PROCEEDINGS OF UNIVERSITY OF RUSE - 2023, volume 62, book 11.1

FRI-110-1-PPM(S)-03

AN APPROACH TO IMPLEMENTING INFORMATION TECHNOLOGY IN
STEM EDUCATION 3

Assoc. Prof. Evgenia Goranova, PhD

Department of Philologocal and Natural Sciences, Silistra Branch,
University of Ruse ‘Angel Kanchev’

Tel: +359 086-821 521

E-mail: egoranova@uni-ruse.bg

Abstract: The purpose of the report is to show the place of information technologies in the widespread idea of
STEM education. At first glance, this idea does not assign a significant place to information technologies. Often,
however, information technologies is the unifying link between the other components — science, technology, engineering
and mathematics. The application of information technologies in STEM education of students from the junior high
school stage can be implemented: in the use of electronic lessons that use built-in laboratories; when creating
simulation objects, when it is not possible to use physical objects during training; when controlling objects with
programmable controllers for performance or gaming purposes. An idea for programming a game with Mitsro:bit is
discussed in this report.
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BBBEJEHUE
STEM a0puBuarypara CHHTE3Wpa HACATa 32 CHHEPTUTHYHO OOyYECHHE IO HAKOJIKO HAyYHHU
HalpaBliCHUsT — HayKa, TEXHOJIOTHMHM, WHXXEHepCTBO M Maremaruka (Science, Technology,

Engineering, Math). STEM o00yueHnueTo ce OCHOBaBa Ha MPAKTUYECKHS IOAXOJ IMPH YUYCHETO.
KomOuHupaneTo Ha pa3IMuHUTE HAYYHU O0JIACTH (HapeueHH B YUHIIUINE YYeOHHU MPEIMETH) BOAH
710 001110, ISTIOCTHO pa30upaHe Ha JaJICHU TIOHSATHS U TEOPHH, HACOYHHHU KbM MPAKTHUECKHU 3a/1a4H,
CBBbp3aHU C peanHus xuBoT. STEM oOyuenue e oOyuenuwe, OasupaHo Ha mnpoektu. [lpum
pelllaBaHETO Ha TaKWBa NPOCKTH OT €IHA CTpaHa ydYeHHWIIMTE OWBaT OOy4YaBaHH Ja MHCIIST
XOJMCTUYHO KaTo OOETUHSIBAT KOMIIETEHTHOCTUTE, TPHUAOOUTH OT BCsKa OT H30poeHHUTe
MpeaMETHH 00J1acT - AeUHUPAT U U3CIeABAT HaydeH mpobieM (Science), moaenupar GU3NIECKU
obektu (Engineering), n3mon3Bar MO3HATH TEXHOJOTHH 3a TsSXHOTO peanmusupane (Technology),
aBTOMAaTH3HpaT JCHHOCTTA Ha Te3u 00ekTH, Hapeuenu mozenu (Math) (STEM o6pasosanue, 2021).

Upes STEM oOydennero ce 3ama3Ba MHTEPECHT U JIFOOOMUTCTBATA HA OOYYaeMHTE KbM
CJIO)KHU HAyYHH MaTepUM M T€ C€ HachpyaBaT Jla HE Ce OTKa3BaT Jla MOCTUTHAT ITOJIOKUTEITHU
pe3ynaTaTtd, Makap ¥ 4pe3 MHOTOKPAaTHH MOBTOpeHHUs. To3M MOMEHT MMa OTHOIIEHHWE W KbM
MICUXOJIOTHYECKATa MOJIrOTOBKA Ha 00ydaeMHTe — Jia HE Ce CTpaxyBaT OT IPOBAJl WU HEyCIIeX, J1a
MIPEOJIOIISABAT C MUCJIEHE M YIIOPUTOCT HETATHUBHU PE3YJITATH.

