Lecture 12. Features and methods of organizing additional education
Issues for discussion
1. Stages of organizing extracurricular activities.
2. Some types of extra-curricular holidays
3. Methodology for extracurricular work in informatics

In computer science, two types of extracurricular work can be distinguished: Work with students who are lagging behind in mastering the program material; work with students who show the greatest interest in computer science.
In the first direction, the following can be noted. This direction currently exists in every school. Increasing the effectiveness of teaching informatics reduces the value of additional educational work with underachievers. In the best case, the second form of extracurricular work should be of an open individual nature, which should only appear in the following cases: with the student's ongoing illness, when transferring from one school to another.
The stages of organizing extracurricular work of students in the class remained:
1. General Provisions Conducting additional classes in informatics in groups with fewer children. Students in this group should be mutually commensurate knowledge.
2. Personalization of tasks given to children. Arrange for each child pre-prepared tasks that are not similar to each other.
3. Additional classes in computer science should be educational in nature.
4. The computer science teacher must identify the reasons for the student's lagging behind the material.
The second direction is work with students who show a great interest in computer science, which must meet the following main goals:
1. General Provisions Creating a sustainable interest in computer science;
2. Expansion and deepening of knowledge on the materials of the program;
3. Effective development of students' abilities and identification of their research skills;
4. To give a broad and deep understanding of the role of informatics and cultural and historical value in world science;
5. Developing students' collective feelings and teaching skills
integrate into team work and individual work;
6. Establishing a close relationship between the computer science teacher and the student.
7. Determining the activity of a teacher from among the team of this class, which can help improve the efficiency of computer science.
These goals are implemented separately in the classroom. But in the process of classroom assignments, time is also limited to learning in the program, which cannot do a full-fledged job.
Some types of extracurricular activities. Information evening - a form for summing up the results of the class. The students work with the teacher to plan the content of the evening. Materials are chosen for the evening: comic tasks, tasks for acquisition, rebuses, sophisms, crossword puzzles, quizzes. The educational significance of the evening: students fight for the honor of the class, struggle with the feeling of victory among students.
Computer science quiz is a game. It is beneficial to use in a circle.
Quiz tasks should have easy content, clear, non-recording questions for reflection. The tasks given in the lesson are not interesting in the quiz.
Meeting famous people is an important tool for shaping the younger generation. Such meetings can be classroom or schoolwide. The meeting can be organized by representatives of computer specialties, other professionals using computers, school graduates who have chosen the appropriate specialty.
Business games are an active method of learning. Such games can also be based on an organized workshop.
The main features of business games V. Platov offers: the presence of an object model; the presence of roles; the difference in role goals in solving; the attitude of participants, performers of any role; an extensive system for evaluating the group, individual activities of players.
In a business game, students planned their near future, but all actions have a game structure. These include collective creative activities, played by students who planned specific public affairs.
Business games during extracurricular activities are a successful direction. Such games teach you to build your actions. The most valuable of business games are business games that are played together with students, teachers, and parents. Business games should
be built taking into account the age characteristics of students at a certain age.
Dispute in computer science is a game between questions and answers. Tough questions are asked at the beginning. The most important in the dispute is the question of the material. These questions are determined by the goals set before the dispute. As part of the celebration of the 20th anniversary of the Assembly of the People of Kazakhstan and the 20th anniversary of the Constitution of the Republic of Kazakhstan, the competition "Memlekettik tilmenin tilim" was held at school-lyceum No. 20.
Among the new sources of knowledge in computer science, the first place is the textbook.
Literature that introduces students to the basics of computer science and its application can be divided into two groups: educational (effective textbooks, didactic manuals, problem collections, reference books) and additional (scientific books and articles, collections for solving olympiad problems, encyclopedias, reference books, dictionaries , books with program material).
Experience in working with educational materials is not enough for successful work with additional literature. Therefore, it is necessary to purposefully and systematically develop the skills and abilities of students to work with literature on computer science. This activity is influenced by the following conditions: full compliance of the direction of the literature being read with the cognitive interests of students; systematization of the use by students and teachers of additional literature in teaching computer science; the effectiveness of independent work of students (including in computer science) depends on some psychological factors.
The form of work with scientific literature is the production of cards for the card file of articles. Each student receives a magazine, looks through it, selects the material he likes, then fills out an annotation card.
Classroom hour. The class hour is conducted by the class teacher in informatics.
The classroom experience is varied. The class hour shows practice that can be used to solve issues of reading and education (class meeting, discussion of the current work of the team, summing up the work, oral journals, reports, lectures).
Club activities are aimed at involving students in active creative activities of various age groups, the development of subject knowledge and skills, the study of cultural values.
Competition. Or only one winner of the competition is the competition of teams studying here in one or another field of science, art, sports, etc. increasing interest in the goal.
Circle work on informatics. The participation of students in the work of circles, reflecting the connection of informatics with life related to future specialties, increases their activity in the classroom: there is an increase in students' interest in informatics, and some are striving for search activities.
From the moment of organization, it is necessary to involve students in circles, they need to reveal the nature of the work (for this, it is necessary to discuss with students at one of the informatics lessons the issue of organizing circles).
Crosswords. Practice shows that the joint work of students and teachers, self-development, self-education, self-control leads to effective learning.
Crosswords have a great influence on the discovery of scientific terminology. The kids love crossword puzzles. On pre-filled crossword puzzles, students think about questions, learn to analyze, compare their questions when defending.
