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BOSHLANG‘ICH SINF BO‘LAJAK O‘QITUVCHILARINI RUS TILI DARSLARIDA
GEYMIFIKATSIYA TEXNOLOGIYALARIDAN FOYDALANISHGA TAYYORLASH

Erkinova Xamida Shokirovna
Farg‘ona davlat universiteti, o‘qituvchi

Annotatsiya
Magolada boshlang‘ich sinf bo‘lajak o‘qituvchilarini rus tili darslarida gamifikatsiya
(geyimifikatsiya — o‘yin mexanikalarini o‘yin bo‘lmagan o‘quv jarayoniga joriy etish)

texnologiyalaridan foydalanishga tayyorlash masalasi ilmiy-tahliliy tarzda yoritiladi.
Tadqiqotning dolzarbligi kichik maktab yoshidagi o‘quvchilarning o‘quv motivatsiyasini oshirish,
nutqiy faoliyatning amaliy yo‘naltirilganligini kuchaytirish hamda “Boshlang‘ich ta’lim”
yo‘nalishi bakalavrlarining metodik tayyorgarligini yangilash zarurati bilan izohlanadi. Maqolada
kompetensiyaviy va kommunikativ-faoliyat yondashuvlari asosida gamifikatsiyaning didaktik
asoslari, shuningdek, asosiy o‘yin mexanikalari (points, badges, levels — ballar, belgilar,
darajalar), pedagogik dizayn tamoyillari (pedagogical design — o‘quv tajribasini loyihalash) va
o‘quv natijalarini baholash usullari tahlil qilinadi. Shuningdek, oliy ta’lim jarayonida
gamifikatsiyani joriy etishning pedagogik shartlari — rus tilini o‘qitish metodikasi kursiga
integratsiya qilish, microteaching (mikrota’lim — qisqa trening mashg‘ulotlari), ragamli portfel
(e-portfolio — elektron portfel) hamda o‘quv analitikasi (learning analytics — ta’lim
ma’lumotlarini tahlil qilish) asoslab beriladi. Gamifikatsiyani mazmunni “ko‘ngilocharlik” bilan
almashtirmasdan, akademik talablarga rioya qilgan holda metodik jihatdan to‘g‘ri joriy etish
bo‘yicha tavsiyalar beriladi.

Kalit so‘zlar: gamifikatsiya, metodik kompetensiya, o‘qituvchi tayyorlash, boshlang‘ich
maktabda rus tili, o‘yin mexanikalari, motivatsiya, blended learning (aralash ta’lim),
microteaching, learning analytics.

MOATOTOBKA BYIVIIIMX YUUTEJIEN HAUAJILHOM HIKOJBI K
UCNOJIL30BAHUIO TEXHOJIOT Wil TEAMU®UKALIMA HA YPOKAX PYCCKOT'O
SI3BIKA

Jpkunosa Xamuaa lllokuposna
@depraicKuil TOCy1apCTBEHHBIA YHUBEPCUTET, NPENIOAABATENb

AHHOTAIUSA

CraTesi mpeacTaBisieT HAyYHO-OO30pHBIM aHaIW3 MOATOTOBKH OyIyIIMX YYUTENen
HayaJbHBIX KJIACCOB K HMCHOJb30BaHUIO gamification (refiMu¢ukanys — BHEJPEHUE HUTPOBBIX
MEXaHWK B HEUTPOBOM y4eOHBIH IMpollecc) Ha YypOKaX PYCCKOTO S3bIKAa. AKTYalbHOCTh
00yCIIOBJICHa HEOOXOJMMOCTHIO ITOBBIIICHUS MOTHBAIMU MJIQJIIINX IIKOJHHUKOB, YCHUJICHHS
MIPAKTUKO-OPHECHTUPOBAHHON PEUEBOM JIEATEILHOCTH U OOHOBJICHHUS] METOIMYECKOM TIOJITOTOBKH
OakanaBpoB HampaBieHus «HauanpHoe oOpa3oBaHme». PaccMaTpuBaroTCs AHUIAKTUYECKUE
OCHOBaHUS reiMU(UKAINN B JIOTUKE KOMIICTCHTHOCTHOT'O 1 KOMMYHHKATHBHO-ICATSIILHOCTHOTO
MOJIX0JIOB, ONKCHIBAIOTCS TUTIOBBIE UTPOBBIC MEeXaHUKH (points, badges, levels — Gamel, 3HAUKH,
YpOBHM), NPUHLMIIBI Teaarorudyeckoro amsaiiHa (pedagogical design — mnpoekTupoBaHHE
y4e0HOTO OIBITa) U METOBI OIEHUBAHUS YUeOHBIX pe3ynbTaToB. OOOCHOBAHBI MEJArOTHUECKUE
YCIIOBUSI BY30BCKOW ITOJATOTOBKH: HWHTErpamusi rediMU(UKAIMA B KypC METOJHUKH OOydeHUS
pycckOoMy sI3bIKy, microteaching (MuKpompernonaBaHue — TPEHUPOBOUYHOE MHHH-3AHSTHE),
udposoe moprdoiuo (e-portfolio — snexrpornoe moprdonno), yueonas ananmutuka (learning
analytics — ananu3 gaHHbIX 0OyueHHs). [IpeIOKEHbI PEKOMEHIAIMH TI0 METOIHYECKU
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KOPPEKTHOMY BHEIpECHHIO TelMudukammu 0e3 MOAMEHBI COJEPKaHUs «pPa3BICUYCHHUEM» U C
COXPaHECHHEM aKaJIeMUYECKON CTPOTOCTH.