Ha npwsB mornen B TO3u OOydMTENIeH MpOIEC HE HAMUPAT MSCTO HH(DOPMAIMOHHHUTE
texHonoruu. Ho ToBa e Taka camo Ha mpbB morien. M3BecTHo e, ye mHpoOpMATHKa € HayKa 3a
aBTOMATHYHOTO 00paboTBaHe HA WHpOpPMAINHATA, 2 UHPOPMAIMOHHUTE TEXHOJIOTUU Ca HEHHUSAT
rpadpuueH moTpeduTencku HMHTepdeiic, mpenHazHaueH 3a MacoBa ynorpeba. Erto 3amo
MPUIIOKEHUETO HAa MH)OPMAIIMOHHUTE TEXHOJIOTHH MOXE JIa C€ ThPCH B HSIKOJIKO HAITPABIICHHS:

e B 00yauHM MIaTGOPMHU 3a MPEICTABSIHE HA CIEKTPOHHH YPOIIH, CBBP3aHU C BU3yaH3allHs
Ha PeayHU CKCIICPUMEHTAITHH JCHHOCTH WU BUPTyaiaHu Jlabopatopuu (Goranova, 2022);

® [IpU Ch3JaBaHE HA CUMYJIALIMOHHU OOEKTH, KOraTo Nmpu OOyUeHHETO HsIMa BB3MOXKHOCT 3a
usnon3Bane Ha pusnyecku takuBa (Goranola et al, 2014);

® [pU yIpaBlieHHE HA OOCKTH C MPOrPaMUPYEMU KOTPOJICPH.

3 JloknagbT € MpeiCTaBeH Ha 3ace/aHUe Ha CeKius ,,Ilearoruka, NCHXOJOrHs M METOAMKA Ha O0yYEHHMETO
no...“ Ha 62-ta MexayHaponHa Hay4yHa KoHpepeHuwus ,,HoBM WHIyCTpuM, AWTHWTaJHa WKOHOMHKA, OOLIECTBO —
npoekiun Ha Obaeniero — VI, nposenena BpB @unman — Cunuctpa Ha Pycencku yHusepcuter ,,A. KpHues®, Ha 27
oktomBpu 2023 ¢ opurmHamHO 3arimaBue Ha Ownrapcku esuk: EJIMH TIOAXOA 3A T[PUJIIOXEHUE HA
NHOOPMAILIMOHHUTE TEXHOJIOTMU B STEM OBYUEHUETO
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N30 KEHHUE

[Ipu ydenunmre oT NpOrUMHA3HaIHATa CTENeH Ha oOpa3oBanueto STEM obyuenuero He e
NPEABHUICHO B 3abJDKUTEIHATa MOATOTOBKa ToO ce OChIIecTBSBA MPEJMMHO B Pa3lIMPEHA HIIH
M3BBHKJIACHATA TMOJATOTOBKAa B pa3iuyHu (opMu — KiyOoBe, oOmHOCTH Wi akaaemuu. STEM
O00y4EeHHETO € 3al0KEHO C €JUHWYHU TeMH B y4deOHHS mpenmeT KoMmIOTBpHO MojenupaHe u
nHpopManMoHHU TexHosoruu. Ilpu Hero ce m3mon3Ba Iuiatdopmara 3a OIOKOBO MpPOTpaMHUpaHe
Scratch (v mpyrm momo6nu -EdScratch, EduBlocks), ako Ts paGoTu B OHIaliH PEKUM WIH
nupektHo Ha caiita Ha MicrosoftMakeCode for micro:bit (MicrosoftMakeCode for micro:bit ,
2023).

Haii-nocTbHUAT BapuaHT KakTO IO TPYAHOCT Taka U MO PECYpCH € M3MOJI3BAHETO Ha
pasmmpenuero Microbit. ToBa e manika maTka, Ha JHUIeBaTa CTpaHa Ha KOSATO UMa JUCIUICH ¢ 25
CBETOJINO0/1a, KOUTO MPEACTaBIsABAT MacuB OT Touku. Pa3monara ¢ na 6yrona A u B, kouto 3aeaHo
Y MOOTJIETHO MOTAT JIa Ce MPOorpaMupaT, Taka 4e Ja M3MBJIHABAT Pa3IuIHHA MporpaMHu kogose. Ha
oOpaTHaTa cTpaHa Ha IJIaTKaTa c€ HaMHupa mporiecop, oarepus, Rest 6yron u USB mopt, oT KoiTO
gype3 Kaben ce OChINECTBABA BPh3Ka MEKAY KOMIIOThpa W ¢u3Myeckarta muatka. KeMm 1uiatkara
MOXXE Jia C€ CBBp3BAT U TOHKOJIOHU 32 BB3MPOM3BEKIAHE HA 3BYK WM MY3HKAJIEH MHCTPYMEHT.
Hanuyau ca xommac, akcelIoMeThp U KOHEKTOPH, KOUTO 4pe3 KalellHa Bpb3Ka MOTaT Ja IpenaBa
3a/IBUKBaHE Ha JOMBJIHUTENHM ycTpoiicTBa ([ypeBa, /., KaceBa, M., & I'. Tymapos, 2019)

