKa. B mporecce paboThl
NPOBOJUJIOCH HAbOJIO[eHHWEe 3a MUCIO0JIb30BAaHUEM TEXHOJIOTUM B Y4eOHOU cpefie, UTO
NO3BOJIMJIO OLlEHUTh YPOBEHb Y4aCTUS U MOTUBALUM y4dallUxCA. BaXKHbIM 3/1eMEeHTOM
CTaJI0 TMpaKTU4YeCKOe MOJe/JUPOBaHUE YPOKOB C IMPHMEHEHUEM HHTEPAKTHUBHBIX
miatdopM, AR-UHCTpYyMEHTOB U UMPPOBBIX CEPBUCOB, a TaKXe MOCJAeAYIOUUN
pedieKCMBHBIM aHA/IU3 MOJY4YeHHOT0 onbiTa. TaKOW KOMIIJIEKC MaTEPUAJIOB U METO/0B
NO03BOJIMJI OOBEKTUBHO ONpeAeJuTb, KaKUue TeXHOJIOTUU OKa3blBAalOTCSd HauboJiee
3¢ PeKTUBHBIMHU B COBPEMEHHbIX 00pa30BaTebHbIX YCJI0BHUSIX.

OBCYXXZJEHHUE U PE3YJIbTATHI B xoae ucciejoBaHUSI MOJIeJIMPOBAHUS YYEOHBIX
3aHAATUM C HCIOJb30BaHWEM HWHHOBAI[MOHHBIX TEXHOJIOTUH ObIIM  BbISABJIEHDI
3HAaYUTeJIbHbIE TOJIOXKUTeJbHble 3Q(eKThl Ha Mpolecc 0O0y4YeHUs U BOBJIEYEHHOCTH
yqaiuxcsi. Mcnosib30oBaHHEe MHTEPAKTUBHBIX 00pa3oBaTesbHbIX MJIaTPOPM MO3BOJIHJIO
co3JaTb OoJiee JUHAMHUYHbIE U CTPYKTYPHUPOBaHHbIE YPOKH, 06eCcrieyrMB ONepaTHBHYIO
00paTHYI0 CBSI3b U UHAWBUAYAJbHBIN MOAX0[ K KaXKA0My y4alieMycs. Ha npakTuke 3To
NpPOSIBUJIOCH B IOBBIIIEHWU MOTHBALMKA YYal[UXCS, yBEeJUYEHUM KOJIM4YeCTBa
NpaBUJIbHBIX OTBETOB B BUKTOPUHAX U aKTUBHOCTH B 00CYKAeHUSX Ha IJIaTdopMe.

[[puMeHeHHe TEeXHOJIOTUH [JIOMOJHEHHOW peaJibHOCTH TMOKa3aJo OCOOEeHHO
BbICOKMI MOTEHIMAJ JJ1s1 BU3yaJIM3alLlMU CJA0KHBIX U abCTPaKTHbIX MOHATHUHN. HanpumMep,
IpU U3YyYEHUU TeOMeTPUYEeCKHUX QUTYyp M OHOJIOTUYECKHUX CTPYKTYpP YUYEHHUKH MOTJIH
B3aMMO/J€eMCTBOBATb C TPEXMEPHBIMU MOJEJSAMH, BpalllaTb UX U U3MePAThb 3JIEMEHTHI,
YTO 3HAYMTEJIbHO MOBBIIIAJI0 IOHUMAaHUE U 3aKpenieHWe MaTepuasia. Kpome Toro, AR-
TEXHOJIOTUM  CIOCOOCTBOBAJIM  Pa3BUTHI0 NPOCTPAHCTBEHHOTO  MBILJIEHUS U
CTUMYJIMPOBAJIM JIFOOOMIBITCTBO YUa[AXCS.

[IpoekTHOe 00yYyeHHEe C HCIO0JIb30BaHHWEM IUPPOBBIX UHCTPYMEHTOB, TAaKHUX KaK
Miro, Padlet u Tinkercad, no3BoJinio MoZieTMPOBaTh KOJIJIEKTUBHYIO eSITeJbHOCTD, T/e
y4yalidecs paboTasii HaJi IpOeKTaMHU, pacnpeziesisiayd PO U PeCTaBJIsIN Pe3yibTaThbl
B HarisgHoW ¢opme. Pe3ysbTaThl MOKas3ajd, YTO TaKHe METOJbl CIOCOOCTBYIOT
PAa3BUTHIO KPUTHUYECKOTO MbIIILJIEHUS], TBOPYECKUX HABBIKOB U yMeHUs paboTaTh B
KOMaH/Jle. YYeHUKH He TOJIbKO aKTHUBHee Yy4acTBOBaJIM B y4eGHOM Mpollecce, HO U
JIEMOHCTPHUpPOBAJIU 60Jiee TJIyO0Koe MOHUMaHUe MaTepraJsia, TaK KaK MOTJIM IPUMEHSTh
3HaHUS Ha MPAKTUKE.

