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Resumen

Este estudio plante6 determinar la relacion entre la gamificacion educativa y los
aprendizajes significativos en estudiantes de bachillerato de una unidad educativa
de Naranjal, Ecuador, 2022. La variable gamificacion educativa se sustento en
teoria critica de la tecnologia de Feenderg (2005), teoria de Flujo propuesta por
Mihaly Csikszentmihalyi (1975), y la variable aprendizaje significativo se sustentd
en la teoria del aprendizaje significativo de David Ausubel (1983) y teoria de la
calidad total de Edward Deming (1989). Se desarroll6 bajo el enfoque cuantitativo
y el tipo descriptivo correlacional y de disefio no experimental. Se aplicaron dos
cuestionarios validados y confiables a 95 estudiantes. Los resultados obtenidos
revelaron que predomind el nivel alto con 33.7% en las variables gamificacion
educativa y aprendizaje significativo. Los resultados inferenciales mostraron un Rho
de Spearman de 0,639** con una Sig.= 0,000 < 0,01, lo que permiti6 aceptar la
hipoétesis de investigacion. Se concluye que la gamificacion educativa se relaciona

significativamente con el aprendizaje significativo de los estudiantes

Palabras claves: Gamificacion, Aprendizaje, Saberes, Asimilacion, Construccion

del conocimiento.
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Abstract

This study aimed to determine the relationship between educational gamification
and significant learning in high school students from an educational unit in Naranjal,
Ecuador, 2022. The educational gamification variable was based on Feenderg's
critical theory of technology (2005), Flow theory proposed by Mihaly
Csikszentmihalyi (1975), and the meaningful learning variable was based on David
Ausubel's theory of meaningful learning (1983) and Edward Deming's theory of total
quality (1989). It was developed under the quantitative approach and the
correlational descriptive type and non-experimental design. Two validated and
reliable questionnaires were applied to 95 students. The results obtained revealed
that the high level prevailed with 33.7% in the educational gamification and
meaningful learning variables. The inferential results showed a Spearman's Rho of
0.639** with a Sig.= 0.000 < 0.01, which allowed accepting the research hypothesis.
It is concluded that educational gamification is significantly related to the significant

learning of students

Keywords: Gamification, Learning, Knowledge, Assimilation, Construction of

knowledge
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