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Abstract Inapractica training course of programming, teachers need students to understand training contents within a
limited semester. Because students need not only to take atraining course but to learn it by themselvesin order to better
understand programming, teachers have to lead self-motivated leaning of students by changing the level and pace of the
training. However, it is difficult to grasp students' self-motivation objectively. The goa of this study isto construct a method
for measuring students' self-motivation. Focusing on emotional aspects of students in a programming training course, we have

found that the correlation between the intensity of the four kinds of emotions and the possibility of self-motivated learning

occurred.
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