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Annomayus

Vcnonbp3oBaHue CIEUAJIbHBIX KOMIBIOTEPHBIX UI'D HA 3aHATUAX MOBBIIIAET BOBJIEUYEHHOCTH O0YUAIOIINXCSA B 00Pa30BaTEIbHBIN
porece, IOAAEPIKUBAET UX UHTEPEC K IOJTYyUeHNI0 3HAHUM 1 HABLIKOB, B TOM UNCJIe IPU O0yYeHUU IporpaMMupoBaHuio. Besencreue
JIOTMYECKOr0 M PAIIMOHAJBHOIO XapaKTepa PeIIeHus 3a4ad 10 IPOrPaMMUPOBAHUIO [ 00yUeHNA KOMIBIOTEPHBIM HayKaM XOPOIIIO
MOAXOLSAT JIOTUYECKUE UTPBI U UTPBI-TOJIOBOJIOMKY, KOTOPBIE€ PA3BUBAIOT KOTHUTUBHBIE CIIOCOOHOCTH, JIOTHUECKOE U aJITOPUTMUIECKOE
mblnnierue. C y4eroM nonyIapHOCTH Urpbl-rooBotoMku Wordle, a Taxske Toro paxra, 4To CJIOBECHBIE UT'DHI OUeHb (DMK TUBHEI A5
PasBUTHUA KOTHUTUBHBIX CIIOCOOHOCTEM, OBLIT padpaboTaH UT'POBOI YaT-00T C 3aJaHUAMU-TOJOBOJIOMKAaMU, OPTaHU30BaAHHBIH 10 IPUHIIAIIAM
Wordle, njs1 m3y4yeHns KOMIBIOTEPHBIX HAYK U IPOrpaMMupoBanus. 1[esbio cTaThbu ABISETCA UCCIeLOBaHYe BINSHUSA Pa3paboTaHHOTO
UIPOBOTO YaT-00Ta HA AJITOPUTMUAUECKOE U JIOTHYECKOE MBIIILJICEHNE CTYJeHTOB.

B ncciiefoBaHNY IPUHSAIN yYaCTHeE CTYAEHTHI 3-TO Kypca 6aKaiaBpuaTa HalpaBJIeHUs MOAroTOBKYU « MH(pOpMAIMOHHBIE CUCTEMEI
¥ TeXHOJIOTHN » (haKkyabTeTa NHPOPMAIMOHHBIX TeXHOJIOTUH MOCKOBCKOTO ITOJINTEXHUUECKOr0 yHUBepcuTeTa. CTyJeHTHI NCII0Ib30BaIN
UrPOBOTO YaT-60Ta BHE ayAUTOPUY B T€UEHNE AECATH THEH, a TaKKe 3aIll0HAIN aHKEeTHI [0 U [I0CJIe UCIIOAb30BaHUsA. AHAIN3 OIIPOCOB
CTYIEHTOB IIOKAa3aJl IIOJI0KUTEIbHOe BJINSHNAE JAHHOIO YaT-00Ta HAa aKTUBU3ALUIO TaMATH, BHUMAHUSA U B OCOOEHHOCTH JIOTUUECKOTO
MBINLIEHUS 00y JAIOIINXCA, 8 TAKIKe HA OLEHKY BOCIIPUATHUS CTYLEHTAMY CJIOKHOCTY IIPOrPaAaMMUPOBAHN S, COOCTBEHHBIX 3HAHUH O SI3bI-
KaxX MPOrpaMMUPOBAHUS U HABBIKOB JIOTUUECKOTO MBIIIIJICHU .

ITosryueHHBIE PE3YJIHTATHI PACIIUPAIOT COBPEMEHHBIE IIPECTABIEHN A OTHOCUTEIHHO IPUMEHEHNU A UTPOBBIX 4aT-00TOB U 38 faHUN-T0-
JIOBOJIOMOK IIPY 00yYeHN U KOMIIBIOTEPHBIM HayKaM U IporpaMMupoBanuio. IlpeacraBieH bl 4aT-00T IIOBBIIIIAET HHTEPEC 00y IaIOIIUX Cs
K 3aHATUAM, BOBJIEUEHHOCTH B IIpoliecc OOyUeHUs, a TaKKe 00eclleYnBaeT Pa3BUTHE UX KOTHUTUBHBIX CIIOCOOHOCTEI.

CreslaHHBIE B CTaThe BBEIBOJABI MOT'YT MMETHh IPAKTUUYECKUI MHTEpeC AJs IpernogaBaresieil THPOPMATHKY U IPOrpaMMUPOBAHUS,
BHOCSAT BKJIaJ B PA3BUTHE IIOCTPOEHMSI UT'POBBIX YaT-00TOB, a TAKIKE UCIIOJIH30BAHUS CJIOBECHBIX I'OJIOBOJIOMOK I O0yUYeHUA KOMIIBIO-
TePHBIM HAYKaM.

Knrouesvle cno6a: KOMIBIOTEPHBIE UT'DHI, IOTUYECKOE MBIIILJIEHNEe, UTPDOBOI 4aT-60T, IPOrpaMMUPOBaHNeE, 3aJaHUA-TOJOBOJIOMKH,
Wordle.
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Abstract

The use of special computer games in classes increases student engagement and maintains their interest in learning, including
learning computer science. Due to the logical and rational nature of solving programming problems, logic games and puzzle games that
develop cognitive abilities, logical and algorithmic thinking are well suited for teaching computer science. Considering the popularity
of Wordle puzzle game and the fact that word games are very effective for developing cognitive abilities, a gaming chatbot with puzzle
tasks organized according to Wordle principles was developed for learning computer science and programming. The aim of the article
is to investigate the effect of the developed gaming chatbot on students’ algorithmic and logical thinking.

The study involved 3rd year undergraduate students of the educational program “Information Systems and Technologies”, Faculty
of Information Technologies, Moscow Polytechnic University. The students used the gaming chatbot outside of class for 10 days
and completed surveys before and after use. The analysis of the students’ surveys showed the impact of this gaming chatbot on the
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activation of memory, attention and to a greater extent logical thinking of the students, as well as on assessing students’ perception
of the complexity of programming, their own knowledge of programming languages and logical thinking skills.

The results of the study expand current ideas regarding the use of gaming chatbots and Wordle-type puzzle tasks in teaching
computer science and programming. The presented gaming chatbot will help to increase students’ interest in classes, students’
involvement in the learning process, and ensure the development of their cognitive abilities.

The conclusions of the article may be of practical interest to informatics and programming teachers. They contribute to the
development of the direction of building gaming chatbots, as well as the use of word puzzles for teaching computer science.

Keywords: computer games, logical thinking, gaming chatbot, programming, puzzle, Wordle.
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1. BBepgeHune

JJa MHOTMX CTYZEeHTOB O0ydUeHUe IPOrpaMMUPO-
BaHUIO ABJIAETCA CJIOYKHBIM IIPOIIECCOM, OCOOEHHO Ha
HavaJbHOM arane. VcciieqoBaTean 4acTO CBA3BIBAIOT
IpobJieMbl 00yUYeHUA KOMIIBIOTEDHBIM HayKaM C orpa-
HUYeHHO! mMoTuBamnuei crygeuTtoB [1, 2]. [IosTomy
aKTyaJIbHOM 3a/jadyeli IeJaroroB ABJIAETCA IPUMEHEHNEe
METOIOB O0yUeHUs, IIOBBIIIAIOIIINX BOBJIEYEHHOCTb ¥ MO-
TUBAIMIO oOyUaIuxcs. Vcmoab3oBaHMe CIEUaTbHBIX
KOMIBIOTEPHBIX UT'P AJIsI 00YUEeHU A U TIOJTYUEHU SHAHUMI
¥ HaBBIKOB IIO3BOJISIET ITIOBBICUTH BOBJIEUEHHOCTh CTY/I€H-
TOB, OCOOEHHO reiiMepoB, U IIOAAeP:KUBaeT UX UHTEpecC
K 00yuenuio. Irpel MOryT ObITH 60J1ee 3(P(PpeK TUBHBIMH,
yeM TPaJuIMOHHBIE CPeCTBa O0yUeHUs, B YaCTHOCTH,
IpU U3YUYEeHUN HAYUHO-TeXHUUECKUX AUCIIUILINH, Ma-
TeMaTUKU U BTOPOTO A3bIKa [3].

JJ1s yCIermHoro perrenus 3a1a4 IporpaMMupoBa-
HUS HeOOXOMMO UMETh BHICOKME KOTHUTHUBHBIE CII0CO0-
HOCTH, 00J1aJaTh HE TOJIbKO 3HAHUAMU B 00JIACTH A3BIKOB
IPOrpaMMUPOBAHUSA, HO TAKIKE JIOTUUYECKUM U aJITOPUT-
MuYecKuM MbInIeHueM. VceciegoBaTen-HeHPOIICUXO-
JIOTY ¥ HEUPO(PU3MOJIOTY YCTAHOBUJIU, UYTO UTPHI MOTYT
3HAUYUTEJIHHO YJIYUIIAaTh UCIOJHUTEJbHBIE (DYHKIIUU,
pabouyi mamMATh, CKOPOCTh 00paboTKku MHMpOPMAINU
U Ipyrue KOTHUTUBHBIE QYHKIMU MOJOABIX Jioneii [4],
a TaK’Ke 3aMEeTUJIU Pa3JIUYUA MEK/IY BO3AEICTBUEM UT'D
PasHBIX BUAOB U }KaHPOB HA Pa3Hble KOTHUTUBHBIE I10-
Kasareau obyuaromuxcd [5].

