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Abstract

The article considers the introduction of the concept of «visual art» into the Kazakh language, in the context of
the history of world contemporary art and and the trends of its development, also relevance and preparing students
for the «perception of visual art». Based on the scientific works of noosphere education which investigated the
evolution of the formation of the brain contour as levels of human thinking, the author offers a «sequential chain of
visual art perception», defining «internal needs» (motivations) and «external needs» of students in visual perception.
«Brain contour level, thinking» and «visual art perception chain» are seen as important tools in selecting a topic and
in determining students’ uniqueness. The practical research examines the methods of noospheric education as the
perception of all sense organs in the «transformation of traditional decorative art» and the effectiveness of using the
tools of «contemporary art» in the formation of new ideas and new thinking.
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W3YUEHUE 3APYBEKHOM TEOPUU Y IPAKTUKA MPUMEHEHUS STEAM
MHOAXOJA B BBICHIEM OBPA30OBAHUU

Annomayus

B crarse paccmarpuBaetcs ocHoBHBIC uaen STEAM oGpa3oBanus: oOyueHHe THOKOCTH H IUTACTHIHOCTH
MBIIIICHUS ¢ TOMOIIBIO HCKYCCTB, a TAKKE PA3BUTHIO TBOPUYECKUX CITIOCOOHOCTEN CTYACHTOB M YMEHHIO PEIIaTh
poOJIeMBbl peabHOrO MUPa, OOBEANHSASA HAyKy, TEXHOJIOTUH, HH)KEHEPHUIO, HCKYCCTBO U MaTeMaTHKy. M3ydeH
OTBIT TIpenojaBanus B 3apyOexHbXx By3ax mo STEAM o0pa3oBaHuIO, TIie JenacTCs akIEeHT Ha pa3BUTHH
MIPAKTUYECKUX HABBIKOB CTYIEHTOB IPH OJHOBPEMEHHOM MHTErpalMy 3HAHUH MO MEXAMCUUIUIMHAPHBIM
kypcam. STEAM noaxoj cnoco0CTByeT MOTUBALIMU CTYACHTOB K JajbHelIeMy 00yYeHUI0, K MHKEHEPHOMY
MIPOCKTHPOBAHUIO U PEIICHUIO ITPOOJIEM, MPUBICKACT K HAYYHBIM HCCIICTOBAHUSIM U OTKPBHITOMY OOYUCHHIO.
Brutn mpoaHan3upoBaHbl U BRIBICHBI TPH KITIOUEBBIC 3apYyOCKHBIC MOJICNIN O0YUICHHUS. BKIIIOYAIONINE B ceOs
METO/Ibl, IPUMEHSIEMbIE B yIeOHOM IIPOIIEcCe.

Hacrosimee wnccnenoBaHue OCYIIECTBICHO B XOJ€ peanm3anud Ipoekra «PasBuTHe mnoTeHmmana
WHHOBAIIMOHHON IONTOTOBKM HHKkeHepoB uepes STEAM obOpa3oBaHme», YTBEpKIEHHOTO IO IPHOPUTETY
«HccnenoBanus B obnactu oOpazoBaHus U Hayku» Ha 2021-2023 rr. npu uHaHcoBoii noaaepxke Komutera
Hayku MunuctepcTBa o0pazoBanus u Hayku Pecryomukn Kazaxcran (I'pant NeAP09260338).

Kmouesvie cnosa: STEAM oOpasoBanme; STEAM-MbIuleHUe; KpeaTHBHAs HWHIYCTPHS, ITHAJIOT
COTPYAHUUYECTBA
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BBeaenmne. B ycnoBusix HenpeackazyeMoro
U OBICTPO MEHSIOWIETOCS MHupa Haunboee
ySI3BUMOM OKa3zanach cucTteMa 0o0pa3oBaHUS.
JUis  TMOATOTOBKM  KOHKYPEHTOCIIOCOOHOTO
YeJI0BEUECKOTO KalMTaxa CTaHOBUTCS HEJTOCTa-
TOYHBIM OOYyYEHHE OTJEIbHBIM HayKaM.
B 9T0#l CcBSI3M aKTyaJIbHOCTh MpPUOOpETaeT
WHTETPUPOBAHHBIA M MEKIUCIUILTHHAPHBIN
MOJX0/ K 00yUeHHI0. DTa Ues JIeTJia B OCHOBY
STEAM-o0pa3zoBanusi, TrJe pa3BUBAIOTCS
HaBBIKM OJIHOBPEMEHHO B TaKHUX 0OJacTsX,
KaK ©CTECTBCHHbIC HAyKH, TEXHOJIOTHUH,
UH)KEHEpUs, HCKyCCTBO U  MareMaTHKa
(Science, Technology, Engineering, Art and
Mathematics) [1].

[IpoGnema, crtocoOHOCTH K KOJIa0OpaIivH,
B TOM 4YHCJIE€ MEXIyHapOIHOH, pa3BUTHE
KPUTHYECKOTO MBILIUIEHUS U TBOPYECKOIO
MoJX0Ja K PEHmeHHI0 MpodeccCHoHaTbHBIX
3alad  OCTaeTcs aKTyajJbHOW B CHCTEME
MOJTOTOBKH TEXHUYECKUX KaapoB. l[Ipexne
YeM KOIJa-In00 HYXHBI  CIEIUAIUCTBHI,
oOnamarommMy HaBeikamu 21 Beka. Ycren-
HOCTH BBIITYCKHUKOB OIPENENSIeTCS HACKOIb-
KO TIOJTy4€HHOE MMHU 00pa30BaHME OTBEYAET
TpeOOBaHMUAM COBPEMEHHOTO pBIHKA TPY/a.
[TooToMy pBIHOK Tpylna CTaBUT JKECTKUE
TpeOOBaHMUA Tepes; MOJIOJBIMH CIEIHaIHC-
TaMH © HaJW4ue JIOKyMEHTa O BBICIIEM
npodeccuoHanbHOM 00pa30BaHUM HE TapaH-
TUPYET TMOJIy4€HUE TPECTIKHOTO pabouero
MECTa IO CHEIHMaIbHOCTH. 3aaada OymaylImx
CHEIHMAJINCTOB B YMEHUH pEIIaTh MPOHU3BOJI-
CTBCHHBIC poOIEMBI WHHOBAIMOHHO,
HECTaHJIapTHO U KPeaTUBHO [2].

UtoO0b1 10OUTHCS ycIiexa B Kapbepe B cepe
STEM, wneoOxoquMo OOBEIMHUTH 3HAHUS
u HaBelku STEM c¢ TBopuecTBOM. YTOOBI
YAOBJIETBOPUTH 3Ty TOTPEOHOCTh, UCKYCCTBO
uHTerpupyercaBoodpazoBanne STEM,co3naBas
Tak Ha3piBaemMoe oOpazoBanue STEAM.
OcnoBusie wunen STEAM  ob6pa3oBanus
3aKIIIOYarOTCsl B OOy4eHHMH HaBbIKaMm 21-To
Beka, oOydas THOKOCTHM | IUIACTHYHOCTH
MBIIIUICHUSI C TIOMOIIBI0 MCKYCCTB, a TaKKe
pPa3BUTHIO TBOPYECKHX CHOCOOHOCTEH U
YMEHHIO peniaTh MpoOIeMbl pealbHOr0 MUPA,

0o0BeMHSS HAYKY, TEXHOJIOTHH, WHKEHEPHUIO,
MCKYCCTBO U MaTeMaTuky [3].

