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Annomayusn

ITudposoe urposoe odbyuenue (arezn. Digital Game-Based Learning, DGBL), niu o6yueHue Ha OCHOBe UMD POBBIX UTP, MOYKET OBITH
oueHb 3(pdpexTrBHBIM. OTHAKO He Bce U(POBBIEe 00pa3oBaTeJIbHbIE MHCTPYMEHTHI OMUHAKOBO 3(D()eKTUBHEI B PA3JIMNYHBIX 00Pa30BaTEIb-
HBIX CUTYaIuAX, A1 00yJaroINXCcsa PA3HOTO YPOBHA IIOATOTOBKY U PA3HBIX M3y4YaeMbIX JUCIIVIIINH.

ITesbIo cTAaTHU ABJIAETCA CPABHEHUE YBIEKATEILHOCTH, CJIOKHOCTY ¥ BOCIIPUHUIMAEMOH II0JIE3HOCTH UTPOBOTO YaT-00Ta C 38 JaHUAMU-
TOJIOBOJIOMKaMU, IIPeHA3HAUEHHOTO /I O0YyUYeHUA IIPOrPaMMUPOBAHNUIO, C aHAJOTMYHBIMY IIOKA3aTeIAMU JPYTUX 00Pa30BaTEeIbHBIX
MHCTPYMEHTOB.

1 IpoBeileHUA MCCIeJOBaHUA ObLIN pa3paboTaHbl U UCIIOJIH30BAHBI B IIPOIlecce O0yUeHUs IPOrpaMMUPOBAHUIO UTPOBOM 4aT-00T
C 3aaHUAMU-TOJIOBOJIOMKAMHU, PA0OTAIOITUI B HHANBUAYATIFHOM U KOMaHJHOM PE)KHMax, KOMIBIOTEpHAd UI'Pa, a TaK)Ke HeUIPOBOI
yaT-60T AJA MOATOTOBKY K CEMUHapaM U TectupoBanus. CTyqeHTHl 1-T0 Kypca 6akajiaBpuaTa HalpaBiaeHUs IOAroToBKU « MHGOpMa-
UOHHAA 6e30IacHOCTh» (PaKyJbTeTa MH(DOPMAIIMOHHBIX TEXHOJIOTUI 1 aHaIu3a OOJIbIIUX HaHHBIX PUHAHCOBOTO YHUBEPCUTETA IIPU
ITpaBurennscTBe Poccuiickoit @emepaiiny NCI0Ib30BaIN 9TH (D POBbIe 00pa3oBaTeIbHbIEe MHCTPYMEHTHI, 4 3aT€M OIIeHUBAJIU UX YBJe-
KaTeJIbHOCTb, CJIOXKHOCTb U II0JI€3HOCTh.

ITo pesysbTaTaM uccIeLOBaHUA CAeJIaHO HECKOJIBKO BEIBOIOB. Bo-TIePBBIX, UCIIOJIHL30BaHNE UTPOBLIX MEXaHUK U UTPOBOTO YaT-60Ta
C 3aJaHUAMU-TOJIOBOJIOMKAaMU 3HAYUTEJIbHO IIOBBIIIIAET NHTEPEC K 00pa30BaTEILHOMY UHCTPYMEHTY, IIO9TOMY UTI'DOBOM 4aT-00T NMeeT
IpeuMYIIecTBa IlepeJ] UTPaMU ¥ HEUT'PDOBBIMY YaT-00TaMu. Bo-BTOPHIX, OIleHKA YBJIEKATEJILHOCTH UT'POBOIO YaT-60Ta IPEBBICUIIA COOT-
BETCTBYIOIIYIO OIleHKY ceMUHapoB. IIpu sToM AJIA CTYeHTOB OKasaJicad OJUHAKOBO UHTEPECEeH, II0JIe3eH U CIOKeH KaK MWHIUBULYab-
HBIN, TAK 1 KOMaHIHBII PeKUM UrpoBoro uar-6ora. CiieoBaTeIbHO, UTPOBOM 4aT-00T MOYKHO MCIIOJH30BAaTh KaK BHE ayAUTODPUU, TaK
¥ B ayJUTOPHBIX 3aHATUAX. B-TpeThUX, €CJIU 3aJI0KUTD B YaT-00T UT'POBBIE 3aJaHU PA3SHBIX TUIIOB, B TOM YUCJIE CBA3aHHBIE C HATITUCAHEM
IIPOTPAMMHOTO KOJIa, TO 3TO IIOBBICUT II0JIE€3HOCTH YaT-60Ta.

PesysnbTaThl MCcCIe0BaHUA BHOCAT BKJIAJ B PasBUTHe O0yUeHNUs Ha OCHOBE ITM(PPOBBIX UTD C UCIOJIb30BaHUEM 4aT-60TOB, B YACT-
HOCTH, IIPU IIPeNnofaBaHUU MH(POPMATUKU U IPOrPaMMUPOBAaHUA, & TaKiKe MOT'YT IIOMOYb IIOBBICUTH YBJIEKATEJIbHOCTh CEMUHAPOB
¥ BOBJIEUEHHOCTh CTYZ€HTOB B IIpoIiecc o0yueHus B 11esioM. [losyueHHbBIE Pe3yIbTaThl MOT'YT IIPEACTABIATh IPAKTUYECKUU UHTEPEC JJIA
npenogasaTreseil MHPOPMATUKY U IPOTPAMMUPOBAHUA.

Knroueewte cnoea: obydeHre Ha OCHOBe ITU(PPOBBIX UT'D, KOMIIBIOTEPHbIE UTPHI, YBIEKATEJIbHOCTD, CIOKHOCTh, BOCIPUHUMAaeMasa
TI0JIEBHOCTD, UTPOBOIL YaT-60T, IPOrpaMMUPOBAHNE, 3aaHUA-TOIOBOJIOMKIH.

HAna yumuposeanusa:

Bapuasckuiit A. H. CpaBHeHHe IOKa3aTeJell BOCIPUATUA UTPOBOTO YaT-00Ta ¢ 3aJaHUAMU-TOJIOBOJIOMKAMY /I O0yUeHUA IpOorpaM-
MUPOBAHUIO C IIOKA3aTeJIAMU BOCIIPUATHA JPYTUX 00pa30BaTeIbHbIX UHCTPYMEHTOB. M Hpopmamukra u obpasosarue. 2024;39(4):41-50.
DOI: 10.32517/0234-0453-2024-39-4-41-50.

COMPARISON OF PERCEPTION INDICATORS

OF THE GAMING CHATBOT WITH PUZZLES TASKS
FOR TEACHING PROGRAMMING WITH PERCEPTION
INDICATORS OF OTHER EDUCATIONAL TOOLS

A. N.Varnavsky' <

' National Research University Higher School of Economics, Moscow, Russia
D} avarnavsky@hse.ru

© Bapuasckuit A. H., 2024




BapHasckuti A. H. CpaBHeHVe noKa3aTesiell BOCNPUATUSA UFPOBOro YaT-60Ta ¢ 3afaHUAMM. ..

2024;39(4):41-50

Abstract

Digital Game-Based Learning (DGBL) can be very effective. However, not all digital educational tools are equally effective in
different learning situations, for learners of various backgrounds and various disciplines.

The aim of the article is to compare the attractiveness, complexity and perceived usefulness of a gaming chatbot with puzzle tasks
designed to teach programming with the same indicators of other educational tools.

To conduct the study, a gaming chatbot with puzzle tasks, working in individual and team modes, a computer game, as well
as a non-gaming chatbot for preparing for seminars and testing were developed and used in the process of teaching programming.
The 1st year bachelor’s students of the educational program “Information Security” of the Faculty of Information Technology and
Big Data Analysis at the Financial University under the Government of the Russian Federation used these digital educational tools
and then evaluated their attractiveness, complexity, and usefulness.

Several conclusions were drawn from the study. First, the use of game mechanics and the gaming chatbot with puzzles tasks
significantly increases interest in the educational tool, so gaming chatbot has advantages over games and non-gaming chatbots. Second,
the attractiveness evaluation of the gaming chatbot exceeded the corresponding evaluation of workshops. Both individual and team
modes of gaming chatbot proved to be equally interesting, useful, and challenging for students. Consequently, the gaming chatbot
can be used outside the classroom as well as in classroom activities. Third, if different types of gaming chatbot tasks, including those
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related to writing program code, are incorporated into the gaming chatbot, it will increase the usefulness of the chatbot.

The results of the study contribute to the development of digital game-based learning using chatbots, particularly in teaching
informatics and programming, and can help to increase the attractiveness of workshops and student engagement in general. The
findings may be of practical interest to informatics and programming teachers.