Coraacuo Google Trends, B 2022 roxy Bo BceM
MUpPEe CAMBIM ITONYJISPHBIM ITIOMCKOBBIM 3aIIPOCOM OBLI
«Wordle»!. Wordle? — aTo ciioBecHas UTPA-TOJI0BOJIOM-
Ka, B KOTOPOU UTPOKHU 38 HECKOJIbKO IMOMBITOK JOJIKHBI
yrazaTh cJI0BO 13 AT O0yKB. ITocie Kak10ro npexo-
JIO}KEHUSA UT'POKY CTAHOBUTCS UBBECTHO, KaKue OYKBBI
BBEJIEHHOT'O CJIOBA yraZlaHbl IPABUJIBHO U B IPABUJIBHOM
MecTe, KaKkue OYKBBI €CTh B OTBETE, HO HA IPYTOM 03U~
", a KaKue OYKBHI B 3araJaHHOM CJIOBE OTCYTCTBYIOT.

ITpuniuns: urpsl Wordle MoKHO aganTUpOBaTD A5
CO3IaHUA UTPHI-TOJTOBOJIOMKHU 110 PACIIOBHABAHUIO TIPO-
rpaMMHOTO KO/la ¥ UCIIOJIb30BATh B IIPOIlECCE O0yUEeHU A
OPOrpaMMUPOBAHUIO. ¥ UUTHIBAA TEKCTOBBIA (hopMaT
urpbel Wordle, Urpy-roJsoBOJIOMKY IJ1s1 O0yUYeHUs IPO-
rpaMMHUPOBAHUIO MOYKHO peajn30BaTh B BHUJE UAT-

Apb6ysosa A. Wordle u gpyrue nomnyJssipHble TIOUCKOBBIE 3aIIPO-
cel B Google B 2022 rony. PBK. 09.12.2022. https://trends.
rbe.ru/trends/social/639315ba9a79470c0745dc59

Wordle. https://www.nytimes.com/games/wordle/index.html

60Ta — TEeXHOJIOTUU, KOTOpas ABJIseTCs IMONYJISPHOIL,
B TOM umcJe B chepe o0yuenus [6]. Ha Tekyiuii MOMeHT
CYIIECTBYIOT YaT-00THI AJI1A 00yUeH U IPOrpaMMUPOBa-
HUIO, OMHAKO UX ropasio MeHbIIe, yeM [IU(PPOBBIX UI'D
Ha BTy JKe TeMy (1 UCCJIeOBAHUN NX IPUMEeHeHUA U 3(-
dexTuBHOCTH TOKe). KoruecTBO UrPOBBIX 4aT-00TOB
ellle MeHbIIIe, ¥ OHX B OCHOBHOM HPEICTABJISAIOT COOOI
TeCThI 1 BUKTOPUHBI.

ITespi0 CTATHM ABISETCH WCCJIEIOBAHUE BIUAHUA
UIrPOBOT0 4aT-60Ta, OPraHM30BAHHOIO IO IIPUHIIAIIAM
Wordle niaa nsydyeHuss KOMIIbIOTEPHBIX HAYK U IIPO-
rpaMMUPOBAHUA, HA AJITOPUTMUUYECKOE U JIOTMUECKOe
MbInaeHne. I[JoHUMaHWe TaKOTo BJAUAHUSA MO3BOJUT
mejaroraM pasyMHO HOJOWTU K BHEIPEHUIO UT'POBOTO
yar-00Ta U 3a4aHNKA-TOJIOBOJIOMOK B 00pa3oBaTeIbHbBIN
mporiecc, a TakKe IMoOMOKeT 9(pPeKTHBHO PAa3BUBATH aJI-
TOPUTMHUUECKOE U JIOTUYECKOE MBIIIIJIeHNe Y CTYIeHTOB.
HocTu:xeHne IocTaBIeHHO I1eJiu Oy IeT CIIoCOOCTBOBATh
PasBUTHUIO CIIOCOOOB ITOCTPOEHUST UT'POBBIX UaT-00TOB,
a TaKJKe MCII0Jb30BAHUS CJIOBECHBIX I'OJIOBOJIOMOK JJIs
00yUYeHUs KOMIIBIOTEPHBIM HAYKAM.

2. AHanus nuTtepartypbl

2.1. Ucnonb3oBaHue urp
B 06yuyeH I nporpaMmmMupoBaHuio

KomnbsioTepHOe mporpamMMupoBaHue TpebyeT 3HA-
YUTEJbHBIX KOTHUTUBHBIX YCUJIUN, UMEHHO IIO3TOMY
B IIOCJIEJHYIE TOABI HAOJII0JaeTCA POCT KOJIMUEeCTBa ITud-
POBBIX UTD, PA3pab0TAaHHBIX CIIEIIUATIBHO IJII O0yUeHUA
HaBBIKAM OporpaMmupoBanus. O030p MOJOOHBIX UTP
A. Vahldick, A. J. Mendes, M. J. Marcelino «A review
of games designed to improve introductory computer
programming competencies» [7] mokasay, 4ToO OHHU
OperMyIIeCTBEHHO HAIIpaBJIeHbI Ha Pa3BUTUE TPeX
KOMIIETEHIIU# B 06JaCTH IPOrPaMMUPOBAHUSI — II0O-
HUMAaHUA, TUCbMa U OTJIaJKU, & CAMBIM IOMYJISAPHBIM
TUTIOM ABJIAIOTCS 9KIIIH-UTPHI, B KOTOPHIX UTPOK IIyTEM
HaIMCAHUA IPOTrPAMMHOTO KO/Ia 3a/1aeT ABUKEHU ST HEKO-
TOPOT0 MMEPCOHAKA B CMOeIUPOBAHHOM MupPe. BTophimM
0 TTONYJIIPHOCTH THUIIOM SIBJISIOTCS IPUKJIIOUeHUECKLe
UTPBI, B KOTOPBIX HEOOXOAMMO PYKOBOJAUTEL IIepPCOHA-
JKeM, B3aUMOeCTBYIOINM C 9JIeMeHTaMM, YIIPaBJIs-
eMmbIMu urpoii. K Tperbeit kKaTeropuu ObIIU OTHECEHBI
UTPHI, IIPEACTABJIAIONINE COO0M CUMYJIATOPBI, CTPATEI I
B PeaJIbHOM BPEMEHU U UTDPHI-JIa0UPUHTHI.

0630p u cucTeMaTus3aIuA HAYYHBIX PaboT, Ipen-
craByieHHbIe Z. Zhan, L. He, Y. Tong u npyrumMu B craThe
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«The effectiveness of gamification in programming
education: Evidence from a meta-analysis» [8], mmo-
Ka3aJu IOJOXKUTEeJbHOe BIuAHUEe MU(GPOBBIX 00pa-
30BaTeJbHBIX UT'D HAa 00yUeHUe IPOrpaMMUPOBAHUIO,
npuueM 3TOT 3P dheKT 6ojiee BHIpakKeH B TEKCTOBOM
mporpaMMHpOBaHuM, yeM B rpaduueckom. Hampumep,
HanbOoJIbIIee BIUSHIE UTPhI 0OKAa3bIBAIOT HA MOTUBAIIUIO
00yJaroIuXCcs, 38 KOTOPOIl CIAeAYIOT aKageMUuecKue
MOCTUIKEHUS, U HaWMMeHbIllee BIUSHIUE — HA KOTHU-
TUBHYIO HArpy3Ky CTYIeHTOB. IIpu 5TOM UTPHI KaK CO-
PEeBHOBATEJbHBIM MeXaHU3M OKa3bIBAIOTCA HamboJiee
3¢ HeKTUBHBI B Pa3BUTUU KOTHUTUBHBIX CIIOCOOHOCTEH
¥ yBeIWYEeHUU MOTHUBaIUu obyuaromuxcs [9].

Muorue rudpoBbie 00yUaOIIIe UTPI TPeACTABICHBI
Ha pecypce MobyGames.com! u B 0630pax muccienoBare-
Jeti (cMm., HampuMmep, [7, 10-12]). Cpenu HUX npeobaa-
darom uzpolL 01 06YyULeHUA nPozZPamMmupo6aHLIo
WKONBbHUKOE UNU HO6UWKOE. 3HAUNTEJIHHO MEeHbIIIe
UTD [IJId CTYLEeHTOB OaKajlaBpuaTa U IJjid 3aKPerIeHusa
HaBBIKOB CTYZ€HTOB, YiKe YMEIOIUX IIPOrPpaMMUPOBAaTh.
Wrp, moCcBANIEeHHBIX PA3BUTUIO HABBIKOB UTEHUS K04,
elre MeHbIIle, XOTS UMEHHO 9TH HABBIKU OUEeHb BasKHBI
npu paboTe B KOMaHJe U paspaboTKe IPOrpaMMHOTO
IpoeKTa.

i BBITIOJIHEHUA 3a7ad IPOrpaMMUPOBAHUS 00Y-
YaonuMca HeoOX0JMMO UMETh KaK CIeluajbHbIe
3HaHus, hard skills, Tax 1 pasBuTOE AITOPUTMUUECKOE
U JIOTUUYeCKOoe MBIIILIeHne, TO ecThb soft skills. Soft skills
MOJKHO PasBMUBATH C MOMOIIbIO TEKCTOBBIX 3aJaHU
¥ TOJIOBOJIOMOK B UT'PaX, KOTOPBIE SABJISIOTCA HE TOJIBKO
3 HEeKTUBHBIMY MHCTPYMEHTAMU JIJIS CAMOCTOSATEIBHOMN
paboTsl, akTUBHOTO 00yueHusd [13] 1 3aKpernieHuA Ma-
Tepuasia[14], HO u cCpeCTBOM Pa3BUTUA KOTHUTUBHBIX
cmocobHocCTel ooyuaromuxcs [15].

