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bipiHInl craHaapTt

* JKarteikThIpymibl  YHpEHY KOHE TKIpUOE YIIIH

* 3eprrey OKy1IbLIap ©3/IepIHE KOJKETIMI1 aKIIapaTThI
OaraJjiam, oJapAbl KOJIAaHy OOMBIHINA IIEIIIM
KaOBLIIaN Ik,

* Kypan MOoTIH/1 ©HJIEY CUSKTHI KbI3MET

 Kommynukanms  IlomrameHn/TBUTTEpMEH akmaparT ajiMacy

* bipirin xxkymeIc icTey  buliM KOFaMHBIH KOMETIMEH

KYPBUIATBIHBI TYpPajibl TEOPHSL.

Miroppeii O. T., Ozcus H. P. (2011). iPad-ThiH keMeriMeH OKBITY XoHE OKY: JaibIHOBI3 0a, skok ma? TechTrends, 55(6),
42-48.




* Draper Rodriguez, C., & Cumming, T. (2012). Kyle Tomson, iPad Builder Applications: Language Builder, Question Builder, Sentence Builder and

EXKIHIII cTaHaApT

Kepi Gaitnansic, ckad@oaAuHT, TOHKIPUOEIK TarcbIpMalap,
HaKThI HYCKayJjap

bipirin >kyMbIC 1CT€Y MOJIENIBEPI

JKorapsl geHrenae nudpiaanraH co3Aep KoHE IpapuKaIbIK
CypeTTep

benceni sxayan Oepyl Tanam eTeTiH HHTePaKTUBTI
TarchIpMaap

Op TalChIpMara KaXeTTl YaKbIT HHTEPBAIAAPHI
blHTanmanapipy, OEKITY KOHE MOJICNIbICY

OKYILIBIHBIH aC €PEKIICIIIKTEPIHE COMKEC KEJIETIH Ma3MyH
’KOHE OHBI YCHIHY 9MICI.

Story Builder, $7.99 to $9.99, (iPod and iPad Applications). J Autism Dev Disord, 42(12), 2767-2769. doi: 10.1007/s10803-012-1539-3




2013 xpuibl MeH Tappu  YokeplH FBUIBIMU-3EPTTEY
KYMBICBIMEH TaHBICTBIM. On MOOWIIBJI TEXHOJOTHsIapFa
apHaiaraH OuniM Oepy KOChIMINAJapbiH Oarajiay aWgapbiH
KYpy Typajbl JOKTOPJBIK JUCCEPTALIUMACHIH ToMam/al
JKaTKaH O0JIaThIH.

Keneci cnarinara ['appu YokepAiH 3€pTTEy KYMBICHI asiChIHAA
biaim Oepy koHE aKmaparThIK TEXHOJIOTHSIIAP CAJIACHIHAAFbI

MaMaHJapMeH O1pyecCiIl 931pJICHIeH aiigap KOPCETUITeH.

MeH aiigapabIH op PIEMEHTIHE KbICKAIIAa TOKTAIbIIT KETEMIH.




Evaluation Rubnic for Mobile Applications (APPS)

Domain 4 3 2 1
Targeted skall or concept 1s | Skll(s) reinforced are related Skall(s) reinforced are Skill(s) are not connected to
Curriculum directly taught through the to the targeted skl or prerequisite or foundation | the targeted skll or concept
Connection app concept skills for the targeted skll or
concept
Targeted sklls are practiced | Some aspects of the app are Skalls are practiced in a Slalls are practiced in a rote
Authenticity in an authentic presented an authentic contrived game/sinmlation or 1solated fashion (e.g..
format/problem-based learning environment format flashcards)
leaming environment
Feedback 15 specific Feedback is specific and Feedback 1s Limited to No feedback 1s provided to
Feedback resulting 1 improved results in improved comrectness of student the student
performance; Data 1s student performance responses & may allow for
available electronically to (may include tutonal aids) student to try again
student and or teacher
App offers complete App offers more than one App offers limited App offers no flexibility
Differentiation flexibility to alter settings to | degree of flexubility to adjust | flexibility (e.g., few levels | (seftings cannot be altered)
meet student needs settings to meet student such as easy, medium_ hard)
needs
Students can launch and Students need to have the Students need to have the Students need constant
User Friendliness navigate within the app teacher review how to the teacher review how to the | teacher supervision in order
independently use the app use the app on more than to use the app
one occasion
Students are highly Students will use the appas | Students view the appas | Students avod the use of the
Motivation motivated to use the app and directed by the teacher “more schoolwork™ and may | app or complain when the
select it as their first choice be off-task when directed by app 1s assigned by the
from a selection of related the teacher to use the app teacher
apps
Students show outstanding | Students show satisfactory Students show nunimal Students show no evidence
Student improvements in improvements in improvements in of improved performance as
Performance performance as aresult of | performance as aresultof | performance as a result of a result of using the app

Created by Harry Walker — Johns Hopkins Umiversity -10/18/2010; Revised & empincally validated 10/142012




Heri3ri 3jiemMeHTTEP

byn snementrep I'appu YokepaiH 3epTTey )KYMBICHIHAH
albIHFaH - [[XKoH XonkuHC YHHBEpCUTETI (pyKcar HEeTi31He).