USB connector reset button battery socket

PROCESSOR
LCOMPASS

ACCELEROMETER
r_fvms

edge connector for accessories

®uwr.1. Ilimatka Micro:bit

[Iporpamara 3a ynpaBieHHEe Ha ITIaTKAaTa CE€ Ch3AaBa BbPXY KOMIIKOTBPA, 3alIMCBA CE€, U CE
HAacouBa KbM YCTPOMCTBO, KOETO S M3IIbiHsABA. [IporpamHara cpena mpemyiara ¥ CUMYJIaTOp Ha
YCTPOMCTBOTO, KOMTO U3ITBIHABA CHITUTE JECHCTBUSA.

[IporpammupaneTo Ha KoJa MOXE Ja C€ H3BBpIIBA C OJIOKOBE, MOJOOHM HA TE3H B
atgopmata Scratch wnm Ha esunre Python u JavaScript. Hanmuuuero Ha Te3u CKIIPHIITOBU €3HKa
MpaBH IJIaTKaTa MPUIOKUMa U 32 0O0yYEHHETO Ha MO-TOJEMHTE yYeHUIM OT 6 u 7 Kjiac, KOUTO
u3ydaBaT JBara e3MKa B ydeOHHs mnpenmer KoMmmioTepHO MozaenupaHe M WHGOPMALMOHHU
TEXHOJIOTUH.

[Iporpamure, KOWUTO c€ CB3AABAT IPU MAJIKHUTE YYEHULM W3MIBJIHABAT NPEIUMHO
MH(OPMAIIMOHHY JIEHHOCTH BBPXY JAMCILIES OT CBETOAMOIM C TIOMOIITA Ha KOJI, HAllMCaH 3a J1BaTa
OyTOHa MOOTAENHO WM 3a ABaTa 3aenHo. Hampumep u3mepBaHe Ha TeMIiepaTrypara Ha Bb3IyXa,
W3MHCBAaHE HA PEKJIAMHU HA/MKCH, KAaKTO ¥ Ha 3a0aBHU UTPH.
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Urpure - 3a0aBHM WM OOYYMTEIHH MMaT CBOETO MSCTO B obOpasoBarenHus mporec. Te ca
0COOEHO TMOIXOMASAIIN TIPH MAIKHTE YUCHHUIIN, 3a1I0TO MOTAT 10 3a0aBeH M HEHATPAYMB HAYHH Ja
UM [OMOTHAT B YCBOSBAHETO Ha HOBH 3HAHMS, Ja MOTHBHUpPAT MOJOXHUTEIHA HAriaca KbM
YCHBBPIICHCTBAHETO HA YMEHHsS U [PWIATAaHETO HA KOMIIETEHTHOCTH. Taka HEyCeTHO
KOTHUTHBHHUTE YMEHHS Ha YUCHHIIUTE CE MOA00PSABAT, KOSTO € MPEINOCTaBKa Te Ja CEe MPCHACST
KbM HOBM Yy4YeOHM WIM MNpakTHYeckdu 3anadd. Cropeq MHOIO aBTOPH HMIPHTE HMAT TOJISIM
NOTEHIIMAJ B TOI00psiBaHeTo Ha oOpaszoBarennus mporec( Slavov, S., 2016).

