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ABSTRACT

Teaching and learning programming language is one of the greatest challenges in the field of
computer education. So in such manner a study is directed for examining challenges concerned
with programming languages that why it is so difficult for an individual who is undergoing studies
at UG or PG Level.

The survey has been done and information is gathered from a bunch of Computer application
students those are doing post-graduation and the respondents have said programming troubles at
different granularities and levels. It has been further watched that students have cognitive
challenges at different levels in programming courses.

In the event that the cognitive prerequisites for a programming language are beyond the cognitive
attributes of programming students, the students may lose their minds. On the off chance that the
cognitive necessities are under the student's cognitive qualities students may be exhausted. And if
it is according to them, the students have the capacity to meet the difficulties as well. Inspiration,
interest, respect toward oneself and achievement might therefore be streamlined in the process.

1. Introduction

Computer language is a procedure of composing, testing and troubleshooting of PC programs
by using distinctive programming languages. Regarding this, a developer or a programmer should
know well knowledge of programming so computer programming is a bit difficult task and also
needs multi-skills and knowledge as well. Many of the publications in computer programming
describes that the rate of failure is relatively high than the success rate and the overall effectiveness
of the result is not up to the mark.

Teachers are also having some problem to design a good structure for the computer programming
courses so that it would be very efficient and effective for a group of understudies.

For finding and for analyzing the effectiveness ,a survey(questionnaire) was made with relevant
questions and distribute among the students those are doing post-graduation in the field of
computer programming. The analysis of data shows that, the cognitive problem dominates every
other problem. The study of this survey provides the starting point for further research on
programming and some guidelines to improve the education in the field of computer programming.



2. Literature review

Learning and teaching the programming language is included as one of the biggest challenges in
the field of computer education. The reviews and the research have been going to improve the
efficiency of the programming language, but the results are not accepted globally.

By the number of literatures, it is concluded that some main resources for beginners to learn the
computer language are:

1. Teaching in classrooms
2. Laboratory(use of computers)
3. Text book learning

While teaching in classrooms; instructors spends most of time in teaching the language and gets
very less time to do the actual practice of programming language. By this strategy, a big problem
arises; students those are having good ability and logical mindsets may get survive but on the other
hand; students find it very difficult to fill the gap between program constructs and language
construction.

3. Methodology

Information obtaining and examining can be done in different ways based on the trade-off
between the preciseness of results and the cost of resources. Survey will be an monetary route
to gather information from a generally substantial bunch of respondents. The dependability
of the information depends for the most part on the survey quality and nature of its administrators
who takes survey.

3.1 Design of Questionnaire

Arrangements of rules were followed to plan the survey. So as to make it substantial, it ought to
address the objectives of the study accurately. The fundamental factor to the education of
programming was distinguished and questions were encircled based on these factors. Some of the
variables considered were:

« Cognitive difficulties of students
* Student’s assessment of quality of teaching
* Interest in programming

« Approach in programming course



4. Analysis

The different information gathered are displayed properly in distinctive graphical structures like
bar-diagram and the observation made.

4.1 Programming difficulties

Review respondents were requested that rundown challenges they confronted amid programming.
Since the question was in open format, a wide assortment of challenges they experienced
amid writing computer programs were recorded and listed as below:

i.  How to start

ii.  Syntax related
iii.  Lack of knowledge
iv.  Logic related

v.  Teaching related
vi.  Programming type

4.2 Teaching analysis

This indicate the expectations that if these could be the options available by the students. They
can do much better and learn programming efficiently.

Some questions have been asked to the student that in what way they want the teacher should
teach them i.e. what is the expected pedagogy?

Which is the best way to make
programming class interesting for the
students?

* BY ADDING GAMING ELEMENTS
* GROUP STUDIES
e LECTURES

* SHOWING VIDEOS




It is observed that the majority of the respondent (32.4%) think that gamify the programming
language can be a good idea and (31.4%) of students want group study to make their interest in
programming and others (30.5%) think videos are good option to make interest and very
less(5.55%) students selected the traditional approach i.e. lectures

Which is the best way you would like
teacher to adapt while teaching
programming?
e READING A BOOK IN CLASS
e MARKER AND BOARD
e AUDIO/VIDEOS WITH PROJECTOR

e PRESENTATION

\
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In this question, we focused on the teaching style/pedagogy, that student think teacher should
follow while taking lectures. So the result was concluded and it is found that majority of the student
(50.9%) wants the use of projectors while delivering the lectures in the class. After use of marker
and board (28.7%) was ticked by the student as they want teachers to teach on the board procedure
wise but some students (16.6%) wants to give the presentation be a good idea and vess less(2.77%)
ticked for reading books will be better.

