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ABSTRACT 

With the investigation, it was proposed to determine the relationship between gamification 
and self-regulated learning in students of general basic education in the province of 
Manabí-Ecuador. The study was correlational, with a non-experimental cross-sectional 
design. The researchers worked with a population made up of 70 teachers from the city 
of Chone, to whom two standardized instruments were applied. Considering the 
investigated sample and the results obtained, the Pearson's correlation coefficient was 
0.104. This indicates that there is a low positive relationship between the study variables, 
which implies that the greater the use of gamification, the greater self-regulation in the 
students’ learning process. Consequently, it is determined that gamification is positively 
related to self-regulated learning, which favors the students’  motivation and personal 
growth as essential factors to promote better academic performance, from a student-
centered process. 
 
Descriptors: Educational games; teaching materials; educational software; computer 
assisted instruction. (Words taken from the UNESCO Thesaurus). 

 

 

INTRODUCTION 

In a digitized world, access to information is continuous and available to all, the experience 

provided to users by new technologies is extremely enriching, as it transports them to 

another reality. Such is the case of video games, which capture the people’s interest, 

perhaps, because the human being is related to the game (Valda-Sánchez & Arteaga-

Rivero, 2015). Thus, education has innovated by incorporating digital games in the 

learning process, either as a strategy, resource or tool; hence, gamification has become 

a trend that promotes the students’ cognitive capacity. (Liberio-Ambuisaca, 2019). 

In this sense, gamification promotes educational transformation and learners’ motivation, 

since they have favorable expectations of openness towards the teacher's instructions by 

associating the game with learning in order to meet the proposed or designed goals in the 

educational plan. To that end, it is essential the accompaniment of parents and 

representatives, since the student must be advised in their beginnings until achieving 

http://vocabularies.unesco.org/browser/thesaurus/es/page/concept9227?clang=en
http://vocabularies.unesco.org/browser/thesaurus/es/page/concept99?clang=en
http://vocabularies.unesco.org/browser/thesaurus/es/page/concept6028?clang=en
http://vocabularies.unesco.org/browser/thesaurus/es/page/concept6023?clang=en
http://vocabularies.unesco.org/browser/thesaurus/es/page/concept6023?clang=en
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autonomous learning (Area-Moreira & González-González, 2015). It is evident that 

students accomplish a high level of commitment when they are motivated because they 

prefer to continue with the playful activity instead of finishing the class (Fernández, Olmos 

& Alegre, 2016). 

One of the benefits that gamification offers is related to the boredom minimization in class, 

since it arouses students’ greater interest and represents a significant strategy in the 

achievement of learning objectives to make interactions from a social and collaborative 

perspective. In this way, it may transcend the void fostered by traditional education where 

the learners are perceived as isolated to carry out various tasks and may, therefore, 

enhance their motivation as a fundamental element to specify a favorable process for the 

achievement of the purposes planned in the schedule school (Ortiz-Colón, et al., 2018). 

Thus, gamification, given the students’ lack of interest in the learning process, constitutes 

a favorable strategy or tool to promote it (Zepeda-Hernández, et al., 2017).  

In addition, gamification is an effective means for achieving significant learning through 

video games (Hernández-Horta, et al., 2018), due to it provides self-observation, 

reflections, as well as self-regulated learning processes that foster the generation of 

autonomy to responsibly assume the activities inherent to educational planning (Torrano, 

et al., 2017). 

Self-regulated learning has potentially stood out in recent years because of its focus on 

autonomy as a key element; since this has provided students with a greater ability to adapt 

to any academic circumstance, be more independent and motivating to learn (Torrano, 

Fuentes & Soria, 2017). In this respect, self-regulated learning may contribute to the 

design of individualized plans to promote the transcendence of the students’ weaknesses 

and achieve effectiveness in their academic performance (Medina-Ramírez, et al., 2019). 

Based on what has been addressed, the research aims to determine the relationship 

between gamification and self-regulated learning in general basic education students in 

the province of Manabí-Ecuador.  
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METHOD 

The research is correlational with a non experimental cross-sectional design (Hernández-

Sampieri, et al., 2014). Two standardized instruments were applied to the population of 

70 teachers from the city of Chone for measuring gamification and self-regulated learning 

as variables. In this sense, for gamification the instrument validated by (Parra-González, 

et al., 2019) was used, while for self-regulated learning, the one proposed by (Núñez, et 

al., 2019) was used. To calculate the correlation between the variables studied, the 

Pearson Correlation Coefficient was considered. Likewise, the data obtained were 

processed through descriptive statistics using the Spss V25 program.  

 

RESULTS 

1- Gamification         

The dimensions of the gamification with the highest percentage were the following: 

activation with 21%, absence of negative affect 20% and creative thinking with 19%.  

2- Self-regulated learning 

In self-regulated learning, motivation management stands out as the one with the highest 

percentage (23%), followed by the comprehension evaluation with 20% and the 

management of the context with 21%.  

3- Relationship gamification and self-regulated learning 

The Pearson correlation coefficient of 0.104 indicates that there is a low positive 

relationship between the variables, which implies that gamification positively influences 

the generation of self-regulated learning in the investigated sample. The result greater 

than 0, 05 indicates that there is no bilateral significance in the correlation. 