Keywords: digital game-based learning, computer games, attractiveness, complexity, perceived usefulness, gaming chatbot,

programming, puzzles tasks.
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1. BBegeHume

ITudposoe urposoe obyuenue (arzn. Digital Game-
Based Learning, DGBL), uiu o6yueHue Ha OCHOBEe
udpPOBBIX UT'P, — BTO METOAUKA O0yUeHUA, B pAMKax
KOTOPOIi CIIeruabHble KOMIIBIOTEPHBIE UTPHI UHTETPH-
pyIOTCA B yUeOHYIO CPeAy U UCIOJIb3YIOTCS MCKJIOUM-
TeJILHO B 06pa30BaTeJIbHOM Ipoliecce (AJIA MOJTyIeHU A
¥ 0TPabOTKY HOBBIX 3HAHWI M1 HABBIKOB). [{7151 mom00HbIX
UTD KUCIIOJb3YIOT TaKNe TEPMUHBI, KaK «CepPbe3HbIe
UTPBI», «O0YUAIOIINEe UTPHI» , «UTPHI AJ1d o0yueHmUA» [1].
Ilo cpaBHeHMUIO ¢ TpagUIMUOHHBIM o0yueHueM DGBL
WMeeT CJeAYIoIe IPEeNMYIIecTBa: OHO MHTePAKTUBHO,
BJINSIET HA BOBJIEUEHHOCTH, MHTEPEC U SMOIUU obOyua-
IOIUXCA, 3aCTABJIAET UX OBITh AaKTUBHBIMU BO BpeMdA
UT'PBI U IIPEeJCTaBJIsAeT 00pa3oBaTelbHbIe KOHIIEIIIUNU
¥ UX IpUMeHeHue B 6oJiee [OCTYyIHOI hopMe.

ITpumeneHue 111HPOBOTO UTPOBOTO O0YUEHU A OIIPAB-
laHO TeHIeHI[Mell pocTa UCIIOJIb30BAHUA PA3BIEKATEIb-
HBIX KOMIIBIOTEPHBIX UTD CPEAU IeTeli, IOAPOCTKOB
U MIpeACcTaBUTEJEN APYruX MOKoJieHui. PaKkTuyecKu
UTPHI ABJISIOTCA YACTHIO COBPEMEHHOU KyIbTyphI. [Ipu-
mepHO 90 % CTYZEHTOB UTrpalOT B MOOUJIbHBIE UTDHI,
TO3TOMY UCIOJIb30BaHUE ITU(MPOBHIX 00Pa30BATEIbHBIX
HUT'P — 9TO CIIOCO0 IIPUBJIEYb YUAIIUXCS, OCOOEHHO Ireli-
MepoB, U 3aMHTEePEeCcOBaTh UX B yuede.

B mreparype onmcaHo 60IbIII0e KOJIUUECTBO 1M PO-
BBIX UTD AJA 00yueHU A MHPOPMATHKE U ITPOrPaMMUPO-
BaHUIO [ 2]. CorytacHO 6a3e JaHHBIX TATEHTOB U HAYYHBIX
pabor The Lens!, uncio ny6anKaImii, OMICHIBAIOIIIX
pPes3yJabTaThl UCCJIEOBAHUM IO IIOBBIMTIEHNIO 3(P(HEeKTUB-
HOCTU 00yueHusd IIpu ucnoibsoBanuu DGBL, mocToaHHO
yBesnuuuBaeTcsa. HabimomgaeTcsas poCcT MCIOJIb30BaAHUA
yaT-60TOB B IIporecce o0yueHusi. [IOCKOJIBKY Y CTyAeH-

1 Scholar Analysis. Scholarly Works (568) = DGBL. The Lens.
https://www.lens.org/lens/search/scholar/analysis?q=DGBL
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TOB, U3YUYAIOIINX IPOrPAMMUPOBAHNE, BAKHO Da3BUBaTh
JIOTUYEeCKOe MBIIILJIeHNe, a UTPHI-TOJIOBOJIOMKHU s deK-
TUBHBI B 3TOM OTHOIIIeHUH [3], I1esiecoo6pasHoO cO3AaTh
UTPOBOTO YaT-00Ta C 3aAaHUAMU-TOJIOBOJIOMKAMU JJIA
00yueHUA IPOrpaMMUpPOBaHUIO. IIpu 9TOM HEOOXOTUMO
HUCCJIeOBATh YBIEKATEIbHOCTD, CJIOMKHOCTD Y BOCIIPUHI-
MaeMyIo IT0Je3HOCTh TAKOTO MU(pPOBOro 06pa3oBaTeb-
HOT'O MHCTPYMEHTAa B CDABHEHUU C APYTUMU.

ITespro ncciieqoBaHu A, IPEICTABIEHHOTO B CTaThe,
SABJISETCS CPaBHEHME UTPOBOTO0 YaT-00Ta (C 3aJaHUSIMU-
TOJIOBOJIOMKAaMM) AJIs O0yUeHUA IPOrpaMMUPOBAHUIO
¢ IpyruMu 00pasoBaTeIbHBIMU MHCTPYMEHTAMHU 110 KPH-
TEPUAM YBJIEKATEIbHOCTD, CJA0KHOCTU U BOCIIPUHUMA-
eMoi moJjiesHocTu. [[oCcTU)KeHue ITOCTaBJIEHHON I1eJn
HO3BOJIUT BHeCTU BKJIaJ B pasButue DGBL Ha ocHOBe
4yaT-60TOB.

2. AHaNn3 NCNoNb30BaHUA
uM¢ppPOBbLIX Urp N YaT-60TOB
B 06y4yeHUn NporpaMmmMmmnpoBaHunio

2.1. BansiHne o6pasoBaTtenbHbIX L1 pPOBbIX Urp
Ha nokKasarenun obyuyeHus

ITpunaro cuurars, uro DGBL MoskeT ObITH OUEeHb
5 (peKTUBHBIM METOIO0M 00yueHUsi. B momaBiaioIieM
6osbiinHCTBE paboT (cMm., Hanpumep, [4—6]) KoHCTA-
TUPYETCA IMOJIOKUTENbHBINA d3(h(PeKT, KOTOPHIA 3a-
KJIIOUAaeTCsA B IMOBBIIIEHUU WHTEPeca K AUCIUIJINHE
M BOBJIEUEHHOCTHU OOYYAIOIIUXCSA B 00pa30oBaTEIbHBIN
mpoiiecc. B HEKOTOPHIX UCCIEIOBAHUAX (HATIPUMED, CM.
[56—7]) oTMeuaeTcs pOCT aKaJAeMUIeCKOil yCIIeBaeMOCTHI
¥ IOKa3aTeJied OIeHKY 3HAHUH IT0CJIe TPUMEHEHU A UTP.

Taxk, B psage paboT anaausupyercsa sa(pPpeKTUBHOCTD
WCIIOJIb30BAHUA UMPPOBBIX UT'D B PA3JIUUHBIX AUCITU-
MJIVHAX W Ha PasHbIX YPOBHAX oOpasoanus. H. Se-
tiawan u S. Phillipson B cratse «The effectiveness
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of Game-Based Science Learning (GBSL) to improve
students’ academic achievement: A meta-analysis
of current research from 2010 to 2017» [4] npoBenu
MeTa-aHaaus (T. e. CUCTeMATU3UPOBATIUN U 00 beIUHUIN
pes3yabTaThl pALa HAYYHBIX HCCJIeTOBAaHUIT), KOTOPBIN
nokasaJj, uTo DGBL B ecTecTBeHHBIX HayKaX CTaTHU-
CTHUUYECKHU 3HAUMMO YJIYyUIIlaeT Pe3yJbTaThbl O0yUeH U
B HAUAJbLHON U cpeaHel IIKoJie. [[aHHbIe MeTa-aHaamsa
B.Karakocg, K. Eryilmaz, E. Turan Ozpolat, i. Yildirim,
npencrasiennsie B padore «The effect of game-based
learning on student achievement: A meta-analysis
study» [5], roBOPSAT 0 TOM, YTO MCIIOJIb30BAHKIE UTPOBOTO
00yUYeHUS B MATEMATUYECKIX M HEMAaTEMATUYECKUX KYP-
cax CyIlleCTBEHHO He pasjiudyaeTcsa 10 3(p(PeKTUBHOCTU
¥ TIOJIOKUTEJILHO BIMSIET HA YCIIeBAEMOCTh 00y YaIOITHX -
Cs 10 BCEeM JUCIIAILINHAM, II09TOMY ero I1eJIeco00pasHo
IpUMeHATh BO Bcex Kypcax. D.Fadda, M. Pellegrini,
G. Vivanet u gp. B cratbe «Effects of digital games on
student motivation in mathematics: A meta-analysis
in K-12» [6] mpogeMoHCTPUPOBAJIN, UTO I11(hPOBHIE UTPHI
ABJIAITCA 9MP(PEeKTUBHBIMU NHCTPYMEHTAMU IIOBBIIIe-
HUSA MOTUBAIIUY K OOYUEHUIO MaTeMaTHuKe [0 CPaBHEHU IO
C TPAAUIIMOHHBIMUA METOLaMU OO0y UeHM .

