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Abstrakt: This thesis explores the development of a mobile application aimed
at teaching Python programming. The study includes a comprehensive analysis of
educational methodologies, an in-depth design and implementation process, and
thorough usability testing. The proposed application integrates interactive lessons,
quizzes, coding challenges, and gamification elements to provide an engaging and
adaptive learning experience for beginners and intermediate learners. Additionally, the
application aims to bridge the gap between theoretical learning and practical coding
skills by incorporating real-world problem-solving scenarios.

AHHOTaIII/IH: B JaHHOM TC3HUCC PAaCCMATPUBACTCA pa3pa60TKa MOOMIBHOTO
MPWIOKEHUST i1 OOydeHHs sA3bIKy mporpammupoBanusi Python. HccnenoBanue
BKJIIOYAET  MOJAPOOHBIA  aHalIW3  00pa30oBaTENbHBIX  METOAUK, JETallbHOE
IMPOCKTUPOBAHUC U PCAIIN3AHIO ITPHUIIOKCHUA, a4 TAKIKC BCCCTOPOHHES TCCTHUPOBAHUC
yn00cTBa ucnosyib3oBanus. [IpeqmaraeMoe npuioKeHne HHTErpUpyeT HHTEPAKTUBHBIE
YPOKH, BUKTOPHHBI, 3a1d4M Ha KOIAWPOBAHHWC W 3JICMCHThHI FCfIMI/I(l)I/IK&L[PII/I, YTOOBI
066CH€‘{I/ITB YBHeKaTeHBHBIﬁ u aI[aHTI/IBHHﬁ IIponccce 06yquHﬂ AJId HAYWHAKIINX U
MIOJIb30BATENIEN CPEIHETO YPOBHA. KpoMe TOro, mpuioKeHue CTPEMUTCS YCTPAHUTD
pa3pblB  MEXIy TEOPETHYCCKMM OOyYeHHMEM W TPAKTUYECKUMH HaBBIKAMU
[IporpaMMHupOBaHud 34 CUYET BKJIIOYCHUA 3aga4, CBA3dHHBIX C pPCaJIbHBIMH
poOJIeMaMu.

BBenenue

CoBpeMEHHbIE TEXHOJIOTHH OOY4YeHHUs BBIOMPAIOT YAOOHBIE U JOCTYITHBIC
dbopMbI ToauM MaTepuaja, CIOCOOHbBIE yAepKUBaTh BHHMaHUE IOJIb30BaTeNed U
MOBBILIATH MOTHBAIIHIO K 00yueHHI0. MOOMIbHBIE MPUIIOKEHHS TPEACTABISIOT COO0M
NEPCTIEKTUBHBIA ~ MHCTPYMEHT,  TO3BOJISIIONIMM  cO3J4aBaThb  MHTEPAKTUBHYIO
00pa30BaTeNbHYI0 Cpey, YYUTHIBAIOIIYIO HHANBUAYAIbHBIE 0OCOOCHHOCTH YUCHUKOB.
B mocnemnue rompl BcE Oobllle HAYMHAIOMIMX MPOTPAMMECTOB BBEIOMPAIOT SI3BIK
Python wu3-3a ero mpocTOTHl W YHHMBEpPCATBHOCTH, YTO JENAeT €ro HaeaIbHBIM
KaHIUAATOM JJISl U3yUEHUs yepe3 MOOUIIbHOE TPUIIO’KEHHE.

[{ens manHO¥M pabOTHI 3aKITIOYAETCA B pa3pabOTKe U TECTUPOBAHUU MOOUIILHOTO
MPUIOKEHHUs, KOTOPOE He TOJILKO y4uT OocHOBaM Python, HO U pa3BuBaeT HaBBIKU

A,
www https://scientific-jl.org/ 65 53-son_5-to’plam_Yanvar-2025



ISSN:3030-3613 \,‘“\J/ TADQIQOTLAR jahon ilmiy — metodik jurnali

TADQIQOTLAR

pelIeHus 3aJad, 4YTO SIBJIAETCS Ba)KHBIM STallOM B CTAaHOBJIEHHHM IPOrPAMMUCTA.
[Ipunoxenue  OyAeT  UCHOJB30BaTh  COBPEMEHHBIE  MOAXOAbI,  BKJIOYas
reiiMuuKaIuio, MHTEPAKTUBHBIE DIIEMEHTHI U TIEPCOHATU3UPOBAHHOE O0yUEHHUE.
OcHOBHasl YaCTh

