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EDUCACION DIGITAL,
PROGRAMACION
Y ROBOTICA
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Executive Summary

Ut Ntons -
‘Cultural Organzaton S > Asrtificial Intelligence is a booming technological domain asing presence of Alin all aspects of human shortcomings of computing instruction in the country. This | Argentinas Ministry of Education, for instance, recently
: O L capable of altering every aspect of our social interactions. activity. Based on examples from different contexts, the report described how Instruction on ICT at the time mevely | announced a plan calledA S CORCIATON which
o O i educatics) Al has begrin firodticing new heaching antd saction ks also divided into two main parts aimec for students to acquire basic digital literacy skills, Le. | aims to incorporate digital learning across all levels of
© O Maming sohutiond that s cw undergoing Witing In AT P ST o o the general ability to use computers, and recommendeda | compulsory education, One component of this plan is
o. g SWeser conats. Al tesymee achvancic inteastiuctueen dnd | s Rt o i Iripodanice of sdvanciog curticular shift towards information technology, computer | to Integrate programiming and robotics in the country’s
o= - “qm't:;d ‘:‘mm mmm'm,":: : i hataboutthe. | | caokal competency frameworks for teachers and wcience, programming and computing (The Royal Society, | educational program, beginning from preschool all the way
urgencies of developing countries? Will they have to wait 210 ; 5 ; et
C © etk students, Same cument Iniiatives are presented such a5 2012). The Royal Society argued for the importance of CT | 10 secondary school in ai schaols by 2019, The leaming
L] for the “lucury” of AI? Or should Al be a priority to tackle as 7
X the “Global Framework (o Measure Digital Literacy” and and its applications to natural and artificial systems. They | curriculum prescribes specific, age-appropriate learning
e s00n a5 possible to reduce the digital and social divide? At T S S e el et e St 6ot vt o sdecaion ot adool
57 “ICT Competencies and Standards from the Pedagogical posited that CT skills were also useful and applicable to cies at each level of education, from preschool
= L These are some of the questions guiding this document. OlmensiorThe discussion of i cuticier dimetilon domains outside computer science (The Royal Society, ary school, building towards full compet
= In this regard, this urgent ¢ ion should be taken up is broadened to include new experiences for developing 2012). Based on the findings of this report, the UK puting methods and tech Individual
o with a clear picture of what is happening and what can computational thinking in schools with examples from redesigned and implemented a new computing curriculum | collaboratively, to solve problems o de Educacion,
be done. This document gathers examples of how Al has the European Union, United K m, Estonia Argenting, i 2014, whose aims were more oriented towards fostering | 2017).
been introduced in education worldwide, particularly in Singapore and Malaysia an understanding of fundamental principles and concepts
P Y % Singapore also starts younglilits effort to develop CT
developing countries. 1t also sows the seeds of debates in computer science and theie applications, and the abiity - "9P1® 0 SIBYO e s
s ’ ’ competencies amongs! 2016, the co
and discussions in the context of the 2019 Mobile 10 The second paet s mojmoustd onstreagthiening Al to analyze problems in computational termms and to create P "N )
ties Info-cox ations ent Authorit
Learning Week and beyond, as part of the multiple ways to  <2P¢ities through pog jhucation and tseing:How computer programs that would solve those problems (UK ];'m; ‘;‘"‘"’:‘d !‘h’ £ e r:L,' Y
an eac o o for an Al (MDA launched the Pl ramme, which
accomplish Sustainable Development Goal 4, which targets <37 83¢h country pee priditions fot an Al-powered Department for Education, 2013). Instruction proceeds SR g
s | . 1 ' " ok
t. - t : . . education. he most advanced along four key stages, spanning preschool, primary school,  "oduced fobats to OES 10 Qeveop Yy
Artificial Intelligence in Education: s o davel ho are generting
g 5 This document was drawn up for education policymakers comprehensive westion, namely France,

Argentina’s Ministry of Education, for instance, recently
announced a plan called ‘Aprender Conectados; which

and anticipates the extent to which Al affects the education  South Korea ar it some cases from

Challenges and Opportunities for

i) “A new curriculum for a digital and Al powered world”
elaborates further on the importance of advancing
in digital competency frameworks for teachers and

aims to incorporate digital learning across all levels of

Sustainable Development
compulsory education. One component of this plan is

to integrate programming and robotics in the country’s
educational program, beginning from preschool all the way
to secondary school, in all schools by 2019. The learning
curriculum prescribes specific, age-appropriate learning
competencies at each level of education, from preschool

to secondary school, building towards full competency in
using computing methods and techniques, individually and

students. Some current initiatives are presented such as
the “Global Framework to Measure Digital Literacy”and
“ICT Competencies and Standards from the Pedagogical
Dimension”. The discussion of the curricular dimension

is broadened to include new experiences for developing
computational thinking in schools with examples from
the European Union, United Kingdom, Estonia, Argentina,

Singapore and Malaysia.

