
Appendix E 
Participant Views of CT and Applications in the Classroom 
 

Pre-Survey 
 Participant A Participant B Participant C Participant D 
View of CT 
Theme 

The use of 
computers 

Process of solving 
problems 

Process of solving 
problems 

Process of solving 
problems 

View of CT 
Statement 

The knowledge and 
mindset that one has 
in order to be able to 
operate and manage 
computers. 
 

The thinking that 
provides an answer or 
result, it is the solving 
procedure. 

Being able to 
problem solve using 
skills other than just 
textbooks 

Being able to think in 
a process or a 
working strategy. It 
is the understanding 
or the want to 
understand how 
something works or 
operates 

How to 
Integrate CT 
in the 
classroom 

Having our students 
do computer-based 
projects, use a 
variety of software. 

In every way! Asking 
students to make 
connections between 
ideas is computational 
thinking. 

Using technology, 
providing problems 
that need to be 
solved (not just 
math, but like real-
world), etc. 

Adding coding into 
the classroom 

Post-Survey 
 Participant A Participant B Participant C Participant D 

View of CT 
Theme 

The use of 
computers 
 

Process of solving 
problems 

Process of solving 
problems with a 
computer 

Process of solving 
problems like a 
computer 

View of CT 
Statement 

The thought process 
in which an 
individual uses in 
order to use, 
manage, and 
understand how to 
use different forms 
of technology 

The use of concepts to 
solve problems. 

Solving a problem 
using computer-
based resources. 

Thinking in such a 
way that a computer 
would. For example, 
problem-solving 
methods. It is where 
there is an input (i.e., 
problem or scenario) 
and there is an 
output. 

How to 
Integrate CT 
in the 
classroom 

Using different 
makerspace stations, 
computer software, 
and coding apps and 
programs. 
 

Students should 
already be using 
procedural thinking to 
solve problems but we 
can get them to see 
that those steps/ 
thoughts are strings of 
code 

At OSHS STEM 
night, they had a Z-
SPACE lab that was 
hands-on, 4D 
learning that allowed 
them to troubleshoot 
issues and learn (like 
human heart, putting 
together robots, etc.). 

Including lots of 
different 
technologies for 
students to explore 
and use. Also, 
teachers could 
simply give students 
problem-solving 
practice in ways that 
a computer might 
think or solve. 

 

 