DGBL Mo:KeT MOBBICUTH MHTEPEC 00yUaroIuXCcsa
K obmactam STEM (a66peBuarypa oT aHen. Science,
Technology, Engineering and Mathematics — ecre-
CTBEHHbIe HAYKU, TeXHOJOTHUS, NHIKEHEPUs, MaTe-
MaTHUKa M UX MEXAUCIUIJINHAPHbIE KOMOUHAIUN).
Mera-anaaus L.-H. Wang, B. Chen, G.-J. Hwang,
Y.-Q. Wang B pa6Gore «Effects of digital game-based
STEM education on students’ learning achievement:
A meta-analysis» [ 7] moxasa, uro DGBL o cpaBHeHMIO
C IPYTUMH METOJaMU OKa3aJi0 YMEPEHHO 3HAUNTEIbHOe
MIOJIOKUTEIbHOE BIUSHE HAa 00yYeHUe U YCIIeBaeMOCTh
yuarmuxcsa B oosactu STEM, a cyiiecTBeHHasA pasHUIla
B BesimunHe 3peKTa 1J1d Pa3HbIX YPOBHEHN 00pa3oBaHU s
OTCYTCTBYET, OLHAKO JJIs HauaJIbHOTO 00pa3oBaHUS pe-
3yJIbTAThI OKA3aJIMCh HAMHOTO JIYUIIle, YeM JJIA CPEeTHETO
u BbIcHIeTo. IIpM 9TOM HCIIOJIb30BaAHUE KOMIBIOTEPOB
Y MOOUJIBHBIX YCTPOMCTB 3HAUNTEJIBHO YJIYUIIAeT 00y-
UeHUe BHE 3aBUCUMOCTH OT BUa yCTpoicTBa. [auTesinb-
HOCTh MCIIOJIbB30BaHUA IMU(PPOBOI 00pasoBaTeIbHON
UTPLI MeHee OTHOM Helen JaeT HauboJabIIui aphexT,
T. €. KPATKOCPOUHOE ITPUMeHeHe Mojie3Hee I o0yue-
HUA, yeM poarocpounoe. DGBL MmoskeT Tak:ke BIUATDH
Ha MOJIyYeHMre CTYyJeHTaMHU HAaYUYHBIX 3HAHUH 3a cueT
IpOBeJeHUA dKCIEPUMEHTOB U IPOBEPKU TUIIOTE3
C UCIOJb30BAHUEM MHTEPAKTUBHBIX M MMMEPCUBHBIX
yueOHBIX cpen [8, 9].

IIpoBoaATCS WCCIEOBAHUS, aBTOPHI KOTOPBIX 0-
KasbIBAIOT, UTO O0yYeHUe C IMOMOIIBIO IU(MPOBBIX UTD
OKAa3bIBaeT 3HAUUTEJIbHBLIA OOIINI IIOJOMKUTEIbHBINA
2 deKT Ha KPUTUUECKOE MBINIJIeHNEe 00yUaIONIUXCs
[10], a Takske MOKeT BAUATH Ha ux smouuu [11].

2.2. Undposbie urpbl ana o6yyeHna nHpopmaTumke
1 NporpaMmmupoBaHuio

B mocseguue roasl HabgOAaeTCSa yBeJIUUYeHUE
KoamuecTBa UG POBBIX 00pa30BaTEJbHBIX UTP, Pa3pa-
GOTAHHBIX CIEINAIBHO AJIS 00yUeHU A KOMIBIOTePHBIM

HayKaM. B page paboT mpoBeieHa cUCTeMaTU3aIUA
cymectByomux urp. Tak, B o63ope A. Vahldick,
A.J.Mendes, M. J. Marcelino «A review of games
designed to improve introductory computer program-
ming competencies» [12] urpsr Kiaccu@uUIImpoBaHbI
mo Tuny, nuatdopmMe, KOMIETEHIIUAM, TeMe, A3BIKY.
ABTOpDBI 0TMEUAIOT, YTO HAUMHAIONINE CTYJeHTHI-IIPO-
rpaMMUCTHI 06JIaJal0T TPEM A BasKHBIMU KOMIIETEHI-
SAMU: IOHNMaHNMe KOJa, UTeHNe 1 HallNcaHue KoJa, eTo
oraanka. OrTiagka Koga BKJIOYaeT B cebsd TaKkue Ha-
BBIKU, KAK TECTUPOBAHYE IIPOIPAMMBbI, OTCJIEKUBAHUE,
IIOWCK U HCIIPaBJieHUe OING0K. MeXxay moHNMaHueM
KOZa W OTJIaJKO# cyIecTByeT 0ojiee CUIbHASA CBS3b,
ueM MeXXKAy HalVCaHWeM KOZA M OTJIALKOM!, II09TOMY
uyeM JIydIlle 3HAHUA U HAaBBIKU OTJAAKU, TeM Oojee
YBEPEHHO CTYAEeHTHI HUITYT IporpaMmMel. Kpome Toro,
aBTOPHI HACTAWBAIOT HAa HEOOXOLMMOCTHU Pa3BUTHUA
a6CTPAKTHOTO MBINIJIEHUS U HAaBLIKOB 0000IeHUA,
JEeKOMIIO3UIINY U IIOUCKA CTPATEeruil pelreHus mIpo-
6JieM, TOCKOJIbKY UX CJIa00CTh ABJISIETCA UCTOYHUKOM
OoJIBIITMHCTBA IIP00JsieM cTyaeHTOB. B ctaTthe C. Harte-
veld, G. Smith, G. Carmichael u ap. «A design-focused
analysis of games teaching computer science» [3]
IIOKas3aHo, YTO B UIpaX, IpeJHA3HAUEHHBIX AJA Pas-
HBIX II€JIEBBIX ayAUTOPUI, UCIOJB3YIOTCA PA3JIUUHBIE
BHU/BI IporpaMMupoBanuda (6JI04HOE, BU3YaJbHOE,
TEKCTOBOE, IICEBJOKOAVNPOBAHYE U ID.), a AJIA U3YyUEHUA
KOMIIBIOTEDHBIX HAYK YACTO UCIOJIB3YIOTCA M XOPOIIIO
MOAXONAT UI'PHI-TOJIOBOJIOMKY, PA3BUBAIOIINE HABbI-
KU JIOTUYECKOTO aHAJIN3a U PAIMOHAIBHOTO PeIlIeHus
CJIO’KHBIX 3akad.

B o630pe «A review of serious games for pro-
gramming» [13] M. A. Miljanovic u J. S. Bradbury
IEeMOHCTPUPYIOT, UTO HAUOOJBINYIO ayJUTOPHUIO UTD
COCTaBJIAIOT HOBUUKU 6€3 OIBITA IPOTrPAMMUPOBAHUS,
Jajiee CJIeOVIOT CTYLEeHTHI ¢ HEKOTOPBIM OIBITOM IIPO-
TPaMMUPOBAHUSA, 3aT€M — IETH U CTAPIIEKJIaCCHUKN.
Wrps1 npenycMaTpuBaioOT pelleHue 3a4ad, IPpenMyIe-
CTBEHHO CBA3aHHBIX C PyHIaMeHTAJIbHBIMU KOHIIETII[I-
SAMU IPOTPaMMUPOBAHNUA; OCHOBHOE BHUMAaHMIE BO MHO-
TUX UTpax yaejseTcsd OCHOBAM IPOTPaAaMMUPOBAHUSI.
Kparkoe onucanne o06pasoBaTeIbHBIX UTD U I1I1aTHOPM,
apecoBaHHBIX yYallUMCA Ha4YaJIbHBIX KJIACCOB U Ha-
IIpPaBJIEHHBIX HA OCBOEHIE KOHIIETIIINI KOMIIbIOTEPHOTO
IpOorpaMMUPOBAHNA, a TAKKe CDABHUTEIbHBII aHAINS
UX UT'POBOII MEXaHUKU U 00pa3oBaTeJIbHBIX ACIIEKTOB
npencTaBiieHBI B 0030pe A. Giannakoulas, S. Xinogalos
«Areview of educational games for teaching program-
ming to primary school students» [14].

2.3. cnonb3oBaHune CIOBECHbIX 3afaHNI B rpax

CrnoBecHbIE 3aJJaHUA B UTPAX ABJAIOTCA IONYJIAD-
HBIMU U 9(POEKTUBHBIMU UHCTPYMEHTaMU C TOUKH
3peHus pesyJsibTaTa 00yuyeHUsd W BO3JeHCTBUA HA KOT-
HUTUBHBIE IPOIlecChl oOyuammniuxcsa. Haubosee mo-
OyJsSPHOA M3 MONOOHBIX UTP ABJIAETCSA KPOCCBODI.
PasragpiBanue KpOCCBOPAOB 3a/IefICTBYET Pa3JINUYHBIE
KOTHUTWBHBIE IIPOI[ECCHI ¥ CIIOCOOBI PAOOTHI C IIaMATHIO,
TO3BOJIAA YJIYUIINUTh 3alIOMUHAHNE 1 BOCCTAHOBJIEHUE
uadopmanuu. R. S. Nickerson B cratse «Five down,
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absquatulated: Crossword puzzle clues to how the mind
works» [15] anasnusupyeT, Kak pasrajbIBaHIe KPOCCBOP-
OB TPEHUPYET HaBBIK CO3[JaHUS CIIMCKOB (pasaesieHue
uH(pOpPMAIIUY Ha KATErOPUU U/UJIU IPYIIUPOBKA IJId
6osiee a(pPEeKTUBHOTO YHOPAAOUESHUA U 00JIeTUeHU 3a-
TOMUHAHWS ¥ BOCCTAHOBJIEHUS B ITAMSTH) U CITOCOOHOCTH
CBA3BIBATH CJIOBA U ITIOHATHUA HA OCHOBE UX CMBICJIOBOTO
cxoncTBa (C/I0OBECHBIE acCcOoI[MAallii), a TaKyKe aKTUBU-
3UPYeT MPOIlecChl U3BJICUEHUSA HYKHON mHGOpMAINT
13 OOIIIMPHOTO JJeKCUYECKOT0 3amnaca (IIOMCK I10 JeKCH-
YeCcKOU maMATH) U reHepanuu (BCIoOMUHaHMe OJIN3KUX
IO 3HAUEHUIO CJIOB M MOHATHUI (ceMaHTUYeCKUII mpaii-
MUHT), 0COGEHHO B CJIyuae pa3pekeHHOCTU CJIOBECHOTO
MPOCTPAHCTBA, KOTZA CBSISAHHBIE II0 CMBICJIY CJIOBA HE
HAXOMISATCS PAJOM B IIPEJIOKEHUN).
OnucaHHBIE IIPOIIECCHI U CIIOCOOBI PAGOTHI C HIAMATHIO
OKAa3bIBAIOT MMOJIOYKUTEJIbHOE BIUAHNE HA PA3IUUHBIE
KOTHUTUBHBIE QyHKIIUU [16]:
e BepOAJIbHYIO 0erI0CTh (CII0COOHOCTH OBICTPO reHe-
PHUPOBATH CJIOBA WJIY UIEV B PAMKAaX KOHKPETHOM!
TeMbI UJIU 3aJaUn);

