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Design of Artificial Intelligence Textbooks for Kindergarten to
Develop Computational Thinking based on Pattern Recognition.

Sohee Kim" - Youngsik Jeong™
Donsin Elementary School”
Dept. of Computer Education, Jeonju National University of Education™

Abstract

Al(Artificial intelligence) is gradually taking up a large part of our lives, and the pace of Al development is
accelerating. It is called ACT that develop students’ computational thinking in the way artificial intelligence learns.
Among ACTSs, pattern recognition is an essential factor in efficiently solving problems. Pattern analysis is part of
the pattern recognition process. In fact, Netflix's personalized movie recommendation service and what it named
Covid-19 after repeated symptoms are all the results of pattern analysis. While the importance of ACT, including
pattern recognition, is highlighted, software education for Kkindergarten and elementary school lower grades is
much insufficient compared to foreign countries. Therefore, this study aims to design and develop textbooks for
the development of artificial intelligence-based computational thinking through pattern analysis for kindergarten
students.

Keywords : kindergarten, software education, Al education, teaching and learning activities. Al-based computational
thinking, pattern recognition
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Achievement standards
Find what is being repeated in a
are repeated, and select pictures
according to the order of repetition.
Find and speak repeated rules among
several pictures, and add pictures
according to those rules.

Find the right situation where three or less pictures

Topics
pictures
Draw the
appropriate
pictures

<Table 1> Achievement standards related to pattern analysis
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Find and speak a rule in shapes with
repeated rules or conditions, and draw
a shape according to the rule.

shape and
decide the
rules.
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