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Abstract Computational thinking in the Al and Big Data era for digital society means a series of
problem-solving methods that involve expressing problems and their solutions in ways that
computers can execute. Computational thinking is an approach to solving problems, designing
systems, and understanding human behavior by deriving basic concepts in computer science, and
solving difficult problems and elusive puzzles for students. We recently studied 93 pre-service
teachers who are currently a freshman at OO university. The results of the first semester class, the
participants created a satisfactory algorithm of the video level. Also, the proposed model was found
to contribute greatly to the understanding of the computational thinking of the students
participating in the class.

Key Words : Computational Thinking, Convergence based on Computational Thinking, Dance Moves,
Artificial Intelligence, Computational Thinker, Computational Creator
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Table 1. Lesson activities of CT-based convergence
Week Main Content

What is the digital age, the Al age?

Human value in the age of Al

What is the SW and Al education?

What is CT and why is it important?

CT(decomposition, pattern recognition, abstraction)
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Training to cultivate CT(active learning)
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Table 2. Experimental design stages

Learning Unit Content

- Choose the dance video you want in
youtube

1 - Dance analysis without CT concepts

- Dance analysis in group or pair(active learning, make digital
story, pbl)(1 week/1hr)

- Understand four cornerstones of CT with dance
moves(4weeks/4hrs)
- decomposition

2 - pattern recognition(1week/1hr)
- Abstraction(2 weeks/2hrs)
- algorithm(1 week/1hr)
3 - Programming with Scratch(1 week/1hr)
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Fig. 5. Abstraction process of Dance moves

Fig. 6. Examples of Abstraction expression on
Scratch stage
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