¢ KOTHUTHBHYIO I'MOGKOCTH (CIIOCOOHOCTEL OBICTPO
HepPeKJIUYAThCA MEeXKAY Pa3JIUUHBIMU MBICJIH-
TeJbHBIMHU 3aaYaMU 1 aJallITUPOBATHCS K U3Me-
HSIOIIUMCS YCJIOBUAM);

e pabouyio maMATh (CIOCOOHOCTE YAePIKUBATH UH-
dopMaIo B COBHAHUU ¥ MAaHUIYJIUPOBATH €10
B TeueHMe HeOOJIBIIIOr0 IIePUoa BpeMeHn);

® TOPMO3HOU KOHTPOJIb (CIIOCOOHOCTH KOHTPOJIU-
poBaTh BHUMAaHUe, MOBeJAeHNE, MBICIU U/UJIU
9MOIIUN).

YacToTa peleHns CIOBECHBIX I'OJIOBOJIOMOK OKAa3bI-
BaerT BJIUAHYE Ha MOKAa3aTeJ I KOTHUTUBHBIX QYHKITHH.
Tak, J10A1, KOTOPbIE He PasraAbIBAlOT CJIOBECHBIE I'0-
JIOBOJIOMKY WJIW PA3raAbIBAIOT UX BPEeMsA OT BPEMEHH,
MMEIOT HU3KUE U XYAIIUe MOKa3aTejan, 4YeM Te, KTO
pasraabiBaeT ux peryJsapso [17, 18].

B paoore N. Gaikwad, S. Tankhiwale «Crossword
puzzles: Self-learning tool in pharmacology» [19]
oTMeuYeHO, uTo 71 % CTYymeHTOB IIOJHOCTBIO COTJIACHU-
JIUCH C T€M, YTO KPOCCBOPABI PACIIUPSAIOT UX 3HAHUSA
U IIOMOTAIOT 3allOMUHATH U BCIIOMUHATH Ha3BaHUSA
u TepMUHBI, 60 % CTYZEeHTOB COUJIN 3TO CIOKHBIM U XO-
POIINM 3aHATHUEM [JIsI IIOATOTOBKU K PeIleHuIo 3a1ad,
a 86 % CcTymeHTOB IOCUNTAJIN, YTO KPOCCBOP/BI IT0JIE3HBI
Kak cmocod caMmooOyueHusa. B 11ejioM CTyAeHThI OIleHUIN
KPOCCBODABI KaK CJIOKHBIA U 9(P(PeKTUBHBIA UHCTPY-
MEHT JIJIsI CAMOCTOSATELHOI'0 O0yUeHNs, a Pe3yJIbTAThI
TEeCTUPOBAHUA MOKA3aJIU, UTO Y CTYAEHTOB, UCIIOJIb30-
BaBIIIUX KPOCCBOPABI, BHAHUS YIYUIIUINCH. BBIBOABI
ucciaenosanusd L. Nirmal, M. S. Muthu, M. Prasad, omy-
oauxoBaHHbIe B craThe « Use of puzzles as an effective
teaching-learning method for dental undergraduates»
[20], npomeMoHCTPUPOBAIN, YTO TOJIOBOJIOMKHU B BUZE
KPOCCBOP/AOB U IIOUCKA CJIOB ABJIAIOTCA 9(h(PEeKTUBHBIMU
CTPYKTYPHBIME, 06pa3oBaTeIbHLIMUA WHCTPYMEHTAMM
aKTHUBHOTO (caMo0)oOyueHUA AJIA IIOBTOPEHUSA U 3a-
KpeIJieHusA JeKIUOHHOTO MaTepuasia, a Ipu UX UC-
TOJIb30BAaHUU HAOJIOLAJIOCh CTATUCTUUECKU 3HAUNMOE
yBeJIMUeHUe CpeJHero 0ajia CTyJeHTOB.

44

2.4. YaT-60TbI AN 06yueHNs NporpaMmmnpoBaHmio

Yar-60Tbl B 00pa3oBaHUU OCYIIECTBJAIOT UHTE-
rpamuio KOHTEHTa, 00ecIeuynBaioT ObICTPBIN U JIETKUIL
IOCTYII K oO6pasoBaTeJbHON MHMOPMAIINN, TOAAEPIKI-
BAaIOT MOTHUBAIIUIO U BOBJIEUEHHOCTH CTYAEHTOB, AAIOT
BO3MOJKHOCTh MHOTHM TOJIb30BATEJAM OJHOBPEMEHHO
HOJIYUYUTEH MOCTYII K 9JIeKTPOHHOU 00pasoBaTeIbHOM
crucTeMe 1 MTHOBEHHYIO TEXHUUYECKYIO MOAIep:KKY [21].
O6B1uHO YaT-60ThI HAXOAAT IPUMEHEHNEe KaK 3JIeMEeHTHI
CEepPBUCHOM MOAAEPKKHU [JIs OTBETOB HA YACTO 3aaBae-
MbI€ BOIIPOCHI, a TaKyKe B KauecTBe 00pasoBaTeIbHBIX
areHTOB-IIOMOIIHUKOB C IIeJIbI0 00JIerYeHns Harpy3Ku
mpernofaBaTeseil Mo UX AUCIHUILINHAM UJIU YCUJIEHUS
00yUYeHUs B PA3JIMUYHBIX 00JIACTAX 34 CUeT IIpejajarae-
MBIX JOIIOJHUTEJbHBIX 3ajJaHU#. B mocienuee Bpemsd
3HAUYUTEJIbHO YBEJIUUYUJIOCH KOJIUUIECTBO 4aT-00TOB,
IeJIbI0 KOTOPBIX ABJIAETCA 00yUeHe Ha OCHOBE TeHepa-
Y 3HAHUH I10 ONIPEIEIEHHOM TEME 1A IePCOHAIBHOTO
o0yuarolerocs, Kak 9To caejiajl Obl IPernogaBaTeb.
Takue yaT-60ThHI UCIOJB3YIOTCA KaK B (pOPMAaJIbHOM
ob6paszoBaHuu, Tak 1 B HepopmanbaoMm! [22]. Knaccudu-
Kaluu 4aT-60TOB B 00Pa30BAHUY B 3aBUCUMOCTH OT BBI-
MOJHAEMBIX QYHKIIUH 1 3a7]aU ITPEICTABJIEHBI B CTAThE
C. W.Okonkwo, A. Ade-Ibijola «Chatbots applications
in education: A systematic review» [21] — xaaccudu-
Kallus 10 HaIpaBJIEHUSM UCIIOJb30BAHUSA, U B padore
G. Garcia Brustenga, M. Fuertes-Alpiste, N. Molas-
Castells «Briefing paper: Chatbots in education»
[23] — xaaccudmKaIis mo BHIIIOJHAEMBIM 3aaUaM.
KosnuuecTBO uar-60TOB, IpeHAa3HAYEHHBIX OJIA
M3y4YeHUA KOMIIBIOTEPHBIX HAYK U IPOrPAaMMUPOBAHUS,
IoKa HeBeJIUKO. B pAxe mceaemoBaHuil mpeacTaBIeHBI
omnmucaHuA PaboThl HEKOTOPHIX U3 HUX:
o mirargopma Chatbot c aBToOMaTHUecKoit hopmMupyro-
I11e OIIeHKOM JIs IIPeI0CTaBIeHU A OOPATHOM CBSA3HU
Ipu O0HAPYKEHUH OIIINO0K, CO3TaHHAas IJId 00yue-
HUS CTapIIeKJIACCHUKOB OCHOBAM MH(MOPMATUKU
yepes IporpaMMUPOBaHUe YaT-00TOB, KOTOPbIE
MOTYT BECTH JUAJIOT Ha €CTECTBEHHOM A3LIKe [24];

e yar-60T ScratchThAI, npesHasHaueHHBIN IS
TIOMOIIY IIIKOJbHUKAM B OCBO€HUU BU3YAJIHLHOTO
sA3bIKa mporpamMmmupoBanus Scratch; sror uart-
60T MCIOJB3YET AJTOPUTM AHAJIM3a CUJIBHBIX
U ciabbIX CTOPOH yUYeHHKa U B (popme obMeHA
COOOIIEHUSIMH IAaeT COBEThl U HEOOXOIUMYIO UH-
dopmarluio, afanTUPOBaHHbIE K YPOBHIO 3HAHU I
moJsib3oBaTess [25];

