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AHHOTaNMs: BHeApeHne odpaszoBarensHoi TexHomorun STEAM B cdepy
JIOIIKOJILHOTO  00pa3oBaHMsI, INpenojaBaHue B KadecTBe (PaKyJIbTaTUBHOTO
npeaMeTa HE TOJIbKO CIeNHaIuCTaM, PabOTaroIUM B CHUCTEME JOIIKOJBHOTO
oOpa3oBaHus, HO M CTYJEHTaM BBICIIMX YYEOHBIX 3aBEJACHHM, OOy4aroIIMMCS B
nanHou cdepe. CTyneHTBI, 00yUYarOIIUecs B BBICIINX YUYCOHBIX 3aBEJICHUSIX, YUaTCs
o oOpazoBarenbHOM TexHomorun STEAM, MeHsisi cBou B3IJIsIIBI HA 00Opa3oBaHUE.
Bocrnurarenu, mnenmaroru, oOydaromigecss W MX  POJUTENH  (3aKOHHBIE
MPEJACTABUTENIM)  JOIIKOJBHBIX  O0pa30BaTENIbHBIX  OpraHv3aluii  MOTyT
ucroias3oBaTh TexHOJOTHI0O STEAM wmcxoms w3 moTpeOHOCTEH 00pa3oBaHMS.
AHanu3upyeTrcsi MpoUecC M CTaTyCc HCHoiab30Banusi TexHoinoruu STEAM B
MHPOBOM 00pa30BaTEIbHOM OIIBITE.

KarwueBbie cioBa: STEAM, TBOpuecTBO, 00ydeHHE, MO3HABATEIHHBIM,
UTPOBOM METOJI, TEXHOJOTHUsI OOy4YEHHSs, NEITEIbHOCTh, pa3BUBAIOIAs Cpena,
STEAM-nienaroru, TBOPYECKOE MBIIUIEHHWE, JCTETUYECKOE YJAOBOJILCTBHE,
MHTEJUIEKTYyaJIbHbIE CIIOCOOHOCTH.
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Abstract: the introduction of STEAM educational technology into the
field of preschool education, teaching as an elective subject not only to specialists
working in the preschool education system, but also to students of higher
educational institutions studying in this field. Students studying in higher
education institutions learn through STEAM educational technology, changing the
way they think about education. Educators, teachers, students and their parents

(legal representatives) of preschool educational organizations can use STEAM
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technology based on educational needs. The process and status of using STEAM
technology in global educational experience is analyzed.

Key words : STEAM , creativity, learning, cognitive, game method,
teaching technology, activity, developmental environment, STEAM teachers,
creative thinking, aesthetic pleasure, intellectual abilities.

Ceronus STEAM-o0pa3oBaHne — OJMH M3 IJaBHBIX TPEHIOB B MHPE,
OCHOBAHHBIA Ha MPUMEHEHHH MEXIUCIHUIUIMHAPHOTO MPaKTUYECKOTrO IMOIX0/a.
OO0s13aTeNIbHBIMH YCIIOBHSIMH TaKOTO OOpPa30BaHUS SBJISIOTCS €r0 HEMPEPHIBHOCTH
U CIIOCOOHOCTh JETeH B3aMMOJIEHCTBOBATh B PabOYMX TpyIax, TJ€¢ OHU MOTYT
coOupaTh Ueu U OOMEHUBATHCS UJICSIMHU.

