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Development of Materials for Programming Education based on
Computational Thinking for Club Activities of Elementary School

Inkee Jeong
Dept. of Computer Education, ChunCheon National University of Education

ABSTRACT

The software education to elementary students will be conducted from 2019. One of highlights of software ed-
ucation is a programming experience. It requires a higher level of programming education to students that are in—
terested in programming. This problem can be solved by the club activities. But the materials for programming
education for elementary students is not much. Therefore, we developed a programming material for club activ-
ities of the elementary school. We did not develop it as a programming manual. The students can understand a
problem, can design through decomposition and abstraction processes, and can write a program when they are
learning with this material. As a result, we expect that they can enhance their computational thinking abilities.
We proved that our material is suitable for elementary students through a demonstration class. Therefore, we ex-
pect that our development methodologies for the material for programming education will contribute to develop a
material for programming education.
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<Table 2> Survey on Interesting

Question Is)zzz%?é Disagree Neutral Agree ngilegéy
) 0 0 0 7 7
@ 0 0 1 4 9
® 0 0 0 5 9
@ 0 0 2 5 7
® 0 0 0 4 10

@ “Did you actively participate in class?”

@ “Were you interested in this subject?”

@ “Do you want to continue to learn this subject?”

@ “Were you increase the interest in the programming?”

® “Do you want to recommend software class to your
friends?”

<Table 2>°| Az} o] fP5L kAo 5
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<Table 3> Survey on the Structure of the Material

Question IS)tZZZi}é Disagree Neutral Agree Sggrrlegely
) 0 0 1 4 9
@ 0 0 2 3 9
©) 0 0 1 5 8

@ “Did you read this material comfortably?”
@ “Did you know what you learn in this material?”
@ “Could you easily learn the contents in this material?”
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