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LEARNING OUTCOMES

By the end of this course, students will be able.

In terms of knowledge:

e To become familiar with basic programming concepts.
e To understand how programs function.
e To know the steps required to develop a program.

e To develop complex programs.

In terms of their skills:

e To be skillful in creating and solving algorithms.
e To encode/transform algorithms in commands and programs.
e To be able to choose the right programming environment for materializing their

objectives.

In terms of their competences:




e To be able to develop educational applications using programming environments

e To be able to modify existing educational programs and tailor them to the needs of
their students.

e To form a positive attitude towards programming for educational use

General Competences

The course aims at the following general competences:
e Adapting to new situations

e Decision-making

e Working independently

e Team work

e Working in an interdisciplinary environment

e Production of new research ideas

Learning how to program has some noteworthy advantages for students. That is because it
helps them to acquire analytic and synthetic thinking skills in order to be able to solve
problems in a programming environment. It also helps them to understand how algorithms
are developed and used (problem analysis, algorithm's design, structured thinking, rigorous
expression) and it has a positive impact on creativity and imagination. Learning how to
program, as a teaching/learning subject, is based on the Interdisciplinary Informatics
Curriculum Framework and it is taught in the last two grades in primary school.

‘Etol, Baolkdg otdxoC Ttou pabnuatog eival n aflomoinon TOU TPOYPAUUATIOUOU WC
YVwoTikoU epyadeiou yla to pabnua t¢ NAnpodopikig, aAld kat n Sltepelivnon TpoOMwy
£vTang tou oe GANa pabnpota Tou Snuotikol oxoleiou. Mpémel va TOVIOTEL OTL TO Hadnua
otnplleTal o TPOYPOUUATIOTIKA TiepLBAAAOVTO KATAAANAQ ylo TV TipwtoBabuia
ekmaidevon, MPAyUo TOU onuaivel OTL PmopoUvV va TO XPNOLIOMOLCoUV TOCO Ol
ekmaldevtikol 600 Kal oL pabntég. Emiong, €udaon Sivetal os eAelBepa meplBailovta
OTTIKOU TIPOYPAUUATIONOU pe TAaKiSla, omwe to Scratch, kat to Scratch JR. To padnua
nepAappavel BewpnTikO KAl €PYACTNPLOKO UEPOG Kal TEpAAMBAVEL TOUG TIOPAKATW
afoveg/OeUaTIKEG EVOTNTEG:

On the basis of the above, the aim of the course is to provide students the necessary
knowledge and skills on the basic programming principles and techniques, in the context of
computer literacy. Thus, the main objective is for pre-service teachers to understand how
programming can be utilized in the context of primary school's ICT courses, but also to explore
how programming can be integrated to other courses. It should be noted that the course is
based on programming environments suitable for primary education, for both teachers and
students. The course includes a theoretical and a hands-on part and includes the following
modules

e Basic programming concepts.

e Programming as a teaching subject in primary school.

e The programming environment of Scratch and Scratch JR.

e Implementation methodology of basic computer programming concepts in Scratch.




e Application development methodology in Scratch.
e Development of educational software in Scratch.
e Design and implementation of teaching scenarios using Scratch.

DELIVERY | Face-to-face using PCs and/or laptops

SE OF INFORMATION AND | Yes
COMMUNICATIONS | ICT is the subject of the course

TECHNOLOGY
TEACHING METHODS Activity Semester workload
Lectures 25
Lab exercises 25
Independent study 30
Application 40
development
Course total 120
STUDENT PERFORMANCE | ¢ Lab exercises during the course of the semester.
EVALUATION

e Final exam. Students have to design and develop
applications, using the tools provided during
lectures. The applications must have an educational
use. Therefore, students are invited to present and
support the ways their applications have an
educational value (teaching framework, objectives,
methodology, etc.) and to explain their choices and
the methodology they used during their
implementation.
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