OH CcOCTaBJISIET OCHOBY TaKuX MOAyJeW MmonennpoBaHus, Kak «JIEI'O-
KOHCTpyHpoBaHue», «MaremaTtudueckoe  paszputue», «DOKyCHUK-Oymaray,
«Mynbsrerynusi»y, «Mup r1inazamum  gaerei». STEAM  BHOXHOBISET JAeTel
UCCIIeIOBaTh, KaK H300peTaTelid M Y4YeHble, MOJEINpPOBaTh, KaK TEXHOJOTH,
NPOEKTUPOBATh, KaK WHXKEHEPbI, PHUCOBATh, KaK XYJIOKHHMKH, IyMaTh, Kak
MaTeMaTUKH, U UrpaTh, Kak JETH. Pa3BUTHE TBOPUYECKOTO MOTEHIIMAIa MOJIOIOTO
MOKOJICHHWSI OCTAaeTCs BaXKHOM  3ajadeil  JIOMIKOJBHBIX  00pa3oBaTeIbHBIX
OpraHu3aluii, 4YTO, B CBOI  OdYepelb, TpeOyeT COBEPIICHCTBOBAHMS
00pa30BaTENBHOTO MPOIIECCa C YIETOM IICUXOJIOTHYECKUX 3aKOHOB CHCTEMBI.

CoBpeMeHHOMY OOIIECTBY HY)KEH aKTHUBHBIM, MHUIIMATUBHBIN, TBOPUECKHI
MBICTUTENIb H JA0OpbId TpaxknanuH. I[losTomMy BO3HHKIA HEOOXOAMMOCTH
BHeapenus: STEAM-texHonorun B 00pa3oBaTeNibHBIA MPOIIECC JETCKOTO caja,
MO3BOJISIIONIEH MTPUBJIEYb JOUIKOIBHUKOB K HAYYHO - TEXHUYECKOMY TBOPUYECTBY U
CO3/1aTh OJArOMPHSITHBIE YCIOBUS Ui (HOPMUPOBAHHS TBOPUYECKOTO MBIIUICHUS
BOOOpaXeHUs, a TakKe NPUOOPETCHUS HAYAIbHBIX TEXHUYECKUX HAaBBIKOB.
CoBpemMeHnHOe 00Opa3oBaHHE TOTOBUT peOEHKa K Oyayliei KU3HH B OOIIECTBE H
TpeOyeT OT HEro Haluyusg OCOOBIX MHTEIUIEKTyaldbHBIX CIOCOOHOCTEH. PazButue
yMEHHs TOJy4yaTh, 0OpaldaThiBaTh M MPUMEHATH IMOJYYEHHYIO WH(OpMAaLUI0 —

ocHoBa STEAM-TeXHOIOTHH.
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Ecnu nomkonapHbIE EAAroru OPraHu3yoT CBOIO JIESITEIBHOCTh C MOMOIIBIO
texHosorun STEAM, netu npuoOpeTyT JAOMOIHUTENbHBIE TPAKTUYECKUE HABBIKU.
Nutepecusie 3aHTHS B (hOPME UTP PACKPBIBAIOT TBOPUYECKUI MOTEHIIUAT peOeHKa.
JleTn yuaTcs BHAETh B3aUMOCBSI3b MEXIY COOBITHSMH, JIy4Ille TOHUMAIOT
MIPUHIIUIBI JIOTUKH, @ B MPOIECCE CO3AaHUsl COOCTBEHHBIX MOJIEJEH OTKPBIBAIOT
Juisi ce0s HOBBIE W YyHUKaIbHbIC Belld. KOMIUIEKCHBIM MOAXOJ IMOMOTaeT
pa3BUBaTh y HHUX HHTEPEC M BOBJIICUEHHOCTh B 00pa30BaTeNIbHBIA MpolLecC.
Texnonoruss STEAM B coBpeMeHHOM 00pa3oBaHUU Bce OOJIbllle HalpaBjeHa Ha
(dbopMHpOBaHWE OCHOBHBIX JIMYHOCTHBIX HABBIKOB, PA3BUTHE CIIOCOOHOCTU ACTEH
CaMOCTOATENILHO pEeIIaTh 3aJaud, COBEPIICHCTBOBAaHUE yMEHHI paboTaTh CoO
3HaHUSMH, PA3BUTHE HWHTEIUIEKTYallbHBIX cHocoOHOCTEe. B cBsizu ¢ 3TuUM
aKTyaJbHOE 3HaueHHE mpuobperaeT ¢GOpPMHUpPOBAHWE Yy JI€Ted TEXHUYECKOTO
MBIIIJICHNUS, PA3BUTHUE HCCIEAOBATEIILCKUX, WHXEHEPHBIX W CTPOUTEIbHBIX
HABBIKOB .

