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e Computational thinking is a skill that should be
developed at school because it helps to think
better, in an original way without repetition. It is
a mental aptitude, a mental process that lets
people solve different problems using specific
methods and tools. It is a logical creative process
that permits us to take the different part of a
complicated problem in order to find a solution
to each part until we can solve the general
problem.

* Thinking in a computational way means to
divide the decisional process into single steps,
thinking step by step about the best way to
achieve the goal.

* It is a way of behaving that, in reality, almost
without realising it, we put into practice every
day. For example, when we take the shortest way
to reach a destination, when we play videogames
and create a plan to pass a level, or simply when
we follow a sequence of steps to make a recipe.



What is inside?

Smart objects contain a microprocessor that can
interpret and execute instructions

- Very easy

- Very clear

- One atatime

- Very quickly (more than 1000000000 per second)

SMART OBIJECTS

* «Many objects that surround us
contain microprocessor waiting to
be programmed. Knowing how to
programme gives the opportunity
to create our own ideas by writing
new code lines for tens of billions
of smart objects that surround us.
Programming also has an intrinsic
educational value because the
D E NS of describing a
constructive process in a very
meticulous way, delegating the
execution to an automatic
executor, leads you to a profound
comprehension of the procedure
itself and the computational
aspects of the problem that it
solves».

(A. Bogliolo)




THE LANGUAGE

The language of things is binary: it is called machine language.
It consists of a stream of zeros and ones and it is difficult to
use.

The programming language uses instructions written in
English and then automatically translates them into machine
language.

It is the language used by programmers.

The visual language allows for putting together the
instructions.

It is the right starting point.

The language is functionally complete.

It allows the user to do everything.

 Today there are many tools and methods that allow an intuitive, playful,
educational approach to programming from pre-school age. The term coding
CODl NG became commonly used to describe the spontaneous application of these tools.

 The new generation will be able to access their pool of skills and acquire others;
skills that are necessary for everyday life. Coding stimulates computational thinking,
problem solving, critical thinking, creative thinking and enhances group work.
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e Europe Code Week is an awareness and
alphabetization campaign launched in 2012 to support
the spread of computational thinking via coding. Since
2015 Professor Alessandro Bogliolo of the University of
Urbino has coordinated the initiative at the European
level. He declares that «the voluntary participation on
the part of thousands of Italian teachers was decisive
for its success and development. The last session was
attended by more than two million seven hundred
thousand people in over fifty countries in the world,
with a contribution from Italian school of 50% of the
total.

* In January 2018 computational thinking was
recognised as basic transversal competence in the
national indicators for the initial years of schooling and
the Digital Education Action Plan of the European
Commission targeted the implantation of coding in
every European school by 2020, identifying at Europe
Code Week the key action to achieve this goal».



Listituto Omnicomprensivo
di Nocera Umbra

alla Europe Code Week 2018
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OUR SCHOOL

e Our school has taken part in the European Code
Week since 2015. The teacher Ludovica Marchetti,
digital animator of the school and IT teacher at the
Middle Schools of Nocera Umbra and Valtopina,
takes students of all classes through the exercises
of coding unplugged and on specialised sites during
the Europe Code Week in October and during the
entire school year.



FIRST YEAR CLASSES
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* We use the Scratch programme to create simple
videogames: we conceive the game, create the
background and characters, teach the characters

how to move and we try our games to check if the
written code lines are correct.
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in order to continue the work at home under

CLASSES the teacher’s supervision. We complete a
crash course to achieve the Coding

Certification.

TH'RD YEAR  We enrol in virtual classrooms on Code.org O



Lezione 5: Programmare con |a collezionista £4

This certificate is awarded to

for successful completion of




