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Abstract

Development of the programming’s learning tool

for children be derived from maze

Shinobu Tanaka

Out of growth and diffusion of information technology in recent days, demand of
people with programming knowledge or demand of early programming instruction are
increasing. In text programming language such as C and Java a program is written
using English words and a particular grammar, and thus, it is difficult for children
such as elementary school students to take an interest in programming and understand
programming knowledge by these programming language.

Therefore in this study, for making children of elementary education step take an
interest in programming and understand algorithms and programming process etc, we
develop a programming learning tool for children based on solving maze. The proposed
system is an environment in which a user creates a program to lead a character in a
maze to the goal by adding instructions using buttons.

Then, we conducted an ecperinent on one first grade and one sixth grade of ele-
mentary school students. From the experimental result, we coufirwed that children of
elementary education step could take an interest in programming and continue it for
more than twentyminutes, as well as that they learned to use flow-control instructions

such as repetition by the proposed system.
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