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PE®EPAT

Marucrepckas quccepranus: 84 c., 1 Tabi., 29 ucrounuka, 9 npu.

NHO®OPMATUKA, METO/Jbl AKTHMBHOI'O OBYYEHUSA, HAEJIOBASA
HUT'PA, TIO3HABATEJIbHASA JEATEJIBHOCTbL, OBYYEHUE, OCHOBbBI
AJITOPUTMU3ALINN U ITPOTPAMMUPOBAHUA.

OO0beKT HCcCIeI0BAHMS: OPraHU3AIMS YPOKOB MH(POPMATUKU O H3YUYECHUIO
OCHOB aJITOPUTMU3ALMH U IPOTPAMMHUPOBAHUS B CPEIHEN LIKOJIE.

IIpeaMer wuccienoBaHMsi: METOJ| JIEJIOBBIX UIP B IIKOJIBHOM Kypce
HH(pOpPMaTHKH.

Hean pabGorbl: TeopeTHyeckoe OOOCHOBaHME U pa3pabOTKa METOIUKHU
oOydenusi uH(pOpPMATHKE, OCHOBAaHHOW Ha NPUMEHEHUHU JEIOBBIX UTP B CpelHEn
HIKOJIE.

MeTtoabl McCaeA0BAHUSA: TCOPETUUECKUN aHAIU3 JIMTEPATyphl MO MpolIemMe
JUCCEPTAINK, aHAIH3 MpoIlecca 00yueHuss HHPOPMATHUKE B CPEIHEH IITKOJIE, U3YUYCHHE
1 00001IeHNE [TEPEIOBOr0 MEJArOrMueCcKOro OmnblTa.

HccaenoBanue u  pa3pabdoOTKH:  ONPEACICHO COCTOSHUE MPOOJIEMbI
WCIIOJIb30BAHUSL JICJIOBBIX WMIP B Y4YEOHOM  Ipoiiecce, OlleHeHa 3(PPEeKTUBHOCTD
NPUMEHEHUsT METOoJla JICJIOBBIX WIp Ha ypokax UWHGOPMATHKH, pa3pabOTaHbl
TEXHOJIOTUSI U METOJUKA JIEJIOBBIX UIP JUIsl M3YYEHHS OCHOB aJTOPUTMHU3AINHU U
nporpaMmupoBanusi B 6 — 11 kiaccax.

DJieMeHTbl HAY4YHOW HOBM3HBI: BBISBICHBI XapaKTEPUCTUUYECKUE MPHU3HAKU
JIEJIOBOM WTPhl B IIKOJBHOM Kypce HWH(OPMATHUKU, YCTAHOBJIEHBI CTPYKTYPHBIC
AJIEMEHTHI ICJIOBOM UrPHI IO MH(GOPMATHKE B CPETHEH MIKOJIE, ONpeieNieHa ModTarnHas
mpoleaypa TOATOTOBKHU ~ JIEIOBOM WIphl, pa3pabOTaHbl JEJIOBBIE WIPHI IO
unpopmatuke migs 6 — 11 xmaccoB mo Teme «OCHOBBI aITOPUTMU3AIUU U
IPOTPAMMUPOBAHUS.

O6s1acTb.  BO3MOKHOTO NPAKTHYECKOr0 TPUMEHEHHs: pa3padOTaHHbBIE
JIEJIOBbIE WIPBl MOTYT OBITh HEMOCPEJACTBEHHO NPUMEHEHBbl B TMPENOJaBaHUU
uHhopMaTUKU  NpuU  U3ydeHUu  TeMbl  «OCHOBBI  AJNTOPUTMHUBAIMH |
MPOrpaMMHUPOBAHUS» B CPEIHEN LIKOJIE.

ABTOp paboOThl TOATBEP)KIAET, UYTO TMPUBEACHHBIH B HEH pacyeTHO-
AHATUTUYECKUI MaTepual TMPaBWIBbHO M OOBEKTUBHO OTPaXaeT COCTOSHUE
UCCIIEyeMOT0 TIpoliecca, a BCE 3aUMCTBOBAHHBIE W3 JIMTEPATYPHBIX U APYTUX
MCTOYHUKOB TEOPETUYECKUE, METOHOJIOTUYECKUE U METOJUYECKUE TMOJIOKEHUS U
KOHIICTIIIUU COMTPOBOKIAIOTCS CChIIIKAMU HA UX aBTOPOB.



ABSTRACT

Master's thesis: p. 84, 1 table, 29 sources, app. 9.

BUSINESS GAMES AS A FORM OF ORGANIZATION OF SCIENCE
LESSONS ON THE FUNDAMENTALS OF ALGORITHMIZATION AND
PROGRAMMING IN HIGH SCHOOL

The object of the research: the organization of science lessons on the
fundamentals of algorithmization and programming in high school.

Subject: method of business games in the school course of Informatics.

The purpose of the research: theoretical substantiation and development of
methods of teaching computer science based on the use of business games in high
school.

Methods of research: a theoretical analysis of the literature on the problem of
the thesis, analysis of the process of teaching science in the secondary school, the study
and generalization of advanced pedagogical experience.

Research and development: defined as the problem of the use of business
games in the learning process, evaluated the effectiveness of the method of business
games in science lessons, developed technology and methods of business games for
learning the basics of algorithmization and programming in the 6 — 11 classes.

Elements of novelty: identified characteristic features of the business game in
the school course of computer science, established the structural elements of the
business games in computer science in high school, determined the gradual procedure
of training business games, business games developed in computer science for 6 — 11th
grades in the subject «Basics of algorithmization and programming».

The field of practical use: developed business games can be directly applied in
the teaching of computer science under the topic "Basics of algorithmization and
programming' in high school.

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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