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Resumen

Introduccién: El uso de videojuegos se ha transformado en un fenémeno global en expansién. Asi, se han abordado diferentes aristas en torno a este
fendmeno, desde el andlisis de los efectos cognitivos asociados a su uso regular, hasta su posible utilizacién en el &mbito terapéutico, educativo y socio-politico.
Estas indagaciones son atiin muy noveles en Argentina. Objetivos: Este estudio se centrd en determinar cémo estudiantes y profesores/as universitarios/as de
Argentina se relacionan con los videojuegos, abordando dos dimensiones: su potencial educativo y politico. Asi, el primer objetivo buscé acceder a una
comprensién de los habitos, actitudes y experiencias con videojuegos en el ambito personal y educativo, asi como su vinculacién con las actitudes hacia el uso
de videojuegosy el potencial educativo percibido de los mismos; mientras que el segundo objetivo intentd dar cuenta del potencial socializador y movilizador
de los videojuegos en vinculacién con variables psico-politicas. Metodologia: Se realizé un estudio empirico, cuantitativo, y correlacional. Se administré un
cuestionario online disefiado en LimeSurvey a estudiantes y docentes de universidades publicas y privadas de Argentina. Participaron 750 personas de entre 18
y 74 afios (M=26.81; DT=7.62), relevadas mediante un muestreo no probabilistico. Resultados/Contribuciones: el uso de videojuegos es habitual en esta
muestra, en linea con las tendencias de uso globales. A su vez, se precisaron detalles de interés en torno a los hébitos y experiencia de uso, el potencial
educativo percibido, las actitudes hacia los videojuegos, los aprendizajes socio-politicos que éstos otorgarian, y la relacién de estas variables entre si'y con
variables psico-politicas. Conjuntamente, los resultados permiten esbozar una serie de consideraciones en torno al potencial educativo y politico de los

videojuegos, asi como recomendaciones que podrian orientar el disefio de politicas publicas vinculadas con su uso.
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Abstract

Introduction: The use of video games has become a growing global phenomenon. Thus, different aspects of this phenomenon have been addressed, from the
analysis of the cognitive effects associated with their regular use, to their possible use in the therapeutic, educational and socio-political fields. These
investigations are still very new in Argentina. Objectives: Based on this, this study focused on determining how students and university professors from
Argentina relate to video games, addressing two dimensions: their educational and their political potential. Thus, the first objective sought to access an
understanding of the habits, attitudes and experiences with video games in the personal and educational sphere, as well as their link to attitudes towards the
use of video games and their perceived educational potential; while the second objective attempted to account for the socializing and mobilizing potential of
video games in relation to psycho-political variables. Methods: An empirical, quantitative, and correlational study was conducted. An online questionnaire
designed in LimeSurvey was administered to students and teachers from public and private universities in Argentina. A non-probabilistic sample of 750
participants, with ages between 18 and 74 years old (M=26.81; DT=7.62), was surveyed. Results/Contributions: The results of this study indicate that the use of
video games is common in this sample, in line with global usage trends. At the same time, interesting details were specified regarding usage habits and
experiences, perceived educational potential, attitudes towards video games, the socio-political learning they would provide, and the relationship of these
variables with each other and with psycho-political variables. Together, the results outline a series of considerations regarding the educational and political

potential of video games, as well as recommendations that could guide the design of public policies linked to their use.
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