Takum  o06pasoM, aHa/IW3  pe3yJbTAaTOB  MNPAKTUYECKOr0  NPUMEHeHUs
MHHOBAILIMOHHBIX TEXHOJIOTUHM IOKa3aJ, YTO OHU NOBBIMAKT 3(PPEKTUBHOCTb YPOKOB,
JleJlaloT oOyyeHUe 0Oo0Jiee HWHTEPAKTUBHBIM M OpPUEHTUPOBAHHBIM Ha y4Yalllerocs.
WHTerpanusi MHTepaKTUBHBIX MIaTPopM, AR-TexHO/IOTUN U ITUPPOBBIX UHCTPYMEHTOB
NPOEKTHON [leATeJbHOCTU I03BOJIIeT CO03/aTh THMOKYH0 00pa30oBaTeJIbHYI0 Cpejay,
KOTOpasi OJHOBPEMEHHO MOTHUBUPYET, pa3BHBaeT KJtueBble HaBblkM XXI Beka U
006Jier4yaeT yCBOEHUE CJIOXKHbBIX TEM.

3AKJIOYEHUE B xoze uccienoBaHusi ObLJIO YCTAaHOBJIEHO, YTO MCIOJIb30BAaHUE
MHHOBAIIMOHHBIX TEXHOJIOTUH MPHU MOJAEJUPOBAHUU y4E€OHBIX 3aHATUU CYILIECTBEHHO
noBbiliaeT  3GQPEKTUBHOCThL  0Opa3oBaTe/JibHOrO  Mpolecca. HMHTepaKTUBHbIE
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obpa3oBaTeJibHbIE M1aTGOPMBI, [0MOJIHEeHHas peasbHOCTb (AR) U npoekTHOe obyyeHUEe
¢ UUGPOBBIMU UHCTPYMEHTAMU OKa3bIBAKOT MOJIOKUTEJbHOE BJUSHHE Ha MOTHUBAIUIO
y4alllyMxcsl, Ka4eCTBO YCBOEHUs MaTepuasia U pa3BUTHEe KJIHYeBbix KoMneTeHUUW XXI
BEKa, TAKUX KaK KPUTHUYECKOE MblIIJIEHWE, KPEAaTUBHOCTb U KOMaH/{Hasi paboTa.

[IpakTuyeckoe NpuMeHEeHHE 3TUX TEXHOJIOTUM N03BOJISIET CO3/jaBaTh IMHAMUYHbIE
Y HarJsiHble YPOKH, alallTUPOBaHHble MO/, UHAVMBU/Yya/lbHble IOTPEOHOCTH YYEHUKOB,
a TakKe CTUMYJIMPYeT aKTHUBHOEe y4aCcTHe M CaMOCTOsTeJibHOe oby4yeHHe. Pe3ysibTaThl
MCCJieJ0BaHUS NMOATBEPKAAIOT, UTO MHTErpaluss MHHOBALIMOHHBIX [U(PPOBBIX CPE/CTB B
IIKOJIbHYIO MPAKTUKY CIOCOOCTBYET GOPMUPOBAHHIO COBPEMEHHOTO 0O0pa30BaTeIbHOr0
IPOCTPAHCTBA, OPUEHTHPOBAHHOIO HAa YYEHUKAa M TOTOBOTO K BbI30BAaM LU(PPOBOTO
ob1miecTBa.

Takum  o06pa3oM, BHeJpeHUe  HWHHOBALMOHHbIX TEXHOJIOTUH  SIBJSETCSA
HeoOXOJUMbIM YCJOBHEM TMOBBIIIEHHWS KayeCcTBa UIKOJbHOTO 00Opa3oBaHUA U
dbopMHpOBaHUA Y y4allMXCsA HABBIKOB, BOCTPEOOBaHHBIX B COBPEMEHHOM MHUpE.
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