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Programming Learning using Programming by Demonstration

ToyOHISA NAKADAL:®)

Abstract: Programming by demonstration is a method to create program by user’s demonstration. The
purpose of the study is to use the programming method in order to enhance learning of computer program.
In this study a creation of searching goal on a maze is used for learning, and effect of the learning is discussed.
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Apply Rules

H EH EEN
| HEEN: N : BN
LEFT=ng[no tumn:3]

LEFT=0k[turn left:2 tumn right:1]{
RIGHT=ng[turn left:1]
RIGHT=ok[turn left:1 turn right:1]{

UP=ng[turn right:1]
UP=ok[tum left:1]
i
¥
goStraight()

Extract Rules
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Fig. 1 Learning computer programming by repetitive extrac-

tion and application rules
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[rotum:2) LEFT=ngio 3] LEFT=ngiro 3]

gostraight() | LEFT=0k[turn left:1] LEFT=0k[turn left:1 tum right:1]{
gostragnt) RIGHT=ngltun eft:1]

RIGHT=ok{tom right:1]

b
gostraight()

2. BRI T LAV OBEL—ILIABEEEREIND.
if(left side==closed){ if(left side==closed){
no turn; no turn;

no turn;
go straight;

Yelse{ Yelse{

turn left; if(right size==closed){
b turn left;
go straight; Yelse{

turn right;
¥

¥
go straight;
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Fig. 2 When a learner of programming moves player on the

maze, the rule of the movement is automatically cre-

ated one by one.
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