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INTRODUCTION

CODINGA4GIRLS addresses the gap between male and female participation in computer
science education and careers by introducing early methodological learning interventions
that make computer science attractive to all. It introduces interventions that target the
factors that lead girls to not choose computer science, namely a) misperception of the roles
and professional careers; and b) wrong assumption of insufficient skills. The main goal is to
attract girls by raising their awareness on the rich possibilities for professional and personal
growth that computer science offers and by preparing them for future engagement in

computer science careers.

CODINGA4GIRLS introduces a design thinking pedagogical approach that is heavily linked to
human-centred solutions. This approach challenges the learners to see the big picture
before designing a detailed solution, encourages them to consider wider community
interests, and challenges them to think entrepreneurially on how digital technologies can be

used to address real-world problems.

In this publication, the results of the validation test in Turkey presented. Governorship of
Istanbul has implemented the validation test for the proposed learning framework through
the design and development of awareness raising serious games in Turkey with the

participation of students and teachers.
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TURKEY

EXECUTIVE SUMMARY

The validation procedures of the Coding4Girls approach were implemented in
Turkey between June and November 2020. Since the schools were closed due to the
pandemic, the implementation of the testing was done online for both students and
teachers.

The teachers from 14 schools (Primary, secondary and vocational) were invited to
the testing activity and 72 girls from the 9" grade (aged 13-15) of Hasbahce Religious High
School had participated to the online testing activities in Turkey. All implementation
activities were based on the selected C4G learning scenarios and instructions for students
and assumed independent work of students under the guidance of their teachers in virtual
classrooms.

Using developed data collection tools annexed in this publication, teachers’ and
students’ attitudes, observations and comments regarding the game-based C4G
methodology for building programming skills were collected.

Results showed that students liked the game-based C4G methodology. Conducted
activities enabled them to develop their programming skills in a fun and creative way.
Although the participating students did not possess the skills related to coding and
programming, their motivation towards coding skills are enhanced after the activity.
Teachers who participated to the validation activities consider the C4G approach as suitable
and efficient way of acquiring programming skills that is applicable and appropriate for the

students.
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IMPLEMENTATION

Data collection tools
During the validation of Coding4Girls (C4G) approach, all the data collection tools
provided in the C4G validation strategy were used:
e S1 - Preliminary questionnaire (for students)
e S2 - Follow-up questionnaire (for students)
® S3 —Student’s comments
e T1-—Teacher’s observations
® T2 -—Teacher’s comments
The data collection tools were before validation activities translated into the Turkish
language.
Questionnaires S1 and S2 were created using Google Forms while data collection
tools S3, T1 and T2 for teachers were prepared as Google Forms in which they could write

observations and comments.

Materials

The experts form the Governorship of Istanbul used the 3D game environment
developed within the framework of the C4G project and the learning scenarios for students.
For the validation event with teachers, the experts used the learning scenarios with
instructions. Since the event was done in online environment, the participants were
informed to install the 3D game before the event.

The second learning activity which is “Discover Snap! Move a sprite -Time to bring
your sprite to life” was chosen for the teachers. The activity contains basic programming
concepts that are in the focus of the CAG approach such as dialogs and movement. These
learning scenarios enable users to learn one or multiple programming concepts by creating
a game that addresses real-world problem. To further motivate girls to learn programming,
the topics of real-world problems are chosen to be attractive to girls. All resourced were

translated into the Turkish language prior to implementation.
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Figure 1 — “Discover Snap!: Moving a Spirite” learning activity.”

As for the activity with the students, the following two games were introduced to the

students;

1. Game

Mini Game Category
-Looks

Mini Game

-Snake Game

2. Game

Mini Game Category
-Trigonometry

Mini Game

-Pattern Matching Game
Operation family

-Basic Operations
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Figure 2 — “Basic Calculation in Trigonometry” activity.

Setup model and procedure

The validation events were implemented under the shadow of COVID-19 pandemic.
Therefore, all activities were online. The first step for the event with teacher was to inform
them about the project and its results. The participants were provided with the 3D games
and learning scenarios before the actual event starts. In total, 14 IT and Computer teachers
from secondary and high school levels were invited. The experts from Governorship of
Istanbul presented the project, learning scenarios and the 3D games briefly to the
participants and the second learning scenario was implemented online with the teachers.
After the activity, the formal feedbacks from the teachers were gathered online.

