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JJIA MJIQAIIIUX IITKOJIBHUKOB
B JICTHEM IIPUIITKOJbHOM JIarepe

B crarpe onmcreiBaeTcs cTpykTypa Kypca « OCHOBBI TPOTPAaMMUPOBAHU», TIPEIHA-
3HAYEHHOTO TSI MIIQJIIINX [TKOJIBHUKOB, TPOBOSIINX KAHUKYIIBI B JIETHEM MPHUIIKOILHOM
narepe. J{7s MpoBeAeHUs 3aHATHI Kypca HCIIONB3YIOTCS S3bIK IPOTpaMMUPOBaHus Scratch
u koHcTpykTOop LEGO Education SPIKE Prime. OcoOeHHOCTBIO JAHHOTO Kypca SIBISIETCS
HCTIOJIb30BAHNE TaKOW UTPOBOM TEXHOIIOTHH, KaK TeHMHU(UKAIIHS.

KrnroueBpie citoBa: MporpaMMHPOBAaHHE; POOOTOTEXHUKA; JETHUH MPUIIIKOILHBIN
Jlarepb; MIAAIIAN TTKOIBHBIA BO3PACT; TEUMHU(PUKAITH.

rcreMa 00pa30BaHMsI UTPAET BAXKHYIO POJIb B CTAHOBICHUH OYIyIIMX
MIPOrPaMMHUCTOB, TPUBHOCS CBOI BKJIa]l KAK B OCHOBHOM 00pa30BaHUM —
Ha ypokax HH()OPMATUKU U TEXHOJIOTUH, — TaK U B JOMOJIHUTEIBHOM 00-
pa3oBaHUU, peasn3ysi IporpaMMbl TEXHUUECKOM HampaBlieHHOCTH. Hauano B peleHnn
MIOCTABJICHHOM Nepe1 IIKOJIOHN 3a/1auu pa3BUTHsI TOTOBHOCTH HIKOJIFHUKOB K Ipodec-
CHOHAJIbHOMY CaMOOTIPEICIICHUIO U 0CO3HAHHOMY BBIOOPY TIPOhECCHH JTOTKHO OBITh
TIOJIOKEHO B MJIA/IILIEM IIKOJIBHOM BO3pPAcTe, IOCKOJIBKY €r0 MOXKHO 0XapaKTepH30BaTh
KaK dTal MponeIeBTHUECKOM MOArOTOBKH K BBIOOPY Tipodeccun [7].
JononuuTenbHoe 06pazoBaHue, SBISSICh YACThIO TAHHOTO MPOTMEIEeBTHUECKOTO
JTarna, MOKET CTaTh MHCTPYMEHTOM Pa3BUTHS TBOPUECKUX CIIOCOOHOCTEH neTeid,
YIOBIETBOPEHUS UX UHIUBUAYAIbHBIX TOTPEOHOCTEH B MHTEIUIEKTYaIbHOM COBEp-
IIEHCTBOBAaHUH, 00ECTICUCHUS aaNTalliy K )KU3HH B O0IIECTBE, TPO(heCcCHOHATBHOM
opueHTanuu [4], 3a cueT MHOKeCTBa (HOpPM peann3arii, TMOKIX CPOKOB YCBOSHUS
MPOrpaMM U HAJIMYHUS METOAOB, BOBMOXKHBIX JJISl peasu3allii BO BHEYPOUHOE Bpe-
Msl, HampuMep reiMupukanuu B ooydeHun. Beaymiei nesaTenpbHOCThIO y M-
IIMX IIKOJIBHUKOB CTAHOBUTCS yueOHasi, IPUYEM UTPOBast AESITEIbHOCTD, 3aHUMAst
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BTOPOE MECTO I10 3HAYMMOCTH, TPE0OPa30BHIBACTCS U MPOJODKACT BIHUATH HA pa3-
BUTHE JIeTell B HOBOM BHje. Jlyule Bcero ycBanBaeTcsi yueOHBIN MaTepual Tor/a,
Korna oOydyaeMble 3a0bIBAIOT O TOM, YTO OHM HAXOJSATCS Ha 3aHATUHU. Ydaruecs
JyMAIoT, UTO MPOCTO Pa3BICKAIOTCS, a HA CAMOM JIeJie OHU yuaTcs uepe3 urpy [3].