collaboratively, to solve problems (Ministerio de Educacion,
2017).
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https://unesdoc.unesco.org/ark:/48223/pf0000366994.locale=es

Reconocimiento de UNESCO a Aprender Conectados



FEETLTTLY
didddddue

)




APRENDER i
CONECTADOS |

Kits de programacion y robotica para todas las escuelas de gestion estatal
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https://www.youtube.com/watch?v=lxXGj9c89ac
https://www.youtube.com/watch?v=lxXGj9c89ac
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Robética y programacion para
nivel secundario
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https://www.youtube.com/watch?v=0odLacwiTn8
https://www.youtube.com/watch?v=0odLacwiTn8

Escuela como nodo de alfabetizacion digital
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Kit de robética avanzada
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Alumno

RED

Referente de Educacion Digital

GUIA DIDACTICA
Recursos y aplicaciones
para las netbooks
de nivel secundario
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RobotLab

GUIA DIDACTICA

Plataforma para
el aprendizaje de la robética
Educacion Secundaria
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Contenidos educativos: catalogos, guias, actividades, tutoriales, videotutoriales


Documentos/Contenidos y recursos de la tableta Nivel Inicial.pdf
Documentos/Contenidos y recursos de la tableta Nivel Inicial.pdf
http://gigabot.mp4
http://gigabot.mp4
https://www.educ.ar/recursos/132462/referente-institucional-de-educacion-digital
https://www.educ.ar/recursos/132462/referente-institucional-de-educacion-digital
http://gigabot.mp4
http://gigabot.mp4
https://www.educ.ar/recursos/150259/propuestas-de-educacion-digital-para-el-nivel-inicial
https://www.educ.ar/recursos/150259/propuestas-de-educacion-digital-para-el-nivel-inicial
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Actividad N°* 1
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Actividad N°* 1

e U o)

Dibujando
con los maestros

Actividad N* 2

Coleccién de actividades Aprender Conectados
Nivel Inicial

Programacion

Coco busca la
digiestrella de Felipe

Actividad N* 2

Dibujando con los
maestros

Actividad N* 3

Primaria

Coleccion de actividades Aprender Conectados
Nivel inicial

Programacién

iPuedo volar!
Aymaré se convierte en DigiAzul

Adivina, adivinador...

¢de qué trabaja sefior?

Actividad N* 3

Actividad N* 4

Coleccion de actividades Aprender Conectados
Nivel Inicial

Programacion

T

Coleccién de actividades Aprender Conectados

Nivel inicial

Educacion Digital

iA compartir inventos,
recetas y mas!

Actividad N* 6

Coleccion de actividades Aprender Conectatos
Wivel Inicial

Actividad N° 5
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Laberinto de
formas y colores

Actividades para inicial, primaria y secundaria

A
Nivel Primaric

Programacion

Actividad N° 3

NDER

Actividad N° 3

APRENDER
CONECTADOS

( Secundaria

Coleccion de actividades Aprender Conectados
Nvel Secundaro

Programacion

Pixelart - del papel a la
pantalla

Coleccion de actividades Aprender Conectados
Nvel secundano

Programacion

Pixelart - del papel a la
pantalla

VALORA CON
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LAS SIGUIENTES
INDICACIONES PARA
CUIDAR LA COMPU.
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Integracion de la educacion digital a las areas curriculares



edUC‘ Recursos  Movedades  Formacidn  Especiales Buscar Ingreso

Secundaria
Federal
2030

Aprender Matematica

Especiales Portal Educ.ar


https://www.educ.ar/recursos/150033/especiales

Primera serie sistematizada de alfabetizacion digital para la educacién obligatoria


https://www.educ.ar/recursos/150203/series-educativas-aprender-conectados?from=51
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https://www.youtube.com/watch?v=ipqrefDtA0A
https://www.youtube.com/watch?v=ipqrefDtA0A
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Contenidos emergentes: Experiencia 360 Aprender Conectados



https://www.youtube.com/watch?v=SGdYcAEKsok&feature=youtu.be
https://www.youtube.com/watch?v=SGdYcAEKsok&feature=youtu.be
https://www.educ.ar/recursos/150065/realidad-virtual?from=51
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https://www.youtube.com/watch?v=gkDWYspQUnU
https://www.youtube.com/watch?v=gkDWYspQUnU
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https://www.youtube.com/watch?v=O-iv8XnEqeQ&feature=youtu.be
https://www.youtube.com/watch?v=O-iv8XnEqeQ&feature=youtu.be
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F . Programas Disfraces Sonidos

IApariencia Control o .
presionar
ISnmdn ISansnras
= d:
I Lépiz I Operadores Stconcs