Sessions for building programming skills using the C4G approach were organized
online with the participation of 72 high school students from the 9t grade (aged between
13-15) due to COVID-19 pandemic. Although the subject is compulsory at the high schools, it
is not thought during the online education. The students were provided with the link of the
3D games and the S1 test before the event. They were divide into 3 classes and the activity
took 2 hours on Zoom. The experts form GOI first organized sessions in order to introduce
coding concepts. Students could practice those concepts using exercises and then they were
expected to create a serious game using the learnt coding concepts. During the sessions,

experts provided guidance and help to the students with the given tasks. After the
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implementation, in the last session, students answered the follow-up questionnaire (S2)
about their perception and views on the C4G learning approach. They were required to
write the anonymised code received from the teacher to ensure comparison of results
regarding the self-assessment of their programming skill. The experts and teachers from the
school collected students’ qualitative opinions and comments through a group discussion in

virtual classrooms (S3).

Participants

The validation event for students took place online with the female students from
Hasbahce Religious School. All 72 students were from the 9™ grade whose ages varies
between 13 and 15. Their previous experiences with coding and programing is very low
however they have the basic skills on the use of computer and basic software such as Ms
Windows and Office. The 14 teachers selected for the validation are Computer teachers
with at least 10 years of experience in teaching informatics. Although they have all
necessary skills in teaching coding and programming, they do not teach coding at the

schools since it is not in their curriculum at schools.

Years of age Grade Number of
students
13 9 10
14 9 55
15 9 7
Total 72

Table 1 - Number of students by age/grade
RESULTS

Results of questionnaires for students

Two questionnaires for students were used: preliminary questionnaire about the use
of digital devices and perceived level of programming and the follow-up questionnaire
about satisfaction with programming and coding activities, satisfaction with the
organization of the implementation, and perception on the acquired coding skills.

In both questionnaires students were asked to self-assess their current level of

programming skills. Based on this question, the difference between students’ self-assessed
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initial and final level of programming skill was calculated (the answers from the
guestionnaires were paired based on the code that students have entered).
All students who participated in C4G activities solved preliminary questionnaire and

the follow-up questionnaire.
S1- Preliminary questionnaire

A total of 72 students solved the preliminary questionnaire about the use of digital devices
and perceived level of programming. The mean age of students was 13.94 years. Table 3
shows descriptive statistical analysis of participants’ responses to the questions related to
the use of digital devices, the internet and video-games. Since the formal face-to-face
education is transformed to online education due to Covid-19 pandemic, the use of
computer, tablet and other digital devices is probably higher than its value before the
pandemic. The use of internet is more than 4 hours among the participants. This can also be
based to the online education. The results also show that the average age for girls to start
using digital devices is 9 and their average playtime with digital games is around an hour per

day.

Question Averages

1. For how long have you been using computers, tablets or other

digital devices (in years)? 4,89 years

2. How many hours per week do you use a computer, tablet or other

digital device? 30,13 hours

3. How many hours per week do you use the Internet? 29,73 hours

4. How many hours per week do you play video games? 6,47 hours

Table 2 - The use of digital devices, the internet and video-games by gender

10
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The participants self-assessed the level of their programming skills on the scale from
0 - | have never coded or programmed before to 4 - | can design a solution of a problem in
the form of a program. Results are shown in the Table 3. Most of the students stated for
themselves that they are at level 0 - Never coded or programmed before (76.39%) or on

level 1 — Novice Programmer (9.72%). The percentage of 3- Simple Programmer is 13,89%.

Level of programming skills Frequency Percentage
0 - I have never coded or programmed before 55 76.39%
1-1am a novice programmer (just have basic ideas) 7 9.72%
2 - | can code simple programs 10 13.89%
3 -l am fluent in programming (can create a full program) 0 0%
4 - | can design a solution of a problem in the form of a program 0 0%

Table 3 - Self-assessment of programming skills

In the preliminary questionnaire the participants also stated which programming
concepts are they familiar with. The results (Table 4) show that students are not familiar
with the concept related to programming which makes the findings in the previous section
consistent. The students with the knowledge on programing are mostly familiar with the
statements (13 students) and operators (12 students) while only 11% of them are familiar

with conditionals and variables.

