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Dschola is a cultural non-profit organization 
founded in 2004. The founding members are 
some schools of Piedmont and Valle d'Aosta.  



 

The purpose of the Association is to promote 
the enhancement of the ǎŎƘƻƻƭǎΩ information 
technology culture, educational innovation and 
the sharing of knowledge through ICT. In 
addition, Dschola provides initiatives to support 
schools in the use of ICT in teaching.  



 

CSP ς Innovation in the ICT ς is a consortium of non-
profit companies consisting of public administrations, 
universities and delegates from the entrepreneurial 
world. CSP is a research organization committed to 
activities for the experimental development and  
industrial research. CSP participates in various projects 
for the adoption of new information and 
communication technologies in schools and for 
scientific dissemination. 

 



: programming as a game  

 

ÅThe 2010 reform of the upper secondary 
schools in Italy 

 

Basic skills in: 
×Problem solving 

×Concept of algorithm and its representation step by step  

×Programming foundations 

 



: programming as a game  

 

ÅThe debate about the curriculum  
 

Starting from the first year of secondary school: 

 

×Basic programming concepts 

×Lab activities with the use of a programming language 

 



: programming as a game  

 

The proposals of Dschola: 

 

VScratch  

 

VArduino (S4A) 

 

VApp Inventor (Android) 



 

Scratch Day is an initiative launched by the 
creators of Scratch in order to bring together 
from all over the world Scratch enthusiasts with 
initiatives, meetings and round tables. In 2013, 
186 events were organized in 46 countries 
around the world. 



Scratch Day worldwide 

2013 



  Vallauri          Day  

 

The Vallauri Institute, one of the founding 
schools of the Association Dschola, organized 
during "Scratch Day 2011" the first άVallauri 
Scratch 5ŀȅέ contest held within the school for 
students in the introductory classes of the 
technology sectorΧ.  



 

 

ΧΧwith the aim of promoting the study of 
computer programming by rewarding the best 
projects developed using Scratch.  

 

  Vallauri          Day  



¢ƘŜ ŦƛǊǎǘ άVallauri Scratch Dayέ ŎƻƴǘŜǎǘ  

May 21, 2011 

  Vallauri          Day  

http://www.vallauri.edu/public/ita/pagina.asp?pagina=ScratchDay


Italian Scratch Festival 

2012 First Edition 
24 high schools from all over Italy 

 



Italian Scratch Festival 

2013 Edition 

33 high schools from all over Italy 

 

http://www.associazionedschola.it/isf/Default.aspx


Italian Scratch Festival 

2013 Edition Ą  33 high schools from all over Italy 

 

http://www.associazionedschola.it/isf/allitems.aspx


Italian Scratch Festival 

Evaluation criteria: 

1. technical quality: the application uses sophisticated 
technical tricks or ingenious solutions? 

2. usability: the application is friendly and uses an 
intuitive interface? Is it fun to play with? 

3. originality: the application is innovative? It 
proposes a classic in a new look? 

4. aesthetic quality: the style and design are well 
prepared? The proposal is attractive and pleasant 
to see and use?   

 



 

 

 

The winning projects 

http://www.dschola.it/2013/07/09/i-vincitori-dellitalian-scratch-festival-2013/


 

 

 

 

      Video 

 

Italian Scratch Festival ς Part 1 

Italian Scratch Festival ς Part II 

 

 

http://www.youtube.com/watch?v=t09-yyl-v_s
http://www.youtube.com/watch?v=8_x456aowqs
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Arena 
Space 
Battle 



Jon Bustillo 



Looking for materials about ICT é 

I found three key documents  



CREATIVE 
THINKING 

Scratch Workshop 

 by @txipi (2009) 

First 

steps  First meeting with Scratch  
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What happens  

with creativity at school? 

Can Scratch be helpful? 

Before School Kindergarten Primary Secondary University

Trend of creativity through educational levels

Critical area 



After several workshops over 2 years.... I did not feel 

that  working with Scratch would improve creativity 

A boy who had some difficulties at 

school worked with Scratch and 

after two days showed some 

interesting creative thinking. 

 

 

 

 

 



Can Scratch really help to improve creativity? 

Looking for information, articles, books, 

researchs,... 

Communicating with Scratch 

Team 



Environment 

 

Type of research 

 

Participants 

 

Data collection 

instruments 

 

Design of the intervention 

 

Data analysis 

 

Results 

Research  planning 



Environment 
Looking for a place 

where.... 

PRISON

No free access to 

multimedia  Few opportunities  

 to be creative  

Highly controlled 

environment  



Type of research 

Qualitative 

Quantitative 

Participant 

researcher (Scratch 

monitor) 

Educational 

ethnograph

y 

Initial and Final 

measurement 

Standardized test 



Participants 
16 men started 
 (one per PC) 

Elementary school 

Voluntary 
(no certificate) 

12 finished 

At first only 20% believed himself capable  
of creating a video game with Scratch 

Aged 25-65 

Three languages 



Data collection instruments 

Qualitative Quantitative 

Fieldnotes Test (CREA) 

Satisfaction survey 
(made by prisoners) 

