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AHHOTAIIUAS
CoBpemeHHas 00pa3oBaTellbHAs Cpejia IEPEKUBACT KAUECTBCHHBIC H3MEHEHHMSI TTO/
BJIUSTHUEM LU(POBBIX TEXHOJOTUH, B YACTHOCTH — MCKYCCTBEHHOI'O MHTEJJIEKTa
(M), xoTophlii OTKpBHIBAET HOBBIE TOPU3OHTHI B IMPENOJIAaBaHUM OCHOB
NpOrpaMMHUpPOBaHUS JIeTAM. B HacTosieM UCCIeI0BaHUM PAaCCMATPUBAIOTCS
TEOPETUUYECKHE W TPUKIATHBIE acMeKThl wucnoib3oBanus WU nns oOydeHus
MpOrpaMMHUpPOBaHUI0O B Bo3pacte 7—14 1er. AHaIu3UpylOTCS aJanTUBHbIC
oOyuarore matdopmbl  (Hampumep, Code.org, Scratch, Tynker), a Ttaxxe
MHTEIJICKTyalbHbIe 00yYalolIie CUCTEMbI, UCIIONB3YIONIME MAITUHHOE O0yuYeHHe
U 00pabOTKy €CTECTBEHHOTO s3bIKa I MEPCOHANM3AIMH y4eOHOTO Mpolecca.
Cornacno otuety EdTech Digest (2023), 6onee 63% HavYaJIbHBIX U CPEAHUX IIKOJ
B CIIIA BHeapwiu MU -uHCTpyMeHTHI B 6a30BO€ 00yUYeHHE MPOTPAMMHUPOBAHUIO, a
78% menaroroB OTMETHIIM POCT BOBJIEUEHHOCTH YYEHUKOB mociie BHeapenus M-
aCCHCTCHTOB. B XolIe CpaBHUTENBHOTO aHalW3a TOKa3aHO, 4YTO JIETH,
oOyuaronuecs ¢ npumeHenueM MU-cpencts, 7eMOHCTpUPYIOT B cpeaHeM Ha 24%
0oJiee BHICOKHE PE3yJIbTaThl B PEIICHUH aITOPUTMHYECKUX 33/1a4 IO CPaBHEHUIO C
KOHTPOJIBbHOU rpymnmo# (o qanueiM uccienoBanus Stanford Al+Education, 2022).
Abstract
The modern educational environment is undergoing qualitative changes under the
influence of digital technologies, in particular artificial intelligence (AI), which
opens up new horizons in teaching the basics of programming to children. This
study examines the theoretical and applied aspects of using Al to teach
programming to 7-14 year olds. Adaptive learning platforms (e.g. Code.org,
Scratch, Tynker) and intelligent teaching systems that use machine learning and
natural language processing to personalize the learning process are analyzed.
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According to the EdTech Digest report (2023), over 63% of elementary and middle
schools in the United States have implemented Al tools in basic programming
education, and 78% of teachers noted an increase in student engagement after the
introduction of Al assistants. A comparative analysis showed that children taught
using Al tools demonstrate, on average, 24% higher results in solving algorithmic
problems compared to the control group (according to the Stanford Al+Education
study, 2022).

KiarwueBble  ci10Ba:  UCKYCCTBEHHbIM  MHTEIUIEKT,  [POrpaMMHUPOBAHUE,
oOpa3oBaHue, E€TH, AIaITUBHOE 00yUYeHne, TeMMuU(UKAIIHs, MAIIMHHOE 00y4YeHHE,
udpoBu3aIms.
Keywords: artificial intelligence, programming, education, children, adaptive
learning, gamification, machine learning, digitalization.

