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The Comeback of coding



Project Headlight(Boston, 1990)

Figure 1.2
Project Headlight at a Boston elementary school, 1990. Photo
by L. Barry Heatherington.



Constructionism
e Computational Thinking

Papert, Seymour(1980).
Mindstorms - children,
computers and powerfull ideas.
NY:Basic Books.
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o Personal Domain
m From code to Application
o Social Domain
m Fromtools to Communities
o Cultural Domain
m From Scratch to Remix
o Tangible Domain
m From Screento Tangibles
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From code to application
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From code to application
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From code to application
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From code to application
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From code to application
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Figure 1.2
Project Headlight at a Boston elementary school, 1990. Photo
by L. Barry Heatherington.
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Digital storytelling + scratch = artfacts

Storytelling + programming + subjects = authentic problems
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https://scratch.mit.edu/projects/2529847/
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computer clubhouse(DIY& %)

o 27 1PE - personal binding

o A|A A & - Social connection

o ZHECHH HA/22t2l HZ - Networked binding
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computer clubhouse?] &%

e Digital Storytelling

e Make Games

e Drawldea

e Sharewith everything

e Remix to others artifacts

e Construction through Social Interaction
e Social context, culture, Community

e Application-driven programming with scratch
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From tools
to Communities
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From tools to communities
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(a) YWhat happened? How did we do ir?: The natural lusion within a co-located setting of
the construction workd and the social world (pictures taken from Badilla-Saxe 2004 )

gulf of individual and (Y

social construction
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Fig. 1. Social learning in (a) co-located leaming environments and (b) computer mediated
environments
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From Samba Schools to
Computer Clubhouses: Cultural
Institutions as Learning
Environments

losé Pable Zagal and Amy 5. Bruckman

Software Development as
Samba School

Teaching Case

Benny Bornfeld
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Computers and
Computer
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Palir Programming

PAIR PROGRAMMING

{BENEFITS OF PAIR PROGRAMMING |-
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From scratch
to remix
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From Scratch to Remix

The Pong Game




Remix

the process of creating something new from something old.
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E37 8¢
From Scratch to Remix
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E37 8¢
From Scratch to Remix

Remix Tree
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Messing Around :

X
off
X
O
Ag
>4_s_,

Figure 5.3
Three “messing around” remixes: “How to Scroll,” “How to Use Vari-

ables (without Variables),”
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How to make a
Flat‘porm Ga m<

and “How to Make a Platform Game.”



Geeking Out : &o]% A o =M 2] 2|~

o o]H A"t 2w (Hard-fun)S 5+
o FHFE|H A -Elo|WTL FEYTV] Mol WS a&doR AT A
o XM FA A IS =44 5 U= V|FE AT

o TU}OFSl A X7

Figure 5.4
Three “geeking out” remixes: “The Roomba Remix Challenge,” “Bed-
room Maker,” and “Laser Tower Defense.”



From screen
to tangibles



AAAH 22l
From Screen to Tang

bles

F

o0

Jefk|o o

A

mr
Jo
Al

[eXelINIK=2



https://docs.google.com/document/d/1GCpU_Xz-f2VkpRKGj92nCfYqNfWU8VEn17BZSSIs4SI/edit
https://youtu.be/sWCwIqXtUv4
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