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B Oamnoti  cmamwe  paccmampuearomcs — KUOuegble  UHCMPYMEHNbl
UHDOPMAYUOHHBIX MEXHON02UL, UX NPEUMYWeCmEd U HeOOCMAMKU, NEPCNEeKMUgsl
BHEOPEHUsL 8 KOHMEKCIEe MAMEMAMUYEcKo20 00PA308aHUS.

Knwoueevte cnoea: ungopmayuonnvie mexnonrozuu, eusyamzayus, VRIAR,
adanmuenoe o0yueHue, 2eUMUPUKAYUsL, UCKYCCBEHHII UHMEIEKN.

Beegenue

CoBpeMeHHOe 00pa3oBaHKe MEpexHUBaeT U(POBYIO TpaHchOpMaIHio, TIe
uHpopmanmonnsie TexHonoruu (MT) cranu HeoThemsieMOW YacThiO y4eOHOro
mporecca, Ipeajaras HHHOBAIL[MOHHBIE METOABI IPENOAABAHHUS M OOy4eHHs.
Oco0eHHO aKTyaJIbHO MX NPHMEHEHHE B MaTeMaTHKe — IUCLUIUIMHE, TpeOylomei
BBICOKOH CTeneHH aOcTpakumu M ToYHOCTH. MH(pOpManmoHHBIE TEXHOIOTHM HE
TOJNBKO YNPOLIAIOT Iepefady 3HAHWH, HO M IpeoOpa3yloT IeAaroruyeckKue
MOAXOMBI, Jenas OOydyeHHWEe HWHTEPAKTHBHBIM, MEPCOHAJIM3UPOBAHHBIM U
JOCTYIHBIM, MO3BOJISSL MPEOONIETh TPAAWUNMOHHBIE OTPAHUYCHHUS, TaKHe Kak
HEJOCTaTOK  HAaIVIAAHOCTH,  CJIOXKHOCTb  WHIOWBUIYyaNW3alMM W HHU3Kasd
BOBJICYEHHOCTD yJaIHXCs.

OcHOBHas yacTh

Pazbepem ocHOBHBIE UT-HHCTpYMEHTHI:

1. lHTepakTHUBHBIE TEXHOJIOTMM M BH3yalu3alus: OT TIpauKoB K
BUPTYaJIbHOU PEAIBHOCTH.

OnHuM 13 riiaBHBIX npermyniecTB YT B MaTeMaTHKe SBIISIETCS BOSMOXXHOCTD
BHU3yanu3anuu abcTpakTHEIX moHaTuil. [Iporpammer Tnma GeoGebra, Desmos wim
Mathematica TO3BONSIOT YYCHHKaM B3aUMOJACHCTBOBATH C MAaTeMaTHYECKHMHU
obbekTamMu  (TpauikaMM, TEOMETPUYECKAMH (QUIypaMH | YPaBHEHHSAMH) B
peansHOM BpeMeHH. Hampumep, moctpoenne 3D-rpadukoB QyHKIMA momoraer
MOHATh MHOTOMEPHBI aHali3, a aHMUMalus INPOU3BOAHBIX JENaeT H3YydeHHe
MaTEeMaTHYeCcKOro aHaim3a 0osee MOHATHBIM.

WnrepaktuBHble mockn (Smart Board), BupTyanpHas W IONONHEHHAS
peansHOCTh (VR/AR) momoraror yrmyOurcs B Martemaruueckne mopnenu. 3D-
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MOJICTIMPOBAaHNE B TaKWX NpHIOKeHHsX, kak Blender mmm MATLAB, ympomiaer
OCBOEGHHE MHOTOMEpHOro aHann3a. [IpemomaBaTen MOTYT JEMOHCTPHUPOBATH
CIIOKHbIE KOHUEIIMM HAarjsMHO, K TpUMEpY, HHTepakTHBHBIE 3D-ypoku 1o
CTEPEOMETPUH, T/Ie CTYAEHTHl MOI'YT BpallaTh MHOTOTPAaHHHKM W W3y4aTh HX
cBoMcTBa. VccienoBaHus MMOKa3bIBAIOT, YTO HCIONb30BaHue 3D-Bu3yanmsanuu B
00yUYeHHH MOBBIIACT ycreBaeMocTh Ha 20—25%, Tak Kak aKTHBUPYET BU3YaJIbHOE
Y MIPOCTPAHCTBEHHOE MBIIIUIEHHE, TEM CAMBIM COKpAIlasi BpeMsl YCBOCHUSI CITOMKHBIX
TeM [1].

2. OHnaiH-TUIaTGOPMBI U THOPUTHOE 00y4EHHE.

udpossie obpazoBaTenbHble pecypcbl, Takue kak Moodle, Coursera u
Stepik, cranu HeoTbemyeMOl YacThio ydueOHOro mporecca. OHU MPEIOCTaBIISIOT
JOCTYI K MHTEPaKTHBHBIM JIEKIIMSIM, aBTOMaTH3UPOBAHHBIM TECTAM U aJJaliTHBHBIM
TpeHak€pam 1o Marematuke. OCHOBHbIE TPEHMYIIECTBA JaHHBIX IUIAT(OpM:
ruOkuii rpaduk oOydeHusl, JOCTYI K MaTepuaiaM MHUPOBOTO YPOBHSI.

