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This course aims to strengthen English majored students ' storytelling
skills, including story adaptations, plot designs, and storyboarding; also
to develop their fundamental programming skills. To increase students’
motivation in programming learning, this course adopted a visual
programming tool — CoSpaces Edu, in which students can easily build 3D
virtual environment from build-in library and templates. Also, students
BIE4FE | were introduced to learn the framework of interactive digital storytelling
principle and flowchart design via peer collaboration environment. It is
hope that, through visual programming environments, students’
story-telling skills as well as their logical thinking ability could be
both developed; and also, through project-based learning/ pair programming
learning strategies, students’ confidence and enjoyment levels of
programming activities could be both enhanced.
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1.
2.

1 hour of code certificate
Storybook sharing

a. Reading a story book

b. Find a story book (individual)

3 CoSpaces exercises

a. Knowing environment (3d environment, character library, animation)
b. Coding exercise (scene design, event, action, transform, camera

setting)

c. Coding exercise Il (parallel, switch scenes, multimedia, function, list,
import/ export)

d. Coding exercise lll (template adaptation, code modification) —
computational thinking (decomposition, abstract, pattern recognition,
algorithm).

e. Coding exercise IV (merge cube + exercise I~lll)
f.  Coding discussion: question boards, text boards, attach, condition, list,
random, group items, variables, scores, counting down...)
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a. Brief introduce the selected story (title, theme, characters)

b. Plot (Beginning, rising action, conflicts, climax, resolution)

c. Storyboard (tools: Toontastic, storyboardthat, or Elementari, etc) provide
5 cells of storyboard.
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d. Flowchart (tools: ppt, or draw.io..) provide your interactive story flowchart

diagram.
e. Rubrics

® 4 dimensions of the interactive story design framework (multimedia,

interface, education, cultural), or

® 4 dimensions of game elements (motivational, interactive, fun,

multimedia).
2. |ARME
a. PPT
® Topic
® Target user
® Purpose
® Tool used
® Key features/ highlights 2-3 scenes/ coding
® Work distribution
b. Rubrics
® Completion:
® Complexity:
® Presentation
® Creativity
[

(motivational, interactive, fun, multimedia).
c. Presentation®* (W18 20190620)
® Time: 3 min.
® PPT 3 min.
® Peer evaluation.
d. Project report* (W19 20190630)
* C, D are required for LOD students.

Dimensions of the interactive story design framework (multimedia,
interface, education, cultural), or 4 dimensions of game elements

4 k&R : OCodecademy [Coursera [Code school
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Merge cube examples
1. 57 degree north https://mightycoconut.com/57north/
S gae 2. Merge cube library https://miniverse.io/cube
. . _. | Audio library
wEE R . .
o 1. Youtube music/ sound effect library

https://www.youtube.com/audiolibrary/music

Audio editing tool

1. Online Audio cutter https://www.bearaudiotool.com/
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Text to speech
1. Industrial Technology Research Institute Text-To-Speech Web service
http://tts.itri.org.tw/
2. Soundoftext https://soundoftext.com/

2D image creation tools

1. Google Autodraw https://www.autodraw.com/

3D Object creation tools

1. Tinkercad https://www.tinkercad.com/
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1 02/21 Course Intro. Introduction of
programming,
Scratch, CoSpaces
Edu.
2 02/28 228 1%3%
3 |03/07 |Everyonecan | Computational 1. EEBHMAHSRE
code thinking 2. WM AR AR AR
One hour of code
certificate
4 |03/14 B Ra b4 K B Big > B E
ZERACIE A - ko fT4E | Gamification
28 HIFE R A # it & Al AIDMA/ AISAS
5 03/21 Interactive Interactive 1. R U FRIT AR S
storytelling storytelling design | 2. B A2l
framework 3. TEn i
Story adaptation
6 03/28 B A8 H B AEEE Scratch
4% 3k Code Computational thinking and
Scratch why should we learn coding?
7 04/04 A AER
8 | 04/11 Storyboarding 1. 2 & AT B/ 43
Flowchart 2. RN
9 04/18 Midterm Proposal (group)
10 | 04/25 Midterm Proposal
(individual)
11 | 05/02 Knowing Google # AEfisz | 1. CoSpaces Edu. &R -4
CoSpaces Edu. | 3| ¥ 3% &7 1) 43 RN 4
Knowing 2. R E
environment 3d environment, character
library, animation
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12 | 05/09 CoSpaces Edu. | Coding | scene design, event, action,
Coding transform, camera setting
exercise

