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RESUMEN

La presente investigacion ha estudiado el rendimiento académico en relacion con la
gamificacion, considerando el rendimiento acadéemico como las notas de los trabajos
realizados y la gamificacion como aplicacion de estrategias de juegos en contextos no

ludicos, para que los estudiantes adopten ciertos comportamientos (Ramirez, 2014).

La investigacion, cuantitativa, cuasi experimental, con solo posprueba en dos grupos
intactos, de control y experimental, se ha aplicado en un curso del segundo ciclo de la carrera
de arquitectura de una universidad privada de Trujillo. Para no introducir diferencias entre
grupo de control y experimental, la gamificacion ha sido introducida en las primeras semanas
del curso sin alterar su la estructura convencional.

El rendimiento académico en ambos grupos se ha medido como notas de cinco entregas

relacionadas con las cinco islas tematicas tratadas en esta fase del curso.

El rendimiento académico del grupo experimental fue el 29,65% mas elevado que el
rendimiento del grupo de control. En el primer caso las notas superiores a 16 fueron el
57,64% y en el grupo de control fueron el 9,03%. Ademas, en las calificaciones el grupo
experimental obtuvo el 17,36% de notas desaprobatorias, mientas en el grupo de control
fueron el 40,65%.

La lectura de los datos demuestra que la gamificacion ha sido efectiva por cautivar a los
estudiantes aumentando su participacion en todas las actividades. En fin, se ha podido
descartar la hipétesis nula para afirmar que la gamificacién, asi como se ha aplicado, ha

influido significativamente en el rendimiento académico de los participantes al experimento.

Palabras clave: gamificacion; rendimiento académico; educacion superior.
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ABSTRACT

This research has studied academic performance in relation to gamification, considering
academic performance as the grades of the work carried out and gamification as an
application of game strategies in non-playful contexts, so that students adopt certain

behaviours (Ramirez, 2014).

The research, quantitative, quasi-experimental, with only post-test in two intact groups,
control and experimental, has been applied in a course of the second cycle of the architecture
career at a private university in Trujillo. In order not to introduce differences between the
control and experimental groups, gamification has been introduced in the first weeks of the
course without altering its conventional structure.

Academic performance in both groups has been measured as grades from five deliveries

related to the topics taught.

The academic performance of the experimental group was 29.65% higher than the
performance of the control group. In the first case, the marks above 16 were 57.64% and in
the control group they were 9.03%. In addition, in the qualifications the experimental group

obtained 17.36% of disapproving marks, while in the control group they were 40.65%.
Reading the data shows that gamification has been effective in captivating students by

increasing their participation in all activities. Finally, the null hypothesis has been discarded

to affirm that gamification, as it has been applied, has significantly influenced the academic

performance of the participants in the experiment.

Keywords: gamification; academic performance; higher education.
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