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A Study on the meaning of Social Constructionist Approaches
to Coding Education
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Chuncheon National University of Education

Abstract

This study attempted to explore the theoretical background of the method of teaching coding at a time when
interest in software and artificial intelligence education in schools is expanding. Coding education in the school
field appears in a wide variety of forms. How to teach in the practical scene of coding education in schools is a
very important task. For this, the concept of social constructivism for coding education and Papert’s approach to
constructionism were explored. The meaning of the composition of social knowledge was analyzed through
Papert’s analogy of ‘objects to think with'. Five social constructionist approaches to coding education were ana-
lyzed, and based on this, a learning strategy for coding education was suggested. It includes making, tinkering,
cooperation and sharing, scaffolding and agency in learning, and the use of tangible media. It is hoped that the

exploration of social constructionism in coding education and related research will be helpful to the educational
method in the school field.
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<Table 1> Webb‘s Depth of Knowledge(DOK) Levels

Level Summary Thinking Involved
DOK Recall - What is the answer?
1 &Reproducti - What is the outcome/result?
on - How did this outcome happen?
Basic - How can we reach the answer?
DOK  Application - How do you produce this
2 of Skills and result?
Concepts - How is this concept used?
- How should we find a solution
and why?
DOK Strategic - Which approach leads to a
3 Thinking better outcome?
- Why do things work the way
they do?
- What can you design/create?
DOK — Extended o e romece
4 Thinking coneepts:

- What are the possibilities for
using this?
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<Table 2> Computational Thinking Approaches

Positive

Models Barcfoot  Connected Code A Framework Technological creaﬂy‘e
for K-12 CSE mputing
Development

Ao Computing at Kafii @Burke acm & code.org Marina Umaschi HOSE.
school csteaxher.org Bers
year 14 014 216 007 007
Tm.kenng From Code to~ Fostering an L .
experimenting o . Communication ~ Creating
. Application ~ Inclusive culture
&Playing
(Creating (Creating
- From Toals to . ‘ g
designing J—— computational ~ Collaboration  Personalizing
&making artifacts
i g S0 oy
¢ ¢ Remix . Building ¢
errors computing
Testing and
Persevering  From Screen to Refining . .
approaches keging ging  Tanghle  Computatond Content Creation  Reflecting
Atifacts
Recognizing and
Collaborating defining L
working together Computational Creivity
Problems

Communicating ~ Choice of
about computing ~ Conduct

Developing and
Using Abstractions
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