13 | 05/16 Coding Coding parallel, switch scenes,
exercise I multimedia, function, list,

import/ export

14 | 05/23 Coding Template computational thinking
exercise lll adaptation, code decomposition, abstract,

modification) pattern recognition, algorithm

15 | 05/30 Coding merge cube + Introduce merge cube
exercise IV + exercise I~ll Individual group project
discussions Individual group discussions

discussions

16 | 06/06 Coding Individual group Question boards, text boards,

discussion: discussions attach, condition, list,
random, group items,
variables, scores, counting
down...

17 | 6/13 Final B 2 3¢
presentation

18 | 6/20 Final LOD &R %0 =%
presentation 1% B
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A. st F % Text based game
1. Asmart kid
https://drive.google.com/folderview?id=10NfQI9bArQgAiY4HL1EJVn tpM6VJKDW (E/skargs -
RS T,

https://drive.google.com/file/d/1Cu3Y YvtX9gnYBBpNjKnUrvM20zbaz37r/view?usp=drivesdk)
3 - R 5‘; =

B. AR/ VR #5j
1. The Very Persistent grappers of frip: https://cospac.es/ugVA

milk would be fine

2. A series of unfortunate events: htips://cospac.es/PXdG

Do you want to leave with your family financial banker,
Pos?




3. Dangle: htips://cospac.es/MKyz

i - —

5. Meme Ban: hiips://cospac.es/IYH7




6. Ride and Death: hitps://cospac.es/oRND

7. Cupid and Psyche: https:/cospac.es/4tBC, https://cospac.es/51JX

If 1 can help your dad, wouldn't
you willing to make a deal

i - —

8. Titanic: https://cospac.es/Hr60

G
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C. &% AR % Merge Cube
1. Alittle Greedy rabbit: hitps:/cospac.es/jAwu

g ‘I L .
i %
=1

()

This CoSpace was created for the MERGE Cube. Open it on your phone or tablet to view it on the MERGE Cube.

2. Animal farm: https://cospac.es/LNap

3. Hope and Desperate: htips:/cospac.es/4SO0

11



4. The little prince: htips://cospac.es/mYi6, https://cospac.es/t7kl

But, I've only studied

graphy, History, caculus... |
don't know how to draw.

i - —
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Student ID: 405110313 2

5. Lesson(s) learned.

a. From trial and error
® A project always needs several times of trials to see which aspects can still be adjusted, for
some details might not be easily discovered during the coding process.
®  Others’ works can inspire you to make the game more detailed and more interactive. Even if
your own coding doesn’t work, others’ coding examples can help you achieve the effects you
want.
® A story should not be too complicated. for the player might lose their attention easily.
Interactive games are always an effective way to seize the player’s attention.
b. From team member(s)
®  Using the right background music can help build up the atmosphere of the story.
® Think of the target audience when typing the narration texts.
c. From other team(s)
® The players can be more engaging by playing with the first point of view.
® Different storylines and endings can enrich the game.

6. Most impressive conversation/ event.

The most impressive conversation occurred during the first demonstration section. Since our group were
supposed to present at the final week, we still have some time to adjust our project. When I briefly
introduced my responsible parts to other classmates, they complimented about the character animations,
saying that all the characters moved naturally: I was quite surprised and encouraged by their comments.
Since there were a lot of first point-of-view narrations in my parts, they also suggested me to adjust the
game play and let the player explore the story setting: I found the suggestions quite useful. The

classmates’ feedback really encouraged and inspired me to improve my work.
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Student ID: 405110478 fu[ ;5|

C.

