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R o e S Socity METOAbI 1 CPEACTBA UCITIOJIb30OBAHUS

MOBWIbHBIX NPUJIOKEHUA U OHJIAVH-
MHNPOI'PAMM B OBPA3OBATEJBHOM INPOLECCE
IllepananoBa ®apanrus Paxmar Kusu
MaructpanTt Tepme3cKkoro rocy1apCTBEHHOTO

neJaroruueckoro MHCTUTYyTa, Pecrybivka Y30ekucran

Auuomauuﬂ. B cmamuve paccmampuearonici CoOBpemMernHbvle Memoovl U
cpeocmea  UCNONIb308AHUSL MOOUNILHBLIX HPUNONCEHUU U  OHIAUH-NPOSPAMM 8
obpazosamenviom npoyecce. Auanusupyemcsi poav YUQDpPOSbiX MeEXHON02Ull 8
noevluieHUuU Kauvecmea 06pa306anz, opeaHusayuu URmMepaxKkmueHozco 06yqeﬁuﬂ u
Gdopmuposanuu  UHOUBUOYAILHOU 00PA308AMENbHOU  MPACKMOPUU  VUAUUXCAL.
000506 GHUMAHUe yéeﬂﬂemc;z neoazocudeckuUmM BO3MONCHOCAM MOOUIbHBIX
NPUNONCEHUL,  OHIAUH-NIAM@POpM U  YUPDPOBvIX pecypcod 6  pazsumuu
Nno3HasamelbHou akmueHocmu, camocmoAameibHocmu U KOMMYHUKAMUBHbBLX
HABbIKO6 06yqa;0u;uxc;z. Paccmampueaiomc;z OCHOBHblE Memoobl NpuUMeHerus
MOOUNIbHBIX  MEXHONO0UN: UHmMepaxkmueHoe O6yll€Hu€, CMeutaHHoe 06yquue,
oucmaHyuoHHoe obyuenue, eeumuurkayusi U NepPcoOHAIUUPOBAHHBIU NOOX0O.
Obocnosano, umo 3¢ghghekmusHoe UCNONL308aAHUE YUPDPOBLIX UHCMPYMEHMOB
cnoco6cm6yem noevluteHuro momusayuu yvawuxcia u CcoB8epuleHcnmeo6aHur0
06[9(1306617’}’16]le020 npoyeccdad.

Knrwoueswvie cnosa: modunvrvle npuiodiceHuss, OHAAUH-NPOSPAMMbL, YUPDPOSsble
mexHoJlocuu, 06pa30661m€ﬂbelZZ npoyecce, UHmMmepaKkmueHoe O6yll€Hl/l€,
oucmaHyuoHHoe ooyueHue, eeimupuxayus, yupposas nedazocuxa.

Abstract. This article examines the methods and tools of using mobile
applications and online programs in the educational process. The role of digital
technologies in improving the quality of education, organizing interactive learning,
and creating personalized learning environments is analyzed. Particular attention
is paid to the pedagogical potential of mobile applications, online platforms, and

digital resources in developing students’ cognitive activity, independence,
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motivation, and communication skills. The article discusses the main methods of

integrating mobile technologies into education, including interactive learning,
blended learning, distance learning, gamification, and personalized approaches.
The study highlights that effective implementation of digital tools contributes to
increasing students’ interest in learning, improving educational outcomes, and
creating a flexible and innovative learning environment.

Keywords: mobile applications, online programs, digital technologies,
educational process, interactive learning, blended learning, distance education,
gamification, digital pedagogy.

COBpeMeHHBIfI JTall Pa3BUTHA 06p330BaHI/I$I XapaKTCPU3YyCTCA AKTHBHBIM
BHEJIpEHUEM  MH(OPMAIMOHHO-KOMMYHUKAI[MOHHBIX  TEXHOJOTMH BO  BCE
HarnpaBJieHUs ydeOHoro mnporuecca. [{udpoBuzanus oO6pazoBaHusi CrOCOOCTBYET
CO3JaHHUIKO HOBBIX BO3MOKHOCTECH ML OpraHu3alnuu 06quHI/I$[, ITOBBIINICHUTO
JIOCTYITHOCTH 00pa3oBaTeIbHBIX PECYpPCOB W COBEPIICHCTBOBAHUIO METOJIOB
IpCIoJaBaHusd.