Concept Frequency
Loops 6
Conditionals 8
Variables 8
Statements (sounds, movement, looks, drawing) 13
Operators 12
Events 7
Parallelism 5

Table 4 - Familiarity with the programming concepts

11
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Table - 5 shows students’ responses about what motivates them to learn to program
(students could choose one or more responses). The most of the students are motivated by
the jot they have during solving problems (23,61%). The second highest option is the
success in the programming class (22.22%). On the other hand, 23.61 % of the students do

not feel themselves motivated for learning coding or programming.

Response Frequency Percentage
I’'m not motivated 17 23.61%
| want to succeed in the programming class 16 22.22%
| want to show other students | can program 0 0%
| want to follow a career in programming 9 12.50%
| enjoy solving logic problems and puzzles 18 25.00%
Other 11 15.27%

Table 5 - Motivation for learning programming

S2—-Followup questionnaire

A total of 72 students answered the follow-up questionnaire about satisfaction with
programming and coding activities, satisfaction with the organization of the
implementation, and perception on the acquired coding skills. Since all students who
responded to the preliminary questions also participated in the follow-up part the
demographics of the students are the same.

In the follow-up questionnaire, students expressed their attitudes regarding the C4G
learning methodology and the implementation of activities using the 5-point Likert scale (1
— strongly disagree, 2 — disagree, 3 — neutral, 4 — agree, 5 — strongly agree). According to the
results (Table - 6), students find programming motivating and not challenging but not easy.
They have fun with the programming activities and find that activities are relevant for

learning programming. They understand presented concepts and had fun during conducted

activities.

5- Averag

1 -Strongly . Strongl e
Statement Disagree 2- Disagree | 3- Neutral | 4- Agree y out of

Agree 5

. . 14,08
1. Ifound programming challenging. 9,86% 19,72% | 52,11% % 4,23% 2.83
(]

12
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2. | found programming motivating. 1,41% 14,08% | 45,07% 3802)03 1,41% 3.24
3. |found programming easy. 5,63% 26,76% | 46,48% 15%49 5,63% 2.88
4. | enjoyed programming. 0,00% 8,45% 29,58% 5202)11 9,86% 3.63
> L;:See;i:md most of programming | g 4500 | 28,17% | 39,44% 22(%54 1,41% | 2.80
6. Learning this way is fun. 4,23% 7,04% 23,94% 4?%30 15,49% 3.64
7. :efae:';ienngg.aged with this way of 5 63% 7.04% 30,99% 4602)48 9,86% 347
8. The activities were relevant to learn. 0,00% 4,23% 15,49% 62’79 15,49% 3.91
9. tA(;c Z:y time, it was clear what | had 1,41% 5 63% 66,20% 2502)35 1,41% 319
10. \nA::?LtjtluI(::.rned will be relevant for 4,23% 11,27% | 36,62% 33%80 14,08% 3.42

Table 6 — Satisfaction with C4G learning methodology

13
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The participants again self-assessed the level of their programming skills on the scale

from O - I have never coded or programmed before to 4 - | can design a solution of a problem

in the form of a program. A total of 72 students solved the preliminary and the follow-up

guestionnaire so their self-assessment results were compared. Table-7 shows data on the

difference between the self-assessed initial level and the self-assessed final level of

programming skill. The number of statements for never coded before is decreased by

26.38% and number of novice programmer increased by 15.27%. According to the results,

most of students self-assessed their programming skill level higher before participating in

C4G activities. The analysis showed that the effect of C4G approach on coding and

programming skills is supportive for students.

Level of programming skills Preliminary Follow-Up Change in
prog g Frequency Frequency Percentage
0 - I have never coded or programmed before 55 36 -26.38%
1-1am a novice programmer (just have basic ideas) 7 18 +15.27%
2 -1 can code simple programs 10 11 +1.39%
3 -l am fluent in programming (can create a full program) 0 4 +5.55%
4 - | can design a solution of a problem in the form of a 0 5 +2.78%
program

Table 7 - The difference between the self-assessed levels of programming skill

According to the results of the follow-up questionnaires;

- 43.05% students find the activities complex and 47.22% indicates that they need

external assistance to play the game. However, 36.11% of the students thinks most

people learn the C4G games in short time.