5. Lesson(s) learned.

a. From trial and error

I learned that when you want to attach a square on another square with a different color. you
cannot attach the second one too close to the first one. Otherwise, the second one will overlap the
first one. Moreover, I realized that when you are creating a scene to attach on a cube, the size of
the scene should be about the same as the cube. If not, when you are looking at your project in the
AR mode, you'll find it’s difficult to see the whole scene through your 3¢ devices.

From team member(s)

(Detail)

From other team(s)
I learned that there are other ways of coding to create an attractive and interesting interaction. For
instance, by adding physics on two objects and using the code collision, you can create a scene
where an object is being driven away by another. Besides, the skills of attaching the main camera
on a person also creates great effects which I can learn from. Moreover, I learned that by adding a
360 photo to a scene makes the background more vivid and realistic. Last, by creating choices for
players to select, and make each choices lead to different endings will make players feel more

engaged in your game.

6. Most impressive conversation’ event.

I think the most impressive event I experienced in this programming course is the final project display.
Every groups had a chance to show their final project to others and exchange ideas and comments. I
think this is a great way of sharing one’s work with other classmates, which is better than just going on
stage and giving a presentation. I am thankful for Professor giving us such a precious opportunity to
have a closer look at other works. Besides, the project that I am most impressive of is designed by
Emily. In her project. she designed many amazing scenes and playful interactions. Players can imagine
themselves being a detective, finding clues, and trying to solve problems. I think her project is the

outstanding and I can lear a lot from her.

7. Final Project URL: https://cospac.es/ajAP (Abridge Prototype)
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— R4o BT Mean
1. | When | am working the visual programming project using CoSpaces Edu., | | 3.8
have to investing more mental effort to understand the overall editing
environment (without coding).
2 | When | working the visual programming project using CoSpaces Edu., | 3.6
have to invest much mental effort to figure out the coding exercise.
3 | When | working the visual programming project using CoSpaces Edu., 2.8
overall, the editing exercise gives me a lot of pressure.
4 | When | working the visual programming project using CoSpaces Edu., the | 2.7
coding exercises gives me a lot of pressure.
= ZEHK Mean
1. | The visual programming assignments draw my attention. 4.0
2. | ' am curious about the visual programming activities. 4.3
3. | The visual programming activities are novel to me. 3.7
4. | | pay my attention to work on the visual programming activities continuously. | 4.0
5. | | believe that the visual programming activities can help users to learn how | 4.4
to code.
6. | | believe that coding blocks is helpful for understanding how to code more. | 4.2
7. | I am confident in the benefits of visual programming activities on coding. 4.0
8. | | like these visual programming activities. 44
9. | I am dissatisfied with the experiences of the visual programming activities* | 2.7
104 | feel happy when | am working on the visual programming activities. 4.0
= A Mean
1. | I think the CoSpaces Edu. platfrom is easy to use. 3.9
2. | I can learn to use the CoSpaces Edu. platform in a short time. 3.3
3. | The CoSpaces Edu. platfrom is difficult to use for me. % 2.8
4. | I need an experienced person nearby when | am using the CoSpaces Edu. | 3.5
platform.*
5. | I think visual programming activities are helpful for my coding skills. 3.9
6. | The visual programming activities can help me to computational (logical) 4.1
thinking more clearly.
7. | The visual programming activities are helpful for generating more ideas. 4.3
8. | The visual programming activities is an innovative learning method. 4.3
9. | After the visual programming activities, | want to understand coding in more | 4.1
depth.
104 After the visual programming activities, | am more interested in coding. 4.2
11§ I hope to read more information regarding coding. 4.2
12] The visual programming activities did not foster my interests in coding.* 2.1
13} The issues regarding coding were not attractive for me even | have done 2.2
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the visual programming assignments. %

144 I hope to have more opportunities to learn how to code. 4.2
154 I am inclined to seek coding in the future.” 2.7
164 | expect that there are more applications of coding. 4.2
17{ I have more intention to code. 4.1
184 Overall, how happy are you with your coding experience in this class so far? | 4.6
N =10
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Drawing feedback g 1% = &

Date: jwwakl’)ept. (e Grade level: lf Gender: [J] Male m/Female [J Neutral

1 o
Any programming background none [] basic of

[J masteryin

Age: Lk

Please draw a picture of what you think coding is, or what is it like when you are coding.