I'ubpunHoe oOydeHHE, OOBCOUHSIOICE OHJIAMH- u odaitH-(GopMarThl,
MONYYHIO HIMPOKOe pacmpocTpanenune mnocie nmaHmemun COVID-19. Cucremsi
Moodle u Google Classroom craiy OCHOBOM JUIsi COBMELICHHUSI OYHBIX M OHJIAMH-
3aHATHA. OJHAKO TaKOM MOAXOX MMEET M HEIOCTATKU: CHIDKCHHE KadyecTBa
KOMMYHUKAalUM MEXIy IperojaBaTelieM M CTYACHTaMH, HEpaBHbIH OCTYI K
TEXHUKE, a TaKKe CIOKHOCTH B OCBOCHHHM a0CTPAKTHBIX TeM, TAKUX KaK TEOpU
TPYIIIT WK TOIOJIOTHsl, TPEOYIOLINX TITyOOKOTO aHaJH3a.

3. lefiMudukanust 1 MOOHIbHBIC TIPHIOKEHUSL.

BHenpenue MrpoBBIX 3IEMEHTOB B 00Pa30BaTEIbHBIA MPOLECC MOBBIIAET
uHTepec yvanmxcs k marematuke. [lmardopmer Kahoot!, Brilliant.org u Prodigy
Math Game npeBpalaroT pelIeHHe 3ajad B YBJICKaTeNbHBIE KBECTHI, Il 3a
NpaBWIbHBIE OTBETHl HAYMCIAIOTCS OauIbl WM OTKPBIBAIOTCS HOBBIE YPOBHH.
Hanpumep, nm3ydeHrne KOMOMHATOPHKU Yepe3 TOJOBOJIOMKH MOMOTaeT CTyAEHTaM
JydIlle YCBaUBaTh IPHHIUITEL AUCKPETHOH MaTEeMaTHKH.

[efiMudukanyst He TONBKO ITOBBIIIAET HHTEPEC K IPEIMETY, HO M pa3BUBAET
KpUTHYecKoe MbluuteHne. Ilo gaHHBIM — uccnenoBaHus — KemOpumxckoro
YHUBEPCHUTETA, HCIOJIB30BAaHUE HIPOBBIX METOJNOB YBEIMYHBACT BOBJICYEHHOCTD
yuamuxcst Ha 40%, a pe3ynbpTaThl 9k3aMeHOB — Ha 15-20%. Onaako 3¢ GeKTuBHOCTD
reliMupuKany HeoqHo3HayHa: 60% ydammxcsi OTMEYArOT, YTO UTPOBBIE METOIBI
YIPOIIAIOT MOHMMaHKe 0a30BBIX TeM, HO 25% CUHUTAIOT, YTO OHHM OTBIEKAIOT OT
yriryOn€HHOTO M3ydeHus MaTepraia [2].

4. VlckycCcTBeHHBIH MHTEIJIEKT B O0YYEHNH M aIalITHBHBIE CHCTEMBI.
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TexHONOrnM UCKyccTBeHHOro uHTeuiekra (M) HaunHAIOT UrpaTh BAXKHYIO
pollb B TepcOHaNM3auuu oOpa3oBaHus. CHCTEMBI aJalNTUBHOIO OOYYCHHUS
BBISBISIIOT HETOYHOCTH, KOTOPBIE COBEPIIAIOT ydYalmuecs H  (OPMHUPYIOT
WHJMBUIyallbHbIC y4YeOHbIC IUIaHbL. Hampumep, eciM CTYACHT HCIBITHIBACT
TPYAHOCTH € Mpou3BOAHBIMH, MU mpemiaraet OMONHUTENbHBIE 3aIaHHS H
TeopeTHYecKre Marepuaibl 1o 3Toi Teme. Kpome Toro, yar-00Thl (Hampumep,
MathBot) criocoOHBI OTBEYaTh Ha BOMNPOCH YYEHUKOB 24/7, OOBSCHATH TEMBI U
MIPOBEPATH pelleHusT 3a7ad. ITO AaéT BO3MOXKHOCTH O0yYaromeMycsi yYUThCs B
COOCTBEHHOM TEMIIE.

