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Research on Children’ s Mobile Programming Platform
Based on Mental Model

LI Fang
(School of Digital Art and Design,Dalian Neusoft University of Information,Dalian 116023 ,China)

Abstract; For the mobile market, although there are many kinds of platforms for cultivating children’ s programming thinking , children’ s
experience on such software platforms is poor due to the neglect of children’ s cognitive psychology and the single display form of
platform interface. Therefore,we propose a game programming creation platform based on mental model. On the basis of conforming to
children’ s psychology, the interactive interface of the platform is designed by combining the mental model to analyze the needs of
children, so that the buttons, pictures and other elements are not only easy to understand, but also can greatly attract the attention of
children. At the same time,in order to enable children to quickly design games with simple interactive functions,an interactive logic ex-
pression method based on single linked list structure is proposed. In this platform,children only need to drag and drop graphic elements
and set their relevant parameters to complete the development of the game. Experiment shows that the platform has great practicability ,
and most children can quickly develop games with simple interactive functions. It can not only mobilize the enthusiasm of children’ s in-
teraction, but also improve the sense of the man—machine interactive experience on the aspect of usability.
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public void ShowRoleList( )

{

roleList. SetActive(true) ;

|

public void AddRole(int roleld)

%

roleList. SetActive( false) ;

role. transform. SetParent( roleList. transform) ;

role. transform. GetChild (0 ). GetComponent < Image > ( ).
sprite =role

[ roleld-1]. GetComponent<Image>( ). sprite;

role. name =role [ roleld-1]. name;

role. transform. SetParent( stageBg. transform) ;

role. transform. localPosition = Vector3. zero;

role. gameObject. name =role [ roleld-1]. name;

role. GetComponent<Image>( ) . sprite =role [ roleld—1].

GetComponent<Image>( ). sprite;

}
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public void ShowSceneList( )
{

sceneList. SetActive( true) ;

%

public void AddScene(int sceneld)

i

sceneList. SetActive ( false) ;

scene. transform. SetParent( sceneList. transform) ;

scene. transform. GetChild (0 ). GetComponent < Image > ( ).
sprite = scene| sceneld ].

GetComponent<Image>( ). sprite;

stageBg. GetComponent < Image > ( ). sprite = scene [ sce-
neld ].

GetComponent<Image>( ). sprite;
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for (int k=0;k<roleltem. Count;k++)

%

transform roleItemBlock =roleItemChild. GetChild(k) ;

if (roleItemBlock. childCount>0)

%

string blockName =roleltemBlock. name;

Item item =TItem. Getltem( blockName) ;

if (item. ItemType= =" Action" )

i

MaskProAreaMove ( true ) ;

Action action=new Action(item. Id,item. Name , item.
Sprite) ;

roleComList. AddItem ( action) ;

| else

|

roleComList. AddItem(item) ;

%
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