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MOJJAEPXKKA IEJATOI'OB JJOIIKOJbHOMW OBPA3OBATEJIBHOM
OPT’TAHU3AIINU B PABBUTUUN KOHCTPYKTUBHOI'O
B3AMMOJIEMCTBUSA C YYACTHUKAMU OBPA3OBATEJIBHBIX
OTHOIIEHUH ITOCPEJACTBOM TEXHOJIOT'M TEUMU®UKAITAN
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Mpeno/iaBaTelib
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B cmamve paccmampusaemcs noddepaicka nedaco206 0OUIKOIbHLIX 00PA308AMENbHBIX OP2AHU3AYUL 6 UC-
NOML306ANUL TMEXHONIO2UN ceUMUPUKayUU Ol PA3GUMUSL KOHCMPYKIMUBHO20 83AUMO0eliCEUs 6 00pasosa-
menvublx omuouenusx. I eimuguxayus onpedensemcs Kax NPUMEHeHUe USPOBbIX MEeXAHUK OISl NOGbIUEHUSL
Momueayuu u 8oeieyeHHocmu oemetl 8 yuebnuiil npoyecc. OchosHble dIeMeHmbl eUMUDUKAYUU BKTIOUAIOM
banbl, HA2Paovl U COPEGHOBAHUSA, KOMOPbIE CROCOOCMBYION POPMUPOBAHUIO NOTOICUMENbHOU AMMOCHEPbL
U pazeumuro COYUAIbHbIX HABLIKOG Y Oemell. [ yCnewno2o eneopenus setumuurayuu Heobxooumo obec-
neyumov 00yueHue neddso2os, pa3pabomams MemooudecKue peKoOMeHOayuu U 06J1eub pooumeneil 8 06paszo-
samenvuwili npoyecc. Ilpugedenvl npakmuieckue npumepvl NPUMEHEHUs. USPOBLIX MEMOO08 8 OOUKOIbHOM
00pa306anUl, NOOYEPKUBAIOWUE UX GIUSHUE HA MOMUBAYUIO U 83AUMOOeLCEUe YHacmHUK08. B 3axmiouenue
OMMeuaemces 8ANCHOCMb NOOOEPICKU Nedac0208 8 UCHONbI0BAHUY 2eUMUPUKAYUU KAK CPEeOCmBa CO30AHUs
aghgpexmusHoll 00pazosamenbHOU cpedbi.

KiroueBbie cioBa: refimudukaius, JAOIKOJIbHOES 00pa3oBaHWe, MENarord, MOTUBAIIMS, B3aHMMOJICHCTBHE,

HUI'POBBIC TEXHOJIOIUH, IOAACPIKKA, O6pa3OBaTeJII)HLIC OTHOIIICHMA.

B penenne. CoBpeMeHHOEe  00pa3oBaHHE
CTaJIKUBAETCSI C HEOOXOAMMOCTBIO HHTE-
rpalii WHHOBAIMOHHBIX IOJXOJIOB, CIOCO0-
CTBYIOILIMX aKTUBU3ALIMK y4eOHOTo Ipoliecca u
YIYyULIEHUIO B3aUMOJEHCTBUS MEXIy y4acTHU-
KamMHu 00pa3oBaTeIbHBIX OTHOIIEHUN. B CBs3M €
3TUM, TeliMu]UKaIms Kak METOJIMKa, OCHOBAaH-
Hasi Ha UCIOJb30BAaHUU HTPOBBIX 3JIEMEHTOB B
HEUTPOBOM KOHTEKCTE, CTAaHOBUTCS Bce Ooliee
aKTyaJIbHOM B JIOIIKOJILHOM oOpa3oBanuu. Lensb
JAHHOW CTaTbU — PacCMOTPETh NOIIEPKKY Ile-
JIaroroB JOUIKOJIBHBIX 00pa30oBaTeNIbHBIX Opra-
HU3AIMi B Pa3BUTUHU KOHCTPYKTUBHOTO B3au-
MOJICUCTBUSA C UCIOJIb30BAHUEM TEXHOJIOTHI
reiMuduKanuy, a Takke IpoaHAITU3UPOBATh €e
BIIUSIHUE Ha 00pa30BaTeNbHBbI Mpoliecc.
Teopernueckre aceKThl FTeMUPUKALINN:
leiimudukanus omnpeaenseTcss Kak MpUMe-
HEHUE UTPOBBIX MEXaHUK M MPHUHIIUIIOB B 00pa-
30BaTeIbHOM IIPOIIECCE C IIENbI0 TOBBIIICHUS
MOTHUBAILIMM U BOBJIEYEHHOCTH Y4aCTHUKOB. OHa
0asupyeTcsi Ha MOHHMMAaHUU TOTO, YTO UIPHI
CHOCOOHBI BBI3BIBATH AMOIIMOHAIBHBINA OTKIIUK,
YTO, B CBOIO OUepe/b, CIOCOOCTBYET OoJiee Tiy-
O0KOMY YCBOEGHHIO HMH(MOpPMAIMM U Pa3BUTHIO