- Only 18.05% of them would like to play the game often and 48.61% of students think

that they need to learn many concepts regarding coding before using C4G.

- 56.94% of the participants feel happy and 54.17% of them think the game is fun.

14
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Students’ comments

Students’ comment was gathered after the activities in each class. They state their
enjoyment with the C4G games and learning coding with this way. They are very satisfied
with the received materials and provided guidance but indicate that they still need
assistance to learn more. Some of the students criticise the volume of the game and the
high technical requirements for playing the 3D game and asked the possibility of playing the

game via phone or tablets at home.

Teachers’ observations and comments

After the implementation activities, teachers were asked to express their qualitative
opinions about the C4G methodology and the implementation process using the forms T1
and T2. In total, we gathered 14 responses from the participating teachers.

All of them stated that the students were interested and actively participated in the
activities. Most of the students successfully completed all the tasks with the help of
prepared materials. Video tutorials were especially useful to them. Teachers indicated that
some students had technical difficulties in using the 3D game since it requires much of the

processor and the graphic card. This situation made some students working slower.

Teachers’ comments

Using the form T2, teachers reported on accomplishment of learning objectives,
relevance, effectiveness and acceptance of the proposed methodology by the students, and
the overall organization of the implementation.

The opinion of the teachers is that game-based learning is fun for students. They are
motivated to solve tasks (problems) which makes this way of learning effective for learning
programming. All teachers stated that the gamified learning and the serious game approach
are very suitable and motivating for the students.

Game-based learning always attracts the attention of students and is particularly
effective in areas where mental activities such as programming are intense. However, a little
more attention should be paid to the fine line between the current game and missions.
Especially middle school 5th and 6th grade students may get into the game and
programming confusion and think that they are just playing games and cannot concentrate

on tasks. Serious game design and approach with proof of concept can be problematic,

15



C\ CODINGAGIRLS ('Ir.)»func!_ed by l_h_e
B(G)2018-1-5101-KA201-047013 of the European Union
[

especially for low-level students (in groups where the concept of abstract concrete is not
very clear). However, with the concept-proven serious game approach, the usability of
coding training is extremely high. The approach of the codingd4girls project seems positive,
as gamification and design emerge as sub-skills in the acquisition of coding skills.

The validation activity of C4G activity was implemented online, so the insight
regarding achieved fun by the students could not be complete. However, the teachers
stated that it is easy to understand that students had fun and did not get bored from the

activities. Besides, the students demanded more activities from the teachers.

DISCUSSION AND CONCLUSIONS

The validation process includes more than 10 hours of working with the participation
of around one hundred students, teachers and experts. The first results from the students
(51) shows us that the online education has highly increased the time they spend online and
the students meet digital devices at around their 9. Therefore, the students have about 4
years of experiences with computer or phone/tablets. Although their basic skills for the
implementation of the C4G approach are adequate, only a few of them has previous coding
or programming experiences. This situation is also confirmed by the results regarding the
familiarity with programming concepts which showed that most students are not familiar
with basic concepts such as statements and loops.

The Follow-up questionnaire (S2) applied to the students revealed that they found
programming motivating and not challenging but not easy. They have fun with the
programming activities and find that activities are relevant for learning programming. They
understand presented concepts and had fun during conducted activities. When compared to
the first self-assessment test, students’ programing skills increased. For example, the
number of students who selected their levels as novice programmer increased by 15.27%.
The analysis showed that the effect of C4G approach on coding and programming skills is
useful on students.