[To cnoBam Knelimepa: «Eciaum mMbl XO0THM
NpOJABUTATh  WHHOBAIIMMA, HaM  HYXHO
BOCCTAaHOBUTH  POJb  TBOPUYECTBA, HaM
HE00X0JIMMO HAYYHTh HAIITUX CTYJICHTOB TOMY,
4yTO Ha3bIBaeTCsl «HaBbIkamMu 21 Beka». Ilon
HaBbIKaMu 21 Beka Mmojpa3yMeBaroTCsl YeThIpe
cocrapisiromue:  Creativity  (TBopuecTBo),
Critical Thinking (Kputnueckoe MbllIeHHE),
Communication (O6menne) u Cooperation
(CotpynuuuectBo). Hcnonb3oBaHHE UCKYC-
CTBa B Y4YeOHOM Iipoliecce, MPUBOIUT K
Pa3BUTHUIO JAMBEPreHTHOIO MBIIUIEHUS, T.€.
CIIOCOOHOCTH 4YeJIOBEKa BbLAABaTh OOJIBIIOE
KOJIMYECTBO PEIICHUH, OCHOBAaHHBIX Ha OJTHUX
U TeX JK€ JAaHHbIX, €lIe OJHOT0 LEHHOTO
HaBbIKa B 21 Beke [4].

MetopoJsiorusi. [[aHHoe HcCClIeI0BaHHUE
MPOBOJUTHCS B paMKax Mpoekta «PazButue
MOTCHIIMAJIA HMHHOBAIIMOHHOW TIOJTOTOBKH
unxeHepoB uepe3 STEAM ob6pa3zoBanue». B
MPOEKTE HCCIEYEeTCs] MPOIECC MOATOTOBKH
CTYJIEHTOB TEXHUYECKOI0 nipous,
texHonoruun oOyuenuss STEAM, yuebHo-
METOJMYECKUE JOKYMEHTbl U PE3yJbTaThl

oOyueHusi, BIUAIOIIMX HAa  [OKa3aTelH
AKaJEeMUYECKOM YCIEBAEMOCTH M KauecTBa
oOyueHuss ¢ yderoM  (OPMHUPOBAHUS

crienanucTa, 00J1a1aoero HHHOBaIlMOHHBIM
MBIIICHHEM, HaBbIKAMU KOMMYHUKATUBHOTO

COTpYJHUYECTBA, a TaKkXke CIOCOOHOTro
OpUHUMATh  TBOPYECKHE  pEUICHHA B
npodeccruoHanbHOU JIESITENbHOCTH.
Hacrosimee wuccnenoBaHue  OCYIIECTBICHO

B XoJe peanuzanuu npoekra «PazButue
NOTEHIMalla HMHHOBAIIMOHHOM IOJATOTOBKHU
umkenepoB depe3 STEAM obpazoBanue,
yTBepkaEHHOrO 1o mpuoputery «HWccneno-
BaHUs B oOiactu oOpa3oBaHUs M HAayKW» Ha
2021-2023 r.r. mpu (UHAHCOBOW MOAJIEPIKKE
KomuTtera Hayku MunuctepcTBa 00pa3oBaHus
u Hayku Pecnybmukn Kaszaxcran (I'pant
NoeAP09260338). 310 MccrnemoBaHUe MPOBO-
JUTHCS B paMKax Ui JaJIbHEHIIEro U3y9eHus
o0yuenuss STEAM B ¢dopmanbHoil yueOHOIM
cpere.
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Llenpto mpoekTa siBisieTcst pa3paboTka H
BHEJIPEHHE MOJIEJIH IO OTOBKH CIIELIUATTUCTOB
TexHuyeckoro nmpodursimocpeacreom STEAM
TEXHOJIOTHM Ui pealu3aluy yCTOWYMBBIX
porpaMm oOy4deHus MEXKYJIbTYPHON
KOMMYHMKAllUU, KPEAaTUBHOW HWHIYCTPUH U
KPEaTUBHOTO COTPY/IHUYECTBA, OCHOBAHHBIE
HATBOPUYECTBE U MHTEIUICKTYaJTbHOM KaIluTae.
Omnenka norpebHocTelt norennuania STEAM
oOpa3oBaHusi, pa3paboTKa U OCYLIECTBIICHUE
Mep o Pa3BUTHIO MoTeHLIHana
IporpaMM TOJATOTOBKM 1O TEXHUYECKHUM
CIELIMATIBbHOCTAM Ha OCHOBE pa3BUTHUS
CHEeLUaTU3UPOBAHHBIX KOMIIETEHIUH,
MO3BOJISIONIUX YCUIUTh KBadU(PUKALMU U
CIIOCOOHOCTH CTYJICHTOB W TIperoaaBaTesiei
Ha MEXIYHAapOIHOM YpOBHE.

Jlns pemieHust OJHOW M3 3a1ad IMPOEKTa
HaMU OBUTH MPOAHAIM3UPOBAHBI U BBISBICHBI
TpU KJIIOYEBBIE Moenu oOydeHus:: Mojenb
crynuitHoro o0ydeHus (Studio Learning
Model), ®ununmnuHckas Moaelb 00pa3oBaHus
STEAM (Philippine STEAM Education
Model) u Mognens «Maker Education» (Maker
Education Model) mo meromonoruu STEAM
Ha OCHOBE MHTETPUPOBAHHOIO MOJXOAa,
BKJIIOYAIOIIIKE B €051 METO/IbI, IPUMEHSIEMBIC B
y4eOHOM IPOIIECCEe C ONUCAHUEM PE3yIbTaTOB
00y4eHHUs 1 THCTPYMEHTOB OLIEHKH (hopMHUpYe-
MBIX p€3YyJIbTATOB.

CornacHo 0030py 3apyOeXHOM TUTEpaTyphl
1o kro4eBbIM KomrioHeHTaM STEAM, a Takke
0 BHEIPEHHI0O M OOYy4YeHHIO HaBblkKam 21
Beka 3apyOexHblii uccienoBarenb Kieiimep
YKa3bIBa€T Ha BAXHOCTb XYJ0’KECTBEHHBIX
HaBBIKOB i coTpyAHHKoB STEM, u onHu
BKJIIOYAIOT MEXJIUCUUIUIMHAPHBIA  MOJXO0J
MEXAy pElIeHHeM IMpoOJaeM, TEXHOJIOTHIMH,
MHHOBAIUSIMU U OOIIEHHEM C IOMOIIbIO
Pa3IUYHBbIX MEIMA-UHCTPYMEHTOB [4].

