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THE ROLE OF GAME PROJECTS IN TEACHING PROGRAMMING 

PAN A.А., KIM YE.R. (e.kim@turan-edu.kz) 
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In the modern world, modernization of the education system is a key issue for the further 

development of the country. The modernization of education, in a global sense, set the teachers a 

vast number of tasks for the formation of a student‘s personality, his ability to learn, development 

and self -organization. Information technologies have introduced their role in the learning process - 

the realities of the modern world are such that digitalization affected all the areas of human activity, 

so computer science is one of the most key subjects of taught in schools and universities. Computer 

science not only gives an understanding of information processes, methods and means of processing 

and analysis of information, but also teaches self -organization and the ability to set goals and tasks 

correctly in solving problems. 

However, the well -known fact lies in the fact that teaching accurate sciences at school, as 

mathematics, physics, computer science, etc., do not always differ in good feed and visibility of the 

material. At the same time, these disciplines require students exclusive attentiveness and accuracy 

in learning, which does not always positively affect interest in the subject being studied. Therefore, 

the introduction of gaming technologies into the education system will make accurate sciences more 

intuitive and understandable for young students, and in the investigation, will help create a 

favorable and friendly atmosphere for learning. [1] 

Today, the list of games used in the educational process is quite wide. In a global sense, such 

games can be divided into two main categories: 

1. Games teaching the basics of algorithmization 

2. Games sharpened to study a specific programming language 

If we talk about the first group, the most popular resources are: Scratch, Lightbot and Lightbot 

Jr., Code.org, etc. These resources are just created for children from 8 years old, which allows them 

to be embedded in the educational process from the very primary grades. Learning covers the most 

basics of algorithmization, it is possible to program programming in simplified languages, but the 

main advantage of such resources is an intuitive graphic interface and the possibility of visual 

programming using Cola blocks. The most striking example with this approach is Scratch. In fact, 

in order to start training, you need only the ability to use a computer mouse and keyboard. Scratch 

also provides an extensive list of built -in courses, but at the same time, allows you to create a small 

game without following any instructions, which allows students to apply the acquired skills in 

realizing their ideas and fantasies. If we talk about minecraft and code.org, they also use the graphic 

language that allows the user to perform simple tasks. The above games are excellent educational 

tools: they develop spatial thinking, analytical, mathematical and logical skills, and the game form 

of learning keeps the student's attention for a long time. [2] 

For older users, there are resources for studying a specific programming language such as: 

CodeWars, Javarush, Codecombat. Javarush, for example, offers a study of the Java language. The 

training is designed for an online game, where a separate level represents a separate solar system. 

As the tasks are successful, the player‘s spacecraft moves from one star system to another. Ruby 

Warrior, in turn, offers training Ruby. The platform also uses the game format of training, but it is 
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slightly different from Javarush. The program code is also written in the browser, but the player acts 

as a knight who needs to find the princess, avoiding traps. Traps, in turn, require the player to 

spelling software code. 

Indeed, all these platforms allow a person far from programming to join the IT sphere and 

begin to understand the basics of algorithmization and logic. However, for a deeper study of this, 

this may not be enough. As a rule, the main problem in teaching programming is the lack of 

experience in working on real projects. The development of games, in this case, is the most friendly 

sphere for such experience. Firstly, there are a lot of free gaming engines on the market, like Unity, 

Unrealengine, Gamemakerstudio, Godot, Construct, etc. Secondly, gaming projects can be more 

attractive and motivating for students, since when creating a game, the student has the opportunity 

to immediately see the result of his efforts, moreover, you can always share a finished game with 

friends and get an instant connection, because for testing the game It is not necessary to be a 

programmer. Thirdly, all of the above engines have existed on the market for quite some time, so 

they have an extensive audience always ready to help a beginner developer. 

In general, the development of a game is the development of a full -fledged product. In the 

process of creating a game, students learn to overcome the difficulties that are far from limited to 

knowledge of the programming language, but most often associated with filming the architecture of 

the application and setting up the user interface. Also, do not forget that the development of the 

game stimulates students will unite in teams, divide roles between participants, agree on deadline, 

etc. Such skills are simply necessary if a person claims a good position as a developer. In addition, 

the development of games does not limit the imagination of the developers in any way, because the 

game may contain as many mechanics as the author wants to add to them. 

Another advantage when using gaming projects in training is that they can be adapted to 

various levels of students' knowledge. For example, novice students can create simple games using 

engines with graphic programming, and more experienced can create more complex games with 

many mechanics using advanced game engines to create their own solutions. 

Summing up, it is obvious that the study of programming can be interesting and motivating. 

Fortunately, today, there are many training resources and tools for this. And training in 

programming through the creation of gaming projects is one of the most effective methods, since 

this approach is simultaneously interesting and motivating, but also complex, setting non-standard 

tasks for solving. [3-4] 
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