«@PopmasibHOE 00Pa30BaHMEe — BTO MHCTUTYIIMOHAIUSUPO-
BaHHOE, I[eJIeHAIIPABIEHHOE, CIVIAHNPOBAHHOE IPU YYACTUN
TOCyImapCTBEHHBIX opraHnsaunﬁ M IIPU3HAHHBIX T'OCYyAapCTBOM
YaCTHBIX OPraHMU3aIuii o00pasoBanue, UTo B I[eJIOM COCTABJIAET
cucremy opMasbHOTO 06pasoBaHus cTpaubl. HedopmansHoe
obpasoBaHue — 3TO 0OpasoBaHUe, KOTOPOE MHCTUTYIMOHA-
JIN3UPOBAHO, [[eJIEHATIPABJIEHHO U CIIAHUPOBAHO JINI[OM UJIU
opraHusamueii, obecrieunBaioieil mpegocTaBaeHne o6paso-
BaTeJIbHBIX ycayr». [logpobHee 06 ompenesieHnn (popmasib-
HOTO, HE(DOPMAJIBLHOTO U APYTUX BUIAAX 00PAa30BAHU CM.:
MeskgyHaposHas crangapTHAs KiIacCu(pUKams 00pa3oBaHUsI
(MCKO 2011). Moupeaus, KBebek, Kanaga: ucturyT craTu-
cruxu JOHECKO; 2013. 89 c. https://uis.unesco.org/sites/
default/files/documents/isced-2011-ru.pdf
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e yaT-00T AJA Kypca II0 OCHOBaM IIPOTrPaMMUpPOBa-
HUS, 00eCIIeUNBAIOIINI CTYAeHTOB IIOAIEPIKKON
B pesKuMe peajbHOTO BPpeMeHU B Jit000e BpemMs
CYTOK U SBOJIIOI[MOHUPYIOIIUI B COOTBETCTBUU
C UX TOTPEOHOCTAMHU Ha OCHOBE HAKOILJIEHHOH ITpu
B3amMoelicTBuu nHopmaruu [26];

e uaT-00T, KOTOPBII IOMOTraeT U3yJaTh I3bIKU BU3Y-
anpHOTO IMporpammupoBanus (Scratch u Blockly),
IpefoCTaBJIAS CBOeBPEMeHHbIe O0'bACHEHUS U CO-
BeTHI [27];

e uyar-6orel Code Tutor, ProgBot u Python-Bot,
npeaHa3HAUYEeHHbIE AJIS IOMOIIHU CTYyJeHTaM He
TeXHUUYECKUX CIIeINAJIbHOCTEN B OBJIAJeHUH IIPO-
rpammupoBaHueM Ha A3biKax C++, Java u Python
[28];

e uaT-0OT AJIsI IOMOIIM CTYIE€HTAM He TeXHUUECKUX
CIeINAJIbHOCTEN, M3YUAIOI[UM JIOTUKY IIPOIPaM-
MupoBanus [29].

B mporiecce o6yuenus nuapopmMaTKe 1 IPOrPaMMU-
POBaHUIO MOYKHO UCIIOJIb30BaTh uaT-60Ta nis Telegram,
HampuMep, QuizBot (@QuizBot), KoTopbIit TO3BOIAET
co3aBaTh TeCTHI (BUKTOPUHBI), OTIPABIATH CCHLIKY
HA HUX 00YYAOIMMCS U caM MPOBEPsieT BBITTOJHEHHOe
s3amanue. OMHAaKO TeCThl/ BUKTOPUHBI He BCeria IOgxX0-
IAT IJIS Pa3BUTHUSA HEKOTOPBIX CIEIINAJIbHBIX HABBIKOB.

3. MaTepumanbi n meToAbl

B mesnsax ucciiemoBaHusI ObIIO padpaboTano HeCKOIb-
KO o0pas3oBaTe/JIbHBIX MHCTPYMEHTOB JJisI O0yUYeHUs
IPOrpaMMHUPOBAHUIO:

e WUTrpoBOI YaT-60T C 3aJauaMU-TOJTOBOJIOMKAMU,
paboTraroIuiit B UHAUBUAYAJIHLHOM U KOMAHIHOM
pesxuMax;

e HEUTpPOBOI 4AT-00T AJIA MOATOTOBKU K CeMUHapaM
¥ TEeCTUPOBAHUS;

e KOMIIbIOTEpHAS UTpa.

B oTsinume oT HEUTPOBOTO UaT-60Ta, C ITOMOIIBIO

UTPOBOTO YaT-60Ta U KOMITLIOTEPHOMN UTPBI MOMKHO pe-
aJIN30BaTh IIPUHITUIILI (M POBOTO UTPOBOI0 O0yUEeHU .

3.1. UrpoBoii 4yaT-60T C 3aJaHNAMUN-rONIOBOJIOMKaMMU

Hrposoii uaT-60T « Pacmosuaii komauay Python» 6b11
paspaboraH nyia meccerazkepa Telegram u nmpegHaszHauex
LIS HOAAEPYKKY O0yUeHU A TEKCTOBOMY A3BIKY IIPOTPaM-
MupoBaHus, B uactTHoctu Python. PaGora urposoro uar-
6ora nmomo6ua urpe Wordle!, otHaKO BMECTO CJIOB B HEM
OTTaAbIBAIOTCA CTPOUKU IIPOTPAMMHOTO Koja. JlaHHbIN
UTPOBOY IPUHITUI ObLII BELIOPAH, BO-TI€PBHIX,, BCJIEICTBIIE
OTPOMHOI1 monyaapHocT urpsl Wordle? i, Bo-BTOPBIX,
IIOTOMY, UTO JaHHAs UTpa SIBJISETCSA CJIOBECHOM I'0JI0BO-
JIOMKOM, a pasrajgblBaHNe MOJAOOHBIX T'OJIOBOJIOMOK IIO-
JIO’KUTEJIFHO BJIMAET Ha KOTHUTUBHBIE ITporiecchi[15, 16].

CyTp paboTsl urpoBoro uar-6ora mogpob6HO omuca-
Ha B craThe «Vcmosib3oBaHME UTPOBOTO YyaT-60Ta AJd
PasBUTHUA HABBIKOB AJITOPUTMUYECKOTO U JIOTUYECKOTO

! Wordle. The New York Times. https://www.nytimes.com/

games/wordle/index.html
Tox B moucke — 2022. Google Trends. https://trends.google.
ru/trends/yis/2022/GLOBAL/

mbimgaeHua» [30]. B war-6oTe mpeaycMoTpeHo Tpu
YPOBHS CJIOKHOCTH 3aJaHUI ¢ PA3HBIM HAUNCIEHUEM
04YKOB. BO3M0KHO N3MeHeHte YPOBHSA CIOKHOCTY UTPHI
¥ Iepexof MeX 1y ypoBHaAMU. OTciiesKuBaeTcsa PeNTHHT
UI'POKOB HA OCHOBE HAOPAHHBIX OUKOB. HaT-00T MOKeT
paboTaTh B MHAUBUAYAJIbHOM U KOMaHJHOM PEKUMaX,
HePeKJTIYEeHNE MEXKTY KOTOPBIMU OCYIII€CTBJISAET IIPETIO-
maBaTesb. MIrpoBoii uaT-60T HAIIPaBJIEH Ha MOAIEPIKKY
Pa3BUTUA KaK IIPEIMETHBIX HAaBLIKOB (3aIIOMUHAHUSA
WY BCIOMWHAHUSA 5JIEMEHTOB A3bIKA MPOTPAMMU-
poBaHUA), TAK WM HaANpeaMeTHBLIX (paboueil mamaTH,
BHUMAaHUA U JIOTUYECKOT'0 MbIIenus). Ha pucyuke 1
IpUBEAEH IIpuMep paboTwl 6oTa.

11:51200 ) < »

R 84%m

< @ Pacno3aHaii komaHay Pyth

60T

PayHp 1. 3agaHue u3 5 CMMBOOB,
BKJIOYas Npobenbl:

09:00/

L @71 2308 |
HeBepHasi AnvMHa BBEAEHHOW CTPOKMU:

BBeAEeHO 4 CUMBOJIOB, @ HEO6X0ANMO 5!
[MoBTOpUTE BBOA.

3apanve: £ E X3 23:08

<D @
o La=1 :
i \ 3= 2308

3T0 npaBUNbHbIN OTBET: Bbl BbINOAHMAMN
3apaHue 3a 1 nonbIToK, Habpas 10
6annos!

O6Luee KoNMYecTBO HabpaHHbIX Bamu

6annos - 10. ==
Balu TekyLuii penTUHI cpeaun Apyrux e
23:08 J o Q%
P —
/rating g6 v

R

CTyAeHTOB - 34.

y .
' O6Lyee konNMyecTBO HabpaHHbIX Bamu

6annos - 10.
Balu TekyLumMin penTUHT cpean Apyrux
CTyAeHTOoB - 39. 00:36

/help o036 w2

BDIE

y

Mepepn Bamu - 60T, KOTOPbIN Kaxablii
‘ nexb B 09.00 6yneT npucbinatb 3afjaHus

m ©) Cooblyenme o

[ @] <

Puc. 1. Paboma uzpogozo wam-6oma
«Pacnosnail komandy Python»

Fig. 1. The operation of the gaming chatbot
“Identify the Python command”

3.2. HeurpoBom 4aT-60T A4nA NoAroToBKM
K CeMUHapam 1 TeCTUpoBaHNA

Hewurposoii uar-60oT «IloaroroBbea K ceMuHApPaMm
no Python» paspab6oran gis meccergxepa Telegram
¥ IIpeAHasHaveH IJIA HOAAE PIKKY 00y YeHU S TEKCTOBOMY
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SA3BIKY IpPOTpaMMUPOBaHUA, B yacTHOoCcTH Python
(puc. 2). Har-60T nmeproguyecKy HATOMUHAET CTY-
JeHTaM O IPEeJCTOAIINX CeMUHAapaXx, IPeJOCTaBIgeT
CCBLIIKM Ha MaTepHuaJjbl, a TAKKe TeCTUPYeT CTYAEeHTOB
C IIOMOIIIBIO0 3aKPBITHIX ¥ OTKPBITHIX BOIIPOCOB. IMeeT-
cs BO3MOXKHOCTb 0OpaTHOM CBA3U (0TBETa Ha BOIPOCHI
CTYIEHTOB).