[TpuHuMasi BO BHUMaHUE ONMUCAHHBIE YCIOBUSA, NIepe] HaMU ObUI IOCTaBIICH
BOIIPOC: KaKoBa JI0JKHA OBITh CTPYKTYpa Kypca 10 OCHOBaM MPOrpaMMHUPOBAHUS,
MPEeHA3HAYEHHOTO ISl YYaIlIuXCsl MIIAAIIEro MIKOJIBHOTO BO3pPAacTa, KUBYIIUX
B JIETHEM IPUIIKOJIBHOM JIarepe, CocoOCTBYIONIas pa3BUTHIO UH(OPMAIIMOHHON
KOMIETEHTHOCTH U ITIOMOTAIOIIasl B IPOIEIEBTUYECKOM ATarle MpopheCcCHOHATEHOTO
caMOoOoIIpeIeIeHUs] MITaIIINX IKOJIbHUKOB?

Kypc «OcHOBBI porpaMMHpOBaHUS» U3yYaeTCs B paMKax CHCTEMBI JOTIOJ-
HUTEIBHOTO 00pa3zoBaHus. J{JIsi JTaHHOTO Kypca B COOTBETCTBUU C METOIUYECKUMU
PEKOMEHIAIUAMHE 110 pa3padoTKe U OPOPMIICHHUIO TOTOJHUTENBHBIX 00IIepa3BH-
BAIOIIMX MPOTPaMM U paboduX MPOrpaMM KypcoB BHEYPOUHOH JIEATEIBHOCTH OblIa
COCTaBJIeHA JIOTIOJIHUTENbHAs 001epa3BUBatomias mporpamma. OnuiieM ee odue
XapaKTEPUCTUKH.

IIporpamma MMeeT TEXHUYECKYHO HalpaBIE€HHOCTb, YPOBEHb YCBOEHHUS IPO-
rpaMMbl — 0a30BBIif; 00IIeH 3a7aueii ee sIBIAIOTCSA ABa MOMEHTA: J1aTh 0a30BbIE
3HaHUS MO MPOTrPaMMHUPOBAHUIO U POOOTOTEXHUKE U PA3BUTh CIIOCOOHOCTHU JeTel
B 1aHHOU obnactu. [Ipoxoxaenue kypca « OCHOBBI TPOrpaMMHPOBaHUS 6a30BOT0O
YPOBHSI YCBOEHHSI — 3TO BO3MOXKHOCTH IpuoOpecTu 0a30BBIi MUHUMYM 3HAHUH,
YMEHUI 1 HaBBIKOB 10 HAIIPABJIECHUIO AEATEILHOCTU. Bo3pact ywarmxcst Kypca —
2—-4-i1 knmacc (8—10 net), hopma 3anHsTHII — rpymnmosast. [Iporpamma ocyiecTBisieTcst
B PaMKax JIETHETO MPUILKOIBHOTIO Jareps, CpoK peanusanuu nporpammsl — 40 aka-
JNEMUYECKUX YacoB B TeueHHe 10 aHel, pexXxuM 3aHATUI onpeaeseH Kak 4 akaJaeMu-
YecKUX Jaca B ieHb. Kakioe 3aHsaTue BKII0YaeT B ce0sl OpraHu3alliOHHbIE MOMEHTHI
1 37I0pOBhECOEPETAIOIINE TEXHOIOTHH.

Coneprxanue kypca «OCHOBBI IPOrpaMMHUPOBAHUS TPECTaBIEHO B Tabnuiie 1.
CamMa nporpamma COCTOMT U3 JABYX TEMaTHUYECKUX MOIYJIEH: MPOrpaMMHUpPOBaHHE
Ha si3bIke Scratch! u pobororexnuka Ha iatpopme LEGO Spike Prime®. Ha 3a-
HATHSIX TIEPBOTO TEMATUYECKOTO MOAYJIS yUalrecst 00y4aroTcss OCHOBaM IMpOrpam-
MUpPOBaHH Ha s3bIke Scratch, co3maBast MyabT(UIBMBI U UTPHI, B JAHHOM OJIOKE
OHU paboTaIOT MHAMBUAYAIBHO. Scratch — BHU3yasbHas cpesia MporpaMMUpPOBaHUS,
KOTOpasi TIO3BOJISIET U3y4aTh IPOrPaMMHUPOBAHKE BO BpeMsl paOOThI HAJl TPOEKTAMHU.
OOyueHne MPOUCXOAHUT C IOMOIIBIO CO3/IaHUS UTP, AHUMUPOBAHHBIX MYIBTQHIIb-
MOB, TJI€ B POJIU pa3pabOTYMKOB BHICTYNAIOT yUeHUKH [8].

