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HpI/IJIO)KeHI/IH n MOOUJIbLHBIC TCXHOJIOI'MN
CTAHOBATCA 4YaCTbIO XU3HU MHOI'UX I[GTCfI KaK
A0Ma, TaK U B IIKOJIC.

[TosTOMy Ba)KHO BBIOpATh MPUIIOKEHUS, KOTOPHIE
OyyT NOAAEPKUBATH TPOLIECC OOy UYEHHUS.

B pamkax Moero uccieaoBaHus, s OOHapyXuia,
YTO B JU3allHE MHOTHUX IPUJIOKEHUM HE JOCTAET
KOHKPETHBIX 3JICMEHTOB, MOAXOMAIIUX 4 HX
KJIaccuukanuu KaK "o0pazoBaTenbHOE
MPUIIOKEHHE" .

A Halla HEKOTOPBIE CTaHAAPThI u
PEKOMEH IAlINH, KOTOPBIE X0y Bam
MPOJIEMOHCTPUPOBATL. Kpome TOro, HEKOTOpHIE
U3 PEKOMEHJIAIMid B3AThl U3 MOHX COOCTBEHHBIX
HUCCJICIOBAHUM.

CeromHss 1 XO4y IIOKPBITH HEKOTOPBIE W3 ITHUX
KJIFOYEBBIX 3JIEMEHTOB.
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IlepBbIN CTAHIAPT

* Penerurop Jl1s1 00ydeHust U IpaKTUKHU
* MHccnenoBanue Yyaiuecs OleHUBAOT JOCTYIIHYIO UM
HH(POPMAIIIO U IPUHUMAIOT PEIICHHS 110 MX
MCTIOJIb30BaHHIO.
* HucTpyMeHT Takue pyHKIIMHU KaKk 00pabOTKa TEKCTOB

 KommynHukanuss  OOMeH MH(pOpMAIUEH 110 TOYTE/TBUTTEPY

* CoBmecrtHas pabora OTpakeHHE TEOPHUH O TOM, YTO 3HAHHUS

(hOPMHUPYIOTCS COLIMAIBHO.
Murray, O. T., & Olcese, N. R. (2011). Teaching and learning with iPads, ready or not? TechTrends, 55(6), 42-48.




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

Bropou crangapr

OOpaTtHast CBs3b, CKa(@OIIUHI, MNPAKTHUYCCKUE 3aJIaHUS,
YETKUE MHCTPYKIUU

Mopenu coBMECTHOM padOThI

Bricoko onudpoBaHHas pedb U rpaduyecKrue n300pakeHuUs
M HTEepaKTUBHBIC 3a7a4H, TpeOyronue AKTUBHOTO
pearupoBaHUs

[locnenoBarebHbIE HMHTEPBAJIBI  BPEMEHMU U KaXIOU
3a71a4d O0y4CHMS

[Toompenue, yKpEMIEHUE U MOJCIIMPOBAHUE
COOTBETCTBYIOIIME BO3PACTy YYAIErocsa COJAECpPKAaHUE U
IIPEICTABICHUE COJICPKAHUSL.

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




B 2013 roay s HaTKHyJIach HA HAy4YHO-HCCJIEI0BATEIILCKYIO
padotry I'appu VYokepa, KOTOpbIi 3aBepiiaecT padOTy Hal
JOKTOPCKOM JIMCCEpTalliel O CO3JaHUM pPYOpHKH 11O
OILICHMBAaHMIO  OOpa30BaTC/IbHBIX  MNPUIOKCHUM I
MOOMIBHBIX TEXHOJIOTHUH.

Crnenyromund Clal IOKa3bIBaeT PyOpHKY, KOTOpas Oblia
pa3paboTaHa B paMKax €ro MCCIECIOBAHUN C Yy4YacTHEM

CIIELIMAJIMCTOB-3KCIEPTOB B 00nacTu npenogaBanus u 1T.

41 BKpaTie pacCKaxy O KaXJIOM 2JIEMEHTE PyOpHKH.




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




OcHOBHBIC 3JIEeMEHTbDI

DTH 3JEMEHTHI B3ThI U3 UCCIIEA0BaHUs TOKTOpa ["'appu Yokepa
- YauBepcuteT JoHa XonKuHCa (C ero pa3peiicHus ).

* MoTuBamusi M 3aUHTEPECOBAHHOCTD — YUauuecs OO0JHCHbI
Obimb  B8bICOKO  MOMUBUPOBAHBL K UCHOIb308AHUIO
NPUTIOIHCEHUS.