1. Anagu3 nmorpe0HOCTel LeaeBOH Ay IMTOPUHA

o lIpoBeneH ompoc NHENEeBOM ayJuTOPUH, BKJIIOYAIOMINN HAYMHAIOMIUX
MIPOrPaMMUCTOB, CTYJIEHTOB TEXHUYECKUX BY30B M CaMO3aHATHIX
CHEIHNAMCTOB, YTOOBI BBISIBUTh HX MOTPEOHOCTH W OXUAAHHUS OT
oOyyaromux rmiatdopm.

o Ormpenenensl KIOYEBbIE Oapbepbl B H3YYEHUU MPOrPAMMHPOBAHUS:
HEJOCTATOK MPAKTUKH, CI0KHOCTH B TOHUMAHUHU TEOPUH U OTCYTCTBHE
00paTHOM CBSI3HU.

o Paspaboran nmpoduib 1eIeBOro moyib30BaTess: JIOAu B Bo3pacte 16-35
JIeT, WMEIOINEe MHHUMAaJbHbIE 3HAHHUS B MPOrPAMMHUPOBAHUU WJTU
MOJIHOCTHIO HAYMHAIOIIIKE.

2. JIu3aiiH 1 (PYHKIUOHAJ NMPUI0KEHUS

o Pazpaborana  MoaynbHas  CTPYKTypa  ypOKOB,  BKIIIOUAIOIIAs
TEOpeTUYECKHe OOBICHEHMS, UHTEPAKTUBHBIC 3aJlaHUs U MPOBEPOUYHBIC
TECTBI.

o PeanuzoBanbl QyHKIMM:

» [lomaroBele HHCTPYKLIUU C TPUMEPAMU KOJIA.

» ABTOMaTH3UPOBAHHAs MPOBEPKA 3aJa4 C pa3BEPHYTOM OOpaTHOM
CBS3BIO.

» Cucrema [OOCTWKEHHMI I CTUMYJIHUPOBAHUS BOBJICUCHHOCTH
(Harpazbl, ypOBHH).

o IlpunokeHne MNOAAECPKUBACT AMANTALNMIO CJIOXKHOCTH 33JaHUld B
3aBUCUMOCTH OT YPOBHS MOJIb30BATES.

3. Peanu3anms u TecTHpoBaHue

o Hcnonb3oBanbl KpoccriaTpopMeHHbIE TeXHOJIOTUU, Takue kak Flutter,
JUTsE O0ecTieYeH s TOCTYMHOCTH NpuiioxeHus Ha Android u 10S.

o IlpoBegeHo TecTUpoBaHME MPOTOTHNA HAa (POKYC-TPYyIIax W3 IEICBOM
ayIUTOPHUH.

o Ha ocHoBe 00paTHOM CBS3U BHECEHBI YJIYUILEHUS B MOJIb30BATEIbCKUN
uHTepdeic, coaepkaHlue YPOKOB U aJITOPUTMBI aIallTalluy 3aaHHM.

o Pazpaborana aHamuTHyeckas cUCTEMa JUIsl OTCIEKMBAHMS Iporpecca
MOJIb30BATENEH, YTO MO3BOJISIET ONTUMHU3UPOBATH KOHTEHT U MOIXObI K
00y4eHHIO.

3akiouenue
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PazpaboTka MOOWIBHOTO NpuOXKeHUs ansi obOyuenus Python mno3zBonser
CO3/1aTh JOCTYMHYIO U 3P (HEeKTUBHYIO TUIATHOPMY JUIsl HAUMHAIOIIUX TPOTPAMMHUCTOB.
HUtorn HCCICAOBAHHUA IIOKA3aJIk, YTO HHTCTPAIUSd HMHTCPAKTHBHBIX W aJalITUBHBIX
JJICMCHTOB CHOCO6CTBy€T YIYUIICHHUIO YCBOCHHUA MaATCpHala HW IIOBBIIICHUIO
MOTHBALUH MOJIb30BATEIICH. [Ipunoxenue MOXET OBITH pacmupeHo
JIOTIOJIHUTEIbHBIMU  (DYHKIUSIMH, TaKUMHM KaK HHTETpalys C OHJANH-KypcaMu H
COO6HI€CTBaMI/I nporpaMmMucCTOB, 4YTO CACIACT C€ro CUIC 0ojee MOJIE3HBIM
MHCTPYMEHTOM JJ11 00y4EHUS.

PesynbpTaThl gaHHOM pPabOTBI MOTYT TIOCHYXHTb OCHOBOM IS JaJIbHEHIINX
I/ICCJIC,ZIOBaHHﬁ B 00JaCTM MOOWIBHBIX TEXHOJIOTMH © HX IIPUMCHCHHA B
O6p8,30BaTCJII>HBIX neisix.
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