Juckyccust u pe3ynbrathl. [lepBas monens,
KOTOpasi HCHOJB3YETCSI B aMEpPUKAHCKOM
BBICIIEM O00pa3oBaHUM, HasbBaeTcs Studio
Learning Model (Mogens cryauitHOro
ooOyuenust). Ilo wmuenuto [oreptm M.K.,
HCKYCCTBO HCIOJB3YeT TO, YTO HAa3bIBACTCS
CTYyJAMWHBIEC IPUBBIYKH YMA WJIH K€ CTyAUNHOE

MBIIIIJIEHUE.  OTa  CTyAWHHAasT  MOJENb
OoOydYeHHs YJIydIllaeT HaBBIKH TPYMIIIOBOTO
COTpYJIHUYECTBa, OOILIEHUS U  pEeIICHUs
npobiiem. Bocemb mucno3uiuii, N310KEHHBIX
B CTYJJUHHOM MBIIJIEHUH, MOTYT PUMEHSITHCS
B Pa3HBIX JUCLUUIUIMHAX U B IOBCEIHEBHOM
»u3HU. OHU BKIIIOYAIOT B CEOS:

1) oOyueHue UCHOIB30BAHUIO UHCTPYMEH-
TOB U MaTE€pHUaJoOB;

2) peuieHre NpooOJeM, HUMEIOLUX OTHO-
IeHune K 00yueHuto Gokycy;

3) MBICJIEHHOE MPE/ICTABJICHUE MPOSKTOB;

4) nepenauy MbICIEH U UACH,

5) BUeHHE BelIEH, KOTOpPbIE B IPOTUBHOM
ClTy4yae MOTJIA ObI ObITh HEBUIUMBI;

6) ompoc;

7) 0ObsicHEHUE;

8) oOcyxIeHrne ¢ KoJleraMu JJis JIy4Ilero
MmoHuMaHus [5].

Taxxe Jorepru M.K. yTBepxkaaer, uTo
HCKYCCTBO IIO3BOJISIET YEJIOBEKY CIIEOBaTh
CBOEMY BOOOpa)XEHMIO M HCCJIEI0BaTh B
MEHEe OTrpPaHMYEHHOM TMPOCTPAHCTBE, UTO
nenaer coyeraHue wuckycctea u  STEM
CTOJIb IMOJIE3HBIM Uit wuHHOBamui. OH
00bEeTMHSACT KOHBEPT€HTHBIX U PACXOISIINXCS
MBICIIUTENEH, coueTast HCKYCCTBO, TEXHOJIOTHH
W JU3ailH, UCHOJB3ysS TBOPYECTBO JUIS
ornpezeneHHoM ueau win GpyHkuuu. FMickyccTBo
MOMOTAeT M3JIOKHUTh MBICIH Ha Oymare c
MOMOIIIBIO TPaUUECKUX CPENCTB, a TaKKe
JTaeT YeJIOBEKY CBOET0 pojia «pa3pelleHre Ha
MOJTyYeHHE APYTUX BIEUATICHUH OCOOCHHO
LeJICHANPABICHHOY.

B CIOA npu wucnons3oBanuun STEAM
1o/1xo/1a yueOHas mporpamma cocpeoToueHa
Ha 3a7a4ax MPOEKTUPOBAHMS, KOTOpHIE
TpeOyIOT OT CTY/ACHTOB pEUIeHHS 3ajad
MHOXXECTBOM  CIIOCOOOB M TBOPUYECKHUM
MOJIXOJIOM B paMKaX OTPAaHUYCHHH 3a/IaHHBIX
KpUTEpHEB. 3a7a4d MOTYT UMETh Pa3INYHYIO
CTETNICHb  OTPAaHWYCHHH B  3aBUCHUMOCTHU
OT KOHEUYHBIX Ieneil oOydeHus. MeHblie

OrpaHMYCHUH  CIOCOOCTBYET  Pa3BHUTHIO
TBOPYECKMX  CIIOCOOHOCTE B  y4eOHOH
nporpammMe.  JloGaBieHne  HUCKyccTBa B

y4eOHYI0 TPOrpaMMy U UCIIOJI30BaHKE 3a]a4
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IIPOEKTUPOBAHUS B IUIAHAX 3aHATUH, UCIIONb-
3yst STEAM noaxon ciocoOCTBYET Pa3BUTHIO
YHUKaJbHOTO  Habopa  HaBBIKOB  Cpeau
CTYJCHTOB, CIIOCOOCTBYET BHHMMATEILHOMY
HAONMIONCHUIO 3a OKPY)KAIOIUM MHPOM U
MOMOTaeT pacUIMpUTh I[paBoe MOdyLIapue
MO3ra.

Ponp nmpenonaBarenss Takke OIrpoMHa,
noToMy 4To mpu wucnoibzoBanun STEAM
B ayJUTOpUU IPENOJABATENN  JOJIKHBI
UCIOJIb30BaTh Tak HaspiBaemoe STEAM-
MbllieHue. Baxxno nonnmats, nouemy STEM
Hy)kHo nepeiitu Ha STEAM. KomOunanus,
IPOTHBOMOJIOKHBIX 00JacTel  conmepKaHus
— BOT, YTO MPHUBHOCUT pa3zHOOOpa3ue
HEo0X0uMoe JULSL CTUMYJIMPOBAHMS
MHHOBalMil Ha 3aHsTtuu. Hanpumep, STEM
UCIIONIb3YEeT  JIOTMUECKHE, aHAJIUTUYECKHE,
BOCIIPOM3BOJUMBIE IPOAYKTHI U MBIIUIEHHE,
torna kak STEAM (B Tom wuucie Art-
KOMIIOHEHT)  HMCHOJb3YeT  CYOBEKTHBHOE,
WHTYUTHBHOE, YYyBCTBEHHOE M YHHMKaJIbHOE
MbiieHue. IlomHs o Tom, 4TO codeTaHue
HAyKH U UCKYCCTBA IOMOTAET MPEINo1aBaTeto
pa3BUBaThb CUCTEMHOE MBILUICHUE CpEAU
CTYICHTOB, TpeOysi OT HHUX pPacCMOTPEHUS
BCEX YaCTE€H, COCTABIAIOUIUX E€IUHOE IIEJN0E
(Hayka, TEXHOJIOTUS, UH)KEHEepUs, UCKYCCTBO
U MaTeMaTuka). DTOT MEXKAUCUUTUTMHAPHBIN

noaxon — Tpedyer  OT  IpenojaBaTess
yCTpaHeHus NpeayOekaeHuil B MpeIMeTHOM
o0nact, KOTOpblE MOTYT  BO3HUKHYTb

MEXIy aKaJIeMHYECKUMH W MPHUKIATHBIMU
JUCHUIIITMHAMU.

[IperonaBaremo  HeoOxomumo  Oyner
yIy4IIUTh TOHHUMAaHUE W OOUICHHE MEeXIy
KOJIJIETaMU U3 Pa3HbIX NIPEIMETHBIX o01acTel,
9YTOOBI JIydrie 0oOydaTh CBOUX CTYJICHTOB M
MHTErpupoBaTh oOjacTu coxaepxanus. s
ATOrO IMpenojaBaTeian JA0KHBI XOPOIIO pas-
Ouparbcs B npenMeTHbIX o0nacTax STEAM.
B oTHOmEHHWSX  CTyIEHT-TIPEernoaaBaTeib
MOJICIUPYET TBOPYECTBO, CBS3BIBAECT WU
MEXIy MPEAMETHBIMU O0JIACTSMH M 00ydJaeT
HaBBIKAM B KOHTEKCTE MTPEIMETHBIX 3HAHUH.