IIpu cosmanum MUMPPOBLIX UI'D HEOOXOAUMO YUUTHI-
BaTh OCOOEHHOCTH PA3JINYHBIX IIaTGOPM U YCTPOMCTB,
BasKHO KCIIOJIb30BATh B UTPaX APYrue TEXHOJOTUH,
YTOOBI COIeHiICTBOBATE POCTY MOMYJIAPHOCTU MU(PPOBHIX
urp B 00pa3oBaTeIbHBIX IPUIOXKeHUAX [16].

2.2. Arpbi-rosioBoNIOMKN:
npenmyLwecTsa NCMNosib30BaHNA

CyimecTByeT oTAebHOE HallpaBieHue O0yUYeHU s
Ha OCHOBE T'0JIOBOJIOMOK [17], KOTOpOe MCIOoJIb3yeTCA
[IJIs1 PA3JIMYHBIX TUCIIUIIIVH U HAIIPaBJIeHUH, BKJIIOUasd
nmxenepHo-rexauueckue u UT. C momoiboo o6paso-
BaTeJIbHBIX TOJOBOJOMOK OOYYAIOIMXCA IPUBJIEKAIOT
K U3YUYEHUIO0 KOMIBIOTEPHBIX HAYK 1 MHIKEHEPHBIX IIPO-
rpaMM, YAEeP;KUBAIOT UX BHUMAaHUeE U NHTePeC, MOTUBU-
PYIOT X, PA3BUBAIOT X KPUTUUIECKOE MBIIIIJIEHE U Ha~
BBIKU pertieHus mpobsem [18]. 3ameueHa TecHas cBA3b
MEXKAY CIIOCOOHOCTBHIO PEIIaTh M'0OJIOBOJIOMKHU 1 CIIOCO0-
HOCTBIO pelllaTh OTpacJieBble u OmsdHec-3agauu [19].
YacTo roJ0BOJIOMKHU UCIOJIB3YIOTCA AJIA IPUBJIEUCHUA
CTYLEeHTOB-TYMaHUTAPNEB K U3YUEHUI0 TEXHUUECKUX
OUCIIUILINH (HallpuMep, MaTeMaTUYeCKOHi JOTUKY, T€O-
pum aaroputmMoB, Teopuu rpados) [19]. IIpeumyiiecTsa

1

IToxgpo6Guee cm.: https://www.mobygames.com/genre/
educational/

00yUJeHNA Ha OCHOBE UT'P-TOJI0BOJIOMOK BKJIIOUAIOT B c€0s
mpeBpaillieHre TaCCUBHBIX O0YUAIOINXCA B AKTUBHBIX,
MOBBIIIIEHe UX UHTEepeca, YIOBJIETBOPEHHOCTH U aKa-
nemMuyecKoi ycreBaemoctu [20].
T'osoBOJIOMKY ABJIAITCA WHCTPYMEHTOM, HAIIPaB-
JIEHHBIM B IEPBYIO OUepPeab HA PA3BBUTUE MBICJIUTEIbHBIX
HaBBIKOB, a He mmoJsiydyeHue nupopmaruu [18]. Mcmois-
30BaHUE UT'D-TOJIOBOJIOMOK B O0yYE€HUU IIPUBOAUT K 3HA-
YUTEJIHFHOMY YIYUIIIEHUI0O KOTHUTUBHBIX CIIOCOOHOCTEH
CTYIIeHTOB, TaKuUX Kak [17, 18]:
e OBICTPOE MBIIILIEHTE (CKOPOCTh 00paboTKY MH(POP-
Mallum);

e zamoMuHaHue nHopMmauu (padouasd MIaMsITh);

e ruOKoe pearupoBaHue Ha padouwne 1ean (KOTHM-
TUBHBIA KOHTPOJIb);

e yMeHUe pelllaTh HOBbIe MPO0JeMbI ((DOPMYJIHIPO-
BaHUE YMO3aKJIIOUEHU).

Kpome TOro, UTpHI-TOJIOBOJIOMKY YJIYUIIAIOT UC-
TOJTHUTEJIbHYIO AesATeIbHOCTh (13-3a HEOOXOAUMOCTH
dbopmMyaIupOBaTEH CTPATETUH, IIJIAHUPOBATH U IIepecTpa-
uBaTh ux) [20].

B cratee C. Harteveld, G. Smith, G. Carmichael
u apyrux «A design-focused analysis of games teaching
computer science» [10] ormeuaeTcst, YTO AJIsI OOyUEeHU S
KOMITBIOTEDHBIM HayKaM XOPOIIIO IOAXONAT JIOTUUECKUE
WUTPHI ¥ UTPHI-TOJIOBOJIOMKM, IOTOMY YTO OHU TPEOYIOT
JIOTUYECKOT'0 U PAIMOHAJIBHOTO MBIIIIIeHUA (CM. TaKKe
[7, 21, 22]). JloruuecKkue cTpaTeruyecKue UIPbl HAU-
6oJiee 3P PEKTUBHBI AJIS YIYUIIMEHUS aKageMUUeCKUX
JOCTUKEHU, 8 UTPHI-TOJIOBOJIOMKY — JJIS IIOBBITIIEHU S
MOTUBAIINY U YJIYUIIIEHUA MbICIUTEIbHBIX HABBIKOB [8].

HrphI-TOJIOBOJIOMKY UCIOJB3YIOTCS AJIs PA3HBIX
ypoBHeii o0yuenus. Hanpumep, B. H. Schlingloff B cTa-
The «Teaching model checking via games and puzzles»
[23] mpeniio:kuiI BCTIOIL30BATE T'OJIOBOJIOMKY HA OCHOBE
CymoKy, urpsl «Ilaraamin», « KpecTUKU-HOJIUKU» U 3a-
Iaum Tuna «BoJK, Ko3a 1 KamycTa» B Kypce II0 aBToOMa-
TU3UPOBAHHON Bepu(pUKAIUY HA TPOABUHYTOM YPOBHE
6akajaBpuaTa UM B MarucTpaType IJis BBeJEHU pas-
JAYHBIX (POPMATU3MOB MOIEINPOBAHUS, IJIA IPOBEPKU
Moesieil ¥ IPU U3YUEHUN A3BIKOB CIIeIU(PUKAIIIIA.

Bosapmiaa yacTh roJIOBOJIOMOK HCIOJIB3YEeTCA Ha
HaYaJIbHOM 3Talle 00yUYeHUs NN BBOJHBIX KypCcax Ipo-
rpamMmupoBanuda [24]. B kauecTBe mpuMepa MOKHO
IPUBECTU T'OJOBOJOMKHU IIO IIPOTPAMMUPOBAHUIO Ha
Python, onucaunsie B gokaane T. Schuster, A. Kaly-
an, O. Polozov, A. T. Kalai «Programming puzzles»
[25]. Kaskgasa rosioBoJIOMKA 3ajjaeTcAa KOPOTKOM IIPO-
rpammoit Ha Python, u 1esb yuaiierocss COCTOUT B TOM,
4TOOBI HAWTH BBOAHBIE JaHHBIE, KOTOPhIE€ 3aCTABJIAIOT
mporpaMMmy BhIaBaTh B KauecTBe oTBeTa True. ABTODBI
O00HAPYIKUJIN, YTO PEIIeHNEe TOJIOBOJIOMOK CTUMYJINDPYET
HaBBIKU KOJAWPOBAHUA.

