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Resumen

La presente investigacion aborda el uso de las TICS en el entorno
educativo aplicando la teoria de Usos y Gratificaciones. El objetivo es realizar
un estudio aplicando la teoria de Usos y Gratificaciones sobre la interaccion
social de los estudiantes de bachillerato en la materia de Educacion para la
Ciudadania, mediante juegos de roles dentro de una sociedad digital ficticia.
La metodologia aplicada fue mixta: cualitativa y cuantitativa, guiado por el
disefio de modelo instruccional Design Thinking. Incluyé un diagndstico
previo para medir conocimientos bésicos de los estudiantes, continué con la
interaccion de roles en la plataforma Minecraft Education; finalmente, se
aplico un nuevo diagnostico para observar el cambio con respecto a los
resultados de la evaluacion inicial. En este sentido se concluyd que la
aplicacion de Minecraft permitio el alcance de conocimientos que

normalmente se ejercen en una realidad préxima como ciudadanos activos.

Palabras clave: Gamificacion, Usos y  Gratificaciones,

Constructivismo, Minecraft Education, Roles, Educacion para la Ciudadania.
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ABSTRACT

This research addresses the use of ICTs in the educational environment,
applying the Uses and Gratifications theory. The objective is to conduct a study
applying the Uses and Gratifications theory to the social interaction of high
school students in the subject of Citizenship Education, through role-playing
games within a fictional digital society. The methodology employed was
mixed: qualitative and quantitative, guided by the Design Thinking
instructional design model. It included a preliminary assessment to measure
students' basic knowledge, followed by role-playing on the Minecraft
Education platform; finally, a second assessment was administered to observe
the change with respect to the results of the initial evaluation. In this regard, it
was concluded that the application of Minecraft facilitated the acquisition of

knowledge typically used in real-life situations as active citizens.

Keywords: Gamification, Uses and Gratifications, Constructivism,

Minecraft Education, Roles, Education for citizenship.
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