HEOOXOANMBIX HABBIKOB.

CornacHO HcceOBaHUSIM, IPOBEICHHBIM
J.K. IpsxoBeiM (2020), reiiMuduxanus cro-
coOcTtByeT (HOPMHUPOBAHUIO  TOJIOKHUTEITHHOM
aTMocdepsl B yueOHOM IpOLIECCe U Pa3BUTHUIO
COIIMAIIbHBIX HAaBBIKOB y jaeTeil. OCHOBHBIE dle-
MEHTHI reiiMU(UKaLNN BKIIOYAIOT:

— bannsl u ypoBHu: Cucrema OIEHKH J10-
CTWXKEHHMH, KOTOpas MO3BOJSET JEeTSAM BHUIEThb
CBOW TMPOTPECC U CTPEMUTHCS K HOBBIM JIOCTH-
KEHUSM.

— Harpanet u noctmxenus: BuzyanbHble u
MaTepHaJIbHbIE MOOMIPEHHS, KOTOPbIE MOTHBH-
PYIOT JieTel IpoI0JKaTh H3y4YeHHE U Yy4acTHe B
00pa30BaTeNbHbIX MEPOIPUSITHSIX.

— CopeBHOBaHMs U yesuleHKU: KOHKypCHI,
KOTOpBbIE MOOYXKAAl0T JeTell aKTUBHO y4acTBO-
BaTh B y4eOHOM Ipoliecce U B3aWMOJEUCTBO-
BaTh JIPYT C IPYTOM.

leiimudukanus MoxXeT OBITH HCIOIb30BaHA
B pa3IM4yHbIX (GOpMax: OT MPOCTBIX WP [0
CIIO)KHBIX 00pa30BaTEeNbHBIX MPOTPAMM, BKIIIO-
YaIOIUX 3JE€MEHThl BUPTYAJIbHOW peallbHOCTH.
DTO TO3BOJSIET aJaNTHPOBaTh €€ IMOJ pa3HbIe
BO3PACTHBIE TPYIIBI M YPOBHH ITOATOTOBKH.
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[Tonnepxka negaroros.

Jns  ycnemHoW peanu3alvu  TEXHOJOTHN
rediMupuKanuy HeoOXOAUMO 00eCIeUnuTh MO/I-
JEPHKKY MeIaroroB. OTO BKIIOYAECT:

1. OOy4eHre U MOBBINICHUE KBATH(PUKAIUN:
MPOBEJICHUE TPEHUHIOB M CEMUHApPOB IO Ieil-
MUDUKAIAKA TS TI€J]arOTOB, YTO TO3BOJUT UM
Jy4llle MOHSATh U UCMOJIb30BaTh 3TU TEXHOJIOTHH
B CBOCH mpakTuke. BakHo, uTOOBI 0OyueHHE
ObUIO MPAKTUYECKHM, C HCIIOJIb30BAHUEM IIPH-
MEpPOB U3 PEAIbHOM JKU3HH.

2. Co3zlanue METOIUYECKHX PEKOMEHIAIN:
Pa3paboTka mocobuii ¢ mpumMepaMu YCHEIIHbIX
NPAaKTUK TeHMUPHUKAIMKA B JOUIKOJIFHOM 00pa-
30BaHUU. DTO MOXET BKIIIOUATh UTPbI, KOTOPHIE
JIETKO aJanTHPOBATh IO PAa3IUIHBIC TEMbl U
e 00y4eHus.