KiaroueBble cioBa: gamification, reiiMudukanus, METOIWYECKAsh KOMIICTEHITHS,
MOJITOTOBKA YYHUTEIISA, PYCCKUH SI3bIK B HAYaJbHOW IIIKOJIC, UTPOBBIC MEXAHHWKH, MOTHBAILIUS,
blended learning (cmemnrannoe o0yueHue), microteaching, learning analytics.

PREPARING FUTURE PRIMARY SCHOOL TEACHERS TO USE GAMIFICATION
TECHNOLOGIES IN RUSSIAN LANGUAGE LESSONS

Erkinova Hamida Shokirovna
Fergana State University, Lecturer

Abstract

The article provides a scholarly review of the preparation of future primary school
teachers for the use of gamification technologies in Russian language lessons. The relevance of
the study is determined by the need to increase the motivation of younger schoolchildren,
strengthen practice-oriented speech activity, and update the methodological training of bachelor’s
students in the field of “Primary Education.” The paper examines the didactic foundations of
gamification within the framework of competence-based and communicative-activity approaches,
describing typical game mechanics (points, badges, levels), principles of pedagogical design, and
methods for assessing learning outcomes. The pedagogical conditions for university training are
substantiated, including the integration of gamification into the methodology of teaching Russian,
microteaching practices, digital portfolios (e-portfolio), and learning analytics. The study also
offers recommendations for the methodologically sound implementation of gamification without
replacing academic content with mere entertainment while maintaining academic rigor.

Keywords: gamification, methodological competence, teacher training, Russian
language in primary school, game mechanics, motivation, blended learning, microteaching,
learning analytics.

CoBpeMeHHas HayallbHasl MIKOJIa NPEAbABISCT K YUUTEN0 TpeOOBaHUS, BHIXOASIINE 32
paMK{ MpEeAMETHOM I'PaMOTHOCTH. YUWTENIb PYCCKOTO f3blKa B HAYaJIbHBIX Kjaccax OJIKEH
yMeTb (OPMHMPOBATH y AETEH YCTONUMBBIN MHTEpEC K A3bIKY, pa3BUBATh PEUEBYIO aKTUBHOCTb,
MOAJEPKUBATh JTUCHUIUIMHY ©0e3 HW30BITOYHOrO [JaBJE€HMs, CO3/1aBaTh YCIOBUSA  JUIS
COTpyZAHMYEeCTBA M camoolleHKU. ClieoBaTeNbHO, OOHOBJIEHHME METOJMKH IpernojaBaHus
PYCCKOTO $i3bIKa U MOJEpPHHU3ALMS MOATOTOBKM OYAyHIMX yYWTElNed HadaJlbHOTO 0Opa30BaHUs
CTaHOBSITCS HE YAaCTHOM MHUIIMATUBOM, a CTPaTErn4ecKOil HEOOXOJUMOCTBIO.

OpuuMm u3 Hambosee 00CYXJIaeMbIX WHHOBALIMOHHBIX HAINpaBICHUH B I€Iaroruke
seisercst gamification (reiimudukaims — HCIOJIB30BAHUE 3JEMEHTOB HUIPBI ISl YCHICHUS
BOBJICUEHHOCTH U YNPABISEMOCTH Y4eOHOU NEeATENbHOCTH). B oTiiMumMe OT «Mrpbl paau Urpbh»
reiMuuKkanus B TUAAKTHYECKOM CMBICIE MPEACTaBiIseT co00il CHCTEeMY MOTHUBHPYIOIIMX
MEXaHU3MOB U MTPABUJII, KOTOPbIE CTUMYJIHPYIOT PETYISIPHYIO y4eOHYI0 IPAKTUKY, 00eCTIeYHBalOT
OoOpaTHYIO0 CBSI3b, MOOHIPSAIOT YCWJIME, CO3JAlOT BUIUMBIA Tporpecc U MOAAEPKUBAIOT
camoperyisnuio yqamuxcsi. Oco0eHHO MepcrneKTUBHON reMMu(uKaIus cCunTaeTcss B Ha4aaIbHON
IIKOJIE, T/Ie Belylllas poJib MPUHAIJIEHKUT UTPOBONM MOTHBAIIMH, SIMOLMOHATIBHOMY KOHTaKTy U
HarJIsiTHOMY pe3yJbTary.