2.3. CnoBecHble ro1I0BOJIOMKI:
npenmyLiecTsa NCNob30BaHNA

OToesbHBIM BUAOM TI'OJIOBOJIOMOK, KOTOPBIE KC-
IIOJIB3YIOTCA B 00PAa30BaTEIbHOM IIPOIlecCe, ABIAIOTCSA
CJI0BeCHBIE TOJOBOJIOMKHU, B YaCTHOCTU KPOCCBOPIBI
[14] u urps! Ha nouck cioB [13], KOTOphle B OCHOBHOM
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pacupocTpaHeHbl B IPENoJaBaHUy U U3YUEHUU HUHO-
CTPaHHOTO A3bIKA [26] u o6yuenuu mexunune [27],
aTaKsKe B TEXHUUYECKUX AUCIUIINHAX , HAIIPUMED, IIPU
W3y4YeHUU IIOJyIIPOBONHMKOB [28]. 3a mCcKIIOUeHEM
OTIeJbHBIX paboT, Hampumep, cratbu «The cryptic
crossword puzzle as a useful analogue in teaching
programming» Simon [29], B KoTopoit 20 jeT Hasaz
OBLIIO IIPEIJIOYKEHO UCIIO0JIb30BATh KPOCCBOPABI-3arafKu
151 O0yUYeHU S IPOTrPAaMMUPOBAHUIO HAUMHAIOIIUX C I1e-
JIbIO PA3BUTHUA aHAJIUTUUECKOTO MBIIIJIEHUA ¥ HABBIKOB
pemieHus npobeM, JaHHBIE BUABI TOJOBOJIOMOK PEIKO
HUCTIOJIb3YIOTCA B 00YYEeHUU ITPOrPaMMUPOBAHUIO, XOTS
o6JyiazarT GOJIBIINM HOTEHIINAJIOM PA3BUTUS KOTHU-
TUBHBIX criocobHocTeit [15]. CoBecHBIE IOJIOBOJIOMKY
YBeJIMUYUBAIOT CJIOBAPHBINA 3amac, Pa3BUBAIOT Pab0OUYIO
IaMATb, HABLIKU KOTHUTUBHOM 00Pa00TK M, IIOBLIIIIAIOT
pasHoobOpasue cTpaTeruii U3BJeUYeHUA UHPOPMAIIUN
u3 paboueil MaMsATH, YCUIUBAIOT CIIOCOOHOCTH K pac-
cy:KkIeHUAM U MblieHue B neaom [30-32]. Takue
TOJIOBOJIOMKM MOTYT OBITH BCTPOEHBI B MHTEJJIEKTY-
aJibHBIE UT'POBBIE KYPCHI 1 MHTEIPUPOBAHBI C APYTUMU
WHCTPYMEHTAMU, UTO II03BOJISET CHU3UTH KOTHUTUBHYIO
HarpysKy 00y4aroInxcs, IOBBICUTH MOTHUBAIUIO K 00y -
YEHUIO, KAUeCTBO MEXKJIUIYHOCTHOTO OOIT[eHUA U yueOHbIe
moctukeHus [33].

Hcnonp30BaHME CJIOBECHBIX T'OJIOBOJIOMOK YJIyUIIIaeT
o0yueHUe U 3alIOMUHaHUE NHGOPMAIUU, OPUEHTUPYET
CTYIEHTOB Ha 0a30BbI€ TE3UCHI, HA KOTOPHIX OHU TOJIK-
HBI COCPEIOTOUYUTHCS, JaeT XOPOIINii 0030p MaTepuasa,
M3JI0}KEHHOTO B JieKIuAx [34], memaer 3anartus 6ojiee
WHTEPECHBIMHU U IIOBBIIIAET MOTUBAIIUIO 00YUYAOIIUX CS
[27], a Taksxe mOMOTaeT HAXOAUTH BBIXO, 13 PA3JINUYHBIX
CUTyaIluil ¥ Pa3BUBAET HABLIKU NPUHATUA PEIIeHUN
[35]. 9Tu royI0BOIOMKY TPUMEHSAIOTCA KaK B KOMaHTHOMN
paboTe, TaK ¥ AJIA IOBBIIIEHUA COPEBHOBATEIHHOCTH
B yue6HOM mpoiiecce [34].

CioBecHBIE T'OJIOBOJIOMKHU SABJIAIOTCS CPELCTBOM
PasBUTUSA KOTHUTUBHBIX criocobHocTet [15]. Te, KTO
pelraeT cJOBeCHBIE TOJOBOJIOMKHU, UMEIOT 6oJjiee BBI-
COKMe IMOoKAa3aTeJay KOTHUTUBHBIX IPOIECCOB, YeM
JI0AU, KOTOphble mX He pemraioT [36, 37], a skcmepThI
o Scrabble 1 KpoccBOpAaM 3HAUUTEIHHO TPEBOCXOIAT
CTYJIEHTOB C BBICOKMM YPOBHEM Pa3BUTUA KOTHUTUBHBIX
nokasareJeii [30]. YToObI yCHIEIITHO peniaTh CJI0BECHbIe
TOJIOBOJIOMKHY, HYKHBI HE IIPOCTO OOII[1e 3HAHUA, HO
U CIIOCOOHOCTH 3PUTEIHHO-IIPOCTPAHCTBEHHON U Bep-
6aJIbHOM pabouyelil MaMATH, IIOCKOJAbKY UMU OIIPeaeis-
eTcsA IPOIeCC IOUCKA CJI0B U CTPATETUU UX U3BJIEUEHUA
u3 JoJyroppeMeHHo# namaTu [38]. B paboueii mamsaTu
OJHOBPEMEHHO OCYIIIeCTBJIAETCSI KOTHUTUBHASA oOpa-
60TKa HHGOPMAIIVY U ee KPATKOBPEMEHHOE XPaHeHue.
ITpu pemeHuU CIOBECHOI I'OJOBOJIOMKY HEOOXOAUMO
IIOCTOAHHO TTepedupaTh AOCTYIIHBIe OYKBBI, MBICJIEHHO
BECTU CIUCOK OYKB, COCTABJIATH UX BO3MOJKHBIE KOM-
OMHAIINY, OMHOBPEMEHHO UNTATH CJIOBECHBIE IOICKABKY
B TOJIOBOJIOMKE, a elIlle U3BJIeKaTh CJI0Ba, XPAHAIINECT
B goJsiroBpemMeHHoI mamATu [30].

IToMmuMO TpagMIIMOHHBIX KPOCCBOPAOB, CyIIle-
CTBYIOT TaK Ha3bIBaeMble «3araJOuHbIe KPOCCBODPIBI»,
UJIN «KPOCCBOPABI B OPUTAHCKOM CTUJIE», B KOTOPBIX

K OTBeTaM BeIyT He HNPsSMble MOACKa3KW, a APpyrue
TOJIOBOJIOMKY WJIU 3amauKu. s OTBETOB Ha TaKwue
MHOTOCTYIIeHUaThle BOIIPOCHI HEOOXOJUMO MPUMEHATH
HaBBIKU peIlleHusA NpobjieM, a TaKKe 00JagaTh X0OpPo-
IIIUM CJIOBApPHBIM 3amacoMm. PesysbTaThl MCCIeq0Ba-
Hua K. J. Friedlander, Ph. A. Fine «The grounded
expertise components approach in the novel area of
cryptic crossword solving» [32] mokasanu, 4TO 3TOT
THUII TOJIOBOJIOMOK TPeOyeT coueTaHUs Pa3HOOOPA3HBIX
JIeKCUYECKUX CIIOCOOHOCTEH, HAaBBIKOB JIOTUYECKOTO
¥ aHAJUTUYECKOT0 MBIIIIIEHN, 8 HA CKOPOCTH UX pelre-
HUS BJIUAIOT BO3MOYKHOCTHU padoueit mamaTu. [logooHass
KOMOUHAIUSA MOAPAa3yMeBaeT ONpeeIeHHBIH YyPOBEHb
Pa3BUTUA KOTHUTUBHBIX CIIOCOOHOCTEH, CIIOCOOCTBYIO-
IITUH JOCTUKEHUIO YCIIeX0B B yueOe, 0COOeHHO B HayUHOM
cpepe u UT. K. J. Friedlander, Ph. A. Fine B craTne
«Fluid intelligence is key to successful cryptic cross-
word solving» [31] npengmosoKkuam, 4To B Ipolecce
OTTaJbIBAHUA 9TUX T'OJIOBOJIOMOK BasKHYIO POJIb UTPAOT
MOABMKHBIN MHTEJJIEKT, YMEHUE UCIO0JIb30BaTh KOM-
OUHAIMIO anrebpanyecKuX U aHAJIUTUYECKUX METONO0B
[UL PeIlleHnsI MaTeMaTUYeCKUX 3a1a4, YMEHUE pelaTh
3aJ]auM Ha COIMOCTaBJeHNEe 00PasoB U 3PUTETHLHO-IIPO-
CTPAHCTBEHHBIX MAHUITYJANUN. 3aMEeTHBI aHAJOTUHI
MEXKIy PEIleHNeM «3arafouHbIX KPDOCCBOPIOB» U 3a1a4
KOMIILIOTEPHOTO ITPOrPaMMUPOBAHUS, TOCKOJIBKY ACHOE
aHAJIMTUYECKOE MBIIIIJIEHNE U TPOAYKTUBHASA ITPOBEPKa
TUII0TEe3 HeOOXOAUMBI B 060uX caydaax [29].

CienyeT oTMETHUTDH, UTO paboTa CO CIOBAPHBIM 3a-
IacoM, CHHTAKCHUCOM U JIEKCUKOM Ba)KHAa AJIA IPoTrpam-
MHCTa, TOCKOJIbKY, BO-TIEPBBIX, IIPOrPAMMbI HEe MOTYT
OBITh HAaNKMCAHBI 0e3 3HAHUI CHUHTAKCUYECKUX ITPABUJI
A3BbIKa mporpaMMupoBaHud [39], a BO-BTOPBIX, HU3KOE
pasHooOpa3ue JIEKCUKU yXYAIIaeT MOHNMaHUe IIPO-
TpaMMEI U, CJIeLOBaTEeIbHO, TPEOYyeT OT pa3paboTIYNKOB
3aTpayuBaTh 00JIbIIIEe YCUINH Ha ITOAAEPIKKY IIPOrpaMM-
HOro obecrieuenusa [40].