Ha 3aHsTHAX BTOPOrO TEMAaTHYECKOTO MOYJIsl yUEHUKHU 3aHUMAIOTCSl KOHCTPYH-
poBaHUEM M MporpamMmupoBanueM Ha uiatrgopme Spike PRIME, B nannom Gmoke

' BusyanbHblii 51361k niporpamMmmupoBanust Scratch. URL: http://scratch.mit.edu (nara oopa-
menus: 30.09.2020).

2 Kouctpykrop LEGO Education SPIKE Prime. URL: http://education.lego.com (nara o6pa-
menus: 30.09.2020).
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Tabnuna 1
Conepxanne kypca «OCHOBBI IPOrPpaAMMHUPOBAHUS

Bcero B Tom uncie
4acoB | Teopusi \ MPaKTHKA

Ne Tema 3ansTHs ®opMa KOHTPOJIS

Moayas 1. IIporpammupoBanue Ha si3bike Scratch

Beenenue B Scratch. Muarepdeiic 2 1 1 [IpakTnueckue
AHUMaIYs: yCIOBUS M IIUKJIIBI paboTsI
CooOnrenus
YpoBHH B Urpe
Ilepemennas
Co3znanue IpoeKToB
3ammuTa MpoeKTOB

— | [t | p—t

[c A EN RV, NSRS RE SR
— (NN (NN
—_— DN | = [ = [ = [

IIpoext

Wroro:| 15 5 10
Moayns 2. Pobororexnuka Ha miargpopme LEGO SPIKE Prime

1 | Beenenue B SPIKE Prime. JlaTtun- 5 1 1 [Ipaktuueckue
KH 1 MoTophl. HTEpdeEiic paboThI
2 | MobunbHas miarhopma: KOHCTPYH-

3 1 2
pOBaHUE U MPOTPAMMHUPOBAHUE
3 | XoI 1o JIMHUU C OHOIO U C JIByX 4 1 3 CopeBHOBaHUS
JATINKOB
4 | CopeBHOBaHHS POOO-CYMO: CopeBHOBaHUS
peraMeHT, KOHCTPYUPOBAHKE 6 1 5
Y IIPOTpaMMHPOBaHKE poOOTa
Hroro:| 15 4 11
Monynb 3. JlomomHUTEIRHBIC 3aHATHS B (hopMaTe MacTep-KiIaccoB
1 | JlonoHUTEbHBIC 3aHATHS 4 - 4
Hroro:| 4 — 4
Monaynb 4. l'elimudukarnus
1 |BBogHoOe 3ansgTue 1 1 —
JuaakTu4eckue urpbl 4 — 4
3 |IlogBenenue UTOroB 1 — 1
Hrtoro:| 6 1 5
Wroro vacos 3a 4 mopyns:| 34 9 25

oHM 00BbenuHEHbI B KoMaHAnl 110 ABa ueiioBeka. LEGO Education SPIKE Prime —
970 npaktruueckoe STEAM-o0pa3oBarenbHOE pelieHne, coyeTarolee B ce0e KOHCT-
pykrop LEGO (cOoOTBETCTBEHHO, 3TO BO3MOXHOCTh PA0OTHI ¢ JaTYMKAMU U MOTO-
paMM) ¥ A3bIK IporpaMMupoBanus Scratch.

ITo okoHYaHUU POrpaMMBbI B KAYECTBE UTOTOBOTO KOHTPOJISI YUEHUKH CO3/1AI0T
coOcTBeHHbIe IPoeKThl B Moayie 1 (puc. 1), KOHCTpYHPYIOT U IPOrPaMMUPYIOT PO-
00TOB 10 perIaMeHTy copeBHOBaHMM Moy 2. B nocneanuii 1eHs Kypca y4eHUKU
Y4YacTBYIOT B 3allIUTE MPOEKTOB MO MIPOrPAMMHUPOBAHUIO U BHYTPEHHUX COPEBHOBA-
HUSX 10 poboToTexHuke. Kaxkaplii Mogynb cocTout u3 15 akageMuyecKux 4acos.
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!

B pamkax onucanHOro Kypca Takxke npezactasieH Moayib 3 «JlonomHuTeNbHbIE 3a-
HATHUSY, T1I€ B popMaTe MacTep-KIacCOB YUEHUKH 3HAKOMSATCS C Pa3INYHbIMU TEMa-
TUYECKUMHU OJI0OKaMH, Hanpumep «DIeKTpoHuKa», «MoaenupoBanuey, «Jlorukay.

