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Fig 2: To the left we have the student profile, which displays their points, Fig 3: Shows the coding challenge to the left, and the group chat in the
badges they have earned and their overall points for their profile. It also shows center. These challenges are supposed to be easy, so students can
previous challenges they have completed and the overall score. complete them in “byte sized” chunks.
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Next Steps

Intro CS .courses tradi’FionaIIy emphas'ize individual work, often discouraging 1. Usability Studies: Currently, this semester we are working on conducting usability testing, this is to
collaboration and affecting student persistence (Hundhausen et al., 2008; Rosson ensure that the interface is properly tweaked and tailored to make the user feel engaged and interested. Fig 5: Nodejs server logs Fig 6: Output from “btop” a common server monitoring
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curr(?nt collaboration tools fail to meet.stud(.ents’ needs (Ying & Boyer, 2920), could involve usability testing, A/B testing, and user acceptance testing. References
Ieadm.g many to re!y on external .apps like Discord 0!’ Slack, which may hinder 3. LLM related tutor / users: The use of modified LLM chatbots into the software where students can
effective collaboration and learning. To combat this, we want to create a| | promptthe Al with questions or general curiosities. This tutor could be tailored to student needs. [1] Olivares, D., Hundhausen, C., Ray, N., 2021. Designing IDE Interventions to Promote Social Interaction and Improved

collaborative environment built directly into Visual Studio Code, d very common 4. Web Deployment: The deployment of the software to the Visual Studio Code extensions store, and the Programming Outcomes in Early Computing Courses. ACM Transactions on Computing Education (TOCE).
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tool for Undergraduate CS students. act of setting up webservers to handle the Incoming user requests. This would allow for a “live test” with [2] Hundhausen, C.D., Narayanan, N.H., Crosby, M.E., 2008. Exploring studio-based instructional models for computing
. real users. and we can then see how thev feel about the overall interface and its devices. The plan is to education, in: Proceedings of the 39th SIGCSE Technical Symposium on Computer Science Education, SIGCSE '08. Association for
Further, A 2020 study analyzing student-used ’ . _ Y P Computing Machinery, New York, NY, USA, pp. 392—396. https://doi.org/10.1145/1352135.1352271
coIIaboration tOOlS (Ylng and Boyer, 2020) dep|0y using DOCker; Ilkely to a Linux server. [3] Carter, A.S., Hundhausen, C.D., Adesope, O., 2017. Blending Measures of Programming and Social Behavior into Predictive

Models of Student Achievement in Early Computing Courses. ACM Transactions on Computing Education 17, 1-20.
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https://doi.org/10.1145/2037276.2037278

[5] Astin, A.W., 1999. Student involvement: A developmental theory for higher education. Journal of College Student
Development 40, 518-529

[6] Ying, K.M., Boyer, K.E., 2020. Understanding Students’ Needs for Better Collaborative Coding Tools, in: Extended Abstracts of
the 2020 CHI Conference on Human Factors in Computing Systems, CHI EA ’20. Association for Computing Machinery, New York,
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concluded that current collaboration tools widely
utilized by students are not meeting students’
current needs. This highlights another barrier to
collaboration and community building in novice
computer science student learning environments.
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