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Abstract
We believe that keyboarding and programming is most essential for computer literacy
education, because the former is required for operate the computer and the latter gives
fundamental understanding of how the computer works. In the summer of 2000 and
2001, we gave two summer workshops for the 4th to 6th graders of elementary school in
the hope of finding the method for the children to enjoy learning these two subjects and

the results were successful. This paper reports what was essential for our success.
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