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The Effects of Programming Education with KODU on
Problem-Solving Abilities in an Elementary School
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Dept. of Computer Education, Seoul National University of Education

ABSTRACT

This study investigates the effectiveness of computer programming with KODU on problem-solving abilities of
elementary school students. Diverse tools were developed for novice programmers to become more easy and com-—
fort in learning a computer programming. Among them, KODU has focused on facilitating the programming of
various multimedia applications to create games, animations and music videos etc. It is expected that KODU will
help elementary school students to improve their problem-solving abilities through creating their own games, ani-
mation, and music etc. In this paper, we developed the educational program using KODU for teaching the ele-
mentary school students. The developed programming course was offered at the 5th grade students of a elemen-
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Keywords

tary school in Seoul and a total of 27 elementary school students were participated in our programming COUurses.
AN E

Most of the students stated that the course was interesting, and their problem-solving ablilities were improved

after the course from March 2014 through May 2014.

Tor

|

o

zZ2g
o Al

tietel A

- O
T

A
HaL glojA ofd

zaggel JdEat 7

i

=

l—xg =

o

°

el
o
K
|
—_
o
I

o

Ao

ol ik %

o

EFRA 7HS

il

kel

e

—
o

o
M
oy

g
o

T

Al A

—~
o

{?‘:'1—

o= F

7kl g

s

& ETEA

U

2

3L

o st

1

0
i

s Wz}

Xv]_g_a

ay

st atell Al ol 7HA s Al

ol

N

Ho

ofp

el

700

A
ol

el

A~
=
2. O|2H uig

A}a(Computational
2]

°
o

3k 7123 7]

5

s

o WHEA] W9 o}

]-z_?;l— 3|

A
i

oA A

Thinking) 8-S 2ZEA @TH12]l. AL

=

3

S A
S}

L

=]

st A

29 Ao

H|
0f0

ofr
Y

Lol A g#TH15].

ofp

NEE

]

o

o

M

Z
]

o] 24

=
K2

H]

p

L

2

©

oA FRGAo] 2

X
N

el
il
H
BN

—_
1o

—
)

o
)]

™

[8I[15]. ZLZellA

L= Aol

A

M5 1%

Aeh 22

H)

"

FF(Kodu)

g Ee 44 )

°©

&

=

~Edds 7|vro g Sims[1]
3

=

L

L

A HEHH

ot =3 A [17]

A2t dotoltH2]. o]

|25 3l= 3D A9 =

MicrosoftAte] =5 (18]l A A&

L
L

A

bl
1

k]
i

o] o] o]
CEREE:

—_
1o

el
T

W

3

Wt

el

B

o
o

MITel

L
L

= o] A



3

l= g

X

bzl o

9|

=722 n]0| 2H|

Hl

7ol

ol

=

A

glal A

=

=

o AFH

=
=

FlTt. ol

i

k3

o4

9

[¢)

Qe

Zag el

A

=Sl
kel

=

3

S} A
of

3t

Hgg

<)

&8

B
HH

ofp

T
iolo
!

on
¢

—

o

ofp

7

N

3

= X
L

X

1

wEw

=+

1=
=

S ERR

ki

o

L

L

stdth. Areti Panaoural3]

9

A5e AN
o <l

1

[e]
R

29

= A
L.

el =75

el

H

s

S} A
of

o<

2 o]gH]

9
"

o

e
)

5

o

H)
oo
=

s

S} A
o

Fetsic.

A ¢

o

"
K

|
o

]

)

.

=4

324 7]

S O

=

=

7IRE 7Hd714(3D

}93t}. Polal4]
A HAZ drp} &

[

2

=
Rin

Fach AP EI2~E, 3D 73

9

°
=
=

98l 32

3

XSRS
A
o

23y M7

B

Virtual Company)< A7

S

iT

=
4=y

, AHFEH2ES] 3l At
mi

IR

RUS
iF

=]
HiH 74k JIET}

o
3.

o FARA

i

Sk

71 oe] A7}

F7] 2 o=

o

L

L

=

o

A1 Ed
o

%7t Werelx)

sz
S}
A1 el

2T 2ol M Aol

i

9

A5

1o 2gal Ut
Aeithelel weA

e g7
F ATH6.

[

ofp

)

3GA WEAA F AR

L
T

Bl
Al

T

1.

1
=

2 IFE ALY o aesjof

of
Am
Tor

o

K]

~

o A dHe ®ol7]

bl stgE

9]

oF Z5FE el 7]et

fAoll A ofefo] M= HYHrt

)

L

o, 7 8

WalFaL o

=

=

14l

3l o

3= ATH21310410111116].

ks

o~
-

=
Zagel o

o 3l AFsttt Fowler[2] 5& ==&

A

5
3

g

=

oF3
IDNE=
2

Sk

o

°

s
A ol

4
o



originality concepts

—To plan and design diverse games with
their peers

—To test the peer's games and then grade

Game
Construction
(1h)
Test
(2h)
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—To understand the basic elements for
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—To create Virtual World

—Variable concepts
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<Table 5> The Result of Pre-Post Test (control group)
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