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A Case Study of a Play-oriented Block Coding Class
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Abstract As the importance of digital competency education is highlighted, this study is a case study on block
coding classes for elementary school students during vacation for the purpose of bridging the information
education gap among students. The purpose of this study is to design and operate a play-centered block coding
class program and find out if it is effective in improving students' interest. As a result of completing the
teaching plan through the second consultation and revision, running the class, and analyzing the change in
learning interest of the students through the t-test, the play-oriented block coding class designed in this study
was effective in improving students' interest. In addition, it was possible to discover interesting elements such as
student-led learning process and immersion through realistic play activities, friendship, collaboration, and
communication through group activities. This study is significant in suggesting a plan to increase learning
interest for students who are new to coding.
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