[Ipo6nema uccrnenoBanust GopMyiaHpyeTcss Kak MPOTHBOPEUHE MEXIY MOTPEOHOCTHIO
00pa3oBaTeNbHON MPAKTHUKU B METOANYECKH I'PaMOTHOM NPUMEHEHUH reMU(UKaIlIN Ha ypoKax
PYCCKOTO f3bIKa M HEJOCTATOYHOM TOTOBHOCTHIO OYAYIIMX Yy4YWTENIeH K HPOEKTHPOBAHUIO
reliMu(UIMPOBaHHBIX YPOKOB. B peabHoi npakTuke reifiMuQukanys Hepeiko peaynupyercs 10

136



TADQIQOTLAR Pedagogika-Psixologiya

ILMIY METODIK JURNALI

IJTIMOIY-GUMANITAR
I i ISOHADA ILMIY-INNOVATSION Ne 3 (3) 2026

BHEIIHUX aTpUOyTOB (HaKJICHKH, OAIIIBI «3a IOBEJICHHEY, CITy4alHbIe MUHHU-UTPHI), YTO CHIKAET
ee Ielarornyeckuii OTEeHIMAI U MHOTJja IPUBOUT K HEXKENATeNbHbIM Y PeKTaM: KOHKYPEHIIUN
000 11eHOM, (opMaTEHOMY «HAKpYYHBAHHIO» OAJIOB, yTpaTe CMBICIIOBOTO SApa YpOKa.

Iesb cTaTbu — 000CHOBATH TUAAKTUKO-METOINYECKHE OCHOBAHMS TOATOTOBKH Oy 1yILIX
yUUTeNeH HauyalbHBIX KJIACCOB K MCIOJIB30BAHUIO reiiMH(UKALINN HA YPOKaX PyCCKOTO S3bIKA U
IIPEJCTaBUTh PEKOMEHIAIIMM 10 €€ MHTErpaliy B JUCUUIUIMHY «MeTouka 00ydeHHs pyCCKOMY
SI3bIKY B HAYAJILHOM LIKOJIE).

3amaun:

1.  yYTOYHUTH NOHATHE reMUHUKAIUK ¥ 0003HAYMTH e¢ oTInuMe oT game-based
learning (oO0yuenue Ha ocHoBe urpsl) u edutainment (oOy4eHue yepes pa3BicUCHHE);

2.  ONpeAeNuTbh, KaKHe METOAMYECKHE pe3yJbTaThl [0 PYCCKOMY  SI3BIKY
11€J1ec000pa3HO yCUIIMBATh TeMU(UKaIMel B HAYaJIbHOMU IIIKOJIE;

3. omnmcarb CoJepXKaHWE BY30BCKOH MOATOTOBKM (B paMKax Kypca METOIUKH) K
IIPOEKTUPOBAHUIO U MPOBEJCHUIO reMMU(DUIIMPOBAHHBIX YPOKOB;

4.  mpennoxuTh HAOOp IMEAATOTHYECKUX YCIOBUH, MHCTPYMEHTOB OIICHMBAHUS U
TUIOBBIX PELICHUH, IPUMEHUMBIX B OaKajiaBpHare.

OObekT wuccnenoBaHus — IMpodeccnoHalbHas MOATOTOBKA OyaylIMX —yuuTesen
HayvanbHOro oOpaszoBanus. [Ipenmer uccinenoBaHus — MOATOTOBKA CTYACHTOB K HCHOJIb30BaHHIO
reiMU(UKAIMOHHBIX TEXHOJOTHH B METOJUKE IPENOJaBaHUsl PYCCKOTO S3bIKa B HAYAJIbHOU
LIKOJIE.

Metoauka 0O0y4eHHsI PyCCKOMY SI3bIKY B Ha4aJlbHOM OOpa30BaHMU W IOJATOTOBKA K
reiiMudukarun. Jucuumimza «Metoauka oOyuyeHHUsl pycCKOMY S3bIKY B Ha4aJbHOW IIKOJE» B
OakanaBpuaTe TeIarornYecKX YHHBEPCHTETOB BBIMOIHIET CHCTEMOOOPA3YIOUIYIO (DYHKIHIO:
¢dopmupyer y Oyayliero y4urenss METOAMYECKOE MBIIUIEHUE, YMEHUE MPOEKTHPOBATh YPOK,
oTOMpaTh CoAep)KaHUE, OPraHU30BHIBATH PEUEBYIO JACATEIBHOCTD, OIIEHUBATh JOCTKeHHA. Ha
YpOBHE Y4eOHBIX pe3yJbTaTOB KypC BKIIOYAET: MOHUMAaHUE LieJed M MPUHLIUIOB OO0y4YEeHHUs
S3BIKY; BIIaJIEHUE MeToAaMu (OpMHpOBaHUS opdorpaduuecKkux M rpaMMaTHYECKUX HaBBIKOB;
pa3BUTHE PeYH U KOMMYHUKAaTUBHON KOMIETEHIIUH; pabOTy C TEKCTOM; KOHTPOJIb U OILICHUBAHUE;
opranuzanuio 1udpdepeHInpoBaHHOTO 00YICHUSI.