Olympics. Subject week, decades, months. It plays a big role in establishing interdisciplinary connections and increasing interest in the subject. They are held in one subject or a combination of several subjects that establish a connection with closer educational areas of the same subject (mathematics, physics, technology). Competition. All students participate in a public exhibition on computer science; each group is evaluated weekly on different indicators. As a result, the quality of academic performance and the number of circle participants increase. Competition is a competitive form of mass work of students.
Another form of extracurricular work is an essay on computer science. This is an excellent means of increasing students' interest in computer science, which instills in them the skills of mastering the material and instills in independent repetition of the material covered. As a task, students can be asked to independently provide evidence of a particular theorem from a school computer science course. An oral journal is a form of extracurricular work that helps students convey the necessary information - which may contain oral messages on certain topics, which are organized as leaflets, which is determined by the specifics of the event.
Electives. The main goal of optional classes in computer science is to expand and deepen students' knowledge, increase students' interest and abilities in the subject, familiarize them with independent work in computer science, develop and educate creative, demanding and creative abilities.
The main form of conducting optional classes in informatics is the division of each lesson into two parts. The first part is intended for independent work with tasks of a theoretical and practical nature,
learning new material. At the end of this part, students are given homework to study the theory. The second part is designed for solving complex problems that discuss complex and interesting problems.
Currently, optional classes in informatics are held in three main areas: a) the study of programming; b) development of computer technologies; c) mastering the applied field of activity on the basis of computer technologies. The content of the program "additional questions of the informatics course" allows you to study the educational material in depth, acquaint students with modern thoughts, reveal the applications of informatics in practice, and teach the teacher a new program.
School publishing house. This type of extracurricular work is known as a "wall newspaper". To publish a wall newspaper, it is not necessary to be a computer science circle.
Sometimes newspapers are published under the direction of the circle. A special issue of the wall newspaper is published on computer science for the school evening. The main goal of such a newspaper is to improve the knowledge of students who do not attend circles, increase their interest in computer science, involve them in the circle, and develop the experience of the circle.
Wall newspaper materials should be interesting for members of the circle. Part of the newspaper contains materials that are not considered in the circle. Newspapers complement the work of the circle.
In the classroom, students fully master the material under consideration.
Some students make mistakes in their notes, some forget everything. To give students the opportunity to return to the question, you can dedicate a circle journal or post information on the circle website. All important information will be presented here: abstracts and reports of reports, names of students, articles of a historical nature, interesting entries from books and magazines. It should be artistically decorated, formed by drawings, images.
Other types of school publishing. School or class wall newspaper "informatics corner". Here reports, comments on computer science, their history are made.
School holidays have become traditional forms of work. They are dedicated to an important part of school life - the beginning or end of the school year, the beginning or end of the quarter, etc.
Methodology for extracurricular work in informatics. The period of extracurricular activities. The above requirements have a certain sequence of organization of extracurricular activities for implementation in practice. It is used in individual or mass work. During extracurricular work, many conditions are associated with the creativity of the teacher in choosing the content, choosing the forms and methods of the lesson. However, according to the methodology of their application, there are some general stages: the implementation of the main stages of the educational evening. This is the formulation and solution of educational tasks, the preparation and modeling of extracurricular work, the analysis and practical implementation of the lesson.
1. General provisions Statement and solution of educational tasks. This stage is designed to study the specifics of each student. The purpose of the stage is an objective assessment of pedagogical reliability.
Learning is determined by certain methods of pedagogical research, where control plays a leading role. With the help of control, the teacher collects information about students and teams. As an information method, a conversation is used that conducts conversations not only with students, but also with parents, teachers working in the classroom.
2. Preparation and modeling. At the same time, the main educational work of extracurricular work ends with the creation of a teacher model for a specific activity. Even an experienced teacher, before conducting extracurricular work, will need to prepare for it. Therefore, a methodical construction of each event and modeling of its implementation is necessary. The plan is designed so that the teacher is interested in the students. In the upper grades, students can do this work under the guidance of a teacher. The ability to plan educational work is one of the elements of the scientific organization of the teacher's work.
Preparation should begin with the definition of educational and educational goals and objectives of the evening.
The purpose of extracurricular work should be of a developing, corrective, component, educational character. Only new knowledge cannot be the goals of the evening. Specific tasks, content. The more precise the goal and task, the clearer the expected result of the teacher.
Goals, tasks, content are determined in accordance with priority functions, specific forms, means, methods are determined.
Venue, number of participants, form of the evening, requirements for the material base (informatics room, assembly hall, sports hall), etc. b.
determined in accordance with Appendix 2 to these rules. The organizer of the work can be noted as an important element in the preparation of the evening. The teacher manages it with the enthusiasm of the students. The teacher supervises the assignment. Responsible tasks can be transferred to a class, a group of students. The organization of large evenings purposefully requires the creation of an organizing committee, for which it announces a competition for the best preparation.
3. Practical implementation of the model. This is the implementation of the planned educational work in a specific pedagogical process. To keep students interested, the evening should be organized, continuous. Many are related to the driver, his training, the ability to be a good organizer, resourcefulness, the ability to attract listeners, to keep in touch with them.

Questions for self-examination:
1. What stages of organization of extracurricular activities do you know?
2. What types of extra-curricular holidays do you use in your work activities?
3. How do you conduct extracurricular work in computer science?
