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Abstract

Computational Thinking is an analytical thinking ability that is necessary for everyone and everywhere. The
existing Computational Thinking development education provided in Practical textbooks leads to block-based pro—
gramming languages from unplugged activities. Many unplugged activities focus on practicing sequential order,
which may lack the learning of abstractions or automation concepts. In block-based programming languages, con—
cepts such as coordinate planes, which are not introduced in elementary school curriculum, appear, making stu-—
dents feel burdened by the block-based programming language itself. In this study, a curriculum was designed for
elementary student’'s computational thinking through game-based programming language education. The results
and their effectiveness were analyzed through the beaver challenge. As a result of analyzing the pre-test and
post-test scores, it was confirmed that students’ computational thinking skills improved.
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Language Using Educational Game

level 3
(Fig. 1) Instructional Model for Programming

Lightbot hour
automation
using loops
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Question
Do you have any interest in learning
computer?

Was Scratch easy to use?

% 44

Have you tried computer programming?
al

82.60%

15.21%

10.86%

<Table 1> Percentage of student who said "Yes"”

Percentage
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