YuureiBas IOTEHIINAT CJIOBECHBIX I'OJIOBOJIOMOK,
cjenyeT akKTUBHO IPUMEHSTH UX B 00yYEeHUU IPOorpam-
MUPOBAHUIO ¥ KOMIILIOTEPHBIM HayKaMm. KpoccBopasl
¥ UTPHI HA TIOUCK CJIOB HE HAIILJIU IIUPOKOTO MCIOJIb-
30BaHUs B OOYUYEHUU IPOTrPAMMUPOBAHUIO, TIOATOMY
Heo0XO0AMMO HAWTU TaKKe CJIOBECHBIE T'OJOBOJIOMKH,
KOTOpbIE OYIYT MHTEPECHBI U YBJIEKATEJIbHBI IJIA CTY-
JIEHTOB PA3HOT'0 YPOBHA MOATOTOBKHU, IIPU dTOM OYIyT
pasBuBaTh UX HaBBIKU [18]. [JlaHHBIE TOJIOBOJIOMKU
MOJIKHBI OBITH IIPABUJILHO MHTETPUPOBAHBLI B 00paso-
BaTeJbHBIN IIpoiiece (KaK, HampuMep, HHTepPaKTUBHAS
TOJIOBOJIOMKA HA OCHOBE BU3YaJIbHOI KapThl, OIIMCAH-
Haa B cratbe A. Khamparia, B. Pandey «Effects of
visual map embedded approach on students learning
performance using Briggs—Myers learning style in
word puzzle gaming course» [33]), a TaKkKe cOOTBeET-
CTBOBATH KJOUEBBIM IPUHIIUIIAM YCIEIIHBIX 00yYaro-
mux urp [41]:

e ofecrevyeHue BHEITHEN MOTHUBAIINN;

e ofbecrieyeHre PAaBHBIX BO3MOMKHOCTEH s yua-

CTUS;
e HaJWUYMe MPOAYKTUBHON HEyIauu;
HaJINYNe U3BEeCTHOM! IeJN.
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3. Matepuanbl n metoabl

3.1. UrpoBoi yaT-60T gna mecceHgKepa Telegram

Ilis1 mpoBeAeHUs UCCIeAOBaHUA OB paspaboTaH
urposoi uat-6ot «Pacmosnait komauay Python» gasa
meccernmkepa Telegram ¢ 3amauaMu-roJI0BOJIOMKAMMY,
opraHu3oBaHHbIMU IT0 npuHIUNaM Wordle. [JanHBIH
UT'POBOI 4aT-00T HMpemHasHAUeH JIs IOAAEePKKHU 00y-
YeHUS TEKCTOBBIM SI3BIKAM IPOTPAMMUPOBAHUA WUJIU
KOMITBIOTEPHBIM AUCIAIIINHAM, B KOTOPBIX UCIIOJIb3Y-
IOTCS TEKCTOBBIE A3BIKU MPOTPAMMUPOBAHUS, B UACT-
"octu Python.

CyTh pabGoThl 60Ta 3aKJII0OUYAETCSA B CIEAYIOIIEM.
CiayyaliHbIM 00pa3oM BbIOHPAaeTCS CTPOUKa HEKOTOPO
mporpaMMbl Ha s3bIKe ImporpamMMmupoBanus Python.
K sT0i1 cTpOKE IPUMEHSIOTCSA HEKOTOPhIE YIIPOIIleHUs,
npeobpasyrolre CJI0KHbIe UMeHa IePeMeHHbIX B UMeHa
“a”, “b”, “c”ur. 1., yncaosble JaHusle — B 1,2,3uT. 1.,
CTPOKOBBIE JaHHBIe — B “a”, “b”, “c” u T. x. [laymee Kax-
IBIT CHUMBOJI TIOJIYUYEHHOI CTPOKU IIPOrPaMMHOTO KoJa
3amu@poBLIBAETCA CUMBOJIOM (puc. 1). Crymeur

1702

< @ Wrpa "PacnoaHaii KoMaHgy...

6or

8 09.00 6ygeT NnpucbiNaTh 3aaaHusa Ans
BbINONHEHWUA B TeyeHne 24 yacos. Kaxpoe
3ajaHue 3akYaeTcs B pacno3HasaHum
CTPOYKM KOAa He Bonee Yem 3a 20 waros/
MonNbITOK.

Ha kaxxaom ware Bam Heo6xogumo
BBECTW Habop cuMmBonNoB. B cnyyae
coBnageHna CUMBON OTKPOETCA BMeCTO

a B cydae Hanu4us CMMBONa B ApYrown
nosuLMK, CHMBOJ 3anucbiBaeTca nocne #.

KomaHgbl 6oTa:

. /help - CnpaBoyHas nHdopmayma no
npaeunam urpel,

| /rating - TekyLLMiA peATHH,

- /level - MUndopmauma o Tekylem ypoBHE U
WU3MEHEHWE YPOBHS,

'1 /question - 3agaTb Bonpoc. )

‘ PayHa 1. 3apaHue ceroaHsALIHero aHA 13 12
CMMBONIOB, BK/1104aA NpoGesbi: \

Ho6pblit pexHb, AnekcaHgp! HanomunHato o
HeoBX0AMMOCTH BBOJA OTBETA Ha 3afiaHue:

Jo6pblit aeHb, AnekcaHap! HanoMuHatro o
3 Heo6X0AMMOCTH BBOAA OTBETA Ha 3apaHue:

. print(a, b) 14
p P ( ) 17.01 w2
. HeBepHas An1Ha BBEAEHHOM CTPOKM:

' BBefieHo 11 cumMBONoOB, a Heobxogumo 12!
. NoeTopuTe BBOA.

CEVERTEH % 3 % % % % ¥ % ¥ % % ¥

m © Foobienme 2 O

ll (@] <

| HeBepHas pnvHa BBEAEHHON CTPOKM:
BBegeHo 11 cuMBoONoB, a HeoBxoaumo 12!
MosTOpUTE BBOA.

T

IOJIKeH B AMAJOTOBOM PeKuMe pacirndpoBaTh MOJY-
YEHHYIO CTPOKY, BBE/[S IIPEAIIoIaraeMblii KO AaHaJIOTHU-
HOI AJMHBI. B ciiyuae HAIUUYMsA CHMBOJIOB B YKa3aHHBIX
CTY€HTOM MO3UIUAX OHU OTKPbIBatoTcs. [Ipu HaTuuUmmu
CHMBOJIOB B JJPYIUX MOBUIUAX OHU OTOOpakarmTcd
B TOTOJIHUTEJBHOM CTPOUKE IIOCJE CUMBOJIA «H». HeMm
PaHbIIIE CTYAEHT PacIIudpyeT Ko/, TeM OOJIbIIIe OYKOB 3a
BBIIIOJIHEHUE 3aJJaHUA OH oJyuuT. IloMuMo KOHTPOIIA
BBEIEHHON JJIMHBI KOJA, OCYIIECTBJIAETCA KOHTPOJIb
cobaromenus npasus PEP8 misa sispiKa IporpaMMuUpPO-
BaHuda Python, a Takske KOHTPOJIb HAIUUUSI OTKPBITHIX
cuUMBOJIOB. IIpe1ycMOTPEHO TPU YPOBHSA CJIOMKHOCTU
3a/IaHUH ¢ Pa3HBIM HauYMWCJIEHWEeM OYKOB. BO3MOKHO
M3MeHeHe YPOBHSA CJI0KHOCTU UTPHI U IEPEXO0J MEKIY
ypoBHAMEU. OTC/Ie;KMBaETCA PEHTUHT UTPOKOB HA OCHOBE
HaOpaHHBIX OUYKOB.

HWrposoit uaT-60T HamrpaBJieH Ha MOAAEP:KKY pas-
BUTHUSA KaK IIPEeAMETHBIX HABBIKOB (3aIIOMUHAHUSA UJIU
BCIIOMUHAHUSA 3JIEMEHTOB A3bIKA IIPOrPAMMUPOBAHUS),
TaK ¥ HaANOPEeIMEeTHBIX (paboueil maMaATH, BHUMAHUSA
¥ JIOTUUECKOT'O MBIIILJIEHU ).

Jo6pbiin geHb, Anekcasap! HanomuHalo o
HeoBXOAMMOCTHM BBOAA OTBETA Ha 3ajaHue:

\ .print(a, b) 17.01

a=input(’) 1701

HapyweHMe PEP8! MoBTopuTe BBOA.

| PeaynbTat Ha 1-M ware:
b E3CIBE) #o
BBe,ﬂMTe HOBbIW BapWaHT C y‘-IETOM
M3BECTHbIX CUMBONOB. 1

\ b=float(a) 0, .
370 NpaBUNbHbIN OTBET: Bbl BbINOAHUAK
| 3apaHwve 3a 2 nonbIToK, Habpas 10 6annos!
ObLee KoNMYecTBO HabpaHHbIX Bamu 6annos
-10.
Baw TekyLLWit peUTUHT cpeaun Apyrux
CcTyAeHTOB - 9,

m © Foobuyenve

[} @] <

Puc. 1. Paboma uzposozo wvam-6oma «Pacnosznaii komandy Python»

Fig. 1. The operation of the gaming chatbot “Identify the Python command”
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Ha pucynke 1 npuBenes mpumep paboTsl 60Ta, B KO-
TopoM ObLiIa 3aKogupoBana crpouka «b = float(a)». Bor
He IPUHAJ CTPOKY «print(a, b)» us-3a HeBepHO ATUHBI
1 cTpoKy «a=input(’")» us-za Hapymenus npasuia PEPS.
Crpoka «b=input(a)» 6bL1a IpUHATA: YaT-60T IIOKA3aJI,
YTO 3aKOJMPOBAHHAS CTPOUKA HAUMHAETCS ¢ «b = », 3a-
KaHumBaeTrcs Ha «t(a)» u umeetr cumBoJ «a». Ciengyio-
it BBoA «b =float(a)» okasajicsa mpaBUIbHBIM OTBETOM.

