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Kynning 

hugmyndir og útfærslu um hvernig fella megi 
forritunarkennslu inn í námskeið í kennaranámi með 
verkfærinu og forritunarsamfélaginu Scratch.  
 

Erindið byggir á starfendarannsókn Salvarar Gissurardóttur 
2012 til 2014 þar sem verkefni í Scratch var eitt af 
viðfangsefnum á upplýsingatækninámskeiðum fyrir 
nemendur í kennaranámi. Scratch var kynnt sem verkfæri 
til að læra forritun og endurblanda verk annara og 
verkfæri til að vinna með og skapa eigin verk og verkfæri 
til að búa sig undir IoT (Internet of Things) umhverfi 
morgundagsins 



Rannsóknarspurningar 

Hvað er árangursrík leið til að kynna og kenna 
kennaraefnum forritun og vinnu í slíku 
forritunarnámssamfélagi og hversu mikla leiðsögn 
og stuðning þurfa kennaranemar við slíkt nám?   

 

Á hvaða hátt er hægt að auka áhuga og virkni 
þeirra kennaranema á forritun sem eru fyrirfram 
neikvæðir gagnvart slíkum viðfangsefnum 



Hvernig er hægt að haga forritunarnámi og vinnu í Scratch 
samfélagi þannig að það auki skilning kennaranema á 
"maker culture" og "Internet of Things"?  

 

Hvaða viðmið má nota til að mæla eða spá fyrir um hvort 
kennaranemar muni halda áfram að fást við forritun og 
bæta þannig virkni inn í verkefni sín? 

 

 Skiptir máli hvort nemendur læra forritun án þess að 
vinna með öðrum og vinna saman í notendasamfélagi?  



scratch.mit.edu 



scratch.mit.edu 

 



Scratchx.org 



snap.berkeley.edu 



beetleblocks.com 

Skjámyndir frá Jim Cash 



Goal 

The goal is to find out how to prepare future 
teachers for their role as agents of change, as 
teachers who can prepare and introduce to their 
students the change in work and literacy in a 
world where work is done collaboratively in on-
line environments and by using and remixing and 
rearranging resources (code and sprites) and 
where literacy is also being able to read and write 
code and create vectorized drawings. 



Búa til skipanir 



This study is Action research where Scratch 
project was part of required tasks in a first year 
course about ICT in teacher education.  



Scratch in teacher education 

From 2012 to 2014 Scratch (and visual 
programming tools based on Scratch) has been 
used to introduce first year teacher education 
class in Iceland to coding and programming but 
also as an environment to collaborate with others 
and remix and tinker and prepare for IoT 
environment of tomorrow.  

 

The aim is to prepare future teacher who can be 
agents of change. 



Tools used 

• Scratch 2.0  

• Hopscotch  

• Tynker 

 



Research questions 

 
 

 



Question 1 

What is an efficient way of introducing teacher 
education students to programming and coding 
using Scratch in online multicultural environments 
and how much scaffolding is needed? 

• School subjects? 

• Storytelling? 

• Games? 

• Programming robots/sensors? 
 

 



Student tasks envolving 
• Storytelling 

Ideas from Caitlin Kelleher  Storytelling Alice 
http://scratched.gse.harvard.edu/resources/assessment-rubrics-storytelling-scratch 
Rationale: Easy for beginner teacher. gender  issues 

• Games (simple 2D games)  
Rationale: More interactivity, more challenging, more complex thus 
more need to remix work of others  

• Control of Input/output 
using picoboards, videosensors etc. 

• Rationale: Preparing future teachers for IoT  
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Question 2 

How can instruction and design of Scratch project 
capture the attention of teacher education students 
who are uninterested and negative towards coding? 

 

• Scratch as storytelling tool? 

•  Scaffolding  (repositories, learn to remix) 

• Adjust to culture  (Icelandic language and photos) 

• Visual emphasis  (Scratch is visual, but also 
programming with animations/pictures) 

• Learn by starting to copy other peoples work 

 

 





Capture attention and interest 

 



Visuals graphics 



Storytelling and graphics 

 



2D games 

Snerta ákveðinn lit 



Relation to culture 

 



 



Question 3 

How can Scratch coding project for teacher 
education students be made a good preparation 
into understanding maker culture and Internet of 
Things ? 

 

Emphasis on projects that interact with the 
environment (not as a storytelling or 2D game) 
read data from the environment (sensors etc) and  

control and produce. 



Question 4 

What criteria can be used to predict whether teacher 
education students will include and continue to read, 
write and use code and tinker with code and tools in their 
future learning projects? 

 
Data 

• Evaluating student project 

• Qualitative evaluation  over time (will student 
introduce Scratch to their students) 

• Student teach Scratch to children and reflect upon that 

• Student reflection of their learning (blog) 

 

 



Question 5 

Is training students to code in vacuum (without 
online collaborative/remixing, social tinkering and 
without connecting coding environment to other ) 
useful activity and if it is not how can you make 
future teachers understand that coding is not the 
essential skill but rather preparation for a world 
where you can make, personalize and control 
collaborating and interacting with others. 

 