Diary of the  
researcher 

Interviews with  
prison professionals 

Scratch productions 



Design of the intervention I 

Working  

with 

Scratch 

First steps 

with 

Scratch 

Exhibitio

n 

day 

First day with prisoners 

Pretest 
Creative thinking 

Postest 
Creative thinking 

Assessment  
Questionnaire 

Last day with prisoners 

2
5
 d

a
y
s
 (

2
 

h
o

u
rs

/d
a
y
) 

Interviews with  
prison professionals 



+ Controlled activity   Scratch monitor       

-Controlled activity  

Dependency                 Learners      

       Independency 

Copying example  
videogames 

First steps  
with Scrtach 

Videogames  
made together 

Their own 
videogames 

Design of the intervention II 

WORKING WITH SCRATCH 



Data analysis 

DATA 

Reporters 
Data collection 

instruments 

Research 

directors 

Fieldnote

s Diary of the 

researcher 
Interviews with  

prison 

professionals 
Test 

(CREA) 
Satisfaction 

survey 
Scratch 

productions 

Semantic 

categorial 

system 

Statistica

l 

analysis 



Very bad Bad Regular Good Very good
0%

20%

40%

60%

80%

100%

0% 0% 0%

20%

80%

How do you rate the experience of 

working with Scratch? 

Voluntary intellectual work  

During +2h / day  along 25 

workdays 

ñI have never thought so much, 

my brain hurts after the class is 

doneò. 
Prisoners comment 

Results 



27%

64%

9%
Always 

Sometimes

Never

27%

36%

9%

27%
Always

Sometimes I try it

I try but I can't

I don't like changing the example

Do you customize the sample videogames ? 

Results 

 Do you keep on thinking about improving 

the videogames after the class is done? 

Empowerment: Focusing on improving and 

customizing the Scratch programs 



New thinkings patterns 

 

More logical  

thinking 

 More sequenced 

 actions 

Better understanding 
 and interpretation  

of the context 

Results 



9ǊǊƻǊ Ҧ vǳŜǎǘƛƻƴ 

I want to know  
how to do it 

9ǊǊƻǊ Ҧ vǳŜǎǘƛƻƴ 

I want to know 
 how to do it 

9ǊǊƻǊ Ҧ vǳŜǎǘƛƻƴ 

I want to know  
how to do it 

- knowledge + knowledge 

 - desire 

to learn 

 + desire  

to learn 

Getting 
 skills 

Getting 
skills 

Using ñmistakesò as a learning opportunity 

and imagination developer 

Results 



Statistically significant 

difference 

Significative increase in the creative 

intelligence test 

Results 



CONCLUSIONS 

NEXT 

RESEARCHS 

Repeat the experience 
 in another prison 

¸ Positive influence over creativity and 

thinking patterns 

¸ Mistakes are an opportunity to improve 

¸ It's stimulating for different kinds of people 

Repeat the experience  
with other adult groups 

Contact: 
Jon Bustillo (@jonsarean) 
jon.bustillo@ehu.es 
Euskal Herriko Unibertsitatea 
Universidad del País Vasco 



Genevieve Smith-Nunes 



kids can code 

Genevieve Smith-Nunes 
readysaltedcode.org 



2011-2012 
 

why? 
 



code 
 
Teachers wanted to be able to deliver 
more advanced coding 
 



projects 

ÅYr 2 students (aged 6)  

Stanford Infants, Animation 

Hertford Infants, Maths and Robotics 

West Hove Infants, multi player games and 

quizzes. 



Stanford Infants 

Animation:  
 
Using storyboards & 
understanding algorithm 



Independent 



Hertford Infants 

Lego Wedo:  

 

Using motors & 

understanding logic 



kids can code 

Genevieve Smith-Nunes 
readysaltedcode.org 

West Hove Infants 



wedo 

60 

Students  

2 WeDo 

 

FUN! 



West Hove Infants 

Gaming:  

 

Using algorithms & 

understanding If 

statements 





Teacher's Workbook 

Created resources for Teachers and Students 
6 Week Course 



Instructions 



Teacher's 
workbook 



Teacher's 

workbook 



Class Teachers 

Stanford Infants:  Bridget Slater  @trulymidget 
 
Hertford Infants:   Tracy Bowers  @traceyab1 
  
West Hove Infants:  Jane Waite   @janewaite 



Class Teachers 

Stanford Infants:  Bridget Slater  @trulymidget 
 
Hertford Infants:   Tracy Bowers  @traceyab1 
  
West Hove Infants:  Jane Waite   @janewaite 



thank you for listening 



we can code 

Genevieve Smith-Nunes 
 
@readysaltedcode 
 
www.readysaltedcode.org 



we can code 

Genevieve Smith-Nunes 
 
@readysaltedcode 
 
www.readysaltedcode.org 



Eugeni Catalán 



July 25 -27th, 2013  Scratch Connecting Worlds Conference, Barcelona  



Does this situation sound familiar to you?  



Do you think the little bits will solve the situation?  



Have you asked for help from all your friends?  



Are you so desperate that ...?  



ScratchRef  
Scratch 1.4  

Reference Guide  
for iPhone  



From your computer to...  



using the same UI  

... your                    iPhone  



Tap inside red info circles  



Look for detailed info 
selecting the category of 

the block you want.  



A list with all the 
categoryôs selected blocks.  

 
An easy way to find the 

requested block.  



Search blocks using 
keywords.  