3.2.Mpouenypa nccnegosaHnsa

B ucciaenoBannu npuHsaau yuactue 36 cTyaeHnToB 6a-
KajaBpuaTa 3-ro Kypca HallpaBJIeHUS MOATOTOBKY « H-
(GopMauOHHBIE CUCTEMbBI I TEXHOJIOTUN» (PAKyJIbTEeTa
nHGOPMATMOHHBIX TeXHOJIOTUHY MOCKOBCKOTO ITOJIUTEX -
HUYecKoro yHusepcurera. Obyuaiomniuecs He ABIAINCH
HOBUUKAaMHU B TPOTPAMMUPOBAHNY, MHOTHE 3HAJIU SI3BIK
Python, ogHako ocHOBHBIMY (B TOM UMCJIE IPEAIIOUNTA-
eMbIMHU) A3BIKAMU ITPOTPAMMUPOBAHUS IS HUX OBLIU
Java u JavaScript. CTymeHTBI NCIIOJIB30BAIN UTPOBOTO
uaT-60Ta BHE ayJUTOPUH B TeUEHUE AecsaATH qHel. B neHn
MOJKHO OBILJIO PEIIUTh He 0OJIbIIle TPeX I'0JIOBOJOMOK.
K punany xakabIit 00yJaroniuiics moaydn HeKOTOPYIO
cyMMy HaOpaHHBIX 0aJJIOB, 3aHAJ OIIPEJIeJIEHHOE MECTO
B PEHATHHTE C KOHKPETHBIM YHMCJIOM PEIIeHHBIX U Hepe-
IIEHHBIX 3a/JaHUH, a TAKKe Y3HAJI CPeJHee YKCJIO II1aros,
3aTpaveHHBIX UM Ha PeIlIeHNe OJHO I'0JIOBOJIOMKH.

B pamkax ucciaemoBaHus ObLIO pa3padoTaHo 2 aH-
kKersl. I[lepeasa ankema caymxcuna 0na oyeHKu om-

HOWeHUA 00yuarnuwuxca K npozpammuposarHuio
U camooyenKu NX YPOBHA BHAHUH 1 HABBIKOB B IIPO-
IrpaMMUPOBAHUM, a TAKKE KOTHUTUBHBIX CIIOCOOHOCTEI.
Bmopasa ankema caymxcuna 0na oyeHKu uzpo60ozo
yam-6oma: HaCKOJIbKO OH UHTEPECEH CTYAeHTaM, CJI0-
JKEeH U moJjie3eH. B aHKeTax mpuMeHsIach MATH0AIbHAS
mikaja Jlafikepra, ofHAKO IJisT BOIIPOCOB 00 yao0GcTBe
¥ YJIOBOJIBCTBUU OT PABOTHI C YaT-00TOM MCIOJIH30BAIACH
HOMMUHAJbHAS IIIKAJIa C YeThIPbMsA 3HaueHusaMu. [lepes
HAYaJI0M B3aMOIeHCTBUS C YaT-00TOM CTYAE€HTHI 3aI10.JI-
HUJIY EePBYIO aHKETY, a II0CJie OKOHYAHUS — BTOPYIO
aHKeTY U IIePBYI0 HOBTOPHO.

4, Pesynbratbl
4.1.MopTpert cTyAeHTa

ITo pesysibTaTaM IIepBOTO 3aIIOJHEHUS IIEPBOI aH-
KeTsl chopMUPYeM UCXOMHBIN MOPTPeT cTyaeHTa. Pac-
mpegeeHUs MOKa3aTeaell CTyIeHTOB IIPeCTaBIeHbl Ha
rucrorpammax (puc. 2). Tak, cpedruii unmepec cmyoen-
M08 K IPOrpaMMUPOBaHUIO COCTaBUII 3,3 6aJiyia, OGHAKO
23 % cTyneHTOB IPOrpaMMUPOBaHe HEUHTEPECHO U
MaJIo UHTePeCcHO. 75 % CTYIeHTOB OIEHUJIU CAOHCHOCTb
npozpammuposarus B 3 u 60see 6aJII0B, a CPeIHUN 6T
cocraBua 2,89. 86 % CTYIeHTOB OLIEHUJIN NO0JIe3HOCMb
npozpammuposarus B 3 u 6ojee 6ayyI0B, a CPeTHUMI
6asi cocraBua 3,42. Humepec, clodCHOCMb U 80CNPU-
Humaemas nojie3H0Cmyb IPOrpaMMUPOBAHUS HA I3bIKE
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Puc. 2. Tuazpamma pacnpedeseHus OMHOULEHUS CMYOeHmo8 K npozpammuposaniio,
CaMOOUeHKU UX YDOBHS 3HAHULL U HABbLKOE 8 NPOZPAMMUPOSAHUL, KOZHUMUBHbBLX CNLOCOOHOCMElL

Fig. 2. The distribution diagram of students’ attitudes towards programming,
self-assessment of their level of knowledge and skills in programming, cognitive abilities
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Python 6b1111 o11eHEeHBI 60Jiee CKPOMHO: CPEeAHUIN NHTe-
pec coctaBua 2,84 6ajia, cpegHsas CIOKHOCTE — 2,83
6asa, cpeqHAA IOJIeBHOCTh — 2,9 6asa. CpengHas
CAMOOUCHKA HABLLKA HANUCAHUA NPOZPAMM HA A3bLKE
Python cocrasuia 2,61 6asia, cpefHAA CAMOOUeHKA HA-
8blKA UMeHUs U NOHUMAHUA npozpamm — 2,97 6ania,
cpedHsas camooyeHKa Ha8blka O0mJaadKu npozpamm —
2,56 6amia, a cpefHee KOJLULECMB0 U36eCMHbLX PYHK-
uuil, onepamopos, komaHo 1o 1rkasue ot 1 (OueHb Majo)
1o 5 (oueHb MHOT0) — 2,74 6ana. CpeHAsI camMooueHKa
YPOBHS LI02UYECKO020 MblULLeHUS cocTaBuIa 3,28 6ama,
CPEeIHSAA CaMOOUeHKaA Ypo8Hs HUMAaHUsL — 3,03 6amia,
CPeIHAS caMoouerkKa yposns namamu — 3,11 6anina.
OTMeTHM, YTO JIUIIb HeGO0JIBIIIOE KOJUYECTBO CTYIeHTOB
moCcTaBUJ/IN 5 0AJIJIOB IIPU OTBETE Ha BOIPOCHI.

ITosyueHHbIe cCpeAHTe 3HAUCHUA KaK/I0TO ITOKasa-
TeJIS BHECEM B TaOJIMILY.

ITocsie ncmoab30BaHUSA UTPOBOTO YaT-60Ta Cpes-
HUe 3HAYEeHUS OTBETOB CTYAEHTOB Ha BOIIPOCHI IIEPBOM
aHKeThl U3MeHUJI1uCh. Takoe u3MeHeHre MOTJIO OBITh
CIYUYaMHBIM, HO MOTJIO IIPOUBOHUTH U IIOJ AeiiCTBUEM
urpoBoro uar-6ora. Mcooabayem ¢-TecT AJIsI MapHBIX
BBIOOPOK, UTOOBI IIPOBEPUTH T'MIIOTE3Y O TOM, UTO 1U3Me-
HeHUe OI[eHOK 00yCJIOBJIEHO UCIIOJIb30BAHMEM UaT-00Ta.
t-TecT IPOIeMOHCTPUPOBAJI:

e TpuW HMOKAasaTessd, 3HAUEHUA KOTOPBIX CTATH-
CTHYEeCKHU 3HAYMMO OTJHYAIOTCA JO U IOCJIe
WCHOJb30BAHUSA TECTA C YPOBHEM 3HAUMMOCTHU
p < 0,05, — clI0XHOCTH, IPOrPAMMUPOBAHUSA

B I[eJIOM, KoanuecTBO QyHKIui Python, ypoBennb
JIOTUYECKOT'0 MBIIIJIEHUST;

e TpHU IMOKasdaTejsd, 3HAUEHUS KOTOPBIX CTATH-
CTUYECKHN 3HAUKMMO OTJUYAIOTCS A0 U MOCJTe
HWCIIOJIb30OBAHUS TECTa C YPOBHEM 3HAUMMOCTU
p < 0,1, — cI0KHOCTH IPOTPAMMUPOBAHUSA HA
Python, mosiesHocTs MporpaMMUPOBAHUS B IIEJIOM
u Ha Python.

Jamable TOKa3aTeJ I OTMEeUeHbI B TA0IUIIE.

