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Introduction

echnology for over 10 years, | have noticed that Key Findings and Discussion

elp boys discover digital storytelling with computer owed three themes form the digital biographies:

new mediums of self -expression that stick and have real
leveloping long -lasting empathy for multiple perspectives,
hen boys share personal narratives.

onstructing multimedia artifacts to learn computer science.

sorte | sortwt ) eaxon) fylas) SO0 “Using broadcast block, my favorite “All the parts were hard but
The Research Question O [ 919 B (W0 ) Ohwokon (8 code, makes the story more in the end, it was worth it,”
" 2° Interesting and funny,” Boy |I. Boy N.
t producing digital biographies encourage boys' development sore2 | N

y in a Grade 5 Computer Science class? cople who were different from themselves.

“There’s much more than
meets the eye,” Boy L.

“It wasn’t just about me, it was
about someone else,” Boy B.

)roject because it involved the personal narrative along with the skills
edia.

Research Context and Participants “I liked learming about my friend. Shows | “A favorite thing of mine was being able
| | | how much you learn by doing, asking to code a story that was interactive.
Browning School has 400 boys in Grades Kindergarten to Form V1. questions, sharing techniques, learn Was cool learning about other people,”

fourteen participants in this research were boys in the fall semester
rade 5 Computer Science & Engineering.

Boy H.

from each other,” Boy J.

The Research Action . : Stiizing skills.
CS First: Explicit esearch. research, and

e change implemented in this action research was students' teachina Scratch Interview a community: Conclusions
UHDWLRQ RI GLJLWDO DUWHIDFWYV ZLWK 0,7 eal? Ir:gmr%rﬁc random|y I(;gr&rl]rrrrza?]ifgllltes’[o(r)iﬁfand
2|l a personal story about a classmate in Computer Science class. programming assianed partner - A=y The findings were encouraging in the way they shed light on how the boys used digital storytelling
skills g P ideas coding Scratch
_ _ from class multimedia to discover personal interests, new relationships, and empathy for others.
Data Collection and Analysis projects

Incorporating storytelling and personal background knowledge during Computer Science class for
the boys was justified as benefits included a general improvement for empathic concern, joy for
learning with others, and improved engagement in the production (making) process using
multimedia, digital technology.

Data were collected on the following and then analysed:
THow did the boys respond to learning about and with others through
exchange of personal background knowledge?
TWhat was their engagement and joy programming digital narratives in
Scratch?
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