Please provide a short description about your drawing:

Coding 3= make me feed \The x God who maniplates W"EWM/

Thank you for participating in this study

Would you be willing to further talk about your drawing in person? [] Yes

18
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Age: 2

Date: 6 >v Dept. BJlTSL Gradelevel: 3  Gender: [] Male [ Female [ Neutral

Any programming background [ﬁ none [V] basic of wggw [] masteryin

Please draw a picture of what you think coding is, or what is it like when you are coding.

o Dwm

[%&& ‘ Wid T e doe was G
T T

gor o
S . -~
vias l.n#x

Please provide a short description about your drawing:

;’Tl\;u ’*‘131 sf pryrag sork Bl T b ek T‘w;qlna#u 5F the ok /;;w(uﬂ", Hhen I et 4 L] Wf

Thank you for participating in this study 7T e, wlﬂwu‘} I fuqum; th{w ar Pruj’-if e a»&;!,,,ll Does .
Would you be willing to further talk about your drawing in person? Yes [J No

Age: 2 I

Date: 30/, (20 Dept. Enﬂhd/\ szf Grade Ievel:JunTor Gender: [] Male & Female [ Neutral

Any programming background - X none [ basic of [} masteryin

Please draw a picture of what you think coding is, or what is it like when you are coding.

>Codirg s “the way o commuRicite With the C‘W"fm

Pleaca peavidn 3 chart dacerintian shant vour drawing:
Coding s the way to commuieate with the comprter ard have Tt carry ewt yeow order.

Thank you for participating in this study

Would you be willing to further talk about your drawing in person? [ Yes 4 No
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Date: ;d“/b/w Dept. % iﬁ Grade level: Gender: [Qﬁ Male [J Female [J Neutral Age:__ YV
Any programming background [T] none Ii basic of S‘(d‘L (7] masteryin

Please draw a picture of what you think coding is, or what is it like when you are coding.

P
J{/</
N\
¢

Please provide a short description about your drawing:

J5%S W o 4o?\a,hm d ’w,mL Lot W-‘ﬁ- Wt peeds 1o &‘u{\ I wL wokve, 45 weadebd Lhingg wef <

Thank you for participating in this study

N

Would you be willing to further talk about your drawing in person? [i! Yes [] No

Date: 6/;to Dept. English Grade level: ¢4 Gender: [] Male [DKemale [0 Neutral Age: __*!
Any programming background none [] basicof [} masteryin

Please draw a picture of what you think coding is, or what is it like when you are coding.

.\\\
\ N

)

Pleas? provide a short description about your drawing:

-

confusfing & awnduind byt mu tlanaate W hAYE an amading thwe

Thank you for participating in this study .
\Would you be willing to further talk about your drawing i person? [ Yes ] No

20
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PRV 4
Age:

Date: ylo Dept. E"} Grade level: $ev®@Y  Gender: m/ Male [] Female [ Neutral

Any programming background @/none [] basic of ] masteryin

Please draw a picture of what you think coding is, or what is it like when you are coding.

Please provide a short description about your drawing:

Codking (s O \A\K\b Wulc, 1‘na‘} avenf pleat ITs fo TMPM e LA Teflucr  eticin aflow -

Thank you for participating in this study
Would you be willing to further talk about your drawing in person? [] Yes 'Qr No

Date: (’/,,,o Dept. (9«»3 Grade level: Gender: [[] Male m female [] Neutral Age: 22
Any programming background O none [ basic of HZ/W/L' ] masteryin

Please draw a picture of what you think coding is, or what is it like when you are coding.

l,ﬁ]oﬁ

Please provide a short description about your drawing:

Cedieg vegves g lagics o

of orquizatin shills, E”‘J‘A’"‘] s reloced 4o <heothers,

Thank you for participating in this study
Would you be willing to further talk about your drawing in person? [] Yes M No
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