3.3. KomnblotepHasa urpa

O6pasoBaTreabHas KOMIbIoTepHasa urpa «Boccra-
HOBU IIpOTpaMMy» paspaboTaHa OJd ONeparuoOHHON
cuctembl Windows u mpegHasHaueHa s HOILEPIKKL
00yUueHUsT TEKCTOBOMY SI3BIKY IPOTPAaMMUPOBAHUA,
B yacTHocTtu Python (puc. 3). Irpa numeeT HECKOJIBKO
3aJaHUN-YPOBHEI, HA KaKJOM M3 KOTOPBIX TaeTcs
onmcaHVe HeKOTOPOU ITPOTrPaMMBbI U IIPUBOASATCS IIepe-
MeIllaHHbIe CTPOUYKY KO/Ia cCaMOi mporpamMmbl. CTyieHThI
JOJI3KHBI BOCCTAHOBUTH CTPYKTYPY IIPOTPaMMBI, IIepeTa-

10:52

60T

< MoAroTOBbCA K CEMUHapaM |

Mepep BaMu 60T, KOTOPbIN 6yAET
nepuoanYecKn HanoMmuHaTb O
Heo6X0ANMOCTM BbINOSIHEHWS 3aaHNI N0
Kypcy nporpaMmmMmupoBaHus Ha Python. boT
6yAeT npucbinaTb 3afaHus, Ha KoTopble
Heo6X0AUMO BBECTM OTBETHI. MicnonbayiTe
KnaBuaTypy Tam, rie oHa nosiBnsieTcs.

| Y Bac ecTb BO3MOXHOCTb OT/IOKUTb
HanoMWHaHUsA 0 3afaHnu.

Takoxe 6ynyT oTo6paXkaTbCsl HabpaHHble

| Bamu 6annbl U TEKYLLUA PEATUHT.

| KomaHpb! 60Ta:

/begin - HauaTtb BbinonHeHne 3agaHus,
/rating - HabpaHHble 6ansbl U PeNTUHT,
/question - 3agaTtb BoMnpoc,

/setday - UBMeHUTb AeHb NonyyeHust
HanoMWHaHWs 0 3afaHunu,

/help - CnpaBo4Has nHpopmMaums no pabote
yaT-60Ta. 10:20

3ppaBcTByiiTe, AnekcaHgp!

K 09.00 25.04 BaM HEOHXOAMMO U3YUNUTb
MaTepwman: https://classroom.google
.com/c/MzEyNjcOMzM4Nzgw/m
/NTYxOTY2MjEwMzIx/details, n BbInonHUTL
cnefyoLme 3ajaHus:

1) Mepeuncnute 5 TEOPETUYECKMUX KITHOUYEBbIX
cnoB (dppas), onUcbIBatOLLMX U3yYaeMblit
Marepwuan.

2) NepeuncnuTe 5 QyHKLWIA MU MeTOLOB
Python, oTHocALWMXCS K U3yYyaeMoMy
Matepwuany.

3) HanuwwuTe B ABYX NPEANOXEHUAX, YTO
Aenaet NpuBELEHHbIN KOA,.

4) HanuwwuTe 0gHUM NPEAJSIOXKEHNEM, YTO
Lenaet nNpuBELEHHbIN KOA,.

5) HanuwwuTe ogHUM NpeanoXeHneMm, 4To

R
AARAAT ARUUPARAIIIILIT AR |

3ajaHus NpsiMo ceinvyac?

CKHUBasi CTPOUKHU KOJa U pacioJiaras uxX B IPaBUILHOM
nmopsaake. 3a HeIPaBUJIbHBIE IEPETACKUBAHUA CTPOUEK
KOJa OYKM CHHMAIOTCS, a 3a IIPaBUJIbHOE BHIIIOJIHEHUE
3alaHUST — HAUUCJISIOTCS.

3.4. Mpouepypa nccnepoBaHnsa

B uccnemoBanuu npuaaniu yuactue 60 cTyaeHTOB
1-ro kypca GakaJyiaBpuaTa HallPaBJIEHUA IIOATOTOBKU
10.03.01 «MudpopmarinornHas 6e30IaCHOCTb» (haKyJIb-
TeTa MHPOPMAIIMOHHBIX TEXHOJOTUI U aHaIn3a 60JIb-
muX JaHHBIX @UHAHCOBOTO YHUBepcuTera npu [Ipasu-
TenbcTBe Poccuiickoii Pemepanuu, KOTOpPble U3ydaInd
mporpaMMupoBaHUe Ha A3bIKe Python B TeueHue nqByx
cemecTpoB. VcciieoBaHre TPOBOIMIIOCH BO BTOPOM CeMe-
CTpe, T. €. CTYIeHTHI YKe N3YyUNIU HauaJIbHbIe TEMbI U He
SABJAJNNCH HOBUYKAaMU B IporpamMMmupoBauuu. Ha cemu-
Hapax, IPOXONUBIINX OAWH Pas B HeJeJII0, pasbupaiicsa
yueOHBIN MaTepuas U CTYJeHTHI INCAJIU IPOrPaMMBbI

10:52

,@ MoAroToBbLCA K CEMUHApaM I
3 60T

10) Kakue Bonpochbl Bbl XoTenu 6bl pa3obpaTb
Ha ceMuHape?

Kopa, cTpoku Kofa 1 Bonpochl TecTa B
3afaHuAx 3-8 noABATCA Nocne Havyana
BbIMOJIHEHWS 3afaHUM.

Bbl roToBbI NPUCTYNUTb K BbINOJIHEHNIO

HauaTb BbINONHATb 3aAaHUs ceilyac

HanomuuTtb B 21:00

lMepeHecTn HaNOMUHaHUe Ha 3aBTpa

3apaHue N21: Mepeuncnute 5 TeopeTUYeCcKuX
KntoueBbIx cnos (ppas) MaTepuana. 12:31

aHOHUMHas yHKUMA, PYHKLMS BbICLIErO
nopsifika, No60oYHbIN 3 HEKT, 3aMbIKaHUs,

Aekopatop 12:33 W&/

3apanue N22: Mepeuncnute 5 GyHKUUIA 1
mMeTozoB Python nsyyaemoro matepuana.
12:33

map, filter, reduce, lambda, def 555

3apava Ne3: Hanuwwute B ABYX
npeanoXeHusx, YTo aenaeT Koga:
def fun(a):
def fin(b):
returna +b
sm = fin(2)
return sm 12:35

m ©) CooblueHve 2

I @) <

@ m ©) Cooblyenne 2 @

Il @] <

Puc. 2. Pa6oma Heuzposozo wam-6oma «IIo0zomosvcs k cemunapam no Python»
Fig. 2. The operation of the non-gaming chatbot “Prepare for the Python workshops”
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Fig. 3. The operation of the computer game “Restore the program”

Ha s3biKe Python B Jupyter Notebook 1 Google Colab.
Jlo mpoBeneHUA 9KcepuMeHTa UG POBOe UTPOBOE 00Y-
YyeHVE Ha ceMUHapax He IPUMEHAJIOCH.

CHauaJjyia CTyJZEeHTHI UCIIOJHb30BaJU HEUTPOBOTO
yaT-60Ta AJIS IMOATOTOBKU K AECATU ceMUHapam. 3a-
TeM — UTI'POBOr0 4aT-00Ta BHE ayAUTOPUU B UHIUBUIY-
aJILHOM Pe’KUMeE B TeUeHUe AecATHU fHell. [[anee Ha IBYX
ceMHUHapaxX B ayAUTOPUU 00ydarolnuecs 3aHUMAJINUCh
C UTPOBBHIM YaT-60TOM B KOMaHIHOM PeKUMe, a Ha IBYX
CJIEIYIOIIUX CEMUHAaPaX UCII0JIb30BAJIN KOMIIBIOTEPHY IO
urpy «BoccranoBu mporpammy». Ilociie mpuMeHeHUSA
BCEX 9TUX 00pPa30BaTEIbHBIX NWHCTPYMEHTOB CTYAEHTHI
3aMOJIHUJIA aHKETY, B KOTOPOI OI[eHUJU YBJIEKATEIh-
HOCTB, CJIOJKHOCTH ¥ BOCIIPUHUMAaEMYIO IOJE3HOCTh
JTaHHBIX 00Pa30BaTEJIbHBIX MHCTPYMEHTOB 1 CEMUHAPOB
o nATN6aNIbHOM mKaJje JlafikepTa, a TaKKe OTBeTUIN
Ha BOIIPOC O TOM, UTO UM MHTEePeCHee: ITICATh UV YUTATh
OPOTPaMMHBIN KOJ.

4. PesynbTaTbl

OTBeTHI CTYAEHTOB HAa BOIPOCHI AHKETHI IIPOe-
MOHCTPUPOBAJIHU, 4TO 73,4 % CTYyAEHTOB MHTEpecHee
mucaTthb Kox, 13,3 % cTymeHTOB MHTepecHee YNTATh KO,
a 13,3 % cTyneHTOB OTMETUJIV OLUHAKOBBIA MHTEPEC
K HAIIMCAHUIO KOJAa M ero uTeHuio. MbI ompeaeaunin
cpefHYe OIeHKU YBJIEKATEeJIbHOCTH, CJI0MKHOCTUA U BOC-
MIPUHUMAEMON IOJEe3HOCTHY KasKI0T0 NCIO0JIb30BAHHOTO
00pasoBaTeJIbHOI0 HHCTPYMEHTA ¥ CEMUHAPOB.