[IpencraBsme enHa uaes 3a Urpa, B KOATO MOTPEOUTENAT TpsOBa ype3 Obp3a peakuus na
HATHCKa NP OINpPEIENICHN YCIOBUS MPOTrpaMUpyeMUTe OYTOHU MOOTAETHO WIIM 3a€JHO M CIIOpE]
Obp3HMHaTa HA peaKIMsATa My Ja HaTPyIBa TOUKH.

B urpara e cw3ganena npomeniuBa (Sprite), kosro Ha ciydaeH npuHuun (random) mpuema
KOOPJIMHATHTE Ha €JIEMEHT OT JIByMEPHHUS MacCHB Ha CBETOIAHOIUTE.

CkopocTTa Ha CMsHaTa Ha KOOPAMHATUTE MOXKE Jla Ce peryimpa c omeparopa pause. Cuen
oIpeziesieHus] OT HEro UHTEpBail cBeTBa Apyr nuon (dwur. 2 ).

forever

set sprite ¥ to create sprite at x: pick random o to ° y: pick random o to °

pause (ms) @CEERS

delete sprite ¥

@ur.2. [IporpameH Ko/ 3a CBETOAUOIUTE

ByToHBT A € mporpamupan Taka, 4ue MpocieasiBa TOPHUS U JOJHUS JISIB BI'bJI HA MacuBa. AKO
cBeTHe nuoa ¢ koopauHatu X=0 u y=0 unu ¢ koopauHaTt x=0 1 y=4, HaTUCKaHETO Ha OyToHa A 1Ie
yBeIM4YH Opost Ha TOUKHUTE (SCOre) ¢ 1BE TOUKHU. 3a0aBeHaTa peaKilus MpH HaTUCKaHETO Ha OyToHa A
npeKkparsBa urpara (game over).

on button A ¥ pressed

if sprite = x - — o
change score by o

else if sprite = x - =" o sprite ¥ y®>

change score by °

else

®

®ur.3. [Iporpamen kox 3a 6yToH A
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ByronbT B e mporpamupan Taka, ue mpocie/sBa TOPHUS U JIOJIHUS JECEH BI'hJI HA MacHUBa U
aKo CBETHE JIMoJ ¢ KoopauHatH X=4 u y=0 wim ¢ koopauHatu X=4 u y=4, HaTUCKaHETO Ha OyTOHA
B me yBenuum Opost Ha TOUKUTE (SCOre) ¢ IBE TOYKHU. 3a0aBeHATa peakius MpPU HATUCKAHETO Ha
oyTtona B mpekparsBa urpara (game over).

button B ¥ pressed

if sprite v x v = w ° sprite = y®w =w o
change score by o

else if

@wur.4. [Iporpamen koj 3a 6yron B

EnnoBpeMeHHOTO HaTHCKaHe Ha JBaTa OyToHUTe A+ B e mporpamupano Taka, 4e npocneasiBa
TOUYKATa B [[EHTpaTHATa YaCT Ha MACUBa U aKO CBETHE JAMOJ] C KOOPJIUHATH X=2 W Y=2, HATUCKAHETO
Ha Oytonute A+ B 1ie yBennuun Opost Ha ToukuTe (SCOre) ¢ meceT TOUkH. 3abaBeHaTa peakius pu
HATHCKAHETO Ha OyTOHA MpeKpaTsABa urpara (game over).

on button A+B ¥ pressed

sprite v =w °

®ur.5. [Iporpamen ko 3a Oyronun A+B
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Crnen mpekpaTsiBaHe Ha Wrpara JUCIUICST OT CBETO3JMOAM TOKa3Ba Tevaml Haamuc ,,GAME
OVER®, cnensan ot Opost Ha chOpanure Touku - ,,SCORE® ( B KOHKpeTHHs ciiydail 6 TOYKH),
KaKTO € TIoKa3aHo Ha ¢wur. 6.

®ur. 6. Paboren nucreit ¢ tevamr Hagmnuc ,,GAME OVER” ,SCORE 6

KoawsT MOke J1a ce mpourpae upe3 CUMYJIaTopbT Ha IporpaMara, HO MOXe Jia c€ HacO4u 4pe3
USB kaben xkpM (pusuueckaTa miatka ,,Microbit”. ITociaennoro e 3a mpeamoynTane, 3aIoTo Taka
IIPU yTIpaBJIEHUETO Ha OyTOHUTE MOTaT Jia B3€MaT yyacTHe U JIBETe Pblie Ha urpaya.

