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Ncnonb3oBaHMe cpeabl NporpammmpoBaHua Scratch
KaK MHCTPYMEHTa Ana GOpMMNPOBaAHUS
Y COBPEMEHHbIX AeTEN NHTEpeca K npodeccuam
B chepe MHPOPMALMOHHbBIX TEXHONOTUI
N Pa3BUTMA Y HUX HaBblKOB XXI BeKa

A.B. 3arypckuii
Omoden obpazosaHus, cnopma u mypusma OpuwaHCKo20 paliucrionKoma

Bbnazodaps cmpemumenbHOMY pa3sumuio UHGOPMAYUOHHbIX MEXHO102uUli MTOCMOSAHHO M08bILUAIOMCA K8AAUPDUKAYUOHHbIE
mpeb0B8aHUA K MpOogeccuoHAbHbIM KOMIemeHUuUsM cneyuanucmos, pabomarowux 8 OaHHol ompacau. B kKavecmee
UHCMpyMeHma, o380/5auje20 3mo 0es1ame ce200HSA, PA3yMHO UCMOAb308aMb cpedy Mpo2pammuposaHus Scratch.

Llenb cmamosu — ob60cHoBaHUE UeanecoobpasHocmu u3yyeHus cpedbl MPo2paMMuposaHus Scratch e yupexcdeHusx
0bpazosaHus.

Mamepuan u memodui. ObpazosamesbHbili Npoekm peanusosvisaemca Ha 6aze 15 yupewcdeHuli obujezo cpedHezo
obpasosaHusa Pecnybauku benapyce 0ns yvawjuxca 2—6 Knaccos, a makxie Ha 6ase y4ypexrdeHUs OOMNOAHUMENbHO20
o0bpazosaHua «OpwaHckuli palioHHbIG yeHmp mexHu4eckoeo meopyecmea demeli u mosaodexwu» (Oemckaa «IT-akademus
“KomnAC”»). B kayecmee nedazoz2oe pabomarom y4yumess UHGOPMAMUKU U yYumesnsa Ha4asabHbIX Kaaccos. buiau nposedeHsbi
MOHUMOpPUHe pe3ynbmamos pabomel y4aujuxca U Medaz0208 8 PAMKAX Peanu3ayuu MpoeKkmd, OUEHKd pe3ysnbmamos
npogedeHHbix Meponpuamull, ncuxosno2u4eckue OUA2HOCMUKU U UX GHAAU3.

Pe3ynbmamel u ux obcyxcdeHue. B cmamee 060CHOBAH 8bI60p CPedbl MPO2PAMMUPOBAHUA Scratch, onucaHa modesnb 8HeOpeHUs
opaaHu3ayuu eHeypouHoli npoekmHoli OesmenbHOCMU C UCM0b308aHUEM OaHHOU cpedbl. OnucaHbl pe3yabmamsi NPO8edeHHbIX 8
PAMKaX peanu3ayuu UHHOBAUUOHHO20 npoekma meponpusmul, nodsedeHbl NPoMexymoyHele umoeau. BeisgneHa nonoxcumencHas
OUHAMUKG 8 pa38UMUU MbICAUMEbHbIX onepauuli y4awuxcs, popmupoB8aHUU HABLIKO8 KOMMYHUKAUUU U UHMEPECA K MOsy4YeHUto 8
b6yoywem npoghecculi, c8A3aHHbIX C UHPOPMAUUOHHBIMU MEXHOMA02USMU U Opy2UMU MeXHUYECKUMU CrieyuaasHOCMAMU.

3akntoyeHue. Peanusayus aHHO20 UHHOBAUUOHHO20 NPoeKkma 00AM#HA Cocobcmeosame pa3sumuio an20pUMMUYECK020
U 7102U4eCK020 MblUineHUs, MOBbIWEHUK Kayecmea o6pa308aHUs, a Makie codelicmeosams (hOPMUPOBAHUID Y YYAUUXCA
npogopueHMayuoHHolU HanpasaeHHoOCMU K noayveHuro 6 b6ydywiem npogpecculi, C8A3AHHbLIX C UHEMOPMAYUOHHbIMU
mexHo02UAMU.

Knrouesble cnoea: UHPOPMAUUOHHbBIE MEXHO02UU, MPO2PAMMUPOBAHUE 8 cpede Scratch, yyaujuecs.
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Because of the rapid development of Information Technologies, qualification requirements for professional competences of
specialists working in this sphere are constantly increasing. Scratch development environment is appropriate to be used as a tool
that makes it possible.

The aim of the article is to substantiate the appropriateness of studying Scratch development environment in educational
establishments.

Material and methods. The educational project is implemented in 15 general secondary education establishments of the
Republic of Belarus for second to sixth year pupils, as well as in a supplementary education institution «Orsha District Center of
Technical Creativity for Children and Young People» (children’s IT-Academy «CompAs»). The educational process supervised by
Computer Science teachers and primary school teachers who received special training. The following was done: monitoring of
teachers’ and students’ performance within the process of the project implementation, assessment of activities results,
conducting psychological diagnostics and their analysis.



Findings and their discussion. The choice of Scratch programming environment was substantiated and the organizational
pattern of extra-curricular project activities focusing on the use of this development environment was described in the article.
Findings of the activities conducted within the framework of the innovative project as well as preliminary results were summed
up. A positive trend regarding pupils’ thinking, developing communication skills and interest in getting jobs connected with
Information Technologies was revealed.

Conclusion. Implementation of this innovative project is to contribute to the development of algorithmic and logical
thinking, improving the quality of education as well as to pupils’ future professional identification in the sphere of Information
Technologies.
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