Hawu6oJiee BPICOKO OI[eHUBAJIACH YBJIEKATEJIHHOCTH
HTPOBOro YaT-60Ta B KoMaHgTHOM peskume (3,67). Cpen-
HUe OIeHKU YBJIEKaTeJbHOCTH OCTAaJbHBIX 00pasoBa-
TeJbHBIX UHCTPYMEHTOB IIOJYUYUJIUCH CJIEIYIOIIUMU:

e [JIs UTPOBOTO YaT-00Ta B MHAMBUAYAJIHLHOM pe-

Kume — 3,64;

e 11 ceMuHapoB — 3,33;
® IJIsI KOMOBIOTEPHOM UTPHI — 3,29;
e I HEUI'poBoro uar-6ora — 2,75.
Hab6aromanace craTucTudecKky 3HAUMMAsS Pa3HUIIA
MeKAY OIleHKaMU YBJIEKATeJIbHOCTHU CJIEeNYIOINX 00-
pasoBaTeJbHBIX HHCTPYMEHTOB:
e MEMKAy UTPOBBIM YAT-00TOM B MHAMBULYAJIbHOM
pexume u cemmuapamMu — p < 0,1;
e MEMKAy UT'POBBIM YaT-00TOM B UHAMBULYAJIbHOM
peKkuMe 1 KOMIIbIOTepHOU urpoit — p < 0,1;
® MeKJy UTPOBBLIM UaT-00TOM B MHAWBUAYATIHHOM
pexumMe 1 HeUTrpoBbIM yaT-60ToM — p < 0,001;
® MeKXJy HeUTI'POBBIM YaT-00TOM U ceMUHapaMu —
p <0,05;
® MeKJy HEeUTPOBBIM YaT-00TOM U KOMIIbIOTEPHOI
urpoit — p < 0,05;
e MeKIy HEeUI'POBLIM YaT-00TOM M UTPOBBIM UAT-
6oToM B KoMaugHOM pexxume — p < 0,001.
3agaHusAg UTPOBOr0 4aT-00Ta B KOMAHIHOM PEsKH-
Me OBLIM BOCIIPUMHSTHI KaK Hanuboxee ciaoxHbIe (3,47).
CpenHue OIeHKY BOCIIPUHUMAEMO CIOKHOCTH OCTAJb-
HBIX 00pas3oBaTeJbHBIX MHCTPYMEHTOB IMMOJYUYUIUCH
CIeAYIOIIUMU:
e [JIsT UTPOBOTO YaT-00Ta B MHAMBUAYAIHLHOM pe-
mume — 3,42;
® JIsI ceMuUHapoB — 3,27;
e I KOMIIbIOTEPHOI urpsl — 2,86;
e I HEUIpoBoro uar-6ora — 2,69.
Hab6aromanach craTucTuYecKy 3HAUYMMAs PasHUIIA
MEeKIy OIleHKaMM CJIOMKHOCTHU CJIeIyIoInX obpasoBa-
TeJbHBIX NHCTPYMEHTOB:
o MeXXIYy ceMmHapaMu U KOMIIbIOTEPHON UTPOH —
p <0,05;
o MeXKJy ceMHuHapaMU U HEUT'POBBIM U4aT-00TOM —
p<0,01;
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Fig. 4. Radar chart of average score of attractiveness, complexity and perceived usefulness of the educational tools used

® MEXIY KOMIIBIOTEPHON UIPOU M UTI'POBBIM UaT-
60TOM B MHAMBHUAYadbHOM pexume — p < 0,001;

® MeXXJy KOMIIBIOTEPHOW MTPOU WM MT'POBBIM UAT-
60TOM B KOMaHAHOM pekume — p < 0,01;

e Me)KJy HEeUTI'POBBIM UaT-00TOM W UT'DOBBIM UaT-
0oTOM B MHAUBUAYaJIbHOM pexume — p < 0,001;

e MEXKJy HEeUTI'POBBIM UaT-00TOM M UT'DOBBIM UaT-
6oToM B KOMaHAHOM pe:xume — p < 0,001.

Hawu6o.1ee BBICOKO OI[eHNBAJACh BOCIIPUHUMAEMA ST
MOJIe3HOCTh ceMUHAPOB (4,27). CpenHue OIleHKY IT0JIe3-
HOCTHU OCTAJbHBIX 00pPa3s0BaATEIbHBIX MHCTPYMEHTOB
MOJYYMJINCE CIEAYIOIUMU:

® 1 KOMIIbIOTEPHOI urpel — 3,07;

e 1151 UTPOBOTrO YaT-00Ta B MHAWBULYAJIHLHOM pe-

wxume — 3,00,
® 1151 UTPOBOTO YaT-60Ta B KOMAHIHOM PEKIMe —
2,93;

e s HeUurposoro uar-6ora — 2,77.

OpHako crmamucmu1wecku 3HAYUMASL PAZHUYA
cyu,ecmeosana moibKo medxidy oyeHKamu nones-
HOCMU ceMuHaApos u 6cex dpyzux obpasoeamens-
HbLX uHcmpymenmoé (p < 0,001), a MexIy OIeH-
KaMUu II0JIE3HOCTHU APYTUX NHCTPYMEHTOB ee He OBLIO.

ITosryueHHbIe 3HAUEHUA OTPAKEHBI HA JIETIeCTKOBOM
auarpaMMme, IMOKa3bIBAOIEH COOTHOIIeHNA 3HAUCHUHN
Tpex mapaMeTpoB («YBJIEKATEIbHOCTb», «CJIOMKHOCTD»
U «II0JIEBHOCTH» ), PABHECEHHBIX IO TpeM ocAM (puc. 4).

5. 06¢cyxpeHne

O1meHKa CIOKHOCTH 3aJaHUIl UTPOBOTO yaT-60Ta
oKasajiach 4YyTh BBIIIE, UYeM Yy 3aJaHUNA CEeMHUHAPOB,
OTHAKO 3Ta PA3HUIIA He SBJSETCS CTATUCTUYECKU 3HA-

yuMoii. [laHHBIN 4aT-60T, KAK U CEMUHAPbhI, OKa3aJiCs
CTATHCTUYECKY 3HAUNMO CJIOKHEee HEUTPOBOr'o uaT-60oTa
Y KOMIIBIOTEPHOI UTPBI. ITO O0BACHAETCS CIEAYIOIIM
o6pasom. KoMIibroTepHasa urpa, Kak 1 HEUI'POBOM 4aT-
00T, He TPeOOBaJIM HAIIMCAHUA IIPOrPAMMHEHOI0 KOIA.
Hanwmucanume Koma ocyIecTBIIsIOCh Ha ceMuHapax. I1o-
TOMY 3aJaHUs UTPHI U HEUT'POBOTO YaT-00Ta OBLIN MeHee
CJIOYKHBIMU. XOTS 3aJaHUS UTPOBOTO YAT-00TAa TaAKKe
He OBLIIM CBA3AHBI C HANMMCAHMEM IPOTrPaMMBbI, OHU
OBLJIM TOJIOBOJIOMKAMU, pellieHne KOTOPBIX TPeOoBaIo
JIOTMYECKOT0 MBINIJIIEHU S, TI03TOMY X CJIIOKHOCTH ObLIa
OlleHeHAa KaK camMas 0oJiblIas.

OreHKa yBJIEeKaTeJIbHOCTH UIPOBOro yaT-60Ta cra-
TUCTUYECKHU 3HAUNMO IIPEBIIIAET aHAJOTUUYHYIO OI[eH-
Ky BCeX HCIIOJIb3yeMbIX MHCTPYMEHTOB 1 CEMHUHAPOB.
CooTBeTcTByIOIIaA OIleHKa HEeMI'POBOTO uaT-60Ta cra-
THCTUYECKHU 3HAUNMO HAaWMMEHbINAsI, & KOMIIbIOTePHASA
Urpa He OKasajaach MHTepecHee ceMruHapos. KomaugHas
paboTa ¢ UTrPOBBIM YaT-00TOM OKAas3ajiaCh HEMHOT'O yB-
JeKaTebHee MHAUBUAYAIbHOM. OTCloma ciaemyer, 4To
YBJIEKATEJIbHOCTh ONPEeJIeTCsd UTPOBBIMU MeXaHU’-
rKamu. HeurpoBoit uaT-60T He MMeJ HUKAKUX UTPOBBIX
MexaHUK. Kpome Toro, B 9ToM uaT-60Te MCIOJIbH30Ba-
JIUCHh CTAHAAPTHBIE BUABI UCILITAHUI: TeCTUPOBaHUE,
OTBEThI HA OTKPBIThIE U 3aKPHIThI€ BOIIPOCHI. SHAUUT,
IpuMeHeHIe YaT-00Ta KaKk TAKOBOTO He IMOBBIIIAeT y¥B-
JeKaTeJbHOCTh. HeoOxoamumMo 3aKIagbIBaTh B 4aT-00T
MeXaHU3MBbI, KOTOPBIE CAEeJIAa0T PaboTy 00yUaroIerocs
uHTepecHee. [lo yBIeKaTeJIbHOCTH UTPOBOM YaT-60T
IpeB301Ie]I CEMUHAPHI, 0OYEBUTHO, 34 CUET MCII0JIb30-
BaHUA KaK MTPOBBIX MEXaHUK, TAK M 3aJaHUI-T0JI0-
BOJIOMOK. J[aHHBIM BBIBOJ HE IIPOTUBOPEUNT HAOIIOE-
ausm C. Harteveld, G. Smith, G. Carmichael u ap. [3]
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¥ 00'bSICHAETCS CYIIeCTBOBAHUEM Y JIFO[eil BPOIKAEHHOTO
«MHCTUHKTAa T'oJIoBOJIOMKM» [3]. Takum ob6pasom, mc-
MOJIb30BaHUE UTPOBBIX MEXaHUK U 3aJaHUI-TOJIOBOJIO-
MOK MOJKET IO IePKUBATh HA BLICOKOM YPOBHE MHTEPEC
¥ K 4aT-00Ty, U K JUCIIUILINHE.