B mHacrosimiee Bpemss MOOWJIBHBIE YCTPOMCTBA M OHJIAWH-TIPOTPAMMBI
CTAHOBATCA BaXXHbIMKU CpEACTBAMU 06Y‘{CHI/I${, ITO3BOJIAOIIINMHA oOecreuynTh
HEIMPEPHIBHOCTh 00pa30BaTEIBLHOTO TMpOIEcCa M PACHIMPUTh BO3MOKHOCTH
B3aMMOJICUCTBUSL MEXIy meaaroraMu u oOywarommmucsa. Hcnons3oBaHue
MOOWMJIbHBIX TMPUJIOKEHUN TO3BOJISET y4YalIUMCS TMOJIy4YaTh JOCTYN K y4E€OHBIM
MarcpuajiaM HC3aBUCHUMO OT MCCTa H BPCMCHH, BBIIIOJHATL HHTCPAKTHBHBIC
3a/1aHMsl, y4acTBOBATh B OHJIAWH-OOCYXICHUSX U KOHTPOJIMPOBATH COOCTBEHHBIN
YPOBEHb 3HAHUU.

AKTYallbHOCTh HCIIOJIb30BaHUSI MOOWJIBHBIX TEXHOJOTMiA B 0Opa3oBaHUU
00ycIioBJIeHa HEOOXOUMOCTBIO alanTallii Y4eOHOIo Mpoiecca K COBPEMEHHbBIM
TpeboBaHMsIM WH(OPMAITMOHHOTO OO0IIecTBa. TpaJaWIIMOHHBIE METOABl 00YyUYeHUS

IIOCTCIICHHO AOIIOJIHAIOTCA I_[I/I(l)pOBBIMI/I HHCTPYMCHTAaMH, KOTOPLIC 00€eCITIeYBarOT
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0oJiee aKTHMBHOE ydacThe OOYy4YaroIIMXCS M CO3JAI0T YCJIOBHUS ISl Pa3BUTHS WX
CaMOCTOSATEIIBHOCTH.

[{enpro TaHHOM CTAThU ABJISIETCS U3YYEHUE METOA0B U CPEICTB UCII0JIb30BaHUA
MOOWIIBHBIX TIPUJIOKEHUN W OHJAWH-TIpOrpaMM B 00pa3oBaTEIbHOM IIpoIiecce, a
TAK)K€ OIIPENIECIICHUE UX IIeJarOTHYECKUX BO3ZMOXKHOCTEM.

1. Ponp MOOWIBHBIX TNPUIOKEHWHA W OHJIAWH-NPOTPAMM B COBPEMEHHOM
oOpa3oBaHUHU

MoOunbHble NPUIOKEHUS U OHJIAWH-TIPOIPAMMBbl  SIBIISIFOTCSI  Ba)KHBIMU
KOMIIOHEHTaMu  Lu(dpoBoil  oOpa3zoBarenbHOM  cpenbl. OHM  MO3BOJISIIOT
OpraHuM3oBaTh OOyYE€HHE Ha OCHOBE MHTEPAKTUBHOTO  B3aUMOJEHCTBUS,
WHIUBUIYAIIBHOTO TMOAXO0AAa M IOCTOSHHOIO JOCTyna K oOpa3oBaTeIbHbIM
MaTepraiaMm.

K OCHOBHBIM mpeuMyIlecTBaM HCIIOJIb30BAHUSI MOOWJIBHBIX TEXHOJIOTHIl
OTHOCATCS:

e JIOCTYITHOCTbH y4eOHOU MH(pOpMAIINH B JII000E BpeMS;

e BO3MOXXHOCTbh MHJIMBUyaJIbHOTO TeMIIa O0y4EHHUS;

o TIOBBIIICHHE UHTEPECAa U MOTUBAIIUHU YUYaIIUXCS;

s Pa3BUTHUE HABBIKOB CAMOCTOSITENILHOIN paboTHI;

o OpraHuzanusi 0OpaTHOM CBSI3U MEXKY MPENOAABATEIEM U 00YUYaOIIUMCS.

CoBpeMeHHbIE 00pa3oBaTebHbIE IUIAT(MOPMBI MO3BOJIAIOT HCIOJIB30BAThH
AJIEKTPOHHbIE Y4YEOHUKH, BHUJICOJIEKIIMM, BUPTyaJlbHbIE 1a00paTOpuU, TECTOBBIE
CUCTEMBbI U UHTEPAKTUBHbBIC 3a/1aHHUS.

