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Efforts to make computing education more inclusive have been
ongoing for a number of years, but underrepresentation in the IT
industry persists, e.g. only 22% of UK IT specialists are female as of
2022 [1].

Culturally relevant strategies in computing education can help
broaden participation and tackle systemic educational inequity [2].
However, there is limited data on K-35 pupils’ responses to such
activities.

This study aims to fill this gap by using a toolkit called the Integrated
Interest Development for Computing Education Framework
(IIDfCEF) [3] to examine K-5 pupils’ responses to culturally
responsive computing lessons and answer the following research
guestion:

What is the effect of engaging with -culturally responsive
computing resources on K—5 pupils in England?
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- Three focus groups with
twelve students aged 8-10

Example focus group questions
years old, in primary (K-5) P group q

schools in London and the Belonging: Who do you think can
South of England. be good at computing?

- Students had taken part in Value: How could you use what
a unit of computing you have learned in a job when
lessons  about  image you are older? |
editing or vector graphics Knowledge: What did you learn

in these lessons?

which had been adapted to
be culturally relevant [4]
(see Figure 2).

Figure 2: Example
student identity artefact
created in culturally
responsive lessons.
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Knowledge

Students felt the lessons enabled = 7t was nice to do something that

them to
ideas that

lives such as their interests (n=6)

and cultural

Belonging

When as
computing

incorporate relevant = actually represented you in many
related to their own different ways like your culture
and your background”.

background (n=3). (Student 301-2)

ked about what

is, the participants We've been learning the skill

about vector graphics and how to

most frquently (n=18) referenced order and layer.”
manipulation of graphics and (Student 301-3)
fewer (n=11) made references to
programming and algorithms.
"I've learnt that you need to be a Participants ~ responded  to
bit patient and sometimes you questions about who does
need to set out a plan before you =~ computing by mentioning the
Just do something’. importance of someone who
(Student 102-2) kept trying, who didn't give up,

Some students referred to the fact

or who was resilient (n=9).

"Anyone can be good at
computing if they have the

that computing was for everyone passion to do it”

(n=4).

Value

(Student 301-4)

The value dimension was less discussed, suggesting the activities
didn't feel as personally useful or meaningful to students. This may
be due to the focus on a single topic from the whole curriculum.
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Conclusion

- Engaging with culturally responsive resources help K-5 learners
feel a sense of belonging and representation in computing

lessons.

- The adapted unit led learners to feel that their interests were
recognised as well as, to a lesser extent, their cultural

backgrou

nd.

« Our findings validate the assertion in the IIDfCEF framework that

introduci
triggers

ng culturally relevant pedagogy into computing lessons
students’ interest in computing, because they make

connections between the content and their own lives.
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