I'eliMmudukanyst CTaHOBUTCS METOAMUYECKH ONPABIaHHOM TOT/a, KOT/Ia OHA BCTPOEHA B
3TH TpPaJUIMOHHBIE KOMIIOHEHTHI Kypca, a He CYIIECTBYET <«IapajuieiabHo» uM. [losromy
NepBUYHAS 3a/a4a MOATOTOBKU OYyIYyIIETOo YUMTENsl — HAYYUThCS BUAETh B TeHMHU(HUKAIMU HE
«pa3BJIEKATEBHBIN TPUEM», a HHCTPYMEHT YIPABJICHUS YIeOHON NeATENbHOCTHIO: TIOCTAHOBKU
3aJa4, OpraHu3aluy NOBTOPEHMSI, O/IepKaHus TeMIa, GOpMUPOBaHUS yueOHOM aBTOHOMMH.

[MousTuiinble pasrpanuyeHus: gamification, game-based learning, edutainment. dns
METOAMYECKOW T'PaMOTHOCTU CTYJAEHTY BaXXHO pa3iuyaTh OJM3KHWE, HO HE TOXKJIECTBEHHBIE
MIOHATHS:

— Gamification — BHepeHre UTPOBBIX MEXaHHK (0aUIbl, YDOBHH, MUCCUH, TOCTHKCHHUS,
PENTHHTH, «BaJlOTa», KOMaH/IHbIE 11€JT1) B OOBIUHYIO YUeOHYIO JeATEIbHOCTh 0€3 MpeBpaleHus
YpOKa B ITOJIHOIIEHHYIO UTDY.

— Game-based learning — oOy4enue depes cnenuanbHO pa3pabOTaHHYIO UTPY WU UTPY
KaK OCHOBHOM (popMart 3aHsTHS (HACTOJIBHYIO, ITU(POBYIO, CIOKETHYIO).

— Edutainment — o0y4enue yepe3 3MOLMOHANBEHO MPUBJICKATEIBLHBIN CIOXKET, SJIEMEHTHI
pa3BJICYCHHS, YaCTO C AKIICHTOM Ha BOBJICUYCHHOCTh U TIO3UTUBHBIN OIIBIT.

WubiMu cioBamMH, TeMHQHUKAIMS — 3TO B MEPBYIO OYepelb «CHUCTeMa CTHUMYIOB U
MIPaBUII», @ HE «HATpa Kak MpoaykT». OHa Xopomro paboTaeT B 3afadax peryIsipHOA TPECHUPOBKH,
MOBTOPEHUS, HAKOIUIEHHWs OMNbITA M MOJJEP)KaHUS MHTEpeca K «MAJEHBKUM Iaram», 4TO
HaMPSMYI0 COOTBETCTBYET MOTPEOHOCTSIM HAYAIbHOW HIKOJIBI B OCBOCHUH SI3BIKOBBIX HABBIKOB.

Kakue pe3ynbpTaThl pycCKOT0 SI3bIKa yCUJIMBAeT reiimuduxanusa. B Metoauke pycckoro
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A3pIKa B HAYalbHBIX KJaccax reidmudukanus HaubOojee MPOAYKTUBHA B  CIEIYIOIIUX
HaIpaBJICHUSX

1.  ABromaru3zanus HaBHIKOB (Opdorpadus, MyHKTYaIMOHHBIE 3JIEMEHTHl HAYaJIbHOTO
YpOBHS, CI0BOOOpa3oBaTelibHbIE MOJENH, IrpaMMmarudeckue (OpMbl). DTH HaBBIKH TpPeOYIOT
MHOTOKPATHBIX MMOBTOPOB, a TeHMHU(HKAIMS MOBBIIIAET NEPEHOCUMOCTh TPEHUPOBOK: PEOCHOK
JIerye MPUHUMAET MOBTOP KaK «IIPOXO0XKIACHUE YPOBHS».