OcobeHHocThIO Kypca «OCHOBBI MPOTPAMMUPOBAHUS SIBISETCS BHEIPEHUE
TexHosoruu reimuduxanuu. [lonstre «reiMuduKanusy MoIyduiIo IHPOKOE pac-
npoctpaneHue Toiapko B 2010 rogy. MbI mpuBeieM TOIBKO OHO M3 YaCTO BCTPEYaro-
LIUXCSI OTIPE/IEIEHNI TAHHOT'O MOHATHUS: «[IPUMEHEHHE UTPOBBIX METOJIOB B HEUTPO-
BBIX Tporieccax» [5: c. 20]. B pamkax ganHo# pa®oThl HaMu Oy/eT UCIOIb30BaHA
TpakToBKa, nanHas C. JleimoM B [9]: reliMuduKamnmsi — 3TO UCIIOIB30BAHUE HT'PO-
BbIX MEXaHUK U 3JIEMEHTOB UIPOBOTO JM3aiiHa JUisl BOBICUEHUS U CTUMYJIUPOBAHUS
JIFOAEH K TOCTHKEHUIO Lieel. M3 JaHHOro onpeesieHusl Mbl MOKEM CHENIATh BBIBO/I,
4YTO TedMU]UKAIUSI MOXKET CTaTh CPEACTBOM MOTHBALMU YUYAUTUXCSA K U3YyUEHUIO
OCHOB ITPOrPaMMUPOBAHHUS.

Buenpenne reiimudukanuu B 00pa3oBaTEIbHBIN MPOIECC UMEET HECKOJb-
KO 0COOCHHOCTEW, BaXKHO YUMTHIBATh, YTO HE JOKHO IPOUCXOAUTH 3aMEILEeHUs
y4eOHoro nporecca urpoi [1]. YueHuku paccmarpuBaroTCs B Kau€CTBE UTPOKOB
C Pa3HOM TUIIOJIOTHEN?, HA OCHOBE KOTOPO YUUTEh MOKET PACIIPEICIISTh YICHHKOB
10 KOMaHJ1aM.

bazoii relimudunupoBanHON 4yacTH Kypca «OCHOBBI MPOTrpaMMHUPOBAHUS
SBJIIETCSA METOJ] cTopuTe/uIMHra. OH MOMOTaeT NPEACTABUTh JIJIsl yUEHUKOB BHEILI-
HIOIO0 000JIOUKY Kypca B BHJE KaKOW-TO UCTOPHUU [2]; HA OCHOBE TAHHOW MCTOPHH
CTpOSITCS U 0011asi TeMaTHKa JIarepHOM MPOrpaMMbl, U TEMbI OTJEJIbHBIX 3aHATHI.

3 Marczewski A. A. New Perspective on the Bartle Player Types for Gamification. [{ara

myonukarwm: 12.08.2013 (Ha aHm. s3.). [OnekrponHsiit pecype] // Gamification Co — The Lea-
ding Source for Gamification News & Info. URL: https://www.gamification.co/2013/08/12/a-new-
perspective-on-the-bartle-player-types-for-gamification/ (mara o6pamenus: 30.09.2020).



104 BECTHUK MTI'TTY m CEPUSA <MHO®OPMATUKA U THO®OPMATHU3ALNA OBPA3OBAHUSA»

JU1g ycIIenHOTO MOrpy>KEHUs yYallluXcsl B UCTOPUIO B CTPYKTYpY Kypca 3aJI0KeH
OJIMH aKaJeMHYECKHIl yac BBOAHOI'O 3aHATHs. J(ONOIHAET HCTOPHUIO TPUAAA KOMIIO-
HEHTOB OLIEHKH U MOOILPEHUs: OCHOBA TeMU(UIIMPOBAHHON CHCTEMBI — 3TO OUYKH,
NPEe/ICTaBJICHHBIE B BU/E 0AJJIOB, KOTOPbIE MOXKHO MOJTYYUTh Ha 3aHATHSX 32 Pa3ind-
HbI€ TOCTIKEHUS, OCHIKH WITH 3HAUKH, KQKIBII U3 KOTOPBIX PaBEH ONpE/IeIIEHHOMY
KOJIMYeCTBY 0aJUIOB, a Takke peUTHHru. CTOMT OTMETHUTD, YTO TeiMHU(UIIpOBaHHAS
cucTeMa He JOJDKHA CO3aBaTh KOHKYPEHLIMU MEXY YICHUKAMH, TI0ATOMY 0COOEH-
HOCTBIO IIPEJICTaBIEHHBIX PEUTUHIOB B KypCe SIBISIETCS BU3yalIn3alus oKa3zaTenei
BCEX YUYEHHUKOB OJIHOBpEMEHHO. Kpome Toro, B JaHHOM Kypce UCIOJb3YIOTCS TU-
JTAKTUYECKUE UIPHl B KAYECTBE CPEICTBA aKTUBU3ALMU TIO3HABATEIBHON IEATEIb-
HOCTH [6]. OxoHUaHHEM Kypca sBisieTcs 3aHsaThe «llogseneHne nToropy, riue yuu-
TEJISIMU TOABOASTCSI UTOTM BCETO Kypca, 3aBEPIIAETCsl NCTOPUS, @ CaMH yJalluecs
MOTYT IOMEHSTh HAKOIUIEHHBIE OaJlyIbl HA TAMATHBIE TIOAAPKH.

