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HUCIIOJIb3OBAHUE TU®POBbLIX OBPA3OBATEJ/IBHBIX PECYPCOB U
MNI'POBBIX TEXHOJIOTHUH ITPU OBYYEHHWHU TEXHOJIOTHUHA

USE OF DIGITAL EDUCATIONAL RESOURCES AND GAME
TECHNOLOGIES IN TEACHING TECHNOLOGY

AHHOTamust. B cratee paccmaTpuBarOTCd BO3MOXKHOCTH MPHUMEHEHUS
aKTya/bHEIX 00pa30BaTeJbHBIX TEXHOJIOTHH B IIDEOMETHOH  o06jacTu
«Texromoruss».  ONHCHIBAIOTCA  IOOCTOHMHCTBA  HCIOJ/IB30BaHHUS  HUIPOBBIX
TEXHOJIOTHH B 00y4YeHHUH U IIH(PPOBBIX 00pa30BaTeIbHBIX PECYPCOB.

Abstract. The article discusses the possibilities of using current educational
technologies in the subject area «Technology». The advantages of using gaming
technologies in teaching and digital educational resources are described.
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HWcmonb30BaHME KOMIBIOTEPHOW TEXHUKM B OOYyYeHUH UMeeT IMpsaMoe
OTHOIIIEHWE K CUCTEMHOMY MOAXOMy, pearn30BaHHOMY B NMpegMeTHOU 001acTu
«TexHomorusi». CHUCTEMHBIM MOOXOM IIpeAriojaraeT €OUHCTBO COOEepXKaHU,
cpenctB, ¢opM u MeTomoB oOyuyeHusi. [I[pUMEHUTENIbHO K HCIIOJIb30BAaHUIO
CpencTB KOMIIBIOTEPHOU TEXHUKHM 3TO O3HaudaeT KOMIIJIEKCHOE PaCCMOTpPEHHE
BO3MOXKHOCTEN KOMIIBIOTEPOB, KaK B KadeCTBe TEXHHUYECKOTr0 CpeacTBa
o0y4ueHUs, TaK U B Ka4eCTBe MHCTPYMEHTa [OesSTeJIbHOCTH, BO BCEX pa3eax
MHTErpaTUBHOTO NpeaMeTa « TeXHOJIOTHUSI» U Ha BCeX 3Talax ooyuyeHus [2].
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[TpeoMeTHasi oOmacTh «TexHosorusi» ABAsSeTCS QopMupymwollelr 6a3ou
BXOXKIOEHHSI B MHDP TEXHOJIOTHM, B TOM dYHCJIe: MaTepualbHBIX,
MHPOPMAIIMOHHBIX, KOMMYHUKAIIMOHHBIX, KOTHUTHUBHBEIX U COLMAJIbHBIX.
[TpuoOpeTeHrne 0a30BLIX HABLIKOB PabOTHI B paMKaX OCBOEHUS MpPeqMeTHOMU
obmactu «TexXHONIOTHUSA» IIPOUCXOOUT C COBPEMEHHBIM TEXHOJIOTHUYHBIM
o0opynmoBaHNEM, OCBOEHHE COBPEMEHHBIX TEXHOJIOTUM, 3HAKOMCTBO C MHPOM
npodeccuii, camMoonpeneneHe U OpueHTanusa 00y4alonuxcs Ha OesITeIbHOCTh
B pa3JIMYHBLIX COIMAJbHBIX cdepax, obecrneuynBaeTCcs IIPEEeMCTBEHHOCTh
nmepexoga  oOydalomuxcs  OT  oOmiero  oO6pa3oBaHUS K  CpeOHEMY
npogeccruoHaIbHOMY, BEICIIEMY 00pa30BaHUIO.

HMcmonb30BaHME COBPEMEHHBIX KOMMBIOTEPHBIX TEXHOJIOTUM B IIpoOIlecce
o0y4YeHUs BIUSET Ha POCT NpodecCuOoHAIbHON KOMIETEHTHOCTHU YUUTENS, 3TO
CIIocoOCTBYET 3HAUYUTEILHOMY ITOBBIIIIEHNIO KauyecTBa 00pa30BaHUS.

