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CSERC: CS for Young Children

Teaching Computer Science to Young Children through Creativity: Benefits and Perspectives
Door: M.Giannakos, l.Jaccheri en R.Proto.

Computer science education often faces problems related to passive teaching and curricular
constraints. These problems distort the students’ perception of computer science and thus lead to
lack of interest in the curriculum and in related professions. The main goals of the project reported in
this paper are (1) to excite and motivate students in computer science through creative activities,
and (2) to introduce the idea of becoming creators of digital media through programming instead of
remaining passive learners.

Based on the above goals, the presenters conducted field studies, collected data through student
interviews, qualitatively analyzed the data and summarized the lessons learned through the project.
Specifically, a group of researchers and artists designed and implemented two 2-day workshops
involving a total of 29 students, exploring their experiences with the program. The workshops were
based on the open source software Scratch, as well as the creative use of recycled materials. The
gualitative approach of the research is based on data collected through interviews, photos, and
observations.

The results showed that: (a) the participants regarded the workshop as an overall positive
experience, (b) creativity is an excellent mean to promote and teach programming, and (c) a
workshop approach raises interest in computer science among female students in particular.

[www.nioc2013.nl: CSERC2013_presentation_Gianakkos.pdf]
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