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Computational Thinking

“Computational thinking is the thought processes 
involved in formulating a problem and expressing its 
solution(s) in such a way that a computer - human or 
machine – can effectively carry out.” (Wing 2014) 

• Wing Vs Bers

• Playpen Vs Playground



Source: primary.quickstartcomputing.org/resources/pdf/comp_thinking.pdf



Unplugged Programming

“We have found that many important concepts can be 
taught without using a computer—in fact, sometimes the 
computer is just a distraction from learning. Often 
computer science is taught using programming first, but 
not every student finds this motivating, and it can be a 
significant barrier to getting into the really interesting 
ideas in computer science.” (CSUnplugged, 2015)



Flowchart Programming

• Using a flowchart to visualise
components of a computer 
program

• Complexity can be scaled

• Natural language can be used

• Collaborative





Visual Elements

Social Elements

Conditional

Conditional

Game Processes

Winning 
ConditionsLoop



Different Accounts of Distributed/Embodied 
Cognition 

Van Dijk, Hummels, & van 
der Lugt, 2014, p. 2)





Science Games Night
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Embodied Gaming
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Virtual, Mixed and Augmented Reality
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Teams

Unplugged Programming – Dr Joe Ferguson

Embodied Gaming – A/Prof Juli Lynch, Krissy Hill

Robotics and EC – A/Prof Coral Campbell, Dr Joe Ferguson, Chris Spendelwinde

Games Night – Dr John Cripps-Clark, Dr Peta White, Dr Joe Ferguson, Dr Kathleen Hayes, Dr
Leissa Kelly

Augmented Reality – Dr Seamus Delaney, Caitlyn Pryse
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