BBenenue
B ycnoBHsIX CTpEMUTENBHOTO pa3BUTUS LUU(MPOBBIX TEXHOJOTUN U TI00aTBHON
TpaHchopmalii  00pa30BaTENbHBIX CHUCTEM OOy4YeHHE MPOrpaMMHUPOBAHUIO
CTAaHOBUTCSI HEOTHEMJIEMBIM KOMIIOHEHTOM 0a30BOil IM(PPOBOH TI'PaMOTHOCTH.
TpanguuuoHHBIE METOJBI TNPENOJaBaHUi MPOTPAMMHUPOBAHUS 3a4acTyl0 He
YUUTHIBAIOT WHAMBUIYaJIbHbBIE OCOOCHHOCTH pa3BUTHUSl pEOEHKA, YPOBEHb €ro
KOTHUTUBHBIX CIOCOOHOCTEHW, MOTMBaUuMuM M CTWig oOyudeHus. [lo naHHBIM
ananmutnueckoir mnatdopmsl  HolonlQ (2022), rnoGanbHble WHBECTHIIMH B
obpazoBarenbubie MH-pemennst npeBsicwan $5,4 mipa, npu 3tom okosio 18%
THX CpeACTB ObUIM HaMpaBlIeHbl Ha pa3pabOTKy IMiIatgopMm misi JETCKOTO
oOyuenusi mporpammupoBanuto. B 2023 roxy B CIHIA 6Gonee 64% HavambHBIX
HIKOJT UCToNib30Banu UM -uHCTpyMEHTHI B IPETIOIaBaHUK MPOTPAMMHUPOBAHUS, a B
psie a3uaTcKux CTpaH 3TOT mnokaszatenb mnpeBbicil 70% (OECD, 2023). B
HAyYHOW JHTEepaType W TeNarorudeckod TpaKTUKE YKe CYHIECTBYET Pl
npuMepoB ycremHo wuHTerpauun WU B oOpa3oBarenbHBIM mpouecc: OT
MHTEJUICKTYaJIbHBIX 00YYarOIIUX CUCTEM, aBTOMATHUECKU TIOJOUPAIONINX 3aJaHHsI
U OTCJICKUBAKONUX TuHAMHKY oOydenus (Hampumep, Code.org Al Tutor), mo
reiMuuIMpoBaHHBIX MIATGHOPM, KOTOPbIE BCTPAMBAIOT MAlIMHHOE OOydYeHUE B
NpOIIECC OCBOEHUSI CHHTaKcuca W joruku (Hampumep, Tynker, Scratch ¢ LLM-
MOYJISIMU).
OcHoBHbIe HanpaBJieHus NpuMeHeHus1 U B 00yyeHun nporpaMmMupoBaHUI0
[Ipumenenue TexHosoruii uckyccrsennoro uatemiekra (M) B cdepe oOydenwus
POrpaMMHUPOBAHHUIO JACTSIM OXBATBHIBACT PSJ KIIOUEBBIX HAMpPaBICHUH, KaXa10€e U3
KOTOPBIX  CHOCOOCTBYET MOBBIIIEHUIO 3(PQPEKTUBHOCTH, JOCTYIIHOCTH U
MEPCOHANIM3ALMHI 00Pa30BaTEIBHOTO MPOLECCA.

