S

Looking for materials about ICT . mamms  Equtainment? No Thanks.
I found three key documents | Prefer Playful Learning

Latma sarm Wit con i an pont-of vawe [donT ke aduEnmeant

‘Wt g D by har? Am e siodigy profes s who wants oo keap play and fun ou of tha
laiming oo 57 Cartainly not in fact, my nesaarch at tha MIT Mada Lab focuss o) s o
inagraim play andlaaming. | hawa found hat many of peop e Bes t Kaming dpunantas com
whan they an angagad in aclwWis hat thay angyand s g about. Bagad o e g idaas, |
Tt bl oo o ot thal prosada chikdnan wWin cpgorunies o laam as hay play (and
play i thay kam

TP ST P . PR P R PSP

All About LOGO-
How [t Was Invented and How I Works

MINDSTORMS

Children, Compulers,
and Powerful ldeas

WITH AN INTRODUCTION BY JOHN SCULLEY
AND A NEW PREFACE BY THE AUTHOR

SEYMOUR PAPERT

Learning by Designing

Wi pecple think aboul leening )
\ cxficatin, they often diink about e pee- Why Design?
Al Drom il g mforsialacn D adoher,
B this Dhesigan, peoje s entgaggee Kk s 0Tive puetae gk, giving
\ thems @ greater sense of contral ond reposibaicy e the
e g e e
B g NN i
bl o Dsiggn prjecs el e prosl i .
7 Dsiggn penjects e often mpydeciplany , bragng -
: ey e foma, echadogy, sl md s,
U Disiggn projects helpkils kam o gt thessehes o te

ol s of oiers, sace they meal we eealer how otes wall
vy , clucaloes ar Foc onis ng R ———
it thiss “Tm nsssssiog appeach” diess’s i
wodl very well. Reseorch hasshowa tha D prsjec s provide oppoduniaes, fin e flecioa
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First meeting with Scratch

Scratch Workshop

" CREATIVE | <
" THINKING. . g

First steps

Jon Bustillo
EHU/UPV



The Creative
Society of the
21st Century

FUTURE STUDIES

Relevance of creativity

“SCREATIVE . .«

. THINKING _ -

21st Century Skills and
Competences for New

// OECD Countries

Millennium Learners in

Katerina Ananiadou, Magdalean Claro

—
N

—_
o

(oo}

Value of creativity

Progress

wFLIGHT #
CREATIVE
CLASS

THE NEW GLOBAL
COMPETITION FOR TALENT

RICEHIARIL
FLORIDA
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What happens ; . =
with creativity at school? Ken Robinson says schools kill c@

Trend of creativity through educational levels (

Can Scratch be helpful?

Before School Kindergarten Primary Secondary University TJon Bustillo

EHU/UPV



After several workshops over 2 years.... | did not feel that
working with Scratch would improve creativity

—

A boy who had some difficulties at
school worked with Scratch and after
two days showed some interesting
creative thinking.

Jon Bustillo
EHU/UPV



Can Scratch really help to improve creativity?

Looking for information, articles, books, researchs,...

2012 Andres Monroy-Hemandez :C T
ing a Needle oW Way: B
2012 Galu Carind and Browse on Scratch Masters thesis
est of Both Work sues of Structure an ncy
2012 Karen Brennan Computational Greation, In and Out of School PhD
dissenation

Karen Brennan, Mitchel
202 Resnick

Mew Frameworks for Studying and Assessing the
of C

ional Thinking

ion (AERA)

Mother's Day, Warmior Cats, and Digital Fluency: Stories
line Community Proceedings of
Constructionism 2012 conference

from the Scratch Onl

\\"\

Communicating with Scratch Team

Jon Bust

llo

eRU/U

v



Can Scratch helps
to improve
creativity?

- Research planning |

Environment

Type of research
Participants

Data collection
instruments

Design of the intervention

i Data analysis

Results

Jon Bustillo
EHU/UPV



Environment

Highly controlled
environment

Looking for a place where....

No Laptops

™

No phones No wireless

No free access to

multimedia

Few opportunities
to be creative

Jon Bustillo
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Type of research

Find ﬂut

Qualitative

Change your plan

Think and Discuss

)\

Make a plan

Make things happen

/

\ Watch and Listen

Educational
ethnography

Participant researcher
(Scratch monitor)

Quantitative

Initial and Final
measurement

Standardized test

Jon Bustillo
EHU/UPV



Participants

/ﬁ 16 men started
(one per PC)

v

| Aged 25-65 |

v

 Elementary school

v

- Three languages

v

Voluntary
(no certificate)

v

| 12 finished |

At first only 20% believed himself capable
of creating a video game with Scratch

Jon Bustillo
EHU/UPV



Data collection instruments

Qualitative Quantitative

v v
Fieldnotes Test (CREA)
Diary of the ' Satisfaction survey

researcher (made by prisoners)

Interviews with

: ; Scratch productions
prison professionals |

,/

Jon Bustillo
EHU/UPV



Design of the intervention |

First day with prisoners

Y

First steps
with Scratch

25 days (2 hours/day)

Working
with Scratch

Exhibition

day

Interviews with
prison professionals

Last day with prisoners

Jon Bustillo
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Design of the intervention I

WORKING WITH SCRATCH

-

Dependency Learners Independency

Videogames
made together

Copying example
videogames

First steps
with Scrtach

- | | >
+ Controlled activity Scratch monitor -Controlled activity

Jon Bustillo
EHU/UPV



Data analysis

/—I Reporters I—\

el©

&

-----
-------------

Data collection
instruments

A=

Diary of the researcher

Fieldnotes

Interviews with
prison professionals

Test (CREA)

Satisfaction survey

¢
\ Research directors/

\ Scratch productions /

Semantic
categorial
system

Statistical
analysis

Jon Bustillo
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How do you rate the experience of

working with Scratch?

100%
80% v . 80%
oluntary intellectual work
During +2h / day along 25 workdays
60%
40%
20% 20%
o w w1
(1]

Very bad Bad Regular Good Very good

\WZ

“l have never thought so much, &

my brain hurts after the class is

done”. | Prisoners comment

Jon Bustillo
EHU/UPV



Empowerment: Focusing on improving and

customizing the Scratch programs

Do you keep on thinking about improving
the videogames after the class is done?

M Always
M Sometimes

I Never _
Do you customize the sample

videogames ?

M Always

M Sometimes I try it

I try but I can't

M I don't like changing the example



m New thinkings patterns

More sequenced
actions

More logical
thinking

Better understanding

and interpretation
of the context

Jon Bustillo
EHU/UPV



m Using “mistakes” as a learning opportunity

and imagination developer

- knowledge + knowledge

K

+ desire
to learn
| want to know
how to do it
. 4
| want to know
<;j> how to do it
| want to know
how to do it

- desire

to learn
\
Jon Bustillo

EHU/UPV



Creative Intelligence
TEST

Significative increase in the creative

intelligence test

« Statistically significant
X difference

Days working with Scratch
(2h/day)

Postest

| 25th day

Jon Bustillo
EHU/UPV



CONCLUSIONS

» Positive influence over creativity and
% thinking patterns

il  Mistakes are an opportunity to improve

* It's stimulating for different kinds of people

NEXT Repeat the experience Repeat the experience
RESEARCHS '™

in another prison = with other adult groups

Contact:

Jon Bustillo (@jonsarean)

jon.bustillo@ehu.es

Euskal Herriko Unibertsitatea

Universidad del Pais Vasco Ton Bustillo

EHU/UPV
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