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RESUMEN EJECUTIVO

La gamificacién consiste en el uso de elementos de juego para generar un impacto
psicolégico y motivacional. El objetivo del presente trabajo es identificar las
estrategias de gamificacion aplicables a la cultura organizacional. Se utiliza un enfoque
de investigacion cuantitativo, de alcance descriptivo y correlacional, aplicando un
disefio cuasi experimental, con modalidad bibliografica y de campo. La poblacién
objeto de estudio corresponde a 35 Directivos de la Cooperativa de Ahorro y Crédito
Ambato.

Como técnica se aplico una encuesta y como instrumento un cuestionario estructurado
de 20 preguntas con escala de Likert; validado en su contenido mediante el coeficiente
"V de Aiken", adicionalmente se validd la prueba Kaiser-Meyer-Olkin (KMO) y la
prueba de esfericidad de Bartlett. Son parametros con los cuales se valida el
instrumento previo a su aplicacion. Se evalud la fiabilidad del instrumento mediante

el coeficiente alfa de Cronbach.

Adicionalmente, se aplica un pre y post test “Organizational Culture Inventory — OCI
de Cooke, R. A. & Laffertty, J. C. (1989)” con dimensiones validadas en el test
mencionado sobre cultura organizacional; mismas que fueron aplicadas a través de un

experimento de cinco intervenciones aplicando las estrategias de gamificacion.

Se utilizo el coeficiente de Shapiro-Wilk; asi como mediante el coeficiente Rho de
Spearman se identific una correlacién positiva, se acepta la hipotesis alterna de que
las estrategias de gamificacion contribuyen a la transformacion de la cultura
organizacional. Finalmente, se utiliz6 la prueba no paramétrica de Wilcoxon. Los
resultados obtenidos en este estudio indican que el uso de recompensas, competencias,
curiosidad y creatividad como estrategias de gamificacion mejoran la cultura

organizacional en la Cooperativa.

PALABRAS CLAVE: ARTICULO ACADEMICO, GAMIFICACION,
RECOMPENSA, RECONOCIMIENTO, MOTIVACION, CULTURA
ORGANIZACIONAL



ABSTRACT

Gamification consists of the use of game elements to generate a psychological and
motivational impact. The objective of this work is to identify gamification strategies
applicable to organizational culture. A guantitative research approach is used, with a
descriptive and correlational scope, applying a quasi-experimental design, with
bibliographic and field modality. The population under study corresponds to 35

Directors of the Ambato Savings and Credit Cooperative.

A survey was applied as a technique and a structured questionnaire of 20 questions
with a Likert scale was applied as an instrument; validated in its content by the "Aiken
V" coefficient, additionally the Kaiser-Meyer-Olkin test (KMO) and the Bartlett
sphericity test were validated. These are parameters with which the instrument is
validated prior to its application. The reliability of the instrument was evaluated using

Cronbach's alpha coefficient.

In addition, a pre- and post-test "Organizational Culture Inventory — OCI by Cooke,
R. A. & Laffertty, J. C. (1989)" is applied with dimensions validated in the
aforementioned test on organizational culture, which were applied through an

experiment of five interventions applying gamification strategies.

The Shapiro-Wilk coefficient was used; just as a positive correlation was identified
using Spearman's Rho coefficient, the alternative hypothesis that gamification
strategies contribute to the transformation of organizational culture is accepted.
Finally, Wilcoxon's nonparametric test was used. The results obtained in this study
indicate that the use of rewards, competencies, curiosity and creativity as gamification

strategies improve the organizational culture in the Cooperative.

KEYWORDS: ACADEMIC ARTICLE, GAMIFICATION, REWARD,
RECOGNITION, MOTIVATION, ORGANIZATIONAL CULTURE.
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