* BIHTaJMaHABIPY KOHE KbI3BIFYIIBLIBIKTHI OSITY —
OKYUIbLIAPOBIH KOCIMULAHBL KOJIOAHY2A 0e2eH
Kbl3bl2YULbLILIKMAPbL HCO2APbL OeH2eloe 00y Kepek.

* OKy OarmapiaamMacbIMeH 0alJIAHBIC — KOJIOAHbICIARb]
oazoapnamamen OAUAAHBIC, MYHOA OLIIM MeH 0ac0bliap
KOCLIMUAHBIH KOME2IMEH OKbIMbLIAObL.

* TynmHYCKAIBUIBIK — 0i1iM Hemece 0ag0bl ULbIHAUb]
Gopmamma ycwviHwlIaObL.




Judppepenmuanus (capajay) — oKkVuubliapoviy OLLiM anydasol
Kasicemmiikmepine caukec Keiy yuliH banmaynapovl 632epmin
OMwvIPy MYMKIHOII.

IHangajanymbiFa bIHFAUJIbI — OKVULBLIAD KOCOIMULAHBL O3
bemmepimen icke KOCbln, KOA0aHa anaobl.

OKyuibl yJrepiMiHiH KOpPCeTKIllli — Kocblmuianvl naudaniamy
HOMUMICECIHOE OKYUIbLIAP HCAKCBL Y2epim Kopcemeoi.

Kepi 0ailu1aHBIC — KOCHIMULAHBIH 63IHOE KAMMBLIRAH HCHLIOAM
Kepi batinanvic, ama-analmyeanimee oKyubIHbIY Yieepimi
mypanvl aKknapammasl airy MyMKIHOI2I.




KocaJIKbI 3JIeMeHTTEep

by KocaKbl 3JIEMEHTTEP MEHIH 3€PTTEY )KYMBICBIMHAH
aJIbIHFaH.

OKy oH€ Ka3y JarJblJIapblH JaMBITyFa apHaJIFaH
KOCBIMIIIAMHAH KEHO1p MbICAJIIAp aJIbIHBII, KEJIECl
cirauATapaa YCbIHbUIBI.

o Jlokanmsanusiay

Crkapdoaauur

Kypy (a3ipaey)

* JlepOecTenaipy




Jlokaau3zamusiay

KochiMIIa TiJIK sKOHe rpa@uKaIbIK TaJanTapra coMkKec
KeJIei




Ckaddoaaunr
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Very soon Shadow the Snake slithered up too and
joined Reddy Fox in his hollow log. They whispered
and laughed while they waited there.

They already knew that Blacky the Crow was safely
hidden in the top of a tall tree, where he could see
everything that went on, and that Sammy Galah was
also keeping watch and flying about over the paddocks
and through the forest, pretending that he was going
about his own business. He was really watching all the
animals getting ready for Peter Rabbit's party.
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ATaJMbIII KOCHIMILIA OKYUILLJIAPFA MYFAJIM/AEP KOJJAAHATHIH JAICTEPAiH
KOMeriMeH AYPbIC HITHKere Kejgyre MyMKIiHAIK Oepeai. OKymbl aypbic
eMeC HYCKAHBbI TAHJAAFaH KAFaaiaa, KOCHIMIIA «TAFbl Oip OMJIAHBIN KOP»
aen keHec Oepeni. ComaH KeiliH KOCHIMIIIA MITIHHIH AYPBIC Kayaldbl 0ap
KepiH Oesrisierai. bya skayan ta aypbic 00JIMaFaH Karjganaa, KOCbIMIIA
aBTOMATTBI TYpP/Ae AYPHIC KAYaNThl KOPCETE/l.

T A R R R oo Tron

Very soon Shadow the Snake slithered up too and
joined Reddy Fox in his hollow log. They whispered
and laughed while they waited there.

They already knew that Blacky the Crow was safely
hidden in the top of a tall tree, where he could see
everything that went on, and that Sammy Galah was
also keeping watch and flying about over the paddocks
and through the forest, pretending that he was going
about his own business. He was really watching all the
animals getting ready for Peter Rabbit's party.

- o
Fill in the blank... 2

were hiding in the

hollow log
) Jimmy Goanna and Peter Rabbit

\ Blacky the Crow and Sammy Galah

; Reddy Fox and Shadow the Snake




Kypy xoHe aepOecTeHaipy

OKyumbLIap MOTIHHEH HA3apJIapbiH ajJIMail, JHriMe TypaJibl
03 OM-MiKIpJepiH KYPacThIPbII, AepOecTeHaipe ajJaabl.
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FolibiMu - To:xipMOere HerizaeJreH NPUHIMIOTEP MEH
CTAHJAPTTAP TYPAKTHI 3€PTTEY MEH AaMYyAbl TAJIAI €Tei.

ConbiMen Karap, XXI racehlp TajantapbiHa COMKeC
KeJIeTiH OUTIM 0epy KOCHIMIIAJAPBIH J3ipJeyuiijiep MeH
3epTTeyuijepaiH JKIHE MYFaAJIIMAEP/IiH e3apa
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3eprTeyiiep TEXHOJOTMSIJIAPMEH Oipre TYpakKThbl JaMy
KaKeT.
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