OmeHKa BOCOPUHUMAEMON I10JIE3HOCTH CeMUuHa-
POB CTATHUCTUUYECKYU 3HAUMMO IIPEBOCXOIMJIA COOTBET-
CTBYIOIIYIO OI[EHKY BCEX IIPOUYUX MCHOJb30BAHHBIX
WHCTPYMEHTOB; BOCIIPUHMMAEMAS II0JE€3HOCTh MPOUNX
HMCIIOJIb30BAHHBLIX 00pPa30BaTeIbHBIX WHCTPYMEHTOB
OKasaJjiach MPUMEPHO Ha OJHOM ypoBHe. Ilose3HoCTh
HEUI'POBOr'0 YaT-00Ta 0Ka3ajaach YyTh MEHBIIIE I10JIe3-
HOCTH OCTAJBbHBIX MHCTPYMEHTOB, OLHAKO 9Ta Pa3HUIA
He ABJISETCA CTATUCTAYECKH 3HAYN MO . OTO 00'bACHUMO,
Beb CTYAEHTHI He OBLIN HOBUUKAMU B IIPOTPAMMUPO-
BaHUY HA MOMEHT IIPOBEIEHNA d9KCIIePUMEHTa U MOTJIN
IporpaMMUPOBATL Ha HAYAJIbHOM YpPOBHe. BosbIInH-
CTBY CTYAEHTOB, COTJIACHO OTBETaM HA BOIIPOCHI aHKETHI,
00JIBbIIIe HPaBUJIOCH ITHUcaTh Koa. CeMuHApPHI OBLIU TO-
CBAIIEHBI IPEUMYIIECTBEHHO HAMCAHUIO IPOTPaMM.
Kpome Toro, Ha ceMUHAPCKUX 3aHATUAX pasOupaInch
HOBBIE TE€MbI, PeIIaJiiCh Pa3HOOOpa3Hble 3aJaun, aHa-
JU3UPOBAJINCH aJIbTePHATUBHBIE MOAXOABI K UX perlle-
Hro. [10sTOMY IMO/IE3HOCTh CEMMHAPOB 3HAYHNTEIHHO
BBIIIIE, Y€M Y OCTAJIbHBIX HHCTPYMEHTOB, KOTOPHIE ObLIN
HanpaBJIeHbI B OCHOBHOM Ha pa3BUTHE OTHAEJbHBIX
HaBBIKOB. ITU HOBbIe HABBIKMU, KCTATH, MOTJIN CIOJIb-
30BaThCA B JaJbHEHIIIEM 1 Ha CEMUHAPAX, 34 CUET Yero
BOCIIPUSATHE II0JI€3HOCTY CEMUHAPOB YBEJINUYNIOCh. Bo3-
MOXKHO, pacinupenue QyHKIIMOHAA UIPOBOTO yaT-60Ta,
HaIIpuMep, Ho0aBJIeHNe 3aJaHUi 10 HAIMCAHUIO KOJa
¢ 3aJ1eliCTBOBAaHMEM DACIO3HAHHOUN CTPOUYKU IIPOrpam-
MBI, IO3BOJIUT YBEJIUUUTD €0 IT0JIEBHOCTD U TPUOJIU3UTH
K IOJIe3HOCTU CeMUHAapPOB. [JaHHOE MPEAIIoIoKeHe
OyZeT IPOBEPEHO B CIAEAYIOIIUX NCCAEeTOBAHUSIX.

Takum 06pasoM, XOTs OI[eHKa II0JIe3HOCTU UTPOBO-
ro yat-60Ta HUKe aHAJOTUUYHOMN OIleHKU CeMHHApPOB,
a OIeHKU CJIOXKHOCTU OBLIY IPUMEPHO PaBHbI, yBJIeKa-
TeJIbHOCTH UTPOBOI0 YaT-00Ta OKas3aiach CTaTUCTUUYECKU
3HAUMMO caMoil BbIcOKoOii. CiiemoBaTeIbHO, 3a CUET HC-
MOJIb30BAHUSA TAKOT0 00pa30BaTEJIbHOTO MHCTPYMEHTA
MOJKHO 3HAUUTEJBbHO ITOBBICUTh MHTEPEC K 3aHATUAM
Kypca, B TOM YHCje K ceMrUHapaM, B paMKaX KOTOPBIX
MOJKHO HCIIOJIb30BATh KOMAHIHBIN PEXKUM PabOThI 4aT-
oora. Peanusamnusa 60abIero KoJamn4yecTBa TUIOB 3aa-
HUH B UTPOBOM 4YaT-00TE MO3BOJUT YBEJIUUYUTH €r0 I10-
JIE3HOCTDh U YBJIEKATEIbHOCTL. BasXHBIM JOCTOMHCTBOM
UTPOBOTO YaT-00Ta ABJIAETCS €TI0 CIIOCOOHOCTh PA3BUBATD
HaAIIpeIMeTHbIE HABBIKH, B YaCTHOCTH, IAMSTh 1 JIOTH-
YeCKOe MBIIILIeHNE.

6. BbiBOADI

B cBere Bospociiieii posiu 4aT-00TOB BaXKHO UCCJIEN0-
BaTb 9 dexTuBHOCTE DGBL Ha 6ase sTOro MHCTPYMEHTA,
B TOM YWCJI€ B CDABHEHUU C APYTUMU 00pa3oBaTeIbHBI-
MU UHCTPYMEHTAMU 10 KPUTEPUSIM yBJIEeKaTeJIbHOCTH,
CJIOKHOCTHU ¥ BOCIIPHHUMAEMOU II0JIEBHOCTH.

ITo nToram sxcuepruMeHTa, B X07je KOTOPOT'O UTPOBOM
4aT-60T ¢ 3aJaHUSAMU-TOJIOBOJIOMKAMU IJIA 00yUeHUA

OpOrpaMMUPOBAHUIO CPABHUBAJICSA C APYTUMHU 06paso-
BaTeJbHBIMU UHCTPYMEHTAMU, OBIJIO YCTAHOBJIEHO, UTO
CTyAEeHTaM OAMHAKOBO MHTEPECEH, IMOJEe3eH U CIOKEH
KaK MHIUBUIYAJbHBIN, TAK 1 KOMAHTHBIN PEKUM UTPO-
BOTrO 4aT-00Ta ¢ 3aJaHUAMU-TOJOBOTOMKaMu. [TosTomy
U2pPo6oil 4am-60m MOHHO UCNONB306AMb KAK GHe
aydumopuu, max u Ha AyoOumopPHbLX 3AHANMUAX.
Ecnu 3ay10:%uTh B 4aT-60T 3aaHUA PA3HBIX TUIIOB, B TOM
YyucJjie CBA3aHHbIe ¢ HallMCaHUeM IIPOrpaMMHOTO Koja,
TO 9TO IIOBBICHUT IIOJIEBHOCTH 4aT-60Ta. A nOCKonbKY
uHmepec K uzpogomy wam-6omy npeéviLcun uHLme-
pec K cemunapam, UcCnonb306aHue HA ceMuHapax
u2p0o6020 wam-60ma NO3GOLUM YEEeAULUMD U Y6-
eKamenbHOCMb CeMUHAPCKUX 3AHAMULL, 8 TAKIKE
IIOMOJKET IIPOBOAUTE a3aPTHBIE YUeOHbIEe COPEBHOBAHMA.

Kpome Toro, BarkHOE 3HAUEHUE MJIA PE3yJIbTaTUB-
"Hoctu DGBL umeror peanusoBanHble MexaHuku. Vc-
TOJIb30BaHUE UTPOBBIX MEXaHUK U UT'POBOTO YaT-60Ta
C 3alaHUSIMU-TOJOBOJIOMKAMU 3HAUNTEIbHO IIOBBIIIIAeT
WHTepec K 00pa3oBaTeIbHOMY MHCTPYMEHTY, II09TOMY
UTPOBO# YaT-60T UMeeT IPeruMyIecTBa Iepea UrpamMmu
¥ HEUTI'POBBLIMU 4aT-00TaMMU.

JlanbHelniada paboTa mpeaIojgaraeT uccjaefoBaHme
GaKTOpPOB, KOTOPLIE BIUAIT HA YBJIEKATEJbHOCTD,
CJIOKHOCTDb U BOCIIPMHUMAEMYIO II0JI€3HOCTh UTPOBOTO
yar-60Ta ¢ 3aJaHUAMU-TOJIOBOJIOMKAMU /I O0yUeHU A
IporpaMMUPOBAHUIO.
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