[Ipn oO6yuenun B STEAM wucnonbs3yrorcs
METO/Ibl, OPUEHTHUPOBAHHBIE HA CTYJEHTOB,
TakhMe KakK YCTHBIE MpEe3eHTaluu, Jedarshl,
BBICTaBKHM, NHCbMEHHBIE MPOAYKTHI, IIOC-
TPOEHHE MOJeNed U peleHus npooieM,

MIPEI0CTaBIISSA CTyZICHTaM pa3In4YHbIC
BO3MOXHOCTH  IPOJIEMOHCTPUPOBATh  CBOE
obyuenue [6]. HeoOXOAUMBIE HAJACKHbBIC

¢dbopmupyrOImKe U UTOTOBBIE OIEHKH. Moienb
CTyIMHHOTO OOydYeHHs TMpEeACTaBICHAa B
Tabiune 1.

3asayu 1O OLEHKE YCHEBAEMOCTH OOBIYHO
BOBJICKAIOT CTYJICHTOB B  ayTEHTHYHBIE,
peayIbHBIE, TPAKTUICCKUE YICOHBIC CUTYyAINH
U TPEOBbSBISIIOT BBHICOKHE KOTHUTHUBHBIC
TpeOOBaHUs, MPUBOMASIINE K OCMBICICHHOMY
00yuenuto [7]. «adopmarius, mpeaocTaBlieH-
Hasi STUMU OIICHKaMH, BBISBISIET CHUJIbHBIC
u cnalble CTOPOHBI CTYJEHTOB M IOMOTIAeT
npernojaBaTesisiM B JalbHEWIIEeM OOy4YeHHH
B Xo4e mpoekrta. [Ipu BBINOTHEHUHU 33a1aHUN
MpenoaBaTenu JIOJIKHBI YYHUTHIBATh
cienyrone  (akTOpel:  HANpPaBIEHHOCTH
3aJlaHusl, KOHTEKCT 3aJlaHusi, HaIlpaBJICHMS,
MIPeI0CTaBICHHbBIE 00y4JaromMMHucs, U
pYOpHKY, HCIIONB3YeMYyIO sl OICHHBAHUS.
®doKyc 3aJa4u OLEHKHU JIOJDKEH OBITh TECHO
CBs3aH C NENSIMU OOy4YeHHs, a KOHTEKCT
JIOJIKEH o0ecreynBarhb PELICTOPUIO
U BOIPOCHl, OTHOCSIIMECS K OCHOBHBIM
uensiM.  Kpome TOro, cryfeHTam  JIOJIKHBI
ObITh TIPEIOCTABJIICHBI HMHCTPYKIWHU, YETKO
ONMCBHIBAIOIINE TMPOU3BOAUTEIBHOCTh WM
OLICHMBAEMbI TMPOJAYKT, a TAKKE KpPUTEPHUH
OIICHKM KAa4ecTBa BBITIOJIHEHUS 3aJaHUs
[6]. Wcmonp3oBaHME 3THUX OICHOK MOXKET
yinyumuTh npenoaaBanue STEAM Ha 3aHATUH
¥ MOXET CO3/1aTh OJarompHUsTHYIO CPedy s
1[eJICHANPABIEHHOTO OOYYEHHUs, TMOBBIIICHUS
CaMOOIIEHKH U 3(P(PEKTUBHOCTH, TBOPUYECKOTO
COTPYJHHUYECTBA M OTKPBITOCTH. bnaromaps
HCCIIEIOBATEILCKUM BO3MOYKHOCTSIM, TIPEIOC-
TaBisieMbIM oOyueHnem B STEAM, cTyneHTbI
MMEIOT TIOBBIIICHHBIE IIAHCHl PEaln30BaTh
MOTEHIMAA U MPOJOJDKUTH Kaphepy, paHee
HEU3BECTHYI0O UM WJIM CIHCAHHYIO UMH Kak
HEJOCTHKUMYIO HIIN HEXEJATEIbHYIO.



HIEJJAI'OI'MKA JKOHE [ICUXOJIOI'UA /TIEJATOT'UKA U IICUXOJIOI' A

No3(48),2021

/PEDAGOGICS AND PSYCHOLOGY

Tao0muma 1

Mopenapb cTyauitHOro 00y4eHust

(Studio learning model):

Memoowi

OOy4eHue B KOHTEKCTe: MeTo1 cumyJisiiuu (Learning in context: simulation method)

Keiic-cranu (Case-study)

[Ipo6iiemuoe obyuenue (Problem-solving)

dokyc-opuHTHpOBaHHOE 00y4yeHue (Focus-based learning)

Ouyenka pe3ynbmamog 0eamenbHocCmu

Ha npo0JeMy, pa3Hble IpeAMETHbIE 00acTH;

CaMooIIeHKa;

Pednexcusi.

dopmuporanue “hard skills” mpodeccuonaabHBIX YMCHHIA,

d®opmuposanue “soft skills” TBOpuecTBO, KpUTHYIECKOE MBIIITICHHE, KOMMYHHUKALHS
U COTPYIHHUYECTBO, THOKOCTb, INIACTUYHOCTb MBILIUICHMUS;

MeXIMCIUIUIMHAPHOCTD Ha Pa3HbIX YPOBHAX COUETAaHHUE PA3JIUYHbIX TOUYEK 3PEHUS

AHanu3upysi ONBIT a3MaTCKUX CTpaH Ha
npumepe Oununnug, ucnoaszyroumx STEAM-
MOJXOJ, MOXKHO CJeNaTb BBIBOJ O TOM, YTO
JAHHBIN NOJIXO[ SIBJISIETCS BECbMA HHTEPECHBIM
U TTOJIE3HBIM C TOYKH 3PEHUS PA3BUTHS HABBIKOB
Oymyuiero.

Bropas MOJIENb, KOTOPYIO
paccMaTpuBaeM B HallleM HCCIIEI0BaHUU
sto Philippine STEAM Education Model
(Ounmunnuackas ~ Mogens OO6pasoBanus
STEAM). B nanno# mozenu oco60e BHUIMaHUE
YAEIAETCS UCIIOJIB30BAHUIO METOJI0B, KOTOPBIE
BaXHBl JJII TNPUOOPETEHUS  CTyAEHTaMHU
MpaKTUYECKOro onbiTa U 3HaHuM [§]. B kiacce
STEAM cTyneHThl MpPOSBISIOT  BBICOKYIO
aKTUBHOCTb M pa3HbIE YPOBHU IOATOTOBKH,
npenojaBaTeNd MPaKTUKYIOT WHTEPAKTHUBHBIE
METObI 00yUEeHHSI, C BHEPEHHEM COBPEMEHHBIX
TEXHOJIOTHI Ha 3aHATHUSX.

