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Resumen

La presente investigacion tuvo como objetivo general determinar en qué medida la
gamificacion fortalece el pensamiento critico en estudiantes de una institucion
educativa publica de Anta, 2022. Sobre la metodologia empleada, se desarrollo
bajo el enfoque cuantitativo de tipo aplicada con disefio experimental en su
modalidad cuasiexperimental, este estudio se llevd en una muestra de 49
estudiantes del tercer grado de educacion secundaria; la técnica empleada fue la
observacion y para la recoleccién de datos de pensamiento critico y sus
dimensiones, se optd por el instrumento test de Watson y Glaser, constituido por
80 items con una confiabilidad de KR(20) =0,81. Se llegd a la conclusion que
después de aplicar el programa de gamificacion y haber realizado el analisis
descriptivo e inferencial, resultdé que solo los estudiantes participantes de la
experimentacion, en el post test respecto al pre test disminuyeron su incidencia en
el nivel bajo, pero si se incrementaron en los niveles medio, alto y muy alto, asi
también, al contrastarse la hipotesis con la U de Mann-Whitney se registré un valor
de significancia de p=0,021 (0,021<0,05), por el que se determiné la eficacia del

programa.

Palabras clave: Pensamiento critico, gamificacion, estrategias ludicas, aprendizaje

significativo, TIC.
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Abstract

The present investigation had as general objective to determine to what extent
gamification strengthens critical thinking in students of a public educational
institution in Anta, 2022. On the methodology used, it was developed under the
guantitative approach of the applied type with experimental design in its quasi-
experimental modality, this study was carried out in a sample of 49 students in the
third grade of secondary education; The technique used was observation and for
the collection of critical thinking data and its dimensions, the Watson and Glaser test
instrument was chosen, consisting of 80 items with a reliability of KR(20) =0.81. It
was concluded that after applying the gamification program and having carried out
the descriptive and inferential analysis, it turned out that only the students
participating in the experimentation, in the post test compared to the pre test,
decreased their incidence at the low level, but they did increased at the medium,
high and very high levels, likewise, when the hypothesis was contrasted with the
Mann-Whitney U test, a significance value of p=0.021 (0.021<0.05) was recorded,

which determined the program effectiveness.

Keywords: Critical thinking, gamification, playful strategies, meaningful learning,
TIC.
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