4.3 Student challenges

The graphs given below are the graphs that are mentioning that what problem students always
face when they do the computer program or when they learn any computer language .

Most of the question asked to them were direct having yes or no options that they ticked on.



Do you think learning a programming
is really challenging task?

Axis Title

YES NO
Axis Title

So this was the direct question that was asked to the students of computer application students
that are doing post-graduation. What do they think: is programming language is really tough?

And the answer were given by the students and the maximum number of student were agreed to
the question (75.9%) that yes they find programming tough.

And very less (24.1%) was stated that they don’t find any difficulties while doing programming.

Would you like more labs than
attending lecture if yes specify the
number per week?

YES NO EQUAL

Students were asked the question, would it be more beneficial if labs were taken more than theory.
And the answer given by the students were expected as maximum number of student wants more
lab(57.4%) than the theory and some of them want the equal number of classes should be



regulated(33.3%) and very less(9.25%) were stated that there should more theory than the
programming.

Would you like to discuss real life
example or bookish examples to
learn programming? Can this help
you in learning the concept by...

YES NO
The question stated above is that if real life example should be given while learning programming

and the results was calculated and found that almost every student (94.4%) want that yes the real
life example should be given and the negligible(5.6%) were said no.

basic challenge which you face while
writing a program?

* LACK OF INTEREST BY INSTRUCTOR h

* LACK OF INTEREST BY STUDENT ({3

« CONCEPT UNDERSTANDING [IEr TS

* LOGIC DEVELOPMENT

In this question, students were asked that what will your first problem that you faced while doing
the programming.



And the results were found again as expected. as maximum number of student faced a problem in
logic building(53.7%) while doing programming and the other major issue that they found is in
concepts. Students were find difficulty in understanding the basic concepts (35.1%) of the
programming and very few were said that they don’t find interesting and it’s because of instructors
and lack of interest in themselves i.e. (5.5%).

Identify the extra efforts for learning
programming in a better way?

* ONLY THEORETICAL SUBJECTS

* ONLY PROGRAMMING SUBJECTS

® THEORETICAL SHOULD BE MORE THAN
PROGRAMMING SUBJECTS

* PROGRAMMING SHOULD BE MORE THAN
THEORETICAL SUBJECTS

0O 10 20 30 40 50 60 70 80 90

The survey that has been done and we found that maximum number of student(71.2%) were
selected the option in which they want that programming should be more than theory. So it is
concluded that the labs in which students do or implement the programming should be more
rather studying and learning by the lectures i.e. (19.4%). Only programming subjects selected by
6.48% students and 2.7% selected only for theory subjects.

best way of study

VIDEO BASED
LECTURES
SELF STUDY

ONE BY ONE APPROACH




We asked a question to the students that what is the best way of study and the solution drawn
was students want teachers to approach on by one to the students and also want to make them
video based learning i.e. (37%) and some says they find self-study more good i.e. (19.4%)

And least were said that lectures are the best way of study and learning programming. i.e.
(6.48%).

5. Proposed Implementation:
The core parts of programming language should be well understood, but still there are number of
issues where there is no consensus. The issues being discussed in this paper are logical problem,
logic development, concept understanding, lack of interest by student, lack of interest by
instructor.
We can overcome with these problems of students by teaching program in gamified manner rather
than showing PPTs, white board teaching and bookish learning. To implement this teacher has to
make environment of classroom more interactive, so that students show there more interest in
programming classes and number of students will engage in programming classes. Gamified
manner here means by adding gaming elements while teaching. Because now a days student are
indulging more in gadgets and they usually spend their most of the time in playing game and they

take more interest in these kind of games then their books.

6. Conclusion

So as to research on issues with program learning, this paper investigated different information
gathered from a gathering of computer application students those are doing post-graduation. This
study demonstrates that understudies have psychological troubles at different levels, amid
programming. The recent classification has a higher inclination for companion coaching
alongside classroom, lab and course books. Along these lines, unequivocal center and
psychological backing is required to empower the incapable understudies to learn
programming. we should enhance success rate and not the disappointment in programming
courses, which in turn will produce poor quality of developers later on. A deep study is

expected as a research to make programming courses more interesting and pleasant.
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