Bueapenne B cucteMy — oOyueHHs
o0pa3oBaTeNbHBIX TEXHOJIOTHI HE TepsIeT CBOEH
aKTyaJlbHOCTH. OTO OOYCJIOBJIEHO, Mpexae
BCEIO TEM, YTO TMPAKTUKA U COLMAIBHBIN
3alpoc He CHUXKAIOT, a, HA00OPOT, MOBBIIIAIOT
TpeboBaHusl K TmpenofaBaTensM. IIpakTuka
CBHUJIETEIILCTBYET, YTO OOyuU€HHE C MOMOILBIO
NPUMEHEHHUS  WHHOBAI[MOHHOM  NHUJIAKTUKU
MO3BOJISIET HMHTETPUPOBaTh 0Opa3oBaTeIbHbIE

MbI

TEXHOJOTUU U MOBBIIATH €€ 3(P(HEKTUBHOCTD.
B nocnegHue ronpl CAENaHO OYEHb MHOIOE
JUIsl pa3BUTHS WHHOBAIIMOHHOM TUAAKTHUKU M
HCTOJIb30BaHUE 00pa30BaTENbHBIX TEXHOJIOTH
JUIs  yAaydineHus ydeOHOro Tmporiecca, 3TO
4ETKO MOXXKHO YBUAETH OCOOEHHO B Ipoliecce

yIy4IIEeHUus.  YCBOSieMOCTH  0OydaeMbIMHU
TeopeTn4ecKoro Marepuaia [9].
Paspaborannas  uaunnuHCKas  MOJEIb

oueHkn oOpazoBanuss STEAM oxBaTbiBaeT
«MHHOBAIlUM» KakK IMEepexoj OT KPUTHUYECKOIo
MeicauTens K «OnsiTHOMY cryaeHty STEAM
21 Beka», KOTOpas MPEANOaraeT BKJIIOUYUTH
MIPUMEHEHUE KOHIIEeIINH STEAM Ha
MPAKTUYECKHUX 3aHATHUSAX B BBICUIEH LIKOJIE:

MOJIETTUPOBAHUE PpEAIbHBIX IPHIIOKE-

HU  (BHpPTyalbHOE ¥  KOMIIBIOTEPHOE
MOJICJIUPOBAHHE),

—  WDUIIOCTpalHs pealbHBIX TPUMEPOB
(calfT mocemeHus MPOU3BOJICTB),

— oOnerueHue  KU3HEHHOTO OTIBITa
(mpo6GyieMHOE U TPOEKTHOE 00yUYeHue),

— UWHTETpamysi LEHHOCTeH  (pa3BUTHE
LIEHHOCTE! U )KU3HEHHBIX HABBIKOB)

—  TpUMEHEHHe BBIIIETICPEYHCIICHHBIX

KOHIENIMI MpU pPElIeHUN HempeaBUACHHBIX
mpo0JeM Ha TPOU3BOACTBE (CM. TaOIHUILY 2).
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Tabmnuia 2

OuannnuHckas Moaesb oopazoanusa STEAM

(Philippine STEAM Education model):

Memoowt

OO0yuenue myteM oTKpbITHs /AkTHBHOE 00ydeHue (Inquiry-Based Learning)

MonenupoBaHue peasibHbIX ipuioxeHuit (Real-life applications)

OO6yuenue Ha ocHOBe pe3ynbraToB (Output-Based Learning)

Jlexmuu (Lecture Method)

CoBmecTtHOe o0yuenue /Merton cotrpyaamuecta (Collaborative Learning)

Ouenka pe3ynbmamog 0esamenbHocmu

—  Pa3BuTHe KpUTHYECKOTO MBIIIJIEHNUS;
—  YMeHue MOJIEIUpPOBATh peabHbIE CUTYalUH;
—  YMeHue apryMeHTHpPOBATh peIIeHue TPOOIeMBbI;

—  U3yyenue xoHUENINH, MPUMEHUMOMN ISl peIIEHUs MPOOIEeMbl, & HE KOHKPETHOM
(hopMyIIBI, TOIXOASAIICH ISl peIIeHUs] KOHKPETHOW 3a1a4H;

—  YMeHue BHIETh MHOXXECTBO BO3MOKHBIX PEIICHHUH MPOOIEMBI.

B Hactosimee Bpems STEAM-o6pazoBanue
CTAJI0 LIEHTPOM Hay4HBIX HCCJIEIOBaHUN B
HOJUTUKE  E€CTECTBEHHOTO
Crpemsch HMHTErpupoOBaTh
obpazoBanne STEAM c kuraiickoif KyJabTypoil,
MHOTHE KMTalCKHUE YUEHbIE TPOBEIN MHOKECTBO
uccienoBaHuil. B HacTosiee Bpemsi mpouecc
yctoiunBoro passutus Kuras crankuBaercs ¢
TpeMsi KIIIOYEBBIMHU IpOOJIEeMaMu: OTCYTCTBHUE
JlaBJICHHE
HKOHOMMYECKHX NpeoOpa3oBaHUi U CIO0XKHOCTb
pebopmbl  oOpaszoBanus. Ilostomy  Kwurait
HACTOATEIbHO HYXKJAeTrcs B
BBICOKOTO YPOBHSI, HEOOXOAMM JalIbHEHIIHIA 1ar
[0 Pa3BUTHIO NPENOJABAHNS U MHHOBAIIMOHHOTO
obpazoanus [10].

O6yuenne B STEAM
pa3BUTHE NPAKTUYECKUX HABBIKOB CTYAECHTOB
MPU WHTETPAMH 3HAHUNA MEXIUCIUTUTMHAPHBIX

oOpa3oBaHHsi  BO
MHOTHX CTpaHax.

CIICOHUAJIMCTOB BBICOKOI'O  yYpPOBHA,

BBIITYCKHHKaxX

HAIlpaBJI€HO Ha

KypCOB.

I'pamotHas
UCCIIEI0BATENbCKON JIEATEIbHOCTH CTYAECHTOB B
00pa3oBaTeIbHOM KOMILIEKCE By3a HEBO3MOXKHA
0e3 Menaroros, BIAJCIOIUMHM TEXHOJOTHSIMHU
IIPOEKTUPOBAHUS u
JestenbHOCTU. [legaroru-npakTuky JOKa3bIBakoOT,

OpraHM3alnys INPOEKTHOM U

HUCCIIEI0BA-TEILCKOM

YTO WCIOJB30BAaHUE TOTOBBIX 3HAHUK MaJlo
CHOCOOCTBYET DPAa3BUTHIO JIMYHOCTH CTYACHTA,
€ro TBOPYECKOTO MBIIIICHUS, CIIOCOOCTBYIOIIETO
MPOSIBICHUIO
u (bopMHpOBaHUIO
komneTeHmuu [11].
STEAM oOy4eHre HCIONB3yeT MPOCKTHYIO
NeSITeIbHOCTh KaK OJHY W3 HMHHOBAaLMOHHBIX

HCCIICAOBATCIBCKHUX HaBbIKOB

npoeccuoHaIbHON

METO/I0B O0yueHHMs, I/I€ COUeTaHWEe TEXHOJOTHH
Y MH)KEHEPHOTO 00pa30BaHUs C XY/10)KECTBEHHO-
IryMaHUTapHBIM 00pa30BaHKEM, HAIpPaBJIEHHO HA
pa3BUTHE TAJAHTOB y cTyAeHTOB [12,13].
ITIpenonaBanne B STEAM cocpenoToueHo
HAa  Pa3BUTHUH NPaKTUIECKUX
CTYACHTOB IIpU OJHOBPEMEHHOW HHTErpauu

HaBbIKOB

3HAHUA 1O MEXIUCUMIUIMHAPHBIM  Kypcawm,
9TO KOMIUIEKCHBIM TMOIXOJ] K MPOEKTUPOBAHUIO
U PELICHUIO OpPUEHTUPOBAHHbBIN

Ha CTyACHTOB, C AaKIEHTOM Ha

mpo0Jem,
HayYHbIE
UCCIIEIOBAHUS,
U OTKpBITOE 00ydyeHHe Ha OCHOBE IpoOlIieM, 4To
MOXET CIIOCOOCTBOBAaTh MOTHBAIIMU CTYJCHTOB K