* B3auMocBsI3b € Y4YeOHOM MpPOrpaMMoll — c6i3b ¢
«Hacmosweuy npocpamMmou, 2oe 3HAHUA UdU  HABBLIKU
npenooaromcsi ¢ NOMOWBIO NPUTOHCEHUS.

* AYTEHTMYHOCTb — 3HAHUS UIU HABLIKU NPAKMUKVIOMCA 8
NOOJIUHHOM (hopmame.




JInddepenumanusa — cubxocmsv O0ns1 UBMEHEHUS HACMPOEK
07151 YO081emBOPEHUSL NOMPEOHOCME YUAUSUXCAL.

YI00HOCTh VI NOJb30BATENSl — yyawuecs Mmocym
CaAMOCMOAMENbHO 3anycKkamo NPUTIOJHCEHUE U
NoJIb3068AMbCA UM.

Iloka3zareab  mporpecca  y4yamuxcss —  yuawuecs
NOKA3bl8AIOM  XOpouwiue  pe3yibmamel 6  pe3)lbmame
UCNOJIb308AHUSL NPUTIONCEHUSL.

OoOparHasi cBA3b — Owvicmpasi 0OpamHasl C643b 8 CAMOM
NPUTLOJCEHUU, a MAKHCE BO3IMOMNCHOCMb NPEO00CmasieHusl
omuema 00 ycnesaemocmu poOUMensIm/yuumensim.




JlomoJTHUTEJIbHBIE 3JIEMEHTDI

JlaHHBIE  JOIOJHUTEIBHBIE JJIEMEHTBI B3SThl M3 MOEHU
MCCJIEIOBATEIbCKON PaOOTHI.

4 mpenocTaBuiia HEKOTOPHIE MPUMEPHI U3 MOETO ITPUITOKECHUS
10 PA3BUTHIO HABBIKOB YTEHUA Y IUChbMa B CIICIYIOIIUX
clanjaax.

Jlokaauzanusa

Crkapdoaauur

Co3nanue

Iepconanuzanus




JlokajJam3anus

IIpuiiokeHne COOTBETCTBYET A3LIKOBLIM U I'PauueCKUM
TPeOOBAHUAM




Ckaddoaaunr

IIpuiiokeHue oOKa3bIBaeT MOMIACPKKY YyYallUMCHd B JOCTHKEHUH
IPABUJIBHBIX Pe3yJbTATOB ¢ MOMOIILI) METOA0B, MCIOJIb3YEeMbIX
YYUTEJIAMMU.

Korma ywamuiica BbIOMpaeT HeNPaBWIbHbLIA BapUaHT OTBeTAa,
NPUJIOKEHHUE COBEeTYeT YyuyalleMycsli MmoayMarb emie pa3. 3areM OHO
BbIJICJIAET TY YaCTh TEKCTA, KOTOPas COACPKUT MPABUJIbHbIN OTBET.
Ecau BTOpOil 0TBEeT TaKiKe HENPABWJIbHbIA, TO MPUJIOKEHUE
ABTOMATHYECKHU MOKA3bIBACT YYAIEeMYC NPABUJIbLHBIN OTBET.

R OTE ZE Pt U PR TR RPN B R A I LRI E R CToTRon

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

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.

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.

Fill in the blank...

) were hiding in the

)
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Need some help? Lets get a hint. W ;

{ Blacky the Crow'and Samm;GaIahJ

:rReddy Fox and Shadow the Snake}

were hiding in the

hollow log

. Jimmy Goanna and Peter Rabbit

‘ Blacky the Crow and Sammy Galah

; Reddy Fox and Shadow the Snake




Co31aHue U NepCcoHAIU3 AU

Y4amuucsd MOKeT CO31aTh U NMEPCOHATU3ZUPOBATH CBOU
MPEACTABJICHUSA O PACCKa3e He OTBJICKASCh OT TEKCTA.




3aKkJII0YCHHUEe

KoHKpeTHbIE IPUHIMIIBI U CTAHJAAPThI, OCHOBAHHbIE HA HAYYHO
000CHOBAHHOII  NMpakTHKe, TPeOYOT MNPOAOJKHUTEIbHOIO
HCCJIEIOBAHMSI M PA3BUTHSI.

A TaKKe, He00X0AMMO COTPYAHHUYECTBO nmeaaroros,
Pa3spadoTYMKOB NPOrpaMM M HCCIea0oBaTe/Ied s CO3IaAHUA
o0pa3oBaTeJIbHBIX NPUJI0KECHUI, COOTBETCTBYIOIIMUX
TpedoBaHUAM npenogaBanus U o0yuyeHuss XXI Beka.

I/ICCJ]e)IOBaHI/IH AOJIZKHbI HITH B HOI'Y C TCXHOJIOI'MSIMMU.
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