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Resumen

La investigacién propone el disefio de una estrategia didactica con el software Scratch
para contribuir a la resolucién de problemas en estudiantes del V ciclo de Educacion
Primaria de la ciudad de Chachapoyas. Se trabajé con el paradigma naturalista
interpretativo, enfoque cualitativo educacional, disefio aplicada—proyectiva emergente
método empiricos, tedrico y estadisticos. Para lo cual, se trabajo con una muestra
probabilistico intencional por conveniencia de 34 docentes, y para el diagndstico se
uso la entrevista semi estructurada, encuesta y guia de observacion; en tal sentido, la
informacion recopilada triangul6 las técnicas, teorias, autores emergiendo la categoria
del algoritmo en donde en el diagnostico se evidencié que los docentes no usan ni
integran el software Scratch en sus actividades de ensefianza-aprendizaje, en
concordancia con las teorias orientadoras como el constructivista de Piaget y
construccionista de Papert que se enriquecen con produccion cientifica de autores que
dan el sustento teorico a la propuesta. De tal manera, se disefié una estrategia de la
creatividad mediante el uso del software Scratch en las actividades de ensefianza
aprendizaje en areas curriculares, llegando a concluir que el presente trabajo va a
contribuir a que los estudiantes desarrollen competencias en resolucion de problemas,

mediante la construccion del pensamiento légico y creativo.

Palabras claves: Scratch, algoritmo, resolucibn de problemas, pensamiento

computacional, programacion.
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Abstract

The research proposes the design of a learning strategy with the Scratch software to
help students solve problems. The subject of this study were fifth and sixth grade
students from Chachapoyas Elementy Schools. To asses’ students we used the
Scratch software the interpretive naturalist paradigm, equalitative approach project
emerging type empirical methods and theoretical and statistical methods; the targeted
population, we worked with intentionality selected. For the diagnosis we made use of
the semi-structured interview. That was extracted from the survey and observation
guide. In thigh regard, he collected information, was blended with techniques, theories
and authors toying, to find emerging categories that are he algorithms in which the
diagnosis evidence that the teachers do not use or oppy the Scratch teaching and
learning activities, in accordance with the constructivist theories of Piaget and the he
constructionist from Papert enriched with scientific production of authors who give the
theoretical basis for this proposal. Thus, a strategy of creativity was designed using the
Scratch software in teaching and learning activities in curricular areas, reaching the
conclusion that this work will help students develop skills in problem solving, by
construction of logical and creative thinking.

Keywords: Scratch, algorithm, problem solving, computational thinking,

programming.
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