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CHAPTER 3

Constructionism

Kafai, Y. B. (2006). Constructionism. In R. K. Sawyer (Ed.), the
Cambridge Handbook of the Learning Sciences (pp. 19 - 34).
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Constructionism % #4521
(1) Constructivism & ? %
Constructionism - the N Word as opposed to
the V Word - shared constructivism’s
connotation to learning as building
knowledge structures irrespective of the
circumstances of learning. It then adds the
idea that this happens especially felicitously
in a context where the learner is consciously
engaged in constructing a public entity
whether it’s a sand castle on the beach or s
theory of the universe. (Papert, 1991, p.1)
Constructivism &i%ﬁﬁ@&iﬁé%ﬁﬁfﬂﬂ‘féﬁ‘ Th Y, FEH~DIEHITE X
BTV o Tz, ZHUZxt LC, constructionism (38 AHI&H 5 VN FFEEH
&ﬁrWHm&®%fﬁﬁfﬁ ELTNS.

() Instructionism & ? %
. but teaching without curriculum does not
mean spontaneous, free-form classroom or
simply ‘leaving the child alone’. It means
supporting children as they build their own

-1-



Constructionism

'S N -

intellectual structures with materials drawn
from the surrounding culture. In this model,
educational intervention means changing the
culture, planning new constructive elements in it
and eliminating noxious ones. (p. 31, 1980,
1993)
FHRFPEEZHR L TWDERTIERLS, K0 [5HE ] BRiEmMER R o6
5.

(3) Technocentrism & O Rf%

Does wood produce good houses? If I built a
house out of wood and it fell down, would this
show that wood does not produce good houses?
Do hammers and saws produce good furniture?
These questions betray themselves as
technocentric questions by ignoring people and
elements that only people can introduce: skill,
design, and aesthetics. (p. 24, 1987)

EsREIL—Y
@ 1980 ft ™ LOGO programming language
BASIC & 13- T, LOGO IZ programming #5727 T2 <, FW
FIZOWNWTESEEL, BHFEHLWVIFRFEEZHMUWRZNGAETEE T
52 ExELT-. [Objects-to-think-with]
(1) how to interact with the computer: Turtle
() FEBIZL S TEFDIDDIRYDRGEY — /L& L THERE : HDHDH
K& turtle D~ v F > 7
(8) reflection & 5 \ /& metacognition {1 : debug &\ 9 {E3%

@ LL, 29 LERMERIEE OB OEBIZHOWTIEZ L E TOMET
I L EERTIEZRV (Pea, & Kurland, 1984) .
— B N2 #8757 1E O W
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Constructionism Q&0 %E X
MRk (knowledge Construction) |

@

Piaget D[Al{t. (assimilation) & @& (accomodation) &V 9 AW =X A
ZHEILERT, FEHENBSBI THEEERKL, TNEZHLDOLHDIT
L T < appropriation— 1) 72 & g r 7R 2 e

LOGO turtle |%X programming & W 5 iE @ 2 @ L 7= A %) 7
objects-to-think-with. [Vygotsky @ internalization ® A 77 =X AIZHH
PLTna EoicBnEd. (REoax ) ]
Piaget @ stage theory TiE, EARAERIELI TR & O ~DRITERE & 2
Z BN TE 77, construcitonism Tix, HARM:EHiGrE42 R C X 5 I
V%D %S ORFZEIC L X, programming H KN E 5 L72iEE) (Turkle,
& Papert, 1990) .

[ZOd Ak (learning culture) |

@

JEAREARIL, community of practice
JLEEZ D 1 : Computer Clubhouse (Resnick, Rusk, & Cooke, 1998)
JEBEZ D 2 : MOOSE (Bruckman, this volume)

Logo Microworlds and Construciton Kits
[Microworlds| “#U'® incubator

@

“a computer-based interactive learning environment where the
prerequisites are built into the system and where learners can
become the active, constructing architects of their own learning”

(1) Dynaturtle

(2) StarLogo

Microworlds are the prototypical constructionist learning

environment

(1) BE TIERNRRET D 2 M TERNWE D ARZERH] (BEED R WA
N=ZLp) THITEERAT D2 L2 mREL T 5.

(®) 9 LTEAN—RTEEFITIA DT HLOFF72BE (naive
understanding) ZHENDDH T ENTED.

(B) TNIT L - T, FEEITZDBROTGAN 2P 2 13T D25 <
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ZEIMTED.
(4) Microworlds & 38 E DAL, 1% 6 NSRRI OV TEE
[ Fa i (T

[Construction Kits |

@

@

Building blocks & programming language O fl4 : LEGO™/Logo
(1) LEGO™/Logo IZ L » TH 72 b 415 engineering & programming d
BATEEN X hands-on & team experiences % AT 5.

(2) B ER 72 5nilk % K| Al HE 72 programming knowledge (228 #i3 5 .

CNFETOEFDOEBL B 2T computational enhancement % fifi 9°
(Resnick, 1998) . [tangible bit 272\ 72 ? & 5V MEFEIGE L F KOk

HMEATBORHEDOL I b0, ]

{5472 craft work % computer T7 %1 > 9% (Eisenberg, 2003) .

[MIT OIAKE - T, wonderland /EV 7772 % » TEWET. ]

Z20DREODY 7 bV IT7DOFY A > -Constructionist Learning
Environment-

@

N

Instructional Software Design Project (ISDP)
FEHENLOVFEDOFEC T BIZBEADTZDICHBENRY 7 NV T %

BAZT 5 WO IEEN AT A . 241k T Logo THEHI SN TE -8R %

TEAR

(1) #=EDOH T daily activities & L T D programming ¢

() programming Z |E/> O AR FE & e

(B FEHEBAFZAEWRRLOLERT 2 Z EnEREIND.

AT EESR. Programming skill 7217 T2 <, #Hzx 2NEDHFRIZ OV
THHELWHONALILS.

“FAER O apprenticeship program 7 & B IIZ%E 2 EdET 5. FOD L
{EDEHE (Ching, 2000) .
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FEk D ¥ EE - personal connection

AR AR L T KIBREThND 2B L9 BB E L I T
WO SHE50? ] "Knowledge as desire”
FODTAIZRIT DI ~DEHIRE L ED X DIZFEBT 502