2.  Pa3Butne cioBaps u JIEKCUYECKOU COYETAEMOCTH. Mexanuku
KOJUIEKIIMOHUPOBaHUs (COOEpU «CIIOBapHbIE KAPTOUYKU»), MUCCUM (HAlAU 5 CIIOB-MTOMOUTHUKOB),
nporpecca (OT «HOBHUYKA» K «UCCIIEIOBATEINIO CIOBY») CTUMYIUPYIOT pacIIMpeHUe JCKCHKH U
aKTUBHOE HMCII0JIb30BAHKE CJIOB B PEUU.

3.  KommyHnukatuBHbIC yMeHUs. KOMaH/IHBIE KBECTHI U POJIH, TJE «OaJLIBD» TAI0TCS HE
3a CKOPOCTh, a 3a KayeCTBO B3aUMOJAEWUCTBUs (BEXKIIMBBIC PEIUIMKH, YTOUHSIOIIME BOIPOCHI,
pacripenienieHue poseit), GOpMHUPYIOT KyJIbTYPY AUAIOTa U COTPYIHUYECTBA.

4.  Camoperynsauus U ydeOHas aucuuruivHa. ['eiMudukamys mo3BoJsS€T CMECTHUTh
aKIEHT C CaHKIWHA Ha MO3UTHBHOE IMOJKPEIUICHHE: PEOCHOK BUAMT, YTO PETYJSPHOCTS,
aKKypaTHOCTh, BHUMAaHHUE MIPUBOJIAT K JOCTH)KECHUIO.

OnHako reliMuUKaUs HE JODKHA «IIEPEKPhIBaTh» CMBICH oOydeHus. KirroueBoit
METOJIMYECKUI MPUHIUIT: UTPOBBIE SJIEMEHTHI 00CITYKUBAIOT S3BIKOBYIO 11€1b, & HE 3aMEHSIOT €€.

WrpoBble MEXaHUKH U METOAWYECKHIA IEPEBOJT Ha SI3BIK ypoka. B moaroroBke Oymynimx
yuuTeNeld MOJE3HO paccMaTpuBaTh redMU(UKAIMIO 4Yepe3 Ha0Op TUIIOBBIX MEXAaHUK U HX
JTUTAKTHYECKYIO () YHKITUIO:

— Points (Gamnbl): OBICTpBIN CHrHaI mporpecca. METOAMYECKHM PHCK — «TOHKa 3a
Oamammy. Pemenne: qaBate 06aiuibl 32 Ka4eCTBO BBITIOTHEHUS PEYEBOI 3a/1a4d U 32 YCHUIIHE, a He
TOJIBKO 3a Pe3yJbTarT.

— Badges (3nauku/moctuxkeHus): (uUKcalus OCBOCHHOW KommeTeHuuu («Macrtep
yaapeHus», « BexxauBbiii cobeceTHUK»). JIOCTOMHCTBO: MOIIEPKUBAET CAMOOLIEHKY ¥ BUAUMOCTD
MIPOABIKEHHUSL.

— Levels (ypoBun): ctpykTypa cioxxHocTd. Ha ypoke pyccKkoro si3blka YpOBHH JIOTUYHO
CTPOHUTH TI0 MPHUHITUITY «OT OMOPBI K CAMOCTOSTEIEHOCTIY»: CHavYalla — C TOJCKa3KaMH, TOTOM —
0€e3 HuX.

— Quests/Missions (KBECTBI/MUCCHN): TIETIOYKH 3a/1a4 ¢ OOIIMM CMBICIOM. ITO 0COOECHHO
3¢ GeKTUBHO A1 pabOTHI C TEKCTOM M pa3BUTHS peUu.

— Feedback loops (mukibl oOpaTHO# CBSI3M): «MONPOOOBAT — TOJIYYHUI CHUTHAT —
YIAY4IIWD. 31€Ch BaXXHO, YTOOBI 0OpaTHas CBsA3b ObUIa 00ydJarolei, a He KapaTeJabHOH.

— Leaderboards (peWTHHTH): CHOPHBIH 53JEMEHT Ui HadaabHOW MIKOJBL Ero
MIPUMEHEHHE JOJHKHO OBITh OCTOPOXKHBIM: JTyUIlle KOMaHIHbIEe PEUTHUHIU WIIN «JTUYHBIA TPOrpeccy
(personal progress — cpaBHeHHE ¢ caMUM CO0O#i), YTOOBI HE YCHJIMBATh TPEBOXKHOCTH M HE
3aKPEIUIATh «SIPIBIKI.

— Rewards (marpaapi): He 00s3aTeNbHO MaTepHaibHble. Hambosiee memaroruuecku
YHCThIC — CHMBOJIMYECKUE TIPUBWIICTHA: «IIPABO BBIOPATH 3aJaHUE», «POJIb IKCIEPTa», «KMUHH-
BBICTYIIJICHUE», IIOMOLTHUK YUUTEIISD».