binaronaps STEAM-niogxoay JeTM MOTYT BOWTH B JIOTMYECKHI IPOIECC
COOBITHI, MIOHITH UX B3aUMOOTHOIIICHUS, CHCTEMAaTHYECKH U3ydaTh MUP U Pa3BUTh
YMEHHUE BBIXOAUTH U3 MHKEHEPHBIX, KPUTUUECKUX CUTyallMid, Pa3BUBATh HABBIKU
paboThl B KOMaHje, M3y4yaTh OCHOBBI YIPABJICHHUS U CAMOINPE3CHTAIMH. MOTY
HAYYUThHCH.

[TpoexTrpoBanue oOpa3oBaTeabHbIX TeXHOJOTHH STEAM

Hwuxe npencrasien npoekT «Mup riazamu aerein» no trexnonornu STEAM.

OcobeHHOCTH  MpOEKTa : MEKTPYIIIIOBOE  COTPYJIHHYECTBO.
ens : BHenpenue oOpazoBarenbHbiXx Monynet STEAM-texnomoruu: «Jlero-
KOHCTPYKTOPY, «MaremaTuueckoe pa3BUTHEY, «DokycHUK-Oymaray,
«MynbTUCTY IS JUISL pa3BUTHSA VMHTEJUIEKTYaJIbHBIX CIOCOOHOCTEMH
JOIIKOJbHUKOB M BOBJICUEHUS UX B HAYYHO-TEXHUYECKOE TBOPUYECTBO.

3aauu MPOEKTA :

1. Co3manue memarormyeckd IeJIecOo00pa3HOM, HAYYHOW M TBOPUYECKOU

Cpebl pa3BUTHUSA B JOLIKOJbHONW 00pa30BaTeIbHOM OpraHU3aIiy.
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2. «JIET'O-koHCcTpyKIMs», «Marematudueckoe pa3Butruhe». Opranuzanus
paboThl  00pa3oBaTeNbHBIX  MOMAYJEH  TUMA «  BOJIICOHHK-Oymara  »,
«MYJIBTUCTYIUS», «MUP TJIa3aMHU JIETEI».

3anHTEpEecOBaTh W BOBJCYH POAUTENCH B pabOTy MO YCBOCHHIO 3HAHUI
JeTen

4. ®opMHUPOBAHUE UCCIIEA0BATEILCKUX HABBIKOB, CAMOCO3HAHUS JIETEH.

5. Pa3zBuTHe HAaBBIKOB COTPYJHUYECTBA C IPYTUMHU YYACTHUKAMU MTPOEKTA.

NHHOBaIus: KOMIUIEKCHOE HCIIOJIB30BaHUE COBPEMEHHBIX METOI0B
n snemeHToB STEAM-TexHOMOrMil B JACSATEIBHOCTH C YYE€TOM HWHTErpaluu
o0Opa3zoBaTeIbHbIX 00JacTel B IONIKOJILHOM 00pa30BaHuHM . J{JIs TOCTHKEHUS TICITH
Y pelIeHus MOCTaBJICHHBIX 3a/1a4 ObUT pa3paboTaH CIEAYIOIIUA MOTYIb.

Monyinb «JIEI'O-nu3aiin .

DTOT MOJyJb TMO3BOJIAET IMO3HAKOMUTH JET€M C MOACIUPOBAHUEM C
MOMOIIBI0O KOHCTPYKTOpOB Lego. Uepe3 oOpazoBatenbHbii MOaynb «JIETO-
KoHcTpyKTOp» - YMEHHE IPOBOAUTH MTPAKTUUYECKUE U MBICJIEHHBIE SKCIIEPUMEHTHI,
000011aTh, pa3BUBaTh peub M Pa3BUBATh PEUEBBHIC KOMMEHTApUHU U PE3YJIbTaThI
COOCTBEHHOW JESATENBHOCTH - CBOOOJHOE OOIIEHHE Ha POJHOM  S3BIKE
(cmoBOCOUYETaHMS, TPAMMATHYECKUIN CTPOU pedr, POHETHUUECKHUI CTPOM, UCXOTHBIE
MPECTABICHUSI O CMBICIOBOM CTPYKTYype) - yMEHHE CO3/laBaTh HOBBIE 00pa3bl,
BOOOpaxaTh, HCTIOIB30BATh CXOJCTBO.

