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ABSTRACT

As coding education is ubiquitous in elementary or higher school -curriculum,
puzzle-based coding platforms such as Scratch or Entry have been popularly deployed
and employed by many Korean coding educational institutions. In this article, we propose
a quantitative students’ coding assessment methodology and discuss several issues of the
method. Besides, we show its usefulness through case studies shown in our proprietary
coding platform called “CodingPuzzle“ system. Additionally, we describe detailed design
and implementation issues of our coding assessment system that has already been ported
to the CodingPuzzle system and is currently under operation.
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HE H§ UVUXE s Alssta vk

A E WAMP  2®¢l  Bitnami 3714
v5.6.24-0 (MySQL W 56), PHP Z#JdHa=

+ Codelgniter 3.1.4 WA AMg3}o] 73}

5.2 MIT Bt AAY TH

et [Fig. 6]olM <= olefdt

—
%)
@]
Z.

ol < m1o of.

A8t Qi ¥1F &FA E-%
2= UUIDE ] puzzle-id 719 Mol Al
s 93 de &£F4 7 oy, £FA4d
HFEA] shute] = wEo] AlEAQl main 7ol Ak
43 YHAES E2d FH9 942 2t wd

= K
o] gltt. oju e Egoll -, main 71k Gl
3735l g W@l 71 #hel
WA gee] gao] AHazt FobE.
_/’:Eﬂ_C_’_ HIHLH $Jl}\1\j]i

API |2 AFdAct. PHP Zelddaold ¥
A Ko

22 44 B0l
HE TEalel WA 98 RS Brleln 9eA
o= Mg AN RS wFow AN AR
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=3t g HE dE 71E7E ke delgHe]
2 Helgel gdtel Abg de ngg 2E o
= A vEo® o] {1 API 834 &%
A31g wrEi,
{
"puzzle-id" : "ede35770-bb3a-4e5d-8ac2-14674baldl5b",
"solution™ : {
"main" : [
"action",
"move_forward",
"G1",
nGL"
1,
"al" o [
"turn_left",
"move_forward",
"move_forward",
"action",
nGL"
]
}
H
[Fig. 6] Sample Puzzle Solution JSON
Representation
6. 22 A &= 1A
E =dAe #HE A A mded g
B7F B AFstdth 2 ok Hrke v
@ walel wa ko] ool 2 ujeh o] B
g axSol WAl glow, ojZlEe Wig A
A9 NFEL vhsE A FF Fad AT
ol wek 2, AT, oHER WE A%
S akstE 7Y #Y a4 Ed g vE 2l
U ¥ FaE AFHAelTh
B ATE @4 ©9 F9 2YAZ Yol
EofA AFdte 7Ies desiAA xdEToEH
el v FFAR1 B 7IES AAsHIT
ATl A A AHE HrF mde kst
o] Mlul 7hed Wrh 2ol miiEel Deep
Learningel 8% 4 & Holt} TS 2 =g

=
3% Deep Learning 7|%9Fe] Aw3td AHAE

H7h md Qe 2ol H7)E Al

o]
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