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. Maanmas kateropus

1.1. BeimonHsst paboTy HaJ MPOEKTOM YYaCTHUKY/KOMaHJIE, HEOOXOAUMO:
1) u3yuuTh SI3BIK IpOrpaMMHUpOBaHus Scratch;

2) BBIOpATh TEMY JUTS IIPOCKTA;
3) co3aate MyJIbTQHIBLM Ha BEIOPAHHYIO TEMY C TOMOIIBIO SI3bIKa POTPaAMMHUPOBAHUS

Scratch, nposiBuB (haHTa3MI0, CMEKAIKY U HECTAHJAPTHOE PEIICHHE;

4) IOATOTOBHTH 3aIIUTy POCKTa B popmate *pptx.
1.2. IIpoekT B mJjiajiieii KaTeropuu J0JKEH COOTBETCTBOBATH CIIETYIONIUM YCIOBHSM:

1) HajgMuKe He MEHee 2-yX YHUKAJIbHBIX CIIPAUTOB (CO3IaHHBIX JCTHMH);
2) HaJIM4Ke He MEHee 3-X IHUKIIOB;

3) Hanuuue (oHa;
4) HanmMuue My3bIKaJIBHOTO COMPOBOXKICHUSI.

1. Cpeansisi kaTeropust

2.1. Beimonssis paboTy HaJ MPOEKTOM YYaCTHHKY/KOMaHie, He00X0IuMO:
1) u3yuuTh SA3bIK MporpamMmmupoBanus Python;
2) BBIOpATh TEMY JUTS [IPOCKTA;
3) pa3paboTaTh MPOCKT Ha s3bIKe MporpamMupoBanus Python, mposiBuB ¢anrtasuto,

CMEKaJIKy ¥ HECTaHJIapPTHOE PEIICHUE;
4) mOoArOTOBMTH 3alUTY IPOEKTa B popmare *ppix.
2.2. IIpoexT B cpeHeii KaTeropum J0JKEH COOTBETCTBOBATh CIIEAYIOIIHUM YCIOBHSIM:
1) Hannuue He MeHee 1-To IHKIa,
2) HaNM4YKMe HEe MEHee 2-yX YCIIOBHBIX IIHKIIOB;
3) Hanmuuue QyHKIUH BBOJ U BBIBOJI.

I11. Crapmas kaTeropust

3.1 Beimonnss paboTy HaJ IPOSKTOM YYaCTHHUKY/KOMaHE, HEOOXO0IUMO:
1) u3y4uTh 5A3BIK IpOrpamMMupoBanus Python;
2) BBIOpaTh TEMY JUIS MPOCKTA,;
3) pa3paboTaTh MPOEKT Ha sI3bIKE mMporpammupoBanus Python, mposBuB QaHTa3mro,

CMEKaJIKy ¥ HECTaHJapPTHOE PEeIlICHUE;
4) MOATrOTOBUTH 3aIIUTY MPOEKTa B hopmarte *Pptx.
3.2. IlpoexT B crapuieii KaTeropuu JOJKEH COOTBETCTBOBATH CIEAYIOIINUM YCIOBUSAM:

1) Hanuuue Kiacca;
2) HaJTM4Ke HE MEHee 2-yX METOJIOB B KJlacce;

3) HaIMYKe He MEHEe 2-yX HACJICIOBAHUS.

V. Ilpe3eHTanms U BUBUTKA MPOEKTA

4.1. YV Bcex KaTeropuii JoDKHa ObITh IpHIokeHa MH(pOpMaIus (BU3UTKA) 00 ydacTHUKE

/xomanze B ¢popmate *doc,*docx.
TpedoBanus k BU3UTKe:
* ®UNO pebenka/nereii;
» Ha3zpanue koMaHbl (IpYU HATUYUN);



* Hacenennsli MyHKT;

* JlaTa POXKJICHUS KaX0ro peOeHka B (popMare YuCiI0.MECSI.TOT ;

* IOJTHOE HAUMEHOBaHKE 00pa30BaTEIbHON OpPraHU3alUU JICTEH;

* ®U1O nenarora;

* MECTO pabOThI Me1arora;

* KOHTaKTHBIN TenaedoH, aapec dIEKTPOHHOM MOUTHI IeAarora,

* Ha3BaHHE MPOECKTA;

4.2. Ipe3enTanus npoekTa ohopMiIsieTcsi BO BCeX KAaTErOpHusx.

4.3. B mpe3eHTauM MPOMUCHIBAIOTCS ATalbl padOTHl HAJ MPOEKTOM, COIEP)KAaTEIbHOE
OMHCaHUe MPOEKTa, CKPUHILIOTHI UTOTOBOTO PE3yJIbTaTa U KO/,

IIpe3enTanus aAjs OLeHKH NMpeaocTasJsiercss B popmare *pptx.

Honyckaercsa ncnosib3oBanne QR-k010B /1Sl CChUTOK HA JOTOJHUTEIbHBIE MAaTEPHAIbI TTO
paboTe HaJ MPOEKTOM.

Ha  tutrynpHOM  jmcTe  mpe3eHTalMM  YKa3bIBAaeTCA  IMOJHOE  HAWMMEHOBAHUE
oOpasoBarenbHOM opranuzanuu, O®HO y4acTHUKOB, ITOJDKHOCTh Tiefarora, HanMMEHOBAHUE
MIPOEKTA.

V. CyneiicTBO

Opraau3aTop Mo UTOTOBOMY KOJIHYECTBY OAJIIOB, COTJIACHO KPUTEPHUSM OILICHKH KaXKI0u
U3 KaTeropui, ompesenser nodeauTenen u mpu3epoB.
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