OO6pa3zoBarenbHbI MOYIb «MaTeMaTUUYEeCKOE PAa3BUTHEY .

Komnanus pa3spaborana HACTOIbHBIE UTPHI, PYKOBOJICTBA JjIsi CEHCOPHOTO
pPa3BUTHS, TEOMETPUUYECKHE OOBEKThI U HAOOPHI YMCEN, NUCIICH U Pa3/laTOUYHbIE
MaTepHuabl ISl MATEMAaTHYECKOT'O Pa3BUTHS, JJOTUUECKUE TOJIOBOJIOMKH, COPTEPHI,
Tabyio, MaTeMaTH4YeCKHe KOHCTPYKTOpPhl W MHoroe gapyroe. IlocpenctBom
oOpa3zoBarenbHOTO MOIynst «MaTeMaTHdeckoe pa3BUTHE»  OCYIIECTBISETCS
KOMIUIEKCHOE PEIICHUE 3aJad MaTEMaTHUUE€CKOTO Pa3BUTHUSI C YUYETOM BO3pacta u
WHIUBUTYyAIbHBIX OCOOCHHOCTEH JIETEH B MAaTEMAaTHUECKIX PA3BUBAIOIINX UTPAX U

IIO3HABATCIIbHBIX HCCICOJOBAHUAX. Jlemka ¢ moMoIIBIO «BOJ’IHIG6HI/IK3,-6yMaFI/I»
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IIOMOT'aeT IO3HAKOMWTh JETE€H C NPEBHEHMIIUM MHUPOM HCKYCCTBA CKJIAJBIBAHMS
OymMaru c IOMOIIBIO KJI€d W HOXHHUI. YPOKH OpUraMH MO3BOJSIOT JAETIM
YAOBJIETBOPUTH CBOM YUYEOHBIE MHTEPECHI, MOBBIIIAIOT OCBEAOMJIEHHOCTh B 3TOMU
obOmactu 00Opa3oBaHUs, OOOramalT KOMMYHUKATHBHBIE HAaBBIKM M HMEIOT
BO3MOXHOCTb ~ OCYLIECTBJISITb ~ COBMECTHYK)  JESTENBHOCTh. Takke  3TO
CIIOCOOCTBYET pa3BUTUIO MEJIKOH MOTOPHMKH, YTO CYLIECTBEHHO BIMSET Ha
pPa3BUTHE PEYU JETEH .

Konctpyktop u3 Oymarm mnomoraer cOajJjaHCUPOBAHHOMY Pa3BUTHIO
JIOTHYECKOr0 W 0Opa3HOTO MBILIUICHUS, PEOCHOK MOKET MO3TalHO IIAHUPOBATh
CBOIO pabOTy U JOBOJUTH €€ J0 HKEJIAEMOro pe3yibTara.

Yacte STEAM-TexHONOrHA — 3TO 3HAKOMCTBO JE€Tel ¢ LU(POBBIMU
TEXHOJIOTHSIMH. B 3TOM TOMOXET MOAYIb «MYJIbTUCTYIAUS», JAE€TH OyAyT
CO3J1aBaTh MUP CBOMMHU IJa3aMU . JTO MO3BOJIAET AETAM IPEACTABUTH PE3YJIbTAThI
cBOel pPabOThl B pa3aMYHBIX NPOEKTaX HAa COBPEMEHHOM YpPOBHE, CO3/1aB
COOCTBEHHBI aHUMAIIMOHHBIN (PUIIBM IOCPEICTBOM «MYJIBTUCTYIUN.
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