OO'BEeKTUBHBIM IT0KA3aTeJIEM BBITIOJHEHU S 3aJaHUH

B UTPOBOM YaT-00Te ABJIsAIach CyMMa HaOpaHHBIX OaJi-
JIOB, KOTOPAas SIBHO KOPPeJIrpoBaia:

e c puHAIBHBIM ypoBHEeM 3amauuii: r=0,92;

® C KOJMUYECTBOM MIOJIYUEeHHBIX 3agaHuii: r=0,89;

e C KOJIMUYECTBOM BEPHO PEIIeHHBIX 3aJaHUN:
r=0,93;

e C CAMOOIEHKO! HABBIKA UTEHUS U IIOHUMAHUS
nporpamMmsl Ha s3bike Python: r=0,44.

Kpowme Toro, ganHasi cymma o0paTHO KOppeaInpoBa-

Jla CO CPeJHUM KOJIMYEeCTBOM IITaroB, 3aTPayeHHBIX Ha
peltieHne onHoI roaoBoJoMKu (r = —0,57), 1 OIleHKOH
CJ0KHOCTU TporpaMMmupoBauusd (r=—0,44).

CpezHee KOJIMYECTBO IIaT0B, 3aTPaueHHbBIX Ha pellle-

HUe OIHOII TOJI0BOJIOMKH, 00PATHO KOPPEJINPOBAJIO C ca-
MOOIIEHKOI yPOBHS JIOTUYECKOT0 MbInIeHusd: r=—0,32.

4.2, Bocnpuatue yaTt-60Ta

ITo pesysnbTaTaMm 3amoJIHEHUSA BTOPOIH aHKETHI
MOJKHO C/IeJIaTh BBIBOJ 00 OTHOIIIEHUH CTYAEHTOB K 3a-

Tab6nuya / Table

CpeAHme 3HAYeHNA OTBETOB CTYAA€HTOB Ha BOMPOCbI ﬂepBOI7I aHKeTbl 40 N noc/ie NCNoJib30BaHNA UTpoBOro yat-60Ta’

Average values of student answers to the questions of the first questionnaire before and after using the gaming chatbot

CpenHee 3HaUEHIIE CpenHee 3HaUEHUE
ITokasaresnb JIO MCIIOJIb30BAHMA YaT-00Ta, | IIOCJIe NCI0JIb30BaHUsA YaT-00Ta,
B OaJLmax B Oasimax

HuTepec K TporpaMMUPOBAHUIO B I1€JI0M 3,28 3,44
CJI0’KHOCTH IPOTPAMMUPOBAHUSA B I[€JIOM 2,89 3,17%%*
ITosie3HOCTH IPOrPaMMUPOBAHUS B I[€JIOM 3,42 3,69%*
HNurepec K mporpaMMUpPOBaHUIO Ha A3bIKe Python 2,86 2,92
CJ105XHOCTB IIPOrPaMMUPOBAaHUsA Ha si3biKe Python 2,81 3,0%*
ITonesnocTs mporpamMmMupoBanus Ha f3biKe Python 2,86 3,06%*
Hapbik Hanucaunus nporpamMm Ha sidbike Python 2,61 2,75
HaBbIK uTeHUSA ¥ MOHUMAHUA ITporpaMM Ha A3biKe Python 2,97 2,92
Hasbik oTiragku nporpamMmm Ha A3bike Python 2,58 2,58
KousimuecTBO n3BeCTHBIX 2JieMeHTOB sidbika Python mo mkase 2,72 2,89%%

ot 1 (oueHb MaJj0) 10 5 (OUEeHb MHOTO)

CaMOOIleHKa YPOBHSA JIOTUYECKOTO MBIILICHU I 3,28 3,5%%
CaMooIIeHKa YPOBHA BHUMAHUA 3,03 3,0
CaMOOIleHKa YPOBHSA IIaMATH 3,11 3,22

VpoBeHBb CTATUCTUUECKOM 3HaunMocTH a4 p < 0,1 ykasan kak *, giaa p < 0,05 — xar **.
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JaHUSIM-TOJOBOJIOMKAM UTPOBOTO YaT-60Ta 1 K CAMOMY
uaT-60Ty. Ha prucyHKe 3 mpecTaBeHo pacupeaeieHmne
OI[EHOK YBJIEKATEeJIbHOCTU, CJIOMKHOCTA WM BOCIHPUHU-
MaeMOU MOJIE3HOCTU 3aJaHUM-TOJIOBOJIOMOK HUI'DOBOTO
yaT-00Ta, cozmanHoro mo npuriunamMm Wordle. Cpexntee
3HAUEHNeE YBJIEKATeJIbHOCTH 3aJaHUA-TOJIOBOJIOMOK OKa-
3aJI0Ch paBHBLIM 2,83 6aJjiia, cpeaHee 3SHaYEHUE CJI0KHO-
ctu — 3,44 6aia, cpegHee 3HaUYeHNE BOCIIPUHUMAEMOM
moJjiedHocTu — 2,53 0asia.

Ha pucynke 4 mpezcTaBieHO pacipeesieHue olle-
HOK AKTHUBU3AIUU IIAMATH, BHUMAHUS U JOTUUYECKOIr'0o
MBIIIJIEHWS IIPU BBIIIOJHEHUN 3a4aHUM-TOJOBOJIOMOK
UTPOBOTO 4aT-00Ta, OPraHM30BAHHOIO II0 IPUHIIHAIIAM
Wordle. Cpentiee sHaueHTe OIEHKY AKTUBAIIUY ITIAMSATI

OKasaJoch paBHO 3,64 6aJia, BHUManusa — 3,64 6asia,
JIOTMYECKOT'0 MBIILJIeHNA — 3,53 GaJLia.

Ha pucynke 5 ripeficTaBieHo paciipe/ieIeHre OIleHOK
CIIOCOOHOCTY 3aaHUI-TOJIOBOJIOMOK UT'POBOTO YaT-00Ta,
oprammsoBaHHOTO 10 npuHIunam Wordle, passuBaTh
naMATb, BHUMAaHUeE, JIOTUYEeCKOe MBIILIeHNE, CTUMYJI-
poBaTh 3aIIOMUHAHNE U BCIIOMUHAHTE 9JIEMEHTOB SA3bIKa
Python npu npomosxuTebHOM HcIoab3oBanuu. Cpe-
Hee 3HAUEHME OIEHKU CIIOCOOHOCTH PasBUBATHL IMAMATH
paBuo 2,33 6as1a, BHUMaHue — 2,78 6aJiia, JIornyecKoe
MbIlIeHne — 2,94 6ajia, CTUMYJINPOBATh 3alIOMUHAHTIE
¥ BCIIOMUHAaHUE 3JIeMeHTOB si3biKka Python — 3,03 6asia.

Ha pucyske 6 mmpezacraB/ieHbl paCIpenesIeHUs Olle-
HOK yI00CTBa UT'POBOro 4aT-600Ta 1 YIOBOJILCTBUSI OT €TI0
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Fig. 3. The histogram of the distribution of fascination, difficulty, and perceived usefulness of the gaming chatbot
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Fig. 4. The histogram of the distribution of assessments of activating memory, attention, and logical thinking
when performing task-puzzles of the gaming chatbot
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Fig. 5. The histogram of the distribution of assessments of the ability of task-puzzles of the gaming chatbot to develop memory,
attention, logical thinking, and elements of the Python language with prolonged use
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HNCIIOJIb30BAHUA. TaK, MOOgAa OIIEHOK y,/:[06c'1‘Ba HCIIOJIB30-
BaHUA OKa3aJlaCb PaAaBHBIM SHAUYEHUIO « y,Z[O6HO>> , aMoga
OII€HOK YAOBOJIBCTBUA OT UCIIOJIB30BaHUA COOTBETCTBYET
3HAQYEHUIO « HOHpaBI/IJIOCI) ».

Y 106cTBO paboThI C UTPOBBIM YaT-00TOM
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Fig. 6. The histograms of distributions of gaming
chatbot assessments:
a — convenience; 6 — enjoyment of use

5. 06c¢cyxaeHve

B pesysbraTe nmpoBesieHUA 9KCIIepUMEHTa OBLIO
TOJIyYEHO JABa TUIIA IIOKa3aTeJe:

e 00BEeKTUBHBIE — HaOpaHHBIE 0AJIJIbI, KOJIMYECTBO
PeIlleHHbBIX /HePeIleHHbIX 3a/laHull, cpeHee KO-
JIMYECTBO IIaT0B Ha pellleHue OJHO T0JI0BOJIOM-
Kn);

e Ccy60beKTUBHBIE — OIIEHKU U CAMOOIIEHKHU, YKa-
3aHHBbIE B aHKeTaX.

OueBUIHO, UTO CYIIECTBYIOT IPAMbIe 1 O0OpaTHBIE
KOPPEeJAINT MeKIY 00 beKTUBHBIMU U CYO'beKTUBHBIMU
moKasaTeJasMu (HalpuMep, MeKIy CYMMOM HaOpaHHBIX
0aJIJIOB U OIEHKOM CJIOMKHOCTHU IIPOTPAaMMUPOBAHUA HA
Python), KoTopblie T03BOJIAIOT JOBEPATH CYO'EKTUBHBIM
omenkam. CiemoBaTesibHO, BhIABJIEHHBIE PA3JIUUNSA
B CyO'b€KTUBHBIX IIOKA3aTeIsIX [0 U MOCJIe NCII0JIb30Ba-
HUSI UTPOBOTO YaT-60Ta CBA3aHBI MMEHHO C MCII0JIB30-
BaHUEM 4yaT-0oTa.

