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RESUMEN

El presente trabajo: Actividades ludicas para desarrollar la capacidad de célculo
en alumnos del segundo grado de Educacion Primaria de la I.E. 3057 — distrito de
Carabayllo, UGEL 04 Comas, 2013, plantea el uso de la ludica en la ensefianza
de la matematica, debido a que los juegos son aspectos inherentes al ser humano
y sobre todo a los nifios, quienes con mayor facilidad aprenden cuando se trata de
hacerlo con los juegos, constituyéndose en ellos aprendizajes significativos que
les seran utiles en su vida diaria y venidera. Si bien es cierto, que el rendimiento
de los alumnos del segundo grado de educacion primaria de la Institucion
Educativa 3057 ha mejorado notablemente, podria ser mucho mejor si dentro de
nuestro quehacer educativo incluimos los juegos como recursos que nos permitan
que los nifios y nifias desarrollen mejor sus saberes, y por ende los indices de
logro sean mejores para la satisfaccion de los alumnos, padres de familia y

docentes que alli trabajamos.

Esta investigacion se enmarcO dentro del tipo de investigacidn cuasi
experimental, se utilizo la encuesta a los docentes para poder observar el uso de
la ludica en el trabajo, en las sesiones que se realizan de modo que sean las
matematicas agradables para los alumnos. Con los alumnos, se formaron los
grupos de control y los grupos experimentales a ambos se les aplico un pre testy
post test, para ver el antes y el después de la aplicaciébn de las actividades

ludicas, para, de esa manera, corroborar nuestras hipotesis.

Dentro del programa de actividades ludicas, se introdujeron juegos como “El
mundo” y “El Ludo Aritmético” que nos permitié alcanzar nuestras expectativas de
aprendizaje de los menores, temas relacionados como: memoria a largo plazo,
memoria a corto plazo, el dominio de las operaciones basica y el razonamiento

matematico.

Palabras Claves: Actividades ludicas y capacidad de calculo (dominio de las
operaciones basicas, desarrollo de la memoria y el razonamiento

matematico)



ABSTRACT

This work: Fun activities for capacity calculation in second graders Primary
Education IE 3057 - Carabayllo district, UGELs 04 Comas, 2013, raises the playful
use in the teaching of mathematics, because the games are aspects inherent in
the human and especially children, who learn more easily when try doing it with
games, becoming significant learning that they will be useful in their daily lives and
venidera.Si it is true, that the performance of students in the second grade of
primary education 3057 educational Institution has improved significantly, could be
much better if within our educational resources include games like we allow
children to better develop their knowledge, and therefore achievement rates are
better for the satisfaction of students, parents and teachers that there
worked.While it is true that the performance of students in the second grade of
primary education 3057 Educational Institution has improved significantly, could be
much better if within our educational resources include games like we let children
develop better their knowledge, and therefore achievement rates are better for the
satisfaction of students, parents and teachers who work there.

The present work was carried out within the type of quasi-experimental research,
we used the survey to teachers to observe the playful use at work, in the sessions
held so as to be pleasing to mathematics students. With students formed the
control groups and the experimental groups were administered both a pre-test and
post-test, to see the before and after application of leisure activities, for, in that

way, corroborate our hypothesis .

Within the program of fun activities, games were introduced as "The World" and
"The Arithmetic Ludo" which allowed us to achieve our learning expectations of
children, issues such as long-term memory, short term memory, the domain of

Basic operations and mathematical reasoning.

Keywords: Fun activities and computing capacity (mastery of basic

operations, memory development and mathematical reasoning)
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