DKcrepuMeHTaIbHble paboThl OBbLIN MpoBeaeHb! B ioHe 2019 rona B miKo-
ne Ne 67 MockBbl. YuacTHUKaMU JarepHoi mporpammsl «Kogsita» cranu 40 yuenu-
KOB, OKOHUMBIINX 3—4-i1 kiacchl kol Mocksel. B Moayne 1 yuacTHUKM n3ydanu
OCHOBBI IPOTPAaMMHUPOBAHUS Ha SA3bIKE MTporpamMmmupoBanus Scratch u 8 Momyrne 2 —
POOOTOTEXHHKY, MOJIB3YSACh BO3MOKHOCTAMU Mardopmbel LEGO Mindstorms EV3.
Omnpoc nepen HayaaoM Kypca MOKa3all, YTO YYEHHKH HE 3aHUMaJIMCh 1O JaHHOU
IIPOTrpaMMBbl HM POOOTOTEXHUKOM, HU ITporpaMMupoBanueM. [1o 3aBepiiennn Kypca
BCE YUEHHUKH IMPOSBHIN MHTEPEC K MPOJOHKEHNUI0 00yUeHHUs MO JaHHBIM Ipes-
MeTaMm, 50 % y4eHHKOB 3alHMCaINCh HAa KypChl yIITyOJIEHHOTO YPOBHS IS y4acTus
B OJIMMITHA/AX, KOHKYPCaxX U COPEBHOBAHMIX BO BpeMsl yueOHOTO rofa.

Kypc «OcHOBBI mporpaMMHUpOBaHUs» MpEAIoIaraeT ounyo ¢popmy olyue-
HUS, B CBS3M C 4eM mpoBeeHue 3auHaTuil setom 2020 rona ObI7I0 HEBO3ZMOXKHO
n3-3a nangeMuu. Jlerom 2021 rona miaHupyercs NpoOBEAEHHUE AAaHHOTO Kypca
JUIS MJTQJIINX IIKOJIBHUKOB 2—4-X KJIacCOB, a TAKXKE MCIIOJIb30BAaHUE KOHCTPYKTOpA
LEGO Education SPIKE Prime kxak 3amena LEGO Mindstorms EV3.

Kypc «OcHOBBI IpOrpaMMHUPOBAHUSD) JJISI MJIAJIINX HIKOJBbHUKOB B JIETHEM
IIPUILIKOJIBHOM Jarepe cocranisieT 40 akaJeMUUecKiX 4acoB, U3 KOTOpbIX 15 akane-
MHYECKHX YaCOB YYCHHUKH U3y4aroT IporpaMMupoBaHue Ha si3bike Scratch, 15 aka-
JIeMUYEeCKUX 4acoB — poboToTexHuky Ha rardopme LEGO SPIKE Prime, 4 aka-
JNEMUUYECKUX Yaca B CTPYKType Kypca OTBOJSATCS Ha JIOIOJIHUTENbHBIE 3aHATHS
B (hopMaTe MacTep-KJIACCOB M 6 aKaJeMUYECKUX YACOB 3aJI0KEHO B MPOTPAMMY
Ha reiiMuukanuio o6pazoBaTeIbHOTO MpoIiecca.

HccnenoBarenbckas paboTa OyleT MpogoKeHa B paMKax JAUCCEPTAMOHHOTO
uccienoBanus aBropa «MeTonnyeckas cuctemMa o0ydeHUs! MPOrpaMMHUPOBAHUIO
yUYalIMXcsi MIIaIIETO HIKOJIBHOTO BO3PACTa B JIETHEM IPULIKOIBHOM JIarepe.
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M.S. Ararat-Isaeva

Structure of the Course «Basics of Programming» for Primary School Students
in the Summer School Camp

The article describes the structure of the course «Basics of Programmingy for primary
school students in the summer school camp. Programming language Scratch and the const-
ructor Lego Spike Prime are used in this course. A special feature of this course is using
of «Gamification» technology.

Keywords: programming; robotics; summer school camp; primary school age; gami-
fication.