2. Metoasl UCTONB30BaHUS MOOWJIBHBIX NPUIIOKEHHH B 00pa3oBaTeIbHOM
Ipo1ecce

2.1. MeToJ1 MHTEPaKTUBHOT'O 00yUYEHUs

WNuTepakTuBHOE O00y4YeHHE OCHOBAHO Ha AaKTUBHOM B3aHMOJCHCTBUU

yyaluxcss ¢ y4eOHbIM MaTepuanoM. MoOUJbHBIE NPHUIIOKEHUS MO3BOJSIOT



WCITI0JI30BaTh pa3InyHble (DOPMBbI MHTEPAKTUBHBIX 3aJaHUIl: T€CTHI, BAKTOPHHBI,
TPEHAXKEPHI U 00YUAIOLIUE UTPBHI.

Hampumep, MprtoKeHus 11 U3y4eHUS SI3bIKOB, MAaTEMaTUKH U €CTECTBEHHBIX
HayK MOMOTalT yYalllUMCs 3aKpEeIUIATh 3HAHUS 4epe3 MPAKTHUYECKUE 3aJaHus U
MTI'HOBEHHYI0 OOPaTHYIO CBS3b.

2.2. Merton cmemannoro ooyudenus (Blended Learning)

CMmenianHoe 00y4YeHHE IPENoJaraeT COYeTaHue TPAJAULIMOHHBIX 3aHATUN U
mupoBbIX TexHoJNOTWHA. B  gaHHOM cioyyae MOOWIbHBIE — TPUIIOKEHUS
UCITIOJIB3YIOTCSL KaK JOIMOJHUTENbHBIA UHCTPYMEHT ISl CAMOCTOSITEIbHOM pabOThI
YYAIIHAXCS.

[IpenmyiecTBa JaHHOTO METOAA!

o 93¢ dexTuBHOE pacnpeeaeHue yaeOHOro BpeMEHH;
e BO3MOKHOCTb IIOBTOPHOT'O M3YYEHUS MaTEpHAIIa;
e HHJWBHIyaNIH3alus 00pa30BaTEIbHOIO MPOLIECCa;
e TIOBBIIIEHUE OTBETCTBEHHOCTH yYAIIAXCSI.

2.3. MeToa AMCTaHIITMOHHOTO 00YyYEHUS

OnnaiiH-nporpaMMbl MO3BOJISIIOT OPraHU30BaTh OOYyYEHHE HE3aBUCUMO OT
TEPPUTOPUAIBHOIO PACIOJIOKEHUSI YYAaCTHMKOB O0O0pa30BaTEbHOIO Mpoliecca.
Takue nminaTdopmbl, Kak cucTeMbl ynpasieHus ooyuenueM (LMS), obecnieunBator
MIPOBEICHUE OHJIAH-3aHATUH, OOMEH MaTepualaMu U KOHTPOJIb 3HAHUH.

JucraHnimonHoe  oOydyeHHe  OCOOCHHO  BaXXHO  JJIsi  oOecredeHUs
HEIMPEPHIBHOCTU 00pa3oBaHMsl W pPACHIMPEHUs] JOCTylna K KayeCTBEHHBIM
00pa30BaTeNbHBIM PECYPCaM.

2.4. Meton reiimudukanu

["eiimudukanys npeacrabiser co00 HCHOIb30BAHNE UTPOBBIX AJIEMEHTOB B
oOpa3oBaTenbHOM Ipolecce. MOOWIbHBIE MPHIOKEHUS MPUMEHSIOT CHCTEMY
Oa/yIoB, JOCTHXKEHHMM, YpOBHEW UM BUPTYaJIbHBIX Harpaja i MOBBIIICHUS

MOTHBAIMHU YIAIIUXCA.



HrpoBbie TEXHOJIOTUU CIIOCOOCTBYIOT:
e TIOBBIIICHUIO AKTUBHOCTH O0YyUaIOIIHXCS;
¢ Pa3BUTHUIO UHTEpECA K yueoe;
o (HOpPMHUPOBAHHIO MOJOKHUTEIHHOTO OTHOIIEHUS K IPOIECCY O0yUEHHS.
3. Cpencta nudgpoBoro o0ydeHus
B o0pa3oBarenbHOM Mpoliecce MPUMEHSIOTCS pa3inyHble BUABI UGPOBBIX

CpCIACTB:

CpencrBo Ilegarornyeckasi BO3MOXKHOCTb

NHauBuyanbHOe OO0yYe€HME W HMHTEPAKTHBHBIC
MoOusbHbIE TIPUITTOKEHUS
3a1aHus

OunaiiH-mnatdopMbl Opranu3zaius JUCTaHIIMOHHOTO O0yUYEeHUS

OnexkTpoHHbIC Y4eOHUKHU  |BBICTpBIN AOCTyN K HHMOpMAIUU

Buneonexuun HarnsgHoe npencraBieHne yueOHOro MaTepuania
BuptyanbHsie

[IpakTHueckoe nu3yyeHue npoueccoB
nabopaTopuun
OHJaliH-TeCTUPOBAHUE KonTpons u onieHka 3HaHUM

K naubosee pacnpocTpaHeHHBIM 00pa3oBaTebHBIM IIaT(GOpPMaM OTHOCSTCS
Google Classroom, Moodle, Microsoft Teams, Edmodo u apyrue uudpossie
pECypCHlI.

4. Ilemarormyeckue ycioBusi 3PEHEKTUBHOTO HCMHOJIb30BaHUS ITUPPOBBIX
TEXHOJIOTUH

JI71s1 yenemHoro npuMeHeHnsl MOOMITbHBIX MPUJIOKEHUN U OHJIAMH-TIPOrpaMM
HEO0OXOMMO YYUTHIBATH CIACAYIOIINE YCIOBHS:

1. IlenenanpaBiaeHHbBIN BBIOOD I (PPOBHIX pPECYpPCOB.
Hcnonb3yemble MPUIIOKEHUS TOKHBI COOTBETCTBOBATH 00pPa30BATEIbHBIM
[EJISIM ¥ BO3PACTHBIM OCOOCHHOCTSIM yYaIuXCsl.

2. TloaroroBka I1eaaroros.



Yuurens OoKHBI 007anaTth 1UGPOBOM KOMIETEHTHOCTBIO M YMETh
WHTErPUPOBATH TEXHOJIOTUHU B yUE€OHBIHN MpoIiecc.

3. CoueraHue TpaJAUIIMOHHBIX U U(PPOBBIX METOOB.

MoOunbpHbBIE ~ TEXHOJOTUU  JOJDKHBI  JIOMOJHATH  MEJaroruyeckoe
B3aMMOJICUCTBHE, a HE MTOJIHOCTHIO 3aMEHSTH €rO.

4. Obecneuenue 1udpoBoit 6€30MaCHOCTH.

Heobxoaumo coOmrofaTh npaBuia 0€30MacHOTO HCIONIb30BaHUS MHTEPHET-
pecypcoB.

Hcmonp3oBaHne MOOWIBHBIX TPWIOKCHHH ¥  OHJAWH-TIpOTpaMM B
o0pa3oBaTeILHOM MPOIECCEe SBISETCA OAHUM M3 BAXKHBIX HANpaBICHUN Pa3BUTHS
COBpEMEHHOW Temaroruku. L{upoBbie TEXHONOTHH PACHIUPSIOT BO3MOXKHOCTH
oOydeHus, TOBBIMAIOT MOTHUBALMIO YYAIIUXCS W CO3JAIOT YCIOBHS IS
dbopMHUpOBaHUS CAMOCTOSITEIBHOCTUA U TBOPUECKOTO MBIITUICHHS.

HaunbGonee »ddexTuBHBIMH  METOJAaMU  HCMOJB30BAaHUS ~ MOOMIIBHBIX
TEXHOJIOTUI  SIBIISIIOTCSI MHTEPAKTUBHOE OOydYeHHME, CMEIIaHHOE OOydYeHHe,
JTCTAHIIMOHHOE O0yYeHHUE U TeiMuduKamms.

WX rpaMOoTHOE NMpUMEHEHHE MO3BOJISET CAENaTh 00pa30BaTENbHBIA MPOIECC
Oonmee THOKMM, JOCTyHNHBIM ¥ OPUEHTUPOBAHHBIM HA HHAMBHUAYyaJbHBIC
NOTPEOHOCTH 00YUYaIOIIHUXCS.

Takum oOpa3zom, MOOMIIbHBIE TIPHIIOKEHHUS U OHJIANH-TIPOTPAMMBI SIBIISIIOTCS
HE TOJIbKO TEXHUYECKHUMHU CPEeICTBAMHU 00YUCHHS, HO M BAXKHBIMH TIEAarorudeCKuMu
WHCTPYMEHTAMH, CIIOCOOCTBYIOIIMMH TIOBBIIICHUIO KayecTBa COBPEMEHHOTO
oOpa3oBaHUs.
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