Wnesra 3a urpara Moxke J1a ce M3MOJI3Ba U MPH TO-TOJIEMH YYEHUIIH, KOUTO TPOTPaMupaT Ha
e3uka Python. IIpennarame xona Ha urpara.

OT koja ce BWXKJA, Y€ HATHCKaHETO Ha OYyTOHMTE ce ympaBisiBa OT (QyHKuuu. B
nporpamara yyactBaT yetupu ¢ynkimu (def). Tpu oT Tsax ca mpeaHa3HaueHH 3a ynpaBiIeHHE Ha
O0yron A, 6yron B u O6yronu A+B. YerBbprara (pyHKIHSA € NpeAHAa3HAUYEHA 3a YIpaBJICHHE Ha
rinobaHaTa MpoMeHIrBa Sprite.
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1 sprite: game.lLedSprite = None

2 hef on_button_pressed_a():

3 if sprite.get(LedSpriteProperty.X) == @ and sprite.get(LedSpriteProperty.Y) == @:
4 game.add_score(2)

5 elif sprite.get(LedSpriteProperty.X) == 8 and sprite.get(LedSpriteProperty.Y) == 4:
) game.add_score(2)

7 else:

8 game.game_over()

9 input.on_button_pressed(Button.A, on_button_pressed_a)
1@
11 def on_button_pressed_ab():
12 if sprite.get(LedSpriteProperty.X) == 2 and sprite.get(LedSpriteProperty.Y) == 2:
13 game.add_score(18)
14 else:
15 game.game_owver()
16 input.on_button_pressed(Button.AB, on_button_pressed_ab)
17
18 def on_button_pressed_b():
19 if sprite.get(LedSpriteProperty.X) == 4 and sprite.get(LedSpriteProperty.Y) == @:
20 game.add_score(2)
21 elif sprite.get(LedSpriteProperty.X) == 4 and sprite.get(LedSpriteProperty.Y) == 4:
22 game.add_score(2)
23 else:
24 game.game_over()
25 input.on_button_pressed(Button.B, on_button_pressed_b)
26
27 def on_forever():
28 global sprite
29 sprite = game.create_sprite(randint(®, 4), randint(@, 4))
3@ basic.pause(1088)
31 sprite.delete()
32 basic.forever(on_forever)

@ur. 7. Kox Ha urpara 3a e3uka Python.
3AK/IIOYEHUE

Or rnemHara Touka Ha ydyeOHara mporpama no KowmniomvpHo Mmodenupane ¢
MIPOEKTHUPAHETO Ha UTPATa Ce YChbBHPIICHCTBAT YMEHHUSI 3a U3IIOJI3BAHE Ha:

® [MKIMYHA CTPYKTYpa;

® TIPOMCHIIUBH;

® APUTMETHYHHU OIEPATOPH;

e omepatop 3a paskioHenue if u else if cbe cbecTaBHO ycnoBue B biHaTa My (opma.

Ot rneana Touka Ha uaesta 3a STEM o0yueHneTo ¢ mpoeKTHpaHeTo Ha Urpara:

® KOMOHMHHMPAHO CE MpUJIaraT KOMIIETCHIIUH MPUIOOUTH OT 00YYSHUETO 110 MaTeMaTHKa
¥ HH(POPMAITMOHHN TEXHOJIOTHH;

® BIDKJA CE HETOCPEICTBEHUST PE3yNTaT Ha U3ITBIHEHHETO Ha MPOEKTA;

e TIpuiara ce MOBTOPSEMOCT Ha MPHUHIIMIA Ha ,,IpodaTa u rpemkara‘;

e TpunoOMBaT ce yMEHHsS 3a YHNOPHTOCT M TIOCIIEJIOBATENHOCT, a 3a0aBICHHETO €
HEW3MEHHA YacT OT YJOBJIETBOPEHHUETO.
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