Tax, miatdopmer ALEKS (Assessment and Learning in Knowledge Spaces)
Carnegie Learning ucnosne3yrot MU s ananusa omuboK, ONpeaessaioT npodessl B
3HAHWSIX W CTPOUT WHAMBHIYaIbHYIO TpaekTopuio oOyuenus. Hampumep, ecnu
CTylieHT ommbaeTcs B  pEIICHWHd  HHTErpalioB, CHUCTEMa  Ipeajiaraer
JIOTIOJTHUTEINIbHBIE YIIPQ)KHEHUs Ha WHTErpupoBaHue. Takoil MOAX0A 0COOEHHO
3¢ deKTHBeH B TPyIIax ¢ pa3HOYPOBHEBOW IMOATOTOBKOW YUAIUXCS, MO3BOJSS
IpEnosaBaTeNio yAeNiATh BHUMAaHUE KaxIoMy yueHHKy. Buenpenume ALEKS B
YHHUBEPCHUTETBI COKPATHIIO BpeMsl Ha [TOArOTOBKY K dk3amenam Ha 20% [3].

Hecmotps Ha mnoreHuman, ucnonp3oBaHue MM conpskeHO € pUCKaMH.
Hekoropele 4yar-60ThI ¥ BHpTyaibHbIe accucTeHTsl Bpome ChatGPT u Socratic
OOBSACHAIOT TeMBbl M HPOBEPSIOT pemeHus. OIHAKO MX HMCHOIb30BaHUE TpeOyeT
KOHTpoINs: B 15% ciydaeB anrOpuTMBI AlOT HEKOPPEKTHBIE OTBETHI, HETOYHBIE
0OBSACHEHWSI, YTO MPUBOAWT K ormmbkam B oOyuenun [4]. KimroueBas 3amaua —
ucnons3oBaTh M1 kKak HHCTpYMEHT, a HE 3aMEHY TPAAULHNOHHOT0 00ydeHHI.

5. IIpobnemsr BHeapenus UT.

Hecmotps Ha mnpeumymectsa, BHenpenue WT crankuBaercs ¢ psaoMm
mpobeM:

1. Texamuyeckne w WHPPACTPYKTypHBIC OTpaHHUCHHSA: HE BCE y4cOHBIE
3aBelleHUs OOJNIaJal0T TOCTATOYHOW HHQPACTPYKTYpOH (BBICOKOCKOPOCTHOM
WHTEPHET, COBPEMEHHBIE KOMIIBIOTEPHI) I PaboTel C  PECYpCOEMKHMHU
IIpOrpaMMaMH), BBICOKasi CTOMMOCTb JIMLIEH3UI Ha IPOrpaMMHOE 00ecTIeueHHE.

2. llndpoBoe HEpaBEHCTBO: ydaluecs U3 ceMell ¢ HU3KMM YPOBHEM JI0X0Ja
WIn c1a0bIM HHTEPHET-TIOKPHITHEM OKa3bIBAIOTCS] B HEBBITOAHOM MOJIOKCHUH.

3. KoncepBaT3M mpernojaBaresnieil: 4acTh IperojaBaTeieil CKENTHYECKH
OTHOCHTCS K UIHU(POBBIM HWHCTPYMEHTaM, ONacasch CHIKEHUS KadecTBa
00pa3oBaHusl, IPEIIOUNTAS TPAIUINOHHBIE METO/IBI.

Hns  mpeomoneHmst  3Tux  OappepoB  HEOOXOAWMBI  TPOTPAMMEBI
(MHAHCHUPOBAHUS, WCIIOIB30BAHWE OTKPBITOrO IPOrPaMMHOIO OOecIeyeHus,
pa3paboTka HHM3KO3aTpPaTHBIX pEIICHWH (HampuMmep, MOOWIBHBIX IPUIOKEHHUH,
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pa60Ta}omI/1x 0(1)HaﬁH), KypChbl MOBBIIICHUA KBaJ'II/I(l)I/IKaIII/II/I JJIA 1I€JaroroB "
CO31aHUC COO6HI€CTB JUI 00OMEHa OIBITOM.

3akiaouenue
HNubopMalMoOHHBIE TEXHOJOTMH OTKPBIBAIOT HOBBIC BO3MOXHOCTH ISt
MaTeMaTU4YeCKOro o0Opa3oBaHus, nenas €ro MHTEPAKTUBHBIM,

MEPCOHATM3UPOBAHHBIM, THOKUM H TJI00aJThHO JOCTYIHBIM. OIHAKO X YCICHITHOE
MIpUMEHEeHHe TpeOyeT KOMIUIEKCHOTO IMOJXO0Ja Ul COXpaHEeHHs OajaHca MEXIy
WHHOBAIIMSIMA U TPAJUIMOHHBIMY TENArOTMYCCKUMU TpaKTHKaMu. B Oymyriem
passutie MU, VR-mabopatopuii u 0O0Ja4HBIX MIaTGOPM MOXKET TMOJHOCTHIO
TpaHcopMHpOBaTh Tporecc OoOy4eHus, TAe B CHMOHO3€ YEeIOBEYECKOro
UHTEIIJIEKTa W TEXHOJNOTUH, TJe KaXIbld CTYJIEHT CMOMET pacKpbITh CBOH
MOTEHIIHUAT.
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Abstract. This article discusses the key tools of information technologies, their
advantages and disadvantages, and prospects for implementation in the context of
mathematical education.
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