Jia o0 bACHEeHUA MOJYYEHHBIX PE3yJIbTaTOB HYK-
HO YyUYecCTb, YTO, BO-II€PBBIX, UCIOJIb30BaHMe YaT-60Ta
OCYIIIECTBJIAJIOCH TOJILKO B TeUEHUE TECATHU JHEH, a BO-
BTODBIX, CTYLEHTHI, IPUHUMABIIIVE YUACTHE B 9KCIIEPY-
MeHTe, ObLIU CTapIIIEKyPCHUKAMU, KOTOPHIE B TEUEHUE
Tpex JieT maydasu pasanunble UT-gucuninubl, cBs-
3aHHBIE ¢ IporpaMMupoBanueM. I1o sTuM npuumnHaM He
CTOUT OKUAATH CTATUCTUUECKU 3HAUNMOTO U3MEHEHU A

WHTepeca K mporpaMMmupoBanuio. OJHAKO MOKHO 3a-
METUTh, UYTO HPOUIOIILIO CTATHCTUUYECKH 3HAUNMOE
N3MeHEeHHe OI[eHKH CJIOKHOCTU U BOCIPHUHHMMAaEMO
MOJIe3HOCTHU IIPOTPAMMHUPOBAHUSA B I[€JIOM U HA A3BIKE
Python. 3aganmsa-roI0BOJIOMKY OTKPBLJIN TJiada CTY-
JeHTaM U IT0KAa3aJIu ITpo0esibl B BHAHUU A3bIKA IIPOTpaM-
MUPOBAHUSA, U 3HAUUT, IIPEACTaBJICHIE O0YUIATOIIUXCS
0 CJ0KHOCTH IPOTrPaMMUPOBAHUSA KaK AUCITUAIIINHBI
yBeanunaoch. C 5TUM MOJKET OBITh CBA3aHO U CTATH-
CTUUYECKHN HEe3HAUNMOe YMEHbIIeHe CAMOOIeHKIN Ha-
BBIKA UTEHHUSA U MOHUMAHUA mporpamMmbel Ha Python.
BocnpurHuMaemasa oJIe3HOCTh 3aJaHUA 3aBUCHUT OT €I0
CJIO}KHOCTH, II09TOMY MU3MEHEHNE BOCIPUATUA CIIOKHO-
CTU CKas3ajioch Ha moJiedHocTu. OHAKO YUUTHIBASA, UTO
yPOBeHb 3HaUmMMOCTH coctaBuia p < 0,1, MBI yTOUHUM
3TOT BOIIPOC B CJEAYIOIINX UCCIEJOBAHUAX.

Heo6x0AMMO OTMETUTD, UTO IJIs OIEHKU BJIUAHUSA
paspaboTaHHOrO UI'POBOT0 YaT-00Ta HA AJrOPUTMUUE-
CKOe€ U JIOTUUeCKOoe MBIIIJIeHNe CTYJeHTOB NCII0JIb30Ba-
Jach nATHOANIbHASA IIIKAJIa, OAHAKO IIPU 3al0JTHEHUHT
IePBOM aHKETHI B IIEPBLIN Pa3 0UYeHb HEOOJIBIIIOE YMCJIO
00y4JaloIuXCcsa HUCIIOJb30BaIn Bee 5 Gasios. IToaTomy
OIleHKU B 3-4 6aJjijia IpU 3aIll0JITHEHUUW BTOPOHN aHKEeTHI
¥ BTOPOM 3aTlOJTHEHU Y ITIePBOI aHKETHI CBUIETEJIbCTBYIOT
0 TIOJIOYKUTEJILHOM Pe3yIbTaTe UCIIOJIb30BAHMIS UTPOBOTO
yaT-00Ta U eTo MOJOKUTEeIbHOM BIAUSHUY Ha TOKas3aTe-
Ju O0yUeHUA.

Hcnonp30BaHue UIPOBOTO YaT-00TA CTATUCTUYECKH
3HAYUMO YBEJHYHJIO CAMOOI€HKY KOJHUYEeCTBa M3-
BECTHBIX CTyZEHTaM KOMaH[, (P)yHKIMIl, OIIlepaTOPOB
s3piKa Python u ypoBHA Joruyeckoro MuIIIJIeHUS.
ITocnenuee HanboOJIEE MHTEPECHO, IOCKOJILKY PA3BUTHE
AJITOPUTMHUYECKOTO U JJOTUUECKOTO MBIIIJIEHUSA CIIO-
coOCTBYeT HMOBBINIeHNI0 3(h(EeKTUBHOCTU PEIIeHUsT KaK
npodecCuoHANbHBIX, TaK U OBITOBBIX 3amadu. Kpome
TOTO, IO Pe3yJIbTaTaM aHKETUPOBAHUA MbI BUIUM, UTO
6 npoyecce peuleHusa 207106010 MOK Y cmydenmoeé
AKMUEU3UPO6ANACH NAMAMb, HUMAHUE U 6 OCO-
OeHHOCMuU nozuvecKoe mblulieHue.

CaM urpoBoii YaT-00T OI[€eHUBAJICA ITPEUMYIITeCTBeH-
HO KaK yI00HBIN JJIsI NCIIOJIb30BAHMUS, M TOJIBKO 16,67 %
CTYIEHTOB COBCEM He IIOHPABUJIOCH PA00OTATh C HUM.

6. BbiBogbI

B HacTosAIEE BpeMA KOMOBIOTEPHBIE UT'PHI AKTUBHO
HWCIIOJIBL3YIOTCA B 00Pa30BaHUM, B TOM UKCJIE B O0YUeHU
nporpaMMupoBaHuio. I udpoBbie UTPHI TPAKTUYECKU
BCerja OKas3bIBaIOT IMOJIOJKUTEJIbHOE BIIUSHIIE Ha BOBJIe-
YEeHHOCTH O0YUYAIOIUXCA B IIPOIECC TOJIYYEeHU A 3BHAHU I
U HaBBIKOB, a TaKiKe Ha UX aKaJeMHUUYeCKHe 3HAHUA
U yCIIeXU, a KPOMe TOr'0, MOTYT MCIIOJb30BaTbCS AJIA
Pas3BUTUSA AJTOPUTMUYECKOTO U JIOTUUECKOTO MBIIILIE-
HuA. Hampuwmep, y Jroneit, KOTOPbIE PENIAIOT CJIOBECHBIE
3alaHUA U T'OJOBOJIOMKU, ITOKA3AaTEJIN KOTHUTUBHBIX
IIPOIECCOB JIYUIlle, UeM Y JI0Jeii, He PeIlaionuX ux.

C omopoii Ha IIOJIOKUTEJbHBIN ONBIT HEKOTOPBIX
uccJyefoBaTeNiell B afalTaluy MONYJIAPHBIX UTD AJA
CcOo3laHUs O0YYaMIIUX KOMIIBIOTEPHBIX UTD OBLI pea-
JIN30BaH UTPOBOY 4aT-00T C 3aaHUAMU-TOJIOBOJIOMKA-
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MU, OpPraHW30BaHHBIMEU 0 npuHiiunam Wordle, mgis
PasBUTUS HABBIKOB aJITOPUTMUUECKOT0 U JIOTUUYECKOTO
MBIIIJIEHUSA Y CTYI€HTOB, U3yYAIOINX TEKCTOBbIE A3BIKUI
IIPOrPaMMHUPOBAHUSA NI KOMITLIOTEPHBIE TUCIIUILINHEI,
B KOTOPBIX MCIIOJIB3YIOTCA TEKCTOBBIE A3BIKY IIPOTPaM-
MUPOBAHUA.

ITpoBenmeHHOE MCCaefOBaHME ITOKA3aJI0 IIOJIOMKU-
TEJIbHOE BJIUSHUVE WCIOJb30BAaHUA JAHHOTO UT'POBOTO
yaT-600Ta Ha OIEHKY CTYAEeHTaMM CJOXKHOCTHU IIPO-
rpaMMUPOBaHUsA, CAMOOIEHKY KOJIMYECTBA U3BECTHBIX
KoMaH[, PYyHKIIHIT, OIIepaTopoB s3bika Python u ypoBHs
JIOTUYEeCKOro MblInnienus. O0HapPyKeHO, YTO MCIIOJIb-
30BaHUe yaT-00Ta aKTUBUBUPYET NaMATH, BHUMAaHUE
U B 0COOEHHOCTH JIOTUYECKOE MBIIILJIEeHUE.

PesysnbTaThl uccieq0BaHNUA BHOCAT BKJIAL B PA3BU-
THe UTPOBLIX YaT-00TOB, & TAKKE B MCIIOJIHL30BaHUE CJIO-
BECHBIX T'OJIOBOJIOMOK B OOYYE€HUU KOMITLIOTEPHBIM Ha-
yxam. [lambHelinmiag paboTa nmpejnosaraer HoCTpoeHe
Mojeseit, KOTopble OMMMCHIBAIOT BINAHNE BbIAEJIEHHBIX
mapaMeTpOB BBIIOJHEHUA 3aJaHUI-TOJOBOJOMOK Ha
TIOKAas3aTe/ i aJITOPUTMUUECKOTO U JIOTUUECKOTO MBIIII-
JIeHUs, B TOM YMCJIEe BBIABJIEHHBIE C UCIIOJb30BAHUEM
00'bEKTUBHBIX TECTOB.
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