After the implementation activities with students, teachers reported that conducted
activities enable students to achieve learning outcomes and at the same time had fun.
Teachers think that creating games is a very effective way for students to learn programing

concepts and they plan to apply the C4G methodology in the future as well. They observed

16



é’\ CODINGA4GIRLS Co-funded by the
G{(G)?018-1-5101-KA201-047013 Erasmuss Programime
[ §

that C4G approach encouraged creativity and problem solving and students were motivated
to complete the project (their own game) to the end. The external experts who participated
in the validation activities agreed with these observations and support the application of
game-based learning approach using visual programming tools for learning programming.
They emphasized the good choice of topics of the projects included in the learning scenarios
which are interesting to girls and encouraged them to apply their programming knowledge.
In conclusion, the C4G methodology is appropriate for students and enables the
achievement of learning outcomes in an effective and fun way via serious game approach
and positively contributes to the creativity of student via design thinking approach. The
main problem were technical difficulties such as the volume of the game, need for a high

capacity computers encountered by students who used the 3D game.

17
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S1. PRELIMINARY QUESTIONNAIRE FOR STUDENTS (in Turkish)

S1. OGRENCILER iCiN ON ANKET

Bu anket, dijital cihaz kullaniminizi ve programlama deneyiminizi 6lcmek amaciyla “KIZLAR iCIN
KODLAMA” Projesi gercevesinde hazirlanmistir. Proje, programlama becerilerini gelistirmek igin ciddi
oyun yaklasimi gelistirmeyi hedeflemektedir.

Yanitlarinizda ad ve soyadi bilgileriniz yer almayacak olup cevaplariniz yalnizca arastirma
amaciyla kullanilacaktir. Zaman ayirdiginiz ve isbirliginiz icin tesekkiir ederiz.

Lutfen asagiya okul numaranizi yaziniz. Okul numaraniz yalnizca bir sonraki anket ile eslestirme
amaciyla kullanilacaktir.

GENEL BILGI
Okul No:
Okul:
Yas:
T Sinif:
Cinsiyet: E K
DIJITAL CIHAZLARIN, INTERNETIN VE VIDEO OYUNLARIN KULLANIMI
1. Bilgisayarlari, tabletleri veya diger dijital cihazlari ne kadar
yil
stredir kullaniyorsunuz?
2. Haftada kag saat bilgisayar, tablet veya baska bir dijital
saat
cihaz kullaniyorsunuz?
3. Haftada kag saat internet kullaniyorsunuz? saat
4. Haftada kag saat bilgisayar/telefon oyunu oynuyorsunuz? saat

KODLAMA VE PROGRAMLAMA DENEYiMmi
Latfen yanitlarinizi daire icine aliniz.

1. Programlama seviyeniz nedir?
a) Daha 6nce hi¢ kod yazmadim veya programlamadim.

b) Acemi bir programciyim (sadece temel fikirlerim var).
c) Basit programlari kodlayabilirim.
d) Programlamada akiclyim (tam bir program olusturabilirim).

e) Bir problemin ¢ézimini program seklinde tasarlayabilirim.

2. Daha once bir kodlama yaptiysaniz asagidaki kavramlardan hangisi size tanidik geliyor?
Birden fazla yaniti isaretleyebilirsiniz.

18
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€ Dongiler € Kosullar € ifadeler

€ Degiskenler € lislemler € Olaylar

€ Cift yonlalukler

Programlamayi 6grenmeniz icin sizi motive eden nedir? Birden fazla yaniti isaretleyebilirsiniz.

()

Motive degilim.
Bilgisayar dersinde basarili olmak istiyorum.

Programlayabilecegimi diger 6grencilere gostermek istiyorum.

€

€

€ Programlamada kariyer yapmak istiyorum.

€ Mantik problemlerini ve bulmacalari ¢dzmekten zevk alirim.
€

Diger:

19
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S2. FOLLOW-UP QUESTIONNAIRE FOR STUDENTS (in Turkish)

S2. OGRENCILER iCiN TAKiP ANKETI

Bu anket, C4G 6grenme metodolojisinden memnuniyetinizi anlamak ve programlama/kodlama
becerilerini edinmeye yonelik faaliyetlerin uygunlugunu oOlgmek amaciyla hazirlanan bir takip
arastirmasidir.

Yanitlarinizda ad ve soyadi bilgileriniz yer almayacak olup cevaplariniz yalnizca arastirma amaciyla
kullanilacaktir. Zaman ayirdiginiz ve isbirliginiz icin tesekkir ederiz.

Lutfen asagiya okul numaranizi yaziniz. Okul numaraniz yalnizca “6n anket” ile eslestirmede
kullanilacaktir).