IDaIus Ilﬂés Blogues
al racibir introNavegadores
mover ) pasos fijar tamaiio a & %

girar (% grados cambiar tamaiio por

cambiar disfraz a opera
yae irax: @y
Robética

.; | apuntar en direccion T deslizar en €9 segs a x: ) v: GED
Y L \ apuntar haca puntera del ratén decir IAPETEIT por € sequndos
l decir ARG por @ segundos

deslz : : €F
ar en ) sess a x: @ v: €D

cambiar disfraz a safari

l deskcnr o € veg = © . €ED

X TT ¥ 150 (4 e g— decie [ET] por €) sequndos
Objetos Nuevo objeto: Q / a’ (o] decir EEIEIEY TR por & segundos

deskz 8 A 250
o carmbinr x por €8 ot on @ en: - = O v ED
; s cambiar disfraz a chrome
T E 3 4
I deslizar en @9 segs a x: O v: EED

E??:nligu l:nn?:‘iNO Elio Luna decir ETETTS0 por €3 sequndos

(1A m m deslizar en @9 segs a x: ) v: €D
Fonde nueve: bl -
@/ dm . P T cambiar disfraz a firefox

truchas rocioBot Inst Ins2 deslizar en @) segs a x: @ v

rebotar si toca un borde decir DTG por € segundos

Secundaria e
pygame.mixer.init() 20.000 alumnos

WIDTH, HEIGHT = 1366, 768
PATH = str(os.getcwd())
CLOCK = pygame.time.Clock()

Programacnon 1ak
pantalla_completa = True
mouse_pos = (0,8)
Python done = False
niveles_desbloqueados = 1

contador_consejos = @

girar IF) grados

( Desafio de la Ronda 1 )

( Desafio de la Ronda 2 ) o
tiempo = @

tlempo referencia = @

escena = "Menu"

instrucciones = [["Ayuda a Super Tablet a llevar‘", "a los VIRUS al Antivirus", "par‘a ser”, " ", "---ANALIZADOS y ELIMINADOS———"]
[“CUIDADO!!!. Ahora aparecieron”, "paginas!. Cierra las que sean: ' ---INAPROPIADAS---", " INSEGUF
["Que raro!...", " ", "Has recibido algunos”, "MENSAJES DE DESCONOCIDOS ", "Ayuda a Super Tabler a.' "RECHAZAR:", LRI
APRENDER "---MENSAJES DE DESCONOCIDOS---"],

CONECTADOS éFrewEﬂC-adelzﬂeL'=" [“Esto es un CAOS"'" " ", "Aparte de todo, ahora", ' apar‘ec1er‘on DESCARGAS“ "INESPERADAS. Super Tablet”, "debe RECHAZAR:",

)

Maraton Nacional de Programacion y Robética: oportunidades de aprendizaje




Me sirvié para aprender
programacion

Muy en
desacuerdo

7%

En desacuerdo
4 %

Ni de acuerdo ni
en desacuerdo

14 %

Muy de acuerdo
50 %

*Total de encuestados: 1259

Maraton 2018: primeros resultados

Mejordé mis condiciones y recursos para
ensefar programacion

Muy en
desacuerdo

4 %

En desacuerdo
4 %

Ni de acuerdo ni
en desacuerdo

16 %

Muy de acuerdo
37 %

*Total de encuestados: 506
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¢Qué es un Club
de Programacion?

' Leer mas
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Clubes de Programacion

Un Club de Programacion es un espacio libre
dentro de una comunidad educativa con un
repositorio de contenidos en la web. Alli se

comparten y generan proyectos y actividades d
programacion que se destacan por ser flexibles
colaborativos, constituidos a partir del
intercambio de proyectos bajo la consigna de
programar y jugar

¥

Ministerio de Educacion,
Cultura, Ciencia y Tecnologia

Crear un Club

Los Clubes de Programacion se constituyen
mediante adhesion voluntaria a través de la
presemtacion de un proyecto por parte de las
autoridades institucionales. Se considera apta
para conformar un Club de Programacion a toda
escuela que tenga experiencia comprobable en
proyectos de aprendizajes mediados por
tecnologia.

Presidencia de la Nacion

Materiales

Los proyectos son guias e instrucciones paso a
paso, pensados para que nifios y ninas puedan
crear animaciones, juegos, paginas web y mucho
maés. En cada curso, los nifios y nifias aprenden
nuevos conceptos mientras se divierten y juegan
Los contenidos se ponen a disposicion de la
comunidad educativa mediante un convenio de
colaboracion entre el Ministerio de Educacion,
Cultura, Ciencia y Tecnologia de la Nacion
Argentina y la iniciativa Code Club de la
Raspberry Pi Fundation

Programa Clubes de Programacion: Res. Min. 2918/19



https://clubesdeprogramacion.educacion.gob.ar/

> Congreso internacional

Aprender para el futuro
en la era de la inteligencia artificial

Educacion digital, programacion y roboética en la educacion obligatoria

Lanzamiento regional del Consenso de Beijing sobre
la inteligencia artificial y la educacion - UNESCO

: Tall Espacio de Scenario
Sesiones alleres experimentacion Thinking





https://www.youtube.com/watch?v=rPBhuAx53h4&feature=youtu.be
https://www.youtube.com/watch?v=rPBhuAx53h4&feature=youtu.be
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