3. Koomepamust ¢ pogurensimu: BoneueHnue
ponuTenel B 00pa3oBaTENbHBIN MpoLIecC Yepes
UTPOBBIC DJIEMEHTHI. Hampumep, MOXKHO opra-
HU30BaTh CEMEWHbIE COPEBHOBAHUS, TJ€ JIETH U
poautenu OyayT paboTaTh B KOMaHJIe, YTO CIIO-
COOCTBYET  YIY4YIIECHUIO B3aMMOOTHOIICHHIA
MEXTy BCEMH YIaCTHHKAMH.

4. Co3ganue cooOmiecTBa meaaroron: ¢op-
MUpPOBaHHE TPOPECCHOHATBHBIX COOOIICCTB,
r7ie TeNarord CMOTYT JEIUThCA OIBITOM H
HaXOJUTh HOBBIC WJCH ]ISl BHEIPCHHS TeHMU-
¢ukanMu B CBOM TMpakTUKU. B pamkax mgo-
IITIKOJILHOTO 00pa30BaHUS MOXKHO HCIIOJIB30BATh
TaKHe UTPOBbIE METO/IbI, KaK:

— UrpoBbie clieHapuH: BKJIFOYCHHUE POJICBBIX
UTp Ha OCHOBE W3BECTHBIX CKA30K U UCTOPHIA.
Hanpumep, netu MOryT pasbIrpbiBaTh CLEHKH
n3 «Kpacnoii [llanmoukn», 94TO pa3BUBAET UX BO-
oOpaskeHHe U COIUANTbHBIC HABBIKH.

JIMTEPATYPA

— Ucnonp3oBanne 1M@poBbIX 1U1aThopM:
OpraHM3alysl COPEBHOBAHUI MEXIy TpyniaMu
JIETEH Yepe3 ClielnanbHble NPUIIOKECHUS, KOTO-
pbl€ TO3BOJSIOT OTCIIEKUBATh PE3YJIbTAaThl U
JlaBaTh OOPATHYIO CBA3b.

— Buenpenue cucrembl Harpaj: AETH MOTYT
3apa0aThIBaTh 3HAYKU WM CEPTH(HUKATHI 32 J10-
CTHXKEHMsI B y4yeOHOM NesTeabHOCTH, 4TO IO-
BBIIIIAET UX 3aMHTEPECOBAHHOCTb U MOTHUBALIMIO.

— WrpoBble yrojku: CO3JaHUE UIPOBBIX IIPO-
CTPAHCTB B IPYIIAX, IA€ IE€TH MOTYT B3aUMOZCH-
CTBOBAaTh C PA3IMYHBIMU OOpa30BaTEIbHBIMU Ma-
TEpUaIaMi, OCHOBaHHBIMU HA HTPOBOM IOAXOJE.

PesynbTarsl u 006CcyxieHuE.

IIpoBeneHHble McCIEAOBaHUS I10KA3BIBAOT,
4YTO reifiMu@uKanus MOJI0KHUTEIbHO BIMSIET Ha
MOTHBAIUIO JeTel U UX BOBJIEYEHHOCTh B yueO-
HBI Iporecc. BaKHO OTMETUTB, YTO KOHCTPYK-
TUBHOE B3aWMOJICHCTBUE MEXIYy IeJaroramu,
JNETbMHU U POAUTEISIMU CIIOCOOCTBYET CO3/IaHUIO
Oosiee rapMOHHUYHON 00pa30BaTENBHON CpEJbI.
leiiMudukanus He TOJNBKO Pa3BUBAET HaBBIKH,
HO U hopMupyeT y aereil MO3UTHUBHOE OTHOILIE-
HUE K 00YYEHHUIO, UTO SIBIISICTCSI OCHOBOM JIJIsl HX
JAJIBHENIIETO Pa3BUTHS.

