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Construction of a Knowledge Map for Programming Education based on Analysis of
Case Studies
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We investigated actual cases in which programming was used in classes and
experiments from the viewpoints of "teaching materials,” "subjects,” and "learning objectives," with
the aim of constructing a "knowledge map" that clarifies the viewpoints of classroom practices and

systematizes previous cases based on them, with an awareness that programming education is used by
practitioners of programming education. Scratch was the most frequently used "teaching material,"
while "extracurricular activities™" and "integrated learning (inquiry) time" were the most frequently
used "subjects. The "learning goals™ were classified into nine categories according to the level of
abstraction, since many of them were at different levels of abstraction. The results of the survey
are now ready to be presented in the form of a "knowledge map,™ and the method of presentation will
be pursued in the future.
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