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Conclusion. The following tasks were completed in this study to solve the problem of business 

process models comprehensibility assessment: 

1) the algorithm for business process models comprehensibility assessment is proposed; 

2) the software implementation of the proposed algorithm is developed; 

3) the software is used to assess the comprehensibility of BPMN process models. 
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The relevance of the work is that the development of intelligent agent today has become actively 

gaining popularity, in every industry, because we all know that through a telegram bot we can safely get 

various references. 

This work  describes in detail the creation of an intelligent agent for the educational center of the 

English language school. The telegram bot is configured to sort the client base and identify the main 

directions and areas. To systematize the work of the language school and facilitate organizational 

moments, i.e. the Telegram bot is fully programmed through Python. 

It is created as quickly and easily, for this purpose it is necessary to find the bot "BotFather" in the 

Telegram search engine and here too everything will be demonstrated step by step by photo. When you 

find the bot, be sure to find the official bot with a blue check mark. As shown in the picture immediately 

click on the icon "start" as in Figure 1 after which the bot provides a list of services that must be selected, 

here you must also select "newbot" After that the bot offers to write the name of the bot, then enter the 

bot, according to the template, which gives the bot, there may be errors if the name of the bot already 

exists, then you will need to enter a new one. This chat bot has been successfully created. Chat Bot for the 

educational center of English language is successfully created and connected, the platform for further 

work is created.  And also immediately through "BotFather" you can edit our bot, add the necessary 

picture, write a full description of the bot, write data all these manipulations were carried out directly 

through the bot "BotFather" . and a very important point to save the bot token, because when you write 

the code it will also necessarily be needed to refer to the bot and it was working and commands run.( 

Figure 1). 

 

  



Матеріали конференції«Комп'ютерні ігри та мультимедіа як інноваційний підхід до комунікації - 2023» 

145 

                                                   

 

Figure 1: Bot settings 

 

The chat bot is called "Happy English" and it is very important to keep the bot token for yourself, 

write it out or save it in a separate folder, as it will be useful when writing code 

The creation of this command is also available in our chat bot. For this purpose, first of all, we need 

to import "types" thanks to which our buttons will work. Here is a simple scheme, a skeleton to see the 

whole picture of programming and then to create your own chat bot, you just need to insert your values 

and run the bot. 

                                               boot.polling (none stop =True). 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 2. Programming 

 

This is a very important part of code writing, it is necessary to write this command at the end of the 

code without which the bot will not start and will not work.  It is mandatory that this command follows 

after all commands, and without it will not begin to function chat bot as well as after "True" you can add 

"interval=0", and then the program will work continuously.  In Figure 2 above you can see that also 

imported such a concept as SQLite 3. We imported this query language to automatically upload data to 

the closed Telegram group. Another very important point Timeweb.ru is a server, thanks to which our bot 

works 24/7 without re-configuration, launching with paycharm. This server is also specified in the writing 

of the code and the data must also be imported and it all looks like this "import time". And this server is 

paid, you will need to specify how many months the bot will work, and depending on the month to pay 

for this server. In our case, the server was taken for 1 month, if everything is satisfactory can be extended. 

The only disadvantage of this server in it is loaded completely finished work, and the bot works like 

clockwork, but only impossible to make any changes. That is, changes in the plan, building questions, 

order, change answers or buttons. This all will be simply impossible to do the program in Timeweb.ru 

server is loaded only 1 time. Because of this it is very important before uploading everything thoroughly 

double-check, if you make a chat bot to the client to order to discuss all the details, whether the client is 

satisfied with everything, check the work of the chat bot from different devices and only then upload the 

program to the server, because many customers take a subscription at once for a year and the paid amount 

is large. And in order not to lose a lot of money and the credibility of your work before the client must 

double-check all the details and only after your customer says that everything is satisfactory, you can 
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safely load the program on the server. This is one of the details of working with a chat bot. It is also 

important when creating a group in Telegram, for the database do not add unauthorized people and after 

you give the customer your product, immediately leave the group, as this group is designed to store and 

form the database of a particular company. And further presence of outsiders in this group will not be 

appropriate. For confidentiality after checking immediately leave the group.  

To summarize about writing the code, all the basic points have been described and clearly shown, 

our chat bot is ready and functions quite well. Since the bot has only a couple of commands it was not 

very difficult to write, well, it is at first glance after writing the code. Total our code is written on 80 lines 

of paycharm.   All aspects and key points are shown in Figure 3. 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 3.Programming 

 

Conclusion. As a result of the work done, the main goal has been achieved, which is the 

development of the bot. The chat bot on the telegram platform has been successfully created and is quite 

functional as a program that separately stores the customer database and works continuously 24/7. By 

accomplishing each task set, step by step the goal is successfully achieved. This paper described the 

creation of an intelligent agent for an English language school educational center. Telegram bot is 

configured to sort the client base and identify the main directions and areas. To systematize the work of 

the language school and facilitate organizational moments. That is, the telegram bot will be fully 

programmed through Python. Having learned the programming language, we set the necessary commands 

to the Telegram bot, and start the work. Creating an intelligent agent today is the best so far, because no 

social network gives us such advanced parameters as Telegram, no social network we can not so 

programmed. And most companies are interested in having a specialist who would fully supervise this 

part of the work. It is safe to say that the main goal and objectives are fulfilled as described in the 

beginning of the work, and the practical significance of the thesis project also reached its destination. 
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