ConeprxkaHne MOATOTOBKH OaKalmaBpoB K TeWMH(UKAIIMU B pamMKax Kypca METOJUKH.
YroObl Oynymuil yuuTens ObUT AEHCTBUTEIBHO FOTOB K BHEJPEHUIO reMU(pUKaLUK, By30BCKas
MOJITOTOBKA JIOJDKHA BKJIIOYAaTh HE TOJNBKO <«3HAKOMCTBO C WHJIeei», HO M OCBOCHHE
npodecCHOHANBHBIX JecTBUI. MeToaruecKH 1enecoodpa3Ha ciaenyroas JOTuKa NOArOTOBKU
(BCTpOGHHAs B TUCIUIUIMHY, 6€3 Ype3MEPHOTO0 IPOOIEHUS):

a) Teopernueckuit OJI0K: JTUJTaKTUYECKUe OCHOBaHHUSA MOTHUBAIIH
(BHYTpEHHSIsI/BHEIIHSISI), BO3PACTHBIE OCOOCHHOCTH MJIQAUIMX IIKOJBbHUKOB;  MPUHIIUIIBI
KOMMYHUKaTHBHO-/ICATEIILHOCTHOTO O0y4YeHHUsI pycCKOMY s3bIKy; moHsTHe pedagogical design
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(MIpoeKTUpOBaHUE YPOKA) U KOHCTPYKIUS «II€Th — JEATEIIbHOCTh — OLIGHUBAHHE»; STHUECKHUE
BONPOCHl  reiiMUGUKALUU: HEAOMYCTUMOCTh  YHUKECHHS, JTUCKPUMHUHAIMHM, TOKCUYHON
KOHKYPEHIIHH.

0) IlpoexktupoBounbli 00K: CTyIEHTHI y4aTCs CO3/1aBaTh «TeUMHQPUITMPOBAHHBIN
¢parment ypoka» (10—15 MuHYT), TI€ IPOITMCAHBI:

— SI3BIKOBAs 11eJIb;

— peueBbIe 3aJaHMUS;

— UTrpoBasi MEXaHUKa U MpaBUJIa;

— MaTtepuabl (KapTOUKH, TaOIHIIBI IPOTpecca, «MUCCHHY);

— KPUTEPUU OLIEHUBAHUS,

— BapuaHThl quddepeHnmanuu (CHIbHBIS/CpeTHIE/HY K TAIOIINECs B TIOTICPIKKE).

B) Ilpaktuueckuii 610k (Microteaching). Microteaching (MukpormpemnomaBaHue) —
3¢ deKTUBHBIN (POpMAT MOATOTOBKH: CTYIEHT MPOBOAUT MUHHU-YPOK Ha TPYIIE OJHOKYPCHHKOB,
MoJiydaeT OOpaTHYIO CBSI3b IO YIPABICHUIO BPEMEHEM, WHCTPYKLHAM, MOIAEPKKE CIa0bIX
YYaCTHHKOB, KauyecTBY OOpaTHOW CBSI3U M COOTBETCTBUIO MTPOBOW MEXAHUKHU SI3BIKOBOW IIETIH.
3necy opMmupyeTcs KIOUeBas KOMIIETEHIUS — YIPaBIsATh KOMMYHHKAIIMEH UM aKTUBHOCTHIO
KJiacca.

B kauecTBe MHCTPYMEHTOB IOJIE3HBI: YEK-THCTHI HaOIrOACHUS, pyOopuku (rubrics —
IIKaJIbI KPUTEPHEB), THEBHUK pediexcun. [lpn Hanmumm mudpoBoi cpeibl yMECTHBI 3JI€MEHTHI
learning analytics (ananu3 yueOHBIX MaHHBIX): (UKCALUA OMIMOOK, JUHAMUKH TPEHUPOBOK,
ydacTHs B 3aaHusAX. [laxke mpocThie TabIHIIbl mporpecca MPUyvaroT CTyIeHTa K I0Ka3aTeIbHOMY
MOIXO.Y.

TumnoBsle pemieHust A YPOKOB PYCCKOTO S3bIKa B HAYAIBHOM MIKOJE (KaK MPOIYKT
BY30BCKOM MOArOTOBKM). YTOOBI MOATOTOBKAa HE OblIa aOCTPAaKTHOHM, CTYAEHTaM Ba)KHO
MIPOEKTUPOBATH PEaTbHbIC PEIICHHS, «ITPUBSI3aHHBIC» K TEMaM HaYaJIbHOM MIKOJIBI.

Pemenue 1: “Jlectauna opdorpadudeckoro mactepcra” (levels). Kaxaplii ypoBeHb —
KOHKPETHBIN HAaBBIK: O€3yapHbIe TTIaCHbBIE B KOpHE (Ha JOCTYITHOM YPOBHE), TTAPHBIE COTIIACHBIE,
IIPOBEPOYHBIE CIIOBA, CIIOBapHBIE clloBa. MexaHHKa: YpOBHHM + 3HAYKH 32 YCTOMUMBOCTH (HE 3a
pa3oBblil ycnex). MeToau4yeckuil CMbIC: MEPEHOC aKILIEHTa ¢ «KOHTPOJIbHOI» Ha PEeryisipHYIO
TPEHHUPOBKY U CaMOITPOBEPKY.