HHXXCHCPHOC IIPOCKTHPOBAHUC

JaNbHEHIIeMy 00y4eHHIO.
TpeTbst MO/IENb, KOTOPYIO MBI pacCMaTpUBacM
B HAlIEM HUCCJICAO0OBAHHUU — OTO KHATaKncKas MOACIIb

«Maker Education» [14]. JanHas Momeib

—146—



HIEJJAI'OI'MKA JKOHE [ICUXOJIOI'UA /TIEJATOT'UKA U IICUXOJIOI' A

No3(48),2021

/PEDAGOGICS AND PSYCHOLOGY

npejyiaraeT TPaHCPOPMAIMOHHBIM TOJAXO0J K Pa3HOOOpa3HbIX HABBIKOB, 3HAHUU u
MIPETIOIaBaHUIO U OOYYCHHUIO0, OPHEHTUPOBAHHOE CIIOCOOOB MBINUICHUs. B  y4eOHBIX cpenax,
Ha JesaTens — “maker”, KOTOpbI pa3BUBAaeT 3TO OPHUEHTUPOBAHHBIX Ha Jedrens — ‘“‘maker”,
MOHMMAaHHWE TOCPEACTBOM  WHTEPAKTUBHOTO, CTYACHTHI MPEJICTABIISIOT, MPOEKTUPYIOT
OTKPBITOTO, ~ MEXIUCHUIUIMHAPHOTO  ONBITA, W CO3JAIOT MPOEKThI, KOTOpPHIE COTJIACYIOT
KOTOpBIA MO3BOJIAET HCIOJB30BaTh BpEeMs M COJAEp)KaHHWE  OOy4YeHHs C  MPAKTUYECKUM
MPOCTPAHCTBO, HeoOXoauMble uia pa3Butus npumeHenueM (Tabnwuma 3).
Tabmua 3
Mopeas «Maker Education»
(Maker Education model)
Memoout
METOJIbl TPOEKTHOrO0 OO0y4YeHMs] — 3TO OCHOBHOM MeTOJ (COueTaHHe TEXHOJOTUH
U UWHKEHEPHOTO O0O0pa3oBaHHs C XyHOXKECTBEHHO-TYMaHUTAPHBIM  0Opa3oBaHUEM,

HallpaBJICHHOC Ha IMPOABUKCHUEC I/IHHOBaHI/Iﬁ B O6y‘ICHI/II/I, OCHOBAaHHBIX Ha TGXHOHOFI/IHX)

—  KOMILJICKCHBIN To1X071 (an integrated approach)

— TporaraHja TBOpUYeCTBa U MooIIpeHre ooMeHa (creativity and exchange promotion)

— METOJ MH)XEHEPHOro MpoekTupoBanus (engineering design method)

— OoTKpbITOE 00ydeHue (open learning)

Ouenka pe3ynbmamos 0esmenbHOCHu

- Ka4yC€CTBCHHOC 06pa30BaH1/1e

—  IPOABUHYTHIE HABBIKU
—  CBSI3b C peajbHOM KU3HBIO

- MHHOBAIIMOHHBIC CITOCOOHOCTH CTYACHTOB
- MBICITUTEILHBIE CITOCOOHOCTH BBICOKOTO YPOBHHA

3akiiouenue. HaocHoBe ananmza3apyOeskHON
Teopun u TpakTHku npumeHenus STEAM
MOJIX0J]a B BBICHIEM OOpa30BaHUU PACCMOTPEHBI
ocHoBHbIe MeTonbl STEAM oOpaszoBanus [15].
[IpoBeneHO aHATUTUYECKOE HCCIIEIOBAaHHE OIbITA
peanuzanu STEAM o6pa3oBanus B 3apyO0eKHBIX
00pa3oBaTeIbHBIX IPOTrpaMMaXx.

BrlisiBiIeHBI TpU KJIIOYEBBIE MOJENIN O0yUEHUs
(Studio Learning Model, Philippine STEAM
Education Model, Chinese Maker Education
Model) nmo metomonorun STEAM Ha ocHoBe

UHTETPUPOBAHHOIO  IOJXOJA,  BKIJIIOYAIOLIUE
B ce0si MeTolbl, NpUMEHseMble B Yy4eOHOM
MPOIECCe C OMHUCAHUEM PE3yJIbTAaTOB OOYUYCHHS
U UHCTPYMEHTOB  OIECHKH  (POPMHUPYEMBIX
pe3yIbTaTOR. Ha OCHOBE 00001IeHMS
MOJTyYEeHHBIX JIaHHBIX BBISIBICHBI KIIFOUEBBIC
ocooernoctn STEAM wmoperneli, XapakTepHBIC
UIsL  3apyOeXHBIX CTpaH, C MOCIeAyIoLei
MMIUIEMEHTAIlel B CHCTEMYy Ka3aXCTaHCKOTO
MHXEHEPHOIro 00pa3oBaHMsL.

Cnucok ucnonb308anHbix UCHMOYHUKOS

[1] MexyHapoHBbIil OIBIT pa3BUTHS peanpuHuMaresnsckoro 1 STEAM-o6pasoBanus B ctpanax O9CP u

B MHpe: AHamuTHUecKui otueT /ABT-cocT. ['azmueBa b.A., AxmemkaHoBa A.A., CarbiHabsikoBa XK.O., Tapnyid
M.B., ®arkuesa I.T., l'a0nynmuna 3.E., Aybakuposa [I.C. — Kokmeray: KI'Y numenn 111.Yanuxanosa, 2018. —

80 c.

[2] HyiicekeeBa H., Kammpcuzoa I1I. KoHKypeHTOCIOCOOHOCTh W akajeMHUdeckass MOOWILHOCTH —

OpPHUEHTHPHI 00pa3oBaTebHOM TpackTopun B By3e //Ilemaroruka u mcuxonorust. — 2020. — Ne 3(44). — C.159-166:

—147—



HEJJAI'OI'MKA KOHE [ICUXOJIOI'MA /TIEJATOT'UKA U IICUXOJIOI' A
/PEDAGOGICS AND PSYCHOLOGY Ne3(48),2021

DOI: 10.51889/2020-3.2077-6861.20 [Onexrponnsiii pecypc]: URL: https://journal-pedpsy.kaznpu.kz/index.
php/ped/article/view/102 (nara obpamenus: 24.08.2021).

[3] Oner A.T., Nite S.N., Capraro R.M., Capraro M.M. From STEM to STEAM: Students’ beliefs about the
use of their creativity /The STEAM Journal. — 2016. — Ne 2(2). — Article 6. DOI:10.5642/steam.20160202.06

[4] Claymier B. Teaching 21st century skills Through an Integrated STEM Approach// Children’s Technology
and Engineering, — 2014. — Ne18(4). — P.5. Retrieved from http://Osearch.proquest.com.library.uark.edu/docvie
w/1533428628?accountid=8361

[5] Daugherty M. K. The Prospect of an “A” in STEM Education //Journal of STEM Education. — 2013. —
Nel4(2). — April-June, PP. 10-14.