KOD ve GENEL BIiLGi
Okul No :
Okul:
Yas:
L Sinif:
Cinsiyet: E K
C4G Ogrenme Yontemi
3. Asagidaki ifadeleri yandaki 6lgek ile Tamamen Katrlm arar K3t pomamen
degerlendiriniz katilmiy " T Katid
a) Programlamayi zor buldum. 1 2 3 4 5
b) Programlamayi motive edici buldum. 1 2 3 4 5
c) Programlamayi kolay buldum. 1 2 3 4 5
d) Programlamayi sevdim. 1 2 3 4 5
e) Programlama kavramlarinin cogunu anladim. 1 2 3 4 5
f) Bu sekilde 6grenmek eglenceli oluyor. 1 2 3 4 5
g) Bu 6grenme yontemini ilgi gekici buldum. 1 2 3 a 5
h) Faaliyetler OéretICIYdl 1 2 3 4 5
i) Ders esnasinda ne yapmam gerektigi belliydi. 1 2 3 4 5
j) Ogrendiklerim gelecegimle ilgiliydi. 1 2 3 a 5

ALGILANAN PROGRAMLAMA DUZEYi

Litfen yanitlarinizi daire igine aliniz.

2. Su anki programlama seviyeniz nedir?
a) Daha 6nce hi¢ kodlama veya programlama yapmadim.

b) Acemi bir programciyim (sadece temel fikirlerim var).
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c) Basit programlari kodlayabilirim.

d) Programlamada akiciyim (tam bir program olusturabilirim).

e) Bir problemin ¢6ziimiinl program seklinde tasarlayabilirim.

OYUN ORTAMININ KULLANILABILIRLiGi

3. Asagidaki ifadeleri yandaki dlgek ile Tamamen Katilm orar K2l omamen
degerlendiriniz katiimy 0 T Katid
a) Bu oyunu sik sik kullanmak istiyorum. 1 2 3 4 5
b) Oyunu karigik buldum. 1 2 3 4 5
¢) Oyunun kullanimi kolaydi. 1 2 3 4 5
d) Bu oyunu kullanabilmek igin bilgi sahibi bir
L oy 1 2 3 4 5
kisinin destegine ihtiyacim var.
e) Bu oyundaki cesitli islevler birbirine iyi bir
1 2 3 4 5
sekilde entegre edilmisti.
f) Bu oyunda c¢ok fazla tutarsizlik vardi. 1 2 3 a 5
g) Cogu insan bu oyunu kullanmayi ¢ok g¢abuk
s o 1 2 3 4 5
ogrenebilir.
h) Oyunun kullanimi ¢ok zahmetliydi. 1 2 3 4 5
i) Oyunu kullanirken kendime ¢ok giiveniyordum. 1 2 3 4 5
j) Bu oyuna baslamadan o6nce bircok seyi
s . 1 2 3 4 5
06grenmem gerekiyordu.
OYUN DENEYiMi
4. Asagidaki ifadeleri yandaki dlgek ile Tamamen Katrlm orar K300 pomamen
degerlendiriniz katiimy " o Katin
a) Memnun hissettim. 1 2 3 4 5
b) Kendimi maharetli hissettim. 1 2 3 4 5
c) Oyunun hikayesiyle ilgilendim. 1 2 3 4 5
d) Eglenceli oldugunu disiindim. 1 2 3 4 5
e) Oyunla tamamen konsantre oldum. 1 2 3 4 5
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f) Mutlu hissettim.

g) Bana kot bir ruh hali verdi.
h) Baska seyler distindiim.

i) Yorucu buldum.

j) Yeterli hissettim.

k) Zor oldugunu distindim.

|) Estetik agidan hostu.

m) Etrafimdaki her seyi unuttum.
n) Kendimi iyi hissettim.

o) Bunda iyiydim.

p) Sikilmis hissettim.

g) Basaril hissettim.

r) Kendimi yaratici hissettim.

s) Bir seyleri kesfedebilecegimi hissettim.

t) Eglendim.

u) Oyunun hedeflerine ulasmada hizliydim.

v) Sinirli hissettim.

w) Baski altinda hissettim.

