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MOTIVATION OF THE WORK

Nowadays, acquiring
programming (computer
systems) competences and
skills during basic education
-both primary and
secondary school- is highly
appreciated

teaching practices are I:

focused on getting the
system to do the task
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Copy-Paste _ |
habits Bad coding practices

We believe that we need a different

- <
= and specific learning methodology
g for these educational levels, which
o must also be accompanied by
PROGRAMMING -
ALGORITHM adequ_ate resources to achieve
FUNCTION meaningful learning,

THESIS OBJECTIVES

To identify the weak points of
the current teaching
methodology through the
collection of real tests and
evidences

To define the necessary
tools and resources to
effectively change the
methodology that allows a
more effective learning.

To experiment and analyze
the impact on the students of
the proposed alternative
learning methodologies.

RESEARCH PLAN

>Exhaustive search and analysis of the state

of the art e Elaboration of
_ _ documentation
> Elaboration of a study on the methodologies that can be

and resources currently used included in the

thesis report

>To define and implement the right
procedure and tools to conclude which
are the programming skills of a sample
of students

e Publication of
studies, partial
results or key
aspects of the
thesis In
magazines or
congresses of
recognized
international
prestige

> Search and development of new
learning tools

>Propose, test and analyze the impact of
different elements and methodological
alternatives

NEXT YEARS PLANNING

2016-2017
201/7-2018
2018-2019
2019-2020
2020-2021

vDeep analysis of the state of the art by
searching for research papers and relevant
articles

v Selection of the context where the research
will be carried out

v Search of congresses related to the topics of study

v Analysis of current teaching methodology and
resources

v Search and development of new resources and tools
v Participation Iin international congresses

v Elaboration and publication of articles in conferences

v Proposal of alternative learning methodologies

v Elaboration and publication of articles in scientific journals and
conferences

v Experimentation and analysis of the impact on students of the
proposed alternative learning methodologies

vWriting and reading the thesis

v Elaboration and publication of articles in scientific journals and
conferences
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