"IxoHomuka u conuym' Ne6(133) 2025 www.iupr.ru



1. AnanTuBHBIE 00YYAIOIINE CUCTEMBI
OpgauMm w3 Bemymwux HampaBieHud npumeHeHuss UM B oOpasoBaHuum siBIsieTcs
pa3paboTKa aJanTHBHBIX OOyYaromUX IIaTGOpM, CHOCOOHBIX B pEATbHOM
BPEMEHHU aHaJM3UPOBATh YPOBEHb 3HAHMI OOYYalOIIErocs, €ro OIIMOKH, TEeMI
OCBOCHMSI Marepuasa W mnoAOHUpaTh 3aJaHusl COOTBETCTBYIOUIEH CIIOKHOCTH.
[Ipumepamu sBusitorest miargopmel Smart Sparrow, Century Tech u Khan
Academy, rne MU peanuzyeT MHAMBUIYATIbHbBIE TPACKTOPUU O0YUEHUS.
CornacHo uccnenoBanuto Brookings Institution (2022), npuMmeHeHre aJanTHBHBIX
CUCTEM I03BOJIMJIO YBEJIUYUTh YCIIEBAEMOCTh YUYEHUKOB B Bo3pacte 8—14 jeT mo
NpPOrpaMMHUPOBAHUIO B cpenHeM Ha 29% 1o CpaBHEHUIO C TPaJULMOHHBIM
noaxoaom. Kpome toro, ypoBeHb yaepkaHus BHUMaHUS yBenuuuics Ha 34%, 4uto
0COOEHHO Ba)KHO MPH 00YyUECHUH MIIAIINX IIKOJIbHUKOB.
2. NHTennexTyaibHble aCCUCTEHTHI U YaT-O00ThI
NU-accucTeHThl, OCHOBAHHBIE HA TEXHOJIOTHSIX 00pPabOTKH €CTECTBEHHOTO SI3bIKA
(Natural Language Processing, NLP), BBIIOTHSIOT poOJb BUPTYaJIbHBIX
HacTaBHUKOB. OHHU CMOCOOHBI OTBEYaTh HA BOMPOCHI Yy4YAIIMXCS, OOBACHSITH
MpOrpaMMHbIE KOHCTPYKIIMHU, aHAJIM3UPOBATh KOJ U MpejjaraTh HUCIPABJICHUS.
Takue uncTpymeHTsl, kak Khanmigo (Ha 6aze GPT), Mimo Al Helper u Replit
Ghostwriter, MO3BOJISIOT OPraHU30BaTh HUHTEPAKTUBHBIN JUAJIOT ¢ 00YUYarOIIMMCS B
€CTeCTBEHHOU (hopme, CHUXKast 0apbep B BOCIIPUSITHU aOCTPAKTHBIX TOHSITHH.
Cornacio panueiM EdTech Research Group (2023), wucnons3oBanue WMU-
ACCUCTEHTOB B HAYaJbHOM M CpEeAHEH IIKOJIE CIIOCOOCTBYET CHM)KEHHIO BPEMEHH
Ha OCBOCHHME HOBBIX T€M B cpenHeM Ha 23%, a Takke IO3BOJISIET MOBBICUTH
MOTHMBAIMIO K CAMOCTOSITEIbHOMY M3Yy4YeHHIO KoJia Ha 31%.
3. l'eitmudunupoBanusie mwatdhopmsl ¢ UU-koMmnonenTamu
['eiimudukanus ¢ npumenearem MU npenmonaraer co3manne o0yqaromieit cpesl,
B KOTOpPOHM JJIEMEHTBHI MIPHlI COYETAKOTCS C AJANTUBHOM ITOJA4Yed Marepuana u
MPOTHOCTUYECKUM aHalu30oM TmoBeaeHus yuamerocs. Ilmardopmer  Tynker,
CodeCombat u Codemonkey wucnonb3ytor MW mis quHamMu4ecKod HACTPOWMKHU
YpPOBHEN CJIO)KHOCTH, BBEJCHHUS HOBBIX HUIPOBBIX MEXaHUK B 3aBUCHUMOCTH OT
CTWJISI 00yUY€eHUs U afjanTaiuu uHTepdeiica noj BO3pacT MOJIb30BATEIS.
Otuér MIT Media Lab (2021) nokaszaj, 4YTo NOpH  HCHIOJIL30BAaHUU
reiimupunupoBanueix 1wargpopm ¢ MM-xkomnoHeHTamMu  [10yisT  YYEHHKOB,
3aBepIIMBIINX Kypc «OCHOBBI IPOrpaMMHUpPOBaHUs», yBenuuuBaeTcs Ha 42%, a
YAOBIETBOPEHHOCTh 00yUueHrEeM TpeBbIaet 85%.

Mogaenb nepcoHAJIN3UPOBAHHOTO 00y4enus ¢ U
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1. Ctpykrypa Moaen
MareMaTu4ecKku MOJIeh MEePCOHATM3UPOBAaHHOTO o0yueHus ¢ MU moxker ObITH
MpeICTaBICHA CIEIYIOIINM 00pazoM:
IlycTs:
o S={s1,%,...,8} — MHOXKECTBO y4E€OHBIX HABBIKOB, IMOJICKAIINX OCBOCHUIO
(manpumep, padoTa ¢ LMKJIaMH, IEPEMEHHBIMU, YCIOBUSMH);
o L={li,L,...,l,} — Texymuii ypoBeHb OCBOEHHUSI COOTBETCTBYIOIINX HABBIKOB;
e M(t) — KOrHUTHMBHasT MOJEIb YYalllerocss Ha MOMEHT BpPEMEHHU t,
BKJIFOYAIOIIIAsi CKOPOCTh BOCIIPUSITHS, YaCTOTY OMIMOOK, CTUIIL OOyUEHHUS;
o A(S,L,M) — anroputm agantaiii KOHTEHTa U 3aJIaHUN C UCIIOJIb30BAaHUEM
nn.
enp momenn — wMakcummuzanus ooOyyaromiero sddekra E, 3aBucsmero or
CTEIMEHH YCBOCHUS 3HAHUM U YPOBHS BOBJICUEHHOCTHU:

a
maxE ZZ i=In w; f(l;,m;)
a

rue:
e Wi— BEC Ba)XHOCTHU HABHIKA S;.
o f(lim) — QyHKIMSA COOTBETCTBUS MEXKIYy YpPOBHEM OCBOCHHS U

WHIUBUTy AIbHBIMA OCOOEHHOCTSIMHU.
2. ®opMajbHas MOJeJIb
Marematuyeckas (opmain3anusi MOXKET OBbITh MpEACTaBiIeHA yepe3 (YyHKLHUIO
WHIUBUTyJIbHON YCTICTITHOCTH OOyYCHHS:
Ei(t) = f(Ki(t), Ci(t), Mi(t), Fi(t))

re:

o Ei(t)— oOpa3zoBarenbHblil 3 PeKT 1isl ydeHUKa 1 B MOMEHT BPEMEHHU t;

o Ki(t) — ypoBeHb 3HaHMII 11O KIIFOUEBBIM HABBIKAM MPOTPAMMHUPOBAHUS;

o Ci(t) — KOTHUTUBHbBIE OCOOEHHOCTH (BOCIIPUSITUE, TAMSITh, MBIIIIJICHUE);

o  Mi(t) — MoTHBaIIMOHHBIN TPOQPUIIH U BOBICYEHHOCTD;

o Fi(t) — daxTop oOpaTHOIi cBsi3u, B ToM uncie ot UN.
OOHoBeHHe 00ydJaromed CTpaTeruu OCYIIECTBISIETCS 4Yepe3 MHUHHUMHU3ALNIO
(GyHKIIUA TTOTEPh:

min L =D i =In(y; - 7;(¥2+AR(6)

re:

e yi— pCAbHBIN pe3yNbTaT (HapuMep, TECTOBAs OIICHKA),

e Y, — mpeacKa3aHHBIN pe3yabTar cuctemoit N,

« R(0) — perynspuszarop, KOHTPOIUPYIOLIUIA IIEPEOOYIEHNE MOIEIIH.
3. ApXHUTEKTypa CHCTeMbl B IPUKJIAJTHON peau3annu
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Ha npaktuke apxurekrypa nepcoHanmnznpoBanHon MH-cucremsl MOXKET BKIIFOYATh
CIIEAYIOIIUE MOIYJIN:

MoayJib DOyHKuUMA
COop u aHanu3 AEHCTBUI yuallerocs,

Momynb cOopa TaHHBIX €ro BPEMEHH PpEaKIMH, YacCTOTHI
olIiOOK U T.J.
OneHka O0COOEHHOCTEW BOCHPHUATHS,

KoranTtuBHBIN IBUKOK
KOHIEHTPAILIMHU, YPOBHS YCBOEHHUS

['enepanusi mepCOHANBHBIX 3aJaHUIN Ha

PexomennaTenpHas cuctema
OCHOBE 00YyYaloluX aJIrTOPUTMOB

OO6paboTka pe3yIbTaTOB u

OO6patHast cBsI3b U MPOTHO3
KOPPEKTUPOBKA TPACKTOPUU O0YICHUS

OToOpakeHHe YCIEeBaeMOCTH, Cla0bIX

BuszyanuzaTtop mporpecca

30H U IOCTHXKEHUM peOEHKa

IMoTeHUAIBLHbIE PUCKU U OTPAHUYEHUS
1. IIpoGJjieMbl ¢ AaHHBIMHM: HEJOCTOBEpHAss MHGPOpPMAIUS MOXKET HCKaXaTh
y4eOHbIE PEKOMEHAALIHH.
2. IlpuBaTHOCTB: 00pabOTKa MEPCOHANBHBIX JTaHHBIX JeTel TpeOyeT 0coboro
BHUMaHMs K KHOepOE30MacHOCTH.
3. CHuMKeHHME POJIM Meaarora: aBTOMAaTH3alMs HE JODKHA TMOJHOCTHIO
3aMEHSTh JINYHOE B3aUMOJICHCTBUE C TIPETOaBaTeIeM.
3akioueHue
Hcnonb3oBaHWe  HMCKYCCTBEHHOTO  HHTEJUIGKTa B OOy4YeHMM  JeTeit
MPOTrPAMMHUPOBAHUIO OTKPHIBAET HOBBIC TOPU3OHTHI JJI NEPCOHATU3UPOBAHHOTO,
7(h()EKTUBHOTO U MOTHUBHPYIONIETO 00pa3oBaHus. IHTEIEKTyalbHbIE CUCTEMBI HE
TOJIBKO YIPOLIAIOT YCBOCHHME CIIOKHBIX KOHIIEMIMA, HO M CHOCOOCTBYIOT
Pa3BUTHIO KPUTUICCKOTO MBIIIJICHUS, JIOTUKA U KPEaTUBHOCTH.
B T0 ke Bpems He0OX0AUMO BBHIPA0OTATh AITHUECKHE U METOJOJIOTHUECKUE PAMKH
st 6e3onacHoro u sddexruBHoro npumenenuss UM B nerckom oOpa3oBaHUMU.
byaymee oOydeHuss mNpOrpaMMHUPOBAHHUIO JIEKUT HA CTBIKE TEXHOJIOTHUH,
Meaaroruku 1 3tuku, 1 MM urpaer B HEM KIIFOYEBYIO POJIb.
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