 

DISCUSSION 

Considering the study of (Cortez-Godinez, 2017) and the results obtained, it can be said 

that fun constitutes the preparatory stimulus in gamified learning, since it benefits the 
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cognitive processing of information and procedures to be developed as well as the 

achievement of a certain proposed goal in the curriculum. It effectively encourages 

learning; therefore, it is a factor to be taken into account by teachers, parents and 

representatives, in order to coordinate favorable actions for using the game as part of 

academic studies. 

With regard to creative thinking, the incorporation of gamification in the learning process 

prepares the students to face the challenges of a technology-based society, where 

creativity takes an essential value to adapt them to the social context where they develop. 

(Hernández-Jaime, et al., 2018) affirm that it is extremely important to promote an 

education based on creativity, innovation, as fundamental pillars to achieve significant 

changes for approaching the students’ socio-economic reality. 

Gamification constitutes a powerful activator of cognition in the sense that it awakens the 

learners’ interests to effectively develop a subject of study, a situation that allows them to 

carry out mental processes in favor of achieving a lasting learning over time (Muñoz- 

González, 2018). When the students know various topics, this permits them to move 

towards the development of competencies that aim at accomplishing significant learning 

by reaching their goals in the school environment, being possible to transfer this stance 

towards the personal and social context. (Villarroel & Bruna, 2017). 

Likewise, this cognitive activation promotes openness to the social context and also 

stimulates mental operations based on the resolution of real problems, thereby fulfilling 

the effective attainment of the established learning purpose (Martínez-Albán, et al., 2019). 

In this context, gamification favors the absence of negative feelings, which means that it 

contributes both to the achievement of meaningful learning, and to the personal growth of 

the students by promoting a positive attitude about themselves (Mujica-Johnson & Toro-

Oyarzún, 2019). Hence, it is important to form the family close to the student in order to 

help them understand the importance of the game from a pedagogical perspective and 

overcome the vision of the game as a waste of time. Thus, the family becomes the most 
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important element of support that fosters the positive self-esteem for making up the 

affective dimension of the student (Hernández, 2018). 

With respect to self-regulated learning, its planning enables students to organize and 

systematize the search for information, thus generating an autonomous process that 

progressively leads to the development of self-taught competence; which simultaneously 

implies that the teacher increasingly assumes a student-centered curriculum planning 

approach (Vallejo-Valdivieso, et al., 2019). Considering this view, planning becomes a 

powerful process for meaningful student learning. Within self-regulated learning, 

motivation management is essential, as it contributes to reach the goals set in educational 

planning. When the students manage to organize the cognitive and academic processes, 

they are perceived as being motivated and, in that moment, significant learning takes 

place (Valenzuela, et al., 2015). 

Self-regulated learning leads to the knowledge understanding and the ways to produce it, 

transcending mechanistic teaching. In this sense, the students develop their learning 

process from a global perspective of the academic and social context where they get 

along, and in favor of generating problem solving. Therefore, an active and constructive 

approach to learning is assumed (Castelló & Cladellas, 2013). 

In this same context, self-regulated learning focuses on placing the teacher and student 

in the role of advisor and advised as a work team for self-regulation of learning. Thus, the 

role of the students become the center of the process (Daura, 2013), projecting 

themselves through research and inquiry, as pedagogical foundations for the generation 

of knowledge (Peche-Cruz & Giraldo-Supo, 2019). That situation contributes to 

psychopedagogical care based on the students’ needs and interests, enabling an 

inclusive classroom of educational quality (Zambrano-Pincay, et al., 2019). 

However, by generating a low positive correlation between gamification and self-regulated 

learning, it is considered that students foster a favorable motivation to achieve their 

academic goals from self-regulation, as this is a primary factor in the organization of the 



EPISTEME KOINONIA 
Revista Electrónica de Ciencias de la Educación, Humanidades, Artes y Bellas Artes 

Año III. Vol III. N°5. Enero – Junio, 2020 
Hecho el depósito de Ley: FA2018000022 

ISSN: 2665-0282 
FUNDACIÓN KOINONIA (F.K). 
Santa Ana de Coro, Venezuela 

 
 

Alex Paúl Zambrano-Álava; Ana Thalía Lucas-Zambrano; María De Los Ángeles Lucas-Zambrano; 
Karina Elizabeth Luque-Alcívar 

 

 
 

various cognitive and procedural processes for the construction of knowledge and 

learning. Consequently, it is necessary to continue in the field of gamification as a 

motivating variable (Melo-Solarte & Díaz, 2018), encouraging the appropriate use of ICT, 

and deepening the understanding of the student-centered approach (López-de- la-Serna, 

& Garrido, 2018). 

In the same way, it is thought that this gamification-self-regulated learning correlation 

contributes to recognizing the importance of working from a context based on the reflective 

skills development and the information search, resulting research as the fundamental 

strategic resource for the construction of learning and knowledge. In this sphere, self-

regulated learning allows students to examine their own actions, feelings, in terms of 

working to become a better person and, therefore, a student (McPherson, et al. 2019). As 

a result, it can be specified that gamification contributes to promoting student motivation 

not only towards academic but also personal growth (Buckley, et al., 2018).  

 

CONCLUSION 

To conclude, it is determined that gamification is positively related to self-regulated 

learning, which favors the students’ motivation and personal growth as essential factors 

for academic performance and also promotes student-centered learning. For this, both 

teachers and students form a cooperative teamwork, through the figure of advisor and 

advised, using research as a means of knowledge management through self-reflection as 

part of the educational process. 
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