HWcnonb3oBaHue  LMGPOBHIX  00pa30oBaTENbHBIX  PECYPCOB  ITI03BOJISIET
OCYyILIECTBUTL 3aAyMaHHOe, chenaTh YPOK COBpPeMeHHBIM. HWHTepaKTHBHBIE
971eMeHThl 00y4YaloluX IIPOoTrpaMM ITO3BOJISIOT YUTU OT MACCUBHOTO YCBOEHUS
MaTepuasa, Tak KakK oOydaloniuecs MMOJy4aloT BO3MOXKHOCTb CaAaMOCTOSITEIIbHO
MOJENUPOBaTh SIBIEHUS U MPOIECCH], BOCIPHHUMATL HH(POPMAIHI0 aKTHUBHO.
CoBpeMeHHbBIE WH(POPMAITUOHHO-KOMMYHUKAIIMOHHBIE TEXHOJIOTUM IT03BOJISIOT
VUUTEJII0 UCIOJIb30BaTh NpeaMeTHbIe KOMJIEKINU (UmocTpaumu, goTorpadum,
KapTHI, BUIE0- 9KCKYPCHH, BUOeO(pparMeHTH, aynuodparMeHThl),
OUHaMU4YecKue TabJIMIIBI U CXeMbl, MHTEPAKTUBHBLIE MOJIEIU, ITPOEIUPys UX Ha
OO0IBIIION 3KpaH.

Ceromusgd B y4eOHBIM TpPoOLlECC BCE dYallle BHEOPSIOTCA  IMTPUHITAIIEI
reiMupukanuu. [IpumMeHeHMe B 00pa30BaHUM METOOWKU KBECTOB, KOIma
ydalluecs He IPOCTO BEIy4MBAIOT MaTepHall, a ObITalTCA pa3ragaTh KaKyr-TO
3arajiky, TOJIOBOJIOMKY - B pa3bl IIOBHIIIAET YPOBEHb 3HAHUU 3a CUeT
BOBJIEUEHHOCTH. OJJIEMEHTHl TeUMUPUKAIUU IPUMEHSIOTCS B TeYEeHHE BCeU
y4€OhI, ITPUYEM He TONIBKO B IIKOJie. OLIeHKYU, PEUTUHT, YCIIEBAEMOCTh — 9TO BCE
CKphITasi revMmdpuUKalys, KOTOpas HACTOJIbKO YKpenujgach B CHUCTEMe
o0pa30BaHUS, YTO BOCIPUHUMAETCS KaK 4TO-TO eCTeCcTBeHHoe. ['eiMubuKanusa
B cucTeMe oOpa30oBaHUs caMa I10 cebe - He HOBOe sIBJIEHUE, CKOpee 5TO HOBHIU
TEPMUH U ero omnpepenenue [1].

HWrpoBhie TEXHOJOTHHM W UIPHl B oOpa30BaHMM OBIIM BCerga: HACTOJILHEIE,
menoBele, posieBble. OOHAKO B [OaHHBIM MOMEHT HU(PPOBEIE BO3MOXKHOCTHU
TAKOBBI, YTO UTPBl CTAHOBSATCS 00Jiee MHTEPECHBIMH, IPOOYKTUBHEIMU C TOYKHU
3peHust oopa3oBaTenbHOTO 3dPeKTa.

CoBpeMeHHBIN Y4eOHBIN IPOLECC, ITPOTEKAIOIINM B YCIIOBUSX NHDOPMaTU3AIIUU
M MacCCOBOM KOMMYHHKaluM Bcex cdep o0OIecTBeHHON XKU3HU, TpedyeT
CYLIECTBEHHOTO paCLIMpEeHus apceHalla CPeacTB OOydeHUs, CBSI3aHHBIX, B
YaCTHOCTH, C MCIOJb30BaHUMEM IUMPOBEIX 00pa30BaTebHBIX PECYPCOB, IION
KOTOPHIMU MBI TIOHMMaeM CIlelldajibHBIM o00pa3oM chopMUpPOBaHHBIE OJIOKH
pa3HooOpa3HbIX WHOOPMAIMOHHBIX PECYpCOB, IpedHa3HAYeHHBIX [JIs
KUCIIOJIb30BaHUSI B oOpa3oBaTeslbHOM ITpollecce. LIOP 6e3ycioBHO SIBJISIIOTCS
IIPOBEPEHHEIM M OTJIMYHBIM PECYPCOM [Ji BCEX Y4aCTHUKOB 00pa30BaTeIbHOI'O
npouecca. Co3manue cobcTBeHHOM ©Oa3bl I[IOP u UrpoBHIX METOOUK
CYILIECTBEHHO VIIpOIllaeT y4eOHBIM IIPOLECC [OJIs YYUTeNsd U o0ydarollerocs,

KpOMe TOTO, %eﬂaeT ero 6ojiee APKKM N HaCHIIITEHHBIM.
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