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Motivation

Enhance the speed learning using block 

programming  and websites

Context

We identify the necessity of implement a 

program to easy use and fast learning for 

kids and adults
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Block Programing
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Code Combat
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Block vs Code Programming
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Kyo vs Otto
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Loop problem Average Time
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Mini-Robot Average Time
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Preference about Computer Science



1616Experimental Findings

Best Methodology



1717Experimental Findings

Code vs Block Preference



Conclusions

18



1919Conclusions

Conclusions

- This work introduces the different adaptive behavior with different methodologies in the learning 
speed of students divided in 100 kids, 100 tweens, 100 teens, and 100 adults.

- We note that tweens and teens have more ability to understand new concepts using games as 
metaphors.

- We note that Adults have a strong learning speed to understand new concepts based on past 
experience.

- From kids to juniors, they present a fast learning speed, but they forget concepts in a little period of 
time.
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