X) Zamanin nasll gectigini anlamadim.
y) Zorlandigimi hissettim.

aa) Etkileyici buldum.

bb) Oyuna derinlemesine yogunlasabilidim.

dd) Zengin bir deneyim gibi geldi.
ee) Dis diinya ile baglantimi kaybettim.

ff) Zaman baskisi hissettim.

gg) Bunun icin cok caba sarf etmem gerekti.

Co-funded by the
Erasmus+ Programme
of the European Union

3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
3 4
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$3. STUDENT’S COMMENTS (in Turkish)

S3. OGRENCi YORUMLARI

Programlama becerilerini gelistirmek i¢in C4G oyun temelli yaklagimin uygulanmasindan sonra,
O0gretmenler 6grencilerin s6zll nitel goruglerini ve toplar ve bunlari yaziya dokerler.

GENEL BILGI
Ogretmen: Sinif:
Okul: Tarih:

GENEL ORGANIZASYON VE OGRENCILERIN ALGILARI

Ogrencilere, uygulamanin genel organizasyonu, edinilen bilgilere iliskin algilari, oyun temelli
6grenmenin uygunlugu ve etkinligi konusundaki algilari ve elde edilen eglenceye iliskin gériisleri
hakkinda sorular sorabilirsiniz.

OGRENME ZORLUKLARI VEYA SORUNLARI

Ogrencilere kurs sirasinda karsilastiklari herhangi bir 6§renme gii¢liigii veya sorunu ile bu sorun ile

karsilastiklarinda ne yaptiklarini sorabilirsiniz.

OGRENCILERIN C4G METODOLOJISININ, ARAGLARIN VE iCINDEKILERIN NASIL IYILESTIRILECEGI
HAKKINDA GORUSLERI.

iLGiLIi OLDUGUNU DUSUNDUGUNUZ GORUS VE ONERILERINIiZ
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T1. TEACHER’S OBSERVATIONS (in Turkish)

T1. OGRETMEN GORUSLERI

Uygulama oturumlari sirasinda 6gretmenler, 6grencilerin tepkilerini ve oyun tabanli C4G
yaklasimini kullanarak kodlama becerilerini gelistirmedeki ilerlemelerini gézlemler ve
belgeler.

GENEL BILGI
Ogretmen: Sinif:
Okul: Tarih araligi:

OGRENCILERIN KATILIMI

Ogrenciler aktif olarak katiliyor mu? Isbirligi yapiyorlar mi? Egleniyorlar mi? vb.

OGRENME ZORLUKLARI VE SORUNLARI

Ogrenciler icerik veya donanimla ilgili sorunlar yasiyor mu? Destek istiyorlar mi? vb.

ILGILI OLDUGUNU DUSUNDUGUNUZ GORUS VE ONERILERINiZ
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T2. TEACHER’S COMMENTS (in Turkish)

T2 OGRETMEN DEGERLENDIRMELERI

GENEL BiLGi

Adiniz:
Soyadiniz:
Okulunuzun Tura:

CODINGA4GIRLS YAKLASIMININ OGRENCILERIN OGRENME HEDEFLERINE ULASMALARINA
KATKILARI NEDIR?

PROGRAMLAMA BECERILERININ GELiSTIiRILMESINDE CODING4GIRLS OGRENME YAKLASIMININ
OYUN TABANLI OGRENMEYE ETKILERI NELERDIR?

ONERILEN METODOLOJININ OGRENCILER TARAFINDAN BENiMSENME POTANSIYELi HAKKINDAKIi
GORUSLERINiZ NELERDIR?

CODINGAGIRLS URUNLERINi KULLANIRKEN OGRENCILERIN KEYiF ALMA DUZEYLERI HAKKINDAKI
GORUSLERINIZ NELERDIR?
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UYGULAMA ETKiNLiGi HAKKINDAKi DUSUNCELERINiZ NELERDIR?

CiDDi OYUN YAKLASIMININ KULLANILABILIRLIGi HAKKINDAKi DUSUNCELERINiZ NELERDIR?

(Coding4Girls Oyun Tabanl, Tasarim Odakli Egitim Cercevesi ile baglantili olarak)

BELIRTMEK iSTEDiIGiNiZ DIGER HUSUSLAR NELERDIR?
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