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43.2% | 41.2%
37.8% | 43.1%
12.9% | 8.0%
6.1% 7.7%

448% | 51.6% | 66.7%
443% | 40.8% | 24.8%
9.1% 4.1% 3.8%

21.8% 18.8% 24.8%
25.0% 19.2% 33.3%
50.1% 54.5% 59.0%
68.7% 56.7% 82.9%
62.7% 48.6% 92.4%
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19.0%

26.1%

42.4%

31.6%

30 1.6%
31-40 29.6%
41-50 63.7%
51 5.1%
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37.1%

28.5%
2.
Scratch 87.5%
makecode 63.8%
app inventor 24.8%
Python 16.2%

5.7%
3.
micro:bit 91.4%
mbot 41.9%

14.3%
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60.1% | 62.9%
59.5% | 86.7%
58.7% | 71.4%
58.3% | 60.0%
57.7% | 70.1%
56.2% | 59.0%
53.9% | 82.9%
51.9% | 64.8%
50.9% | 58.1%

57.4% | 81.9%

Al 50.9% | 63.8%
47.2% | 77.1%
37.5% | 41.9%
33.6% | 1.9%
14.8%

71.6% | 64.7%
222% | 16.2%
6.27% | 1.0%
18.1%
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448% | 51.6% | 66.7%
443% | 40.8% | 24.8%
9.1% 4.1% 3.8%

21.8% 18.8% 24.8%
25.0% 19.2% 33.3%
50.1% 54.5% 59.0%
68.7% 56.7% 82.9%
62.7% 48.6% 92.4%
58.2% 45.3% 94.3%

5 26.7%
6-10 18.1%
11-15 5.7%

16-20 15.2%
21-25 17.1%
26-30 11.4%
31 5.7%

21.0%

56.2%

3.81%

1.0%

2.9%

2.9%
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2:45pm - 3:45pm

micro:bit

micro:bit

micro:hit
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4:00pm - 5:00pm
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