[6] Reeve, E. M., D.T.E. STEM Thinking! /Technology and Engineering Teacher. — 2015. — 74(4). — 8-16.
Retrieved from. http://Osearch.proquest.com.library.uark.edu/docview/1634176715?accountid=8361

[7] Bass J.E., T.L. Contant and A.A. Carin. Teaching science as inquiry //11th ed. Boston: Allyn & Bacon,
2009.

[8] McLaughlin C.A., McLaughlin F.C., & Pringle, R. M. Simply Performance Assessment //Science and
Children. — 2013. — Ne51(3). — PP.50-55. Retrieved from http://0-search.proquest.com.library.uark.edu/docview
/1463730812?accountid=8361

[9] Taubaeva S., Maxutova I., Shagiyev M. Ilobitieane 3pPeKTHBHOCTH 0O0pa30BATEIBHBIX TEXHOIOTHNA
HA OCHOBE MHTETPATHBHOTO MOTCHIIMAJIA WHHOBANMOHHOW munakTuku //Ilemaroruka u ncuxomorus. — 2021.
— Nel(46). — C.14-22: DOI: 10.51889/2021-1.2077-6861.02 [Dnextponusiii pecypc]: URL: https://journal-
pedpsy.kaznpu.kz/index.php/ped/article/view/165 (1ata oOpamenus: 24.08.2021).

[10] Xing B., & Marwala, T. Implications of the fourth industrial age on higher education//. Retrieved from
The Thinker, 2017: http://arxiv.org/abs/1703.09643

[11] Komecnukosa I'., [TycroBamoBa H. Pa3BuTue ncciie1oBaTeIbcKUX KOMIETSHITUI 00yJaronmxcs 4yepes3
o0pa3oBaTeNbHYI0 U NPOEKTHYIO HesTenbHocTh //Ilenaroruka u ncuxoiorus. — 2020. — Ned(45). — C.90-98:
DOI: 10.51889/2020-4.2077-6861.11 [Onexrponnsrii pecypc]: URL: https://journal-pedpsy.kaznpu.kz/index.
php/ped/article/view/125 (nara oopamenus: 24.08.2021).

[12] Darling-Hammond L. Performance-based assessment and educational equity //Harvard Educational
Review. —2004. — Ne 64 (1). — PP.5-31.

[13] Wang J., Wu Y. Reflection and Innovation Path of STEAM Education Application in the Age of “Internet
+” //J. Distance Education. — 2016. — Ne35. — PP.90-97.

[14] Li Y. Research on the Countermeasures of Talent Cultivation in Colleges and Universities in China
under the Background of New Industrialization; Nanchang University: Nanchang, China, 2007.

[15] Sun J., Wu Y., Ren Y. Innovation in 3D Printing Education: Maker Space, Innovation Lab and STEAM.
Modern Distance Education. Res. —2015. — Ne4. — PP.96-103.

References

[1] Mezhdunarodnyj opyt razvitiya predprinimatel’skogo i STEAM-obrazovaniya v stranah OESR i v mire:
Analiticheskij otchet /Avt-sost. Gazdieva B.A., Ahmetzhanova A.A., Sagyndykova Zh.O., Tavluj M. V., Fatkieva
G.T., Gabdullina Z.E., Aubakirova D.S. — Kokshetau: KGU imeni Sh.Ualihanova, 2018. — 80 s.

[2] Dujsekeeva N., Kadirsizova SH. Konkurentosposobnost’ i akademicheskaya mobil’nost’ — orientiry
obrazovatel’noj tracktorii v vuze //Pedagogikaipsihologiya.—2020.—Ne3(44).—S.159-166: DOI: 10.51889/2020-
3.2077-6861.20 [Elektronnyj resurs]: URL: https://journal-pedpsy.kaznpu.kz/index.php/ped/article/view/102
(data obrashcheniya: 24.08.2021).

[3] Oner A.T., Nite S.N., Capraro R.M., Capraro M.M. From STEM to STEAM: Students’ beliefs about the
use of their creativity /The STEAM Journal. —2016. — Ne 2(2). — Article 6. DOI:10.5642/steam.20160202.06

[4] Claymier B. Teaching 21st century skills Through an Integrated STEM Approach// Children’s Technology
and Engineering, — 2014. — Ne18(4). — R.5. Retrieved from http://Osearch.proquest.com.library.uark.edu/docvie
w/1533428628accountid=8361

—148—



ITEJJAT OTHKA JKOHE IICUXOJIOTHA /TIEJATOTHKA U [ICUXOJIOTHA
Ne3(48),2021 /PEDAGOGICS AND PSYCHOLOGY

[5] Daugherty M. K. The Prospect of an “A” in STEM Education //Journal of STEM Education. —2013. — Ne
14(2). — April-June, PP. 10-14.

[6] Reeve, E. M., D.T.E. STEM Thinking! /Technology and Engineering Teacher. — 2015. — 74(4). — 8-16.
Retrieved from. http://Osearch.proquest.com.library.uark.edu/docview/1634176715?accountid=8361

[7] Bass J.E., T.L. Contant and A.A. Carin. Teaching science as inquiry //11th ed. Boston: Allyn & Bacon,
2009.

[8] McLaughlin C.A., McLaughlin F.C., & Pringle, R. M. Simply Performance Assessment //Science and
Children. — 2013. — Ne51(3). — PP.50-55. Retrieved from http://0-search.proquest.com.library.uark.edu/docview
/1463730812?accountid=8361

[9] Taubaeva S., Maxutova I., Shagiyev M. Povyshenie effektivnosti obrazovatel’nyh tekhnologij na osnove
integrativnogo potenciala innovacionnoj didaktiki //Pedagogika i psihologiya. — 2021. — Ne 1(46). — S.14-22:
DOI: 10.51889/2021-1.2077-6861.02 [Elektronnyj resurs]: URL: https://journal-pedpsy.kaznpu.kz/index.php/
ped/article/view/165 (data obrashcheniya: 24.08.2021).

[10] Xing B., & Marwala, T. Implications of the fourth industrial age on higher education//. Retrieved from
The Thinker, 2017: http://arxiv.org/abs/1703.09643

[11] Kolesnikova G., Pustovalova N. Razvitie issledovatel’skih kompetencij obuchayushchihsya cherez
obrazovatel’nuyu i proektnuyu deyatel’nost’ //Pedagogika i1 psihologiya. — 2020. — Ne4(45). — S.90-98: DOI:
10.51889/2020-4.2077-6861.11 [Elektronnyj resurs]: URL: https://journal-pedpsy.kaznpu.kz/index.php/ped/
article/view/125 (data obrashcheniya: 24.08.2021).

[12] Darling-Hammond L. Performance-based assessment and educational equity //Harvard Educational
Review. —2004. — Ne 64 (1). — PP.5-31.

[13] Wang J., Wu Y. Reflection and Innovation Path of STEAM Education Application in the Age of “Internet
+” //J. Distance Education. — 2016. — Ne35. — PP.90-97.

[14] Li Y. Research on the Countermeasures of Talent Cultivation in Colleges and Universities in China
under the Background of New Industrialization; Nanchang University: Nanchang, China, 2007.

[15] Sun J., Wu Y., Ren Y. Innovation in 3D Printing Education: Maker Space, Innovation Lab and STEAM.
Modern Distance Education. Res. —2015. — Ne 4. — PP.96-103.