Pemrenne 2: “CroBapubiii ans0om goctixennii” (badges + KOJIEKIIMOHUPOBAHHE).
VYdeHuK coOupaeT «KapTOUYKU CJIOB» C MPHUMEPAMHU CIOBOCOYETAHHH M MpeAsioKeHUH. 3HAuKH
BBIIAIOTCSI 32 MCIOJIb30BAaHUE CJIOBA B PEYM/TEKCTE, a HE 3a MEXaHWYECKOE IepenuChIBaHUE.
MeTtoanyecKkuii CMBICI: aKTUBU3ALMS JIEKCUKU U Pa3BUTHE CBSI3ZHOW PEUH.

Pemenue 3: “Komanauerii kBecT mo Tekcty” (quests + collaboration).

KomaH/1pl BBITOJTHSIOT MUCCUU: ONPEAETUTh TEMY, HAWTH KIIFOYEBBIE CIOBA, COCTABUTH
BOTIPOCHI K TEKCTY, MOATOTOBUTH KPATKUH NIepecKa3, MHCIIEHUPOBATh AUAJIOT TIepCOHaKel. bas
HAUUCIAIOTCA 32 KOMMYHMKATHUBHBIE JAEWUCTBUS: CIyIIaHWE, YTOYHEHHE, apryMeHTallus.
MeToan4yecKuii CMBICI: Pa3BUTHE TOHUMAHHS TEKCTa U OOIICHHS.

Pemrenne 4: “Illkona BexxmBoro auanora” (feedback loops).

Benercst «rpekep nuanora»: ydeHUK MOIy4aeT oOpaTHYIO CBsI3b M0 3—4 HaOII0JaeMbIM
MHMKATOpaM (BEXIIMBOE 00pallieHue, BOIIPOC, yTOUHEHHE, 3aBeplleHue ). MeToInYecKuil CMBICI:
(bopMHpOBaHKE PEYEBOT0O 3TUKETA U METAKOMMYHHUKATUBHOW OCO3HAHHOCTH.

[lemarormueckue ycIoBHs U PUCKH BHEIPCHUS TeHMUPHUKAIIHH.

OO630p mnuTEpaTypbl W TPAKTHUKU TO3BOJIIET BBLICIUTH YCJIOBUSA, 0€3 KOTOPBIX
reiiMudukanus Tepser 3pGeKTHBHOCTD:

1.  Meroaunueckas 11e1€c000pa3HOCTh: UTPOBasi MEXaHUKA MIPUMEHSETCS TaM, I7Ie OHa
YCHIIMBAeT KOHKPETHYIO SI3BIKOBYIO I1€ITh (TPEHUPOBKA, peveBast MPaKTHKA, COTPYIHUIECTBO).

2.  IIpo3paunble mpaBuia: peOEHOK JODKEH MOHUMATh, 33 YTO HAUUCIIAIOTCS Oalibl U
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KaK JOCTUTAETCS yCIIeX.

3. CnpaBemanuBocTh U 0€30IACHOCTb: HCKJIIOYEHUE YHIDKEHUS, I1yOJIMYHOTrO
«CpaBHEHHUS CadOro ¢ CHJIBHBIM», YpEe3MEpHBIX pEHUTHHroB. B HavyampHOW mIKOJNIE
IPEANOYTUTEIbHEE KOMaH/IHbIE LEJIN U «JIUYHBIA IIPOrpecey.

4. Juddepennmanus: 3amaHus AODKHBI UMETh YPOBHHU MOJICPKKH (TIOJCKA3KH,
1abJIOHBI PEILIUK, TPUMEPHI ).

5. OOyuyaromasi oOpaTHas CBs3b: Oa/ul HE 3aMEHseT KOMMEHTapui; Y4HUTENb
OOBSICHAET, YTO YIYUIIUTh.

6. Pednexcus: xopoTkoe 00CyXIeHHE MOcie TeHMH(PHUIMPOBaHHOTO (parMeHra
3aKperuIsieT y4eOHbIi CMBICI.

Pucku Taxoke Hy)KJal0TCs B I€AarorHuecKoM yIpaBJICHUH:

— IIEPEKOC BO BHEIIHIOI MOTHBAIHIO (PeOCHOK paboTaeT TOJIBKO 3a OalIbl);

— KOHKYPEHTHAsl TPEBOKHOCTB;

— IIYM U NIOTeps TEMIIA;

— dopmaniuzanus (HakorIeHHE O0aI0B 0€3 pocTa KOMITETEHIINMN ).

