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Development and evaluation of object-tangible collaborative environment for
intra-curricular computer programming activity in elementary school

AOKI, Hiroyuki

2,300,000

SAR

As a solution to the problems of programming activities being different from
the traditional hand-on and cooperative educational style of elementary school, and of programming
in the subject not being related to the learning mechanism of the subject, this study worked on the
development of a cooperative programming environment that integrates learners® real and virtual
experiences through spatial augmented reality (SAR) technology. This study proposed the concept of
“ object tangibility,” in which the object with which the program executor interacts is the real
thing, and by analyzing existing programming materials for children and the process of learning
programming In a subject area based on this concept, this study have organized real experiences and
trial-and-error(tinkering) to facilitate learning in the subject area. This study have devised
examples of functions required of programming languages and object tangible learning topics.
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