3akmarouenue. Ilonnepxkka mnemaroros Jo-
LIKOJIbHBIX 00pa30BaTENbHBIX OpraHU3alUil B
WCIIONB30BAaHUM TEXHOJIOTHH TeMuUKaIIu
SBJISIETCS BOXHBIM IIaroM K CO3/1aHui0 3¢ dek-
TUBHOU 00pa3oBaTeNbHON Cpenbl. DTO TpeOyeT
KOMIUIEKCHOTO TMOJXO/a, BKIOYass oO0ydeHue,
METOJIMYECKUE PEKOMEHIalluK M aKTUBHOE y4Ya-
ctue poautenedl. Bueapenue relMudukanuu
MO’KET 3HAUUTEIBHO YJIYUIIUTh KauecTBO oOpa-
30BaHMsl, C/IeNaTh ero 0osee MPUBIEKATEIbHBIM
Y UHTEPECHBIM IS JeTeH.
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This article examines the support for preschool educators in utilizing gamification technologies to develop
constructive interaction in educational relationships. Gamification is defined as the application of game me-
chanics to enhance children's motivation and engagement in the learning process. The main elements of
gamification include points, rewards, and competitions, which contribute to creating a positive atmosphere
and developing social skills in children. To successfully implement gamification, it is essential to provide
training for educators, develop methodological guidelines, and engage parents in the educational process.
Practical examples of applying game methods in preschool education are provided, highlighting their impact
on motivation and interaction among participants. In conclusion, the importance of supporting educators in
using gamification as a means of creating an effective educational environment is emphasized.

Keywords: Gamification, preschool education, educators, motivation, interaction, game technolo-

gies, support, educational relationships.

I ntroduction. Modern education faces the
need to integrate innovative approaches that
promote the activation of the learning process
and improve interaction among participants in
educational relationships. In this context, gami-
fication, as a methodology based on using game
elements in a non-game context, is becoming
increasingly relevant in preschool education.
The purpose of this article is to examine the
support for educators in preschool educational
organizations in developing constructive inter-
action using gamification technologies and to
analyze its impact on the educational process.

Theoretical Aspects of Gamification. Gami-
fication is defined as the application of game
mechanics and principles in the ¢educational
process to enhance motivation and engagement
among participants. It is based on the under-
standing that games can elicit emotional re-
sponses, which, in turn, contribute to deeper in-
formation retention and the development of
necessary skills.

According to research conducted by D.K.
Dyakov (2020), gamification fosters a positive
atmosphere in the learning process and the de-
velopment of social skills in children. The main

elements of gamification include:

— Points and Levels: A system for assessing
achievements that allows children to see their
progress and strive for new accomplishments.

— Rewards and Achievements: Visual and
material incentives that motivate children to
continue learning and participating in educa-
tional activities.

— Competitions and Challenges: Contests
that encourage children to actively engage in the
learning process and interact with one another.

Gamification can be implemented in various
forms: from simple games to complex educa-
tional programs that include elements of virtual
reality. This allows it to be adapted to different
age groups and levels of preparation.

Support for Educators.

To successfully implement gamification
technologies, it is essential to provide support
for educators. This includes:

1. Training and Professional Development:
Conducting training sessions and workshops on
gamification for educators, enabling them to
better understand and utilize these technologies
in their practice. It is important that the training
is practical and includes real-life examples.
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2. Creation of Methodological Guidelines: De-
veloping manuals with examples of successful
gamification practices in preschool education.
This may include games that can be easily adapted
to various themes and educational goals.

3. Cooperation with Parents: Involving par-
ents in the educational process through game
elements. For example, family competitions can
be organized where children and parents work
as a team, fostering improved relationships
among all participants.

4. Establishing a Community of Educators:
Forming professional communities where edu-
cators can share experiences and find new ideas
for implementing gamification in their practices.

Practical Examples.

In the context of preschool education, various
game methods can be used, such as:

— Game Scenarios: Incorporating role-
playing games based on well-known fairy tales
and stories. For instance, children can enact
scenes from «Little Red Riding Hood», which
develops their imagination and social skills.

— Use of Digital Platforms: Organizing com-
petitions between groups of children through
special applications that allow tracking results
and providing feedback.

— Implementation of a Reward System: Chil-
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dren can earn badges or certificates for
achievements in educational activities, enhanc-
ing their interest and motivation.

— Game Corners: Creating play spaces in
classrooms where children can interact with var-
ious educational materials based on a game ap-
proach.

Results and Discussion.
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their engagement in the learning process. It is
important to note that constructive interaction
among educators, children, and parents contrib-
utes to creating a more harmonious educational
environment. Gamification not only develops
skills but also fosters a positive attitude towards
learning in children, which is fundamental for
their further development.

Conclusion.Supporting educators in pre-
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fication technologies is an important step to-
ward creating an effective educational environ-
ment. This requires a comprehensive approach,
including training, methodological guidelines,
and active parental involvement. Implementing
gamification can significantly improve the qual-
ity of education, making it more appealing and
interesting for children.
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