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RESUMEN
El presente estudio observa la relación entre la implementación de actividades basadas en he-
rramientas TIC y la consiguiente satisfacción del alumnado participante. Específicamente, uti-
lizamos la plataforma Kahoot! para generar preguntas relacionadas con la materia impartida, 
que son contestados en línea por los estudiantes a través de smartphones u otros dispositivos 
digitales. Tras realizar este tipo de actividades en el aula universitaria durante varias sesiones 
docentes, solicitamos a los participantes que rellenaran una encuesta para medir el grado de 
satisfacción de los mismos. Nuestros resultados confirman que el uso de este tipo de actividades 
motiva al alumnado a participar activamente en la clase.

ABSTRACT
The main aim of this study is to observe the relationship between the implementation of ICT activities in 
classroom and the students’ satisfaction. Specifically, we employ Kahoot! as a platform to create questions 
related to the content of the subject. These questions were answered online by students using smartphones 
or similar digital devices in classroom. After implementing these activities in the classroom during several 
teaching sessions, students were asked to fill out a satisfaction survey. Our results show that this type of 
activities involves students in participating actively during the session.

PALABRAS CLAVE
TIC, aprendizaje móvil, participación estudiantil, motivación.

KEY WORDS
ICT, mobile learning, student participation, motivation.



REFERENCIAS BIBLIOGRÁFICAS
Agarwal, R., & Day, A. E. (1998). The impact of the Internet on economic education. The 
Journal of Economic Education, 29(2), pp. 99-110.

Attewell, J. (2005). Mobile technologies and learning. London: Learning and Skills Development 
Agency, 2(4), pp. 44-75.

Becker, W. E., & Watts, M. (1995). Teaching tools: Teaching methods in undergraduate 
economics. Economic Inquiry, 33(4), pp. 692-700.

Dellos, R. (2015). Kahoot! A digital game resource for learning. International Journal of 
Instructional Technology and Distance Learning, 12(4), pp. 49-52.

Douglas, D., Angel, H., & Bethany, W. (2012). Digital devices, distraction, and student 
performance: Does in-class cell phone use reduce learning? Astronomy Education Review, 
11(1), pp. 1-4.

Gremmen, H., & Potters, J. (1997). Assessing the efficacy of gaming in economic education. 
The Journal of Economic Education, 28(4), pp. 291-303.

Johns, K. (2015). Engaging and Assessing Students with Technology: A Review of Kahoot!. 
Delta Kappa Gamma Bulletin, 81(4), p.89.

Kay, R. H., & LeSage, A. (2009). A strategic assessment of audience response systems used in 
higher education. Australasian Journal of Educational Technology, 25(2), pp. 235-249.

Licorish, S., George, J., Owen, H. y Daniel B. (2017) “Go Kahoot!” Enriching Classroom 
Engagement, Motivation and Learning Experience with Games. Comput. Educ. Proc. 25th 
Int., December.

Rodriguez, F., Villén, S., y Loro, F. (2015). Experiencia de gamificación en alumnos de 
magisterio para la evaluación de la asignatura Sociología de la educación mediante el uso de 
la plataforma Kahoot. In 3rd International conference on innovation, documentation and 
teaching technologies, p. 223.

Steinmayr, R., & Spinath, B. (2009). The importance of motivation as a predictor of school 
achievement. Learning and Individual Differences, 19(1), pp. 80-90.


	_GoBack

