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ACTIONSCRIPT, ®AKYJIbTATUBHBIE 3AHATUS, UHTEPAKTUBHBII
KVYPC, OBBEKTHO-OPUEHTHMPOBAHHOE [MTPOI'PAMMHWPOBAHMUE,
[TPOTPAMMHOE OBECIIEYEHHUE.

O0beKkT mHccaeqOBaHUsL: TIpoliecC OOyYeHHs] UIKOJIBHUKOB OOBEKTHO-
OpUEHTUPOBaHHOMY $3bIKY ActionScript.

IIpenmer ucciegoBanus: pazpadoTka GpaKyabTaTUBHOTO Kypca MO U3yUYEHUIO
s3bIKa IporpaMMupoBanus ActionScript.

Hear padoTbi: pa3paboTKa WHTEPAKTUBHOIO Kypca IO HM3YUYCHUIO S3bIKa
nporpaMMupoBanus ActionScript s pakyJIbTaTUBHBIX 3aHATUN B CPEJIHEH IIKOJIE.

MeTtoabl ucc/eI0BAHMS: CPAaBHUTEIBHOTO aHadN3a, IKCHEPTHBHIX OICHOK,
MICUXOJIOTHYECKUE U TeIarOTMYeCKIe METO bl aHAJIN3a, .

UccaenoBanue u pa3padoTkM: H3ydeHa U IPOAHAIN3MPOBAHAHAYYHO-
METOMYECKasl JITeparypa Mo TEME HCCIIEOBaHMUs, BBIIBICHB OCOOCHHOCTH S3bIKa
nporpaMMupoBanusi  ActionScript, — ompenelieHa ~— CTpyYKTypa U COJAEp)KaHue
(dakyIpTaTHBHOTO Kypca, JaHbl METOAWYECKHE PEKOMEHIAIMK, pa3paboTaHbl
WHTEPAKTUBHBIC MPUIIOKEHUS JIJIS OJIEPIKKU (haKyJIbTaTUBHOTO Kypca.

JIeMEHTbI HAYYHOW HOBH3HbI: BBIBJICHBI MOTPEOHOCTU M3YUYEHUSI OOBEKTHO-
OPHEHTHPOBAHHOTO TPOTPaMMHUPOBAHHS B paMKax (PaKyJIbTAaTUBHBIX 3aHATUU TIO
uHpopmaTrke B 9 Kiacce, 000CHOBaHBI MpeumyiecTBa ActionScript Kak BBOJHOTO
sS3bIKa 0OBEKTHO-OPHEHTHPORBAHHOTO MPOTPAMMHUPOBAHUS TIEPEA IPYTUMH OOBEKTHO-
OpPHEHTHPOBAHHBIMU SI3bIKAMH, ONpEEICHa MpUMEpHas nporpamma (pakyIbTaTHBHOTO
Kypca i 9 kiacca, pazpaboTaHbl MHTEPAKTUBHbBIE TIPUIIOKEHUS TS (PaKyTbTATUBHOTO
Kypca no uadopmaruke «ActionScript. Beenenue B OOID».

O0aactb BO3MOKHOIO NPAKTHYECKOI0 NPUMeHeHHusi: (aKyabTaTHUBHbBIC
3aHATUA B CPEIHEN IIKOJIE.

Anpolanusi: OCHOBHBIE IMOJIO)KEHUSI HAyYHOTO MCCIEAOBaHUS JOJOKEHbl Ha
[II OTKpbITOI MEXIyHAPOJHON HAyYHO-NPAKTHUYECKOW KOH(pepeHuun «JlopoxxHas
KapTa uHbopMaTh3anuu: ot 1eau Kk pesynpraty» (11 despans 2016 r., r. MuHCK,
benapycs).

ABTOp pabOTHl TMOATBEP)KAACT, YTO TPUBEIACHHBIA B HEW pacueTHO-
aHAJIMTUYECKUI Marepuan TMpaBUIbHO U OOBEKTHBHO OTPAXaeT COCTOSHUE
UCCIIEyeMOro TMpollecca, a BCE 3aWMCTBOBAaHHBIC W3 JHUTEPATYpHBIX U JIPYTHX
UCTOYHUKOB TEOPETUYECKUE, METOJIOJIOTUYECKUE M METOAMYECKUE TMOJOXKEHUS U
KOHIIETIIINH COTIPOBOKIAIOTCS CChIJIKAMHU Ha MX aBTOPOB.



ABSTRACT
Master’s thesis: p. 77, 12 pic., 1 table., 40 sources.

ACTIONSCRIPT, ELECTIVE CLASSES, INTERACTIVE COURSES,
OBJECT-ORIENTED PROGRAMMING, SOFTWARE.

The object of the research: ActionScript language teaching for
schoolchildren.

Subject: the development of a facultative course in the ActionScript
programming language study.

The purpose of the research: development of an interactive course on
ActionScript programming language study for facultative courses in high
school.

Methods of research: comparative analysis, expert assessments,
psychological and pedagogical methods of analysis.

Research and development: was researched and analyzed scientific and
methodical literature on the research topic, was identified the peculiarities of
ActionScript programming language, was determined the structure and content of
a facultative course, was given methodical guidelines, was developed interactive
applications to support a facultative course.

Elements of novelty: was identified needs of learning object-oriented
programming in the framework of elective classes in 9th grade science, was
determined ActionScript advantages of both the introductory language of object-
oriented programming to other object-oriented languages, was developed the
approximate a facultative course program for 9th grade, was developed interactive
applications for the optional course on Informatics.

The field of practical use: elective cources at school.

Approbation: the third open international scientific-practical conference
"The road map of informatisation: from the target to the result" (February 11,
2016, Minsk, Belarus).

Author of the work confirms that obtained results and analytical material
reflect the state of the investigation correctly and objectively. All borrowings
from literature and other sources of theoretical and methodological aspects and
concepts are accompanied by references to their authors.
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