B By30BCKOH NHOATrOTOBKE 3TH PHUCKM CleqyeT pa30oupaTh Ha Keicax, GpopMmupys y
CTY/ICHTOB NPO(ECCHOHATBHYIO TO3ULHUIO: «TeHMUPUKAIIS — HHCTPYMEHT, KOTOPBIA TpeOyer
OTBETCTBEHHOCTH.

3axiroueHue u npeuioxkenus. ['eiimudukanus Ha ypokax pycCKOro si3bIka B Ha4aJlbHOM
HIKoJie 00J1a7laeT 3HAYUTENBbHBIM JMJAKTUYECKUM IOTEHIMAJIOM: OHa IOBBIACT Y4EeOHYIO
BOBJICYCHHOCTh, MOJJCPKUBACT PETYISIPHYI0 TPEHUPOBKY SI3BIKOBBIX HABBIKOB, YCHJIMBACT
KOMMYHHUKaTHUBHOE B3aUMOJAEHUCTBHE, AEJaeT Nporpecc HaOJI0JaeMbIM U IOBBIIIAET KauecTBO
obpatHoi cBsizu. OIHAKO TMEAarornyecKasi EHHOCTh TeHMU(pHUKAIIMNA TPOSBISIECTCS TOJBKO IPU
METOAMYECKH TPAMOTHOM IPOCKTHPOBAHUU: YETKOH IOCTaHOBKE S3bIKOBOM II€NH, BBIOOpE
aJIeKBaTHBIX WTPOBBIX MEXAHHWK, CIIPABEUIMBBIX IMpaBwWiaX, JU(QepeHIraniuy 1 o00ydaromem
OLIEHUBaHMH.

Jnsi moAaroToBKM OyQyImIMX —y4YUTENed HadalbHBIX KJIacCOB B OakamaBpuare
11e1eco00pas3Ho:

1. cucTeMHO MHTETrpUPOBATH reMHU(HUKANNI0 B AUCHUIUTNHY «MeToanka oOydeHwHs
PYCCKOMY S3bIKy B HauaJbHOM INKOJIE», paccMaTpuBas €€ KaK TEXHOJOTMIO YIpaBJeHHUS
JeSITeTbHOCTRIO, 8 HE KaK HA0Op «pa3BJeKaTeIbHBIX TPUEMOB;

2. 3aKkpenmuTh 0O0s3aTeNbHBIA MPakTHKyM mMicroteaching c¢ anamu3oM ypokoB u
KpUTEPUSIMU KauecTBa reiMu(pUIIPOBaHHOTO ()parMeHTa;

3. (opMupoBaTh y CTYI€HTOB HaBbIKH I1€JarOTHYECKOT0 JIn3aifHa: «11eJib — pedeBas
3ajjaua — MEXaHHWKa — OICHHBAaHUE —> pPe(IEKCHs»;

4.  BHemputh e-portfolio, rae cTynmeHT HakamIMBaeT CIIEHAPHH, MATEPUAIIbI, YEK-
JIMCTHI OIICHUBAHUS, PE3YIbTATHI alpoOaIm;

5. wucnomp3oBaTh dnmeMeHTHl learning analytics Ha ypoBHe HpOCTBIX MoOKa3aTemnei
(yacToTa BBINOJIHEHUS, TUIHWYHBIE OLIMOKHU, JUHAMHMKA Yy4acTus), GopMupys ToKa3zaTelbHbBIN
CTHJIb METOJIMYECKON PaOOTHI.

[lepcnexThBa AaTbHEUIINX UCCIIEIOBAHUH U IPAKTUKHU CBsI3aHa C pa3pabOTKON TUIIOBBIX
MOJTyJIel TeiMU(UKAIUH TS KIFOYEBBIX TeM HAaYaIbHOTO Kypca PYCCKOTO SI3bIKa, CpaBHEHHEM
3G HEKTUBHOCTH PA3IMYHBIX MEXaHUK (JIMUHBIA Iporpecc VS pedTHHT), a TaKXKe METOANYECKUM
MMOMCKOM OajaHca MEeXIy MOTHBAIMEH M aKaJIeMH4ecKoil cTporocThio. [loaroroBka Oymyriero
YUUTENS K redMU(UKaIMU TOJDKHA CTPOUTHCA KakK MpodeccroHalbHash KOMIIETCHIMS: YMEHHE
MPOEKTHUPOBATh, MPOBOIUTH, OIIEHUBATh M KOPPEKTHPOBATH TeHWMH(DUIIMPOBAHHBIC PEIICHHS,
obecrieynBast pOCT PEUEBBIX U SA3BIKOBBIX PE3YIbTATOB MJIA/IIINX IIKOJIBHUKOB.

CIIMCOK UCITOJb30BAHHOMN JUTEPATYPBI
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