Korapsl Oiimae steam TICiTiH KOJIIaHy HIETEJIiK TeOpPUsiChbl MEH MPAKTHKACHIH

3eprTey
M Dicanmacoea’, /. P.Axmemosa !
'Kapazanouncxuil mexnuyeckuil yHusepcumen
(Kapaeanoa, Kazaxcman)
Annomayus

Maxkanana STEAM 6inim 6epyAiH HEeri3ri uaesuiapbl KapacThIPUIAIABI: OHEP apPKBUIBI OiIayAbIH HKEMIUTITiH
YHpeTy, COHBIMEH KaTap CTYACHTTEPJiH IIbIFapMallbUIBIK KaOLTeTTepi MEH FBUIBIM, TEXHHWKA, OHEp MeH
MaTeMaTHKaHbl YIITACTBIPA OTBIPBIN, OJNIAPIBI HAKTHI OMIpICTi Moceleiepi ILIeNryre IaFabUIaHIbIpybIH/IA.
Ierennik >xorapsl oKy opbiHIapeinna STEAM  6imiMm Oepy ToxipuOeci 3epTTemin, MyHJa CTYyACHTTEPAiIH
MIPAKTHKAJIBIK JIAFIbIIAPBIH JJaAMBITYFa 0aca Ha3ap ayJapbliaibl, COJ ceOenTi OUTIMICpAl TOHAPATBIK KypcTapra
Oipikripeni. STEAM oxici cryneHTTepaAl KOChIMIIA OUTIM alyFa, WHXKEHEpIiK kolajlay MEH Mocelenepi
HICITYTe bIHTATAH IBIPAIBI, OYJI 9J1iC 3ePTTEYIEP MEH aIlIbIK OKBITY Il KaMTH1bI. OKBITY YPAICiH/IE KOJIaHbIIATHIH
oicTepii KOCKaHIa IIeTENIIK OKBITYIBIH YII HETI3r1 MOJEN TaJaHbIN, aHbIKTaIIbl. 3epTrey Kazakcran
PecriyOnukacer binim skoHe FrutbiM MUHUCTPITT FBUTBIM KOMUTETIHIH KapKbUIBIK KoigaybiMen 2021-2023
KBUITApFa apHaIFaH «biliM MEH FRIIBIM CaJaChIHAAFBI 3€pPTTEYNEp» OaCBIMABUIBIFBIMEH OekiTinreH «STEAM
OuTiM Oepy apKbUIBI HHKEHEPIIEP Il MHHOBAITUSUTBIK Jaspiay dJICYEeTiH JaMbITy» K00AChIH iCKe achIpy Ke3iHe
)yprizingi. (Cpant Ne AP09260338).

Tytuiin co30ep: STEAM 6inim 6epy; STEAM oiinay; misiFapManiblIbiK HHY CTPHS; BIHTBIMAKTACTBIK JIUAJTIOTBI
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Study of foreign theory and practice of the steam approach in higher education

D. D. Jantassova, D. R. Akhmetova
Karaganda Technical University
(Karaganda, Kazakhstan)

Abstract

The article examines the main ideas of STEAM education: teaching flexibility and plasticity of thinking with
the help of the arts, as well as developing students’ creative abilities and the ability to solve real-world problems,
combining science, technology, engineering, art and mathematics. The experience of teaching in foreign universities
in STEAM education has been studied, where the emphasis is on the development of students’ practical skills
while simultaneously integrating knowledge in interdisciplinary courses. STEAM approach motivates students
for further education, engineering design and problem solving, involves research and open learning. Three key
foreign teaching models were analyzed and identified. including methods used in the educational process. This
research was carried out during the implementation of the project “Development of the potential of innovative
training of engineers through STEAM education”, approved under the priority “Research in the field of education
and Science” for 2021-2023 with the financial support of the Science Committee of the Ministry of Education and
Science of the Republic of Kazakhstan (Grant No. AR09260338).

Key words: STEAM education; STEAM thinking; creative industry; collaborative dialogue
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I'EOTI'PA®US ITIOHIH OKbITYJIA UHTEPAKTUBTI OAICTEP
TEXHOJOTHUACHIH MAUJAJAHY IBIH MYMKIHIIKTEPI

Anoamna

Makaajga MHTEpaKTHBTI SAICTEp/AiH TYPJEPIHIH epeKIIesNiri MeH ojapabl reorpadus cabakTapblHAA KOJJIaHy
MYMKIHAIKTEpl KapacThIpbLIabl. OMIiCTePIiH MaHbI3IbLIBIFbI )KOHE OKYIIbI OOHbIHA KAJIBINTACTHIPYIIBI JaFIblIaphl
atam kepcerimexni. Kasipri yakpitra Kasakcran PecrmyOnmkachel jkac TOyelnci3 MEMIICKET PETiHIe KOFaM eMipiHiH
0apIIbIK KaKTapblH KallTa Kypy, ©31HiH JaMy JKOJJapblH aliKbiHAay YcTiHae. COHBIH iNIiHAE MYFaiMHIH 9JI€yMETTIK
peni apra tycyae. Jlamy KaKETTUIIKTEpiH €CEMKe aja OThIPhIN, OUTiM Oepy cajiachlHa KATBICTHI Tajanrtap MEH
CYpaKTapAbl ©3/IriHEeH IIeNIyTe MyMKIHAIK anasl. bimimM Oepy camachIHBIH MaHBI3IBI MiHACTTEPiHIH Oipi OKBITYABIH
JKaHa TEXHOJIOTHSICBIH €HIIpY, O11iM Oepy /i aknapaTTaHabIpy, XadbIKapaJiblK KOMMYHHKALMSUTBIK TII00aITBIbI JKYHere
HIBIFY OOJIBIN TaObLTa bl Y aKbIT IIEH KOFaM TallaObIH )KOFaphl ICHIei/Ie KaHaFaTTaH IbIpyFa OaFbITTaJIFaH )KaHa OKBITY
WHHOBAIMSUTBIK TEXHOJIOTHSICHIH 137€CTipy MEH TOKiprOere eHnipy KeHiHeH opic anapl. COHFbI KbIIapbl HHTCPAKTHBTI
TEXHOJIOTHSUIApABIH TYPIIi HJesIapMeH, aKapaTieH, TaHbIMIBIK KaFbIHaH CYPaHbICKa He OOJFaHbIH YaKbIT KOPCETTI.
CoHIBIKTaH Makajajga IeIarorukajiblK ic-TOKipueOeMae KOJAAaHbIC TalKaH, OKYyIbLlapra cabak OapbIChIHIA
KOJIIaHFaH OKBITYJBIH WHTEPAKTHBTI dficTepiHe TokTanraH. Kasipri 3aMaHFbl MeJarorHKaiblK TeXHOJIOTHSIAPIbI
MEHIepy/ie HHTEPaKTUBTI dJlicTemMernep/i cabak OapbIChIHIIA alaaaHy/IbIH Ca0aKThIH caraibl opi KbI3BIKTHl OTyiHE
BIKIAJIbI YJIKSH CKEHIH JQJIeNIeH .

Tyiiin co30ep: MHTEPAKTUBTI o11icTep; peIIeKCHs; MOIYJIb; TEXHOJIOTHS; HHTEPAKTHBTI OKBITY.
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