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Abstract

Gamification technologies have the possibility to alter intentions and behaviours of users by
way of exploiting individual and social factors. The application of game elements in a non-
game concept can increase user interaction and motivation. Of recent, progress in
gamification research in education accentuates the necessity to adapt the gamification design
properties to complement students’ needs, preference, and characteristics. Henceforth,
various studies have been coordinated to customize the gamification to cater for education
sector. This research aims to review gamification effect on students’ learning.
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Introduction

The concept of gamification is comparatively new in education field. The gamification
concept and mechanics have been progressing rapidly as a business operation in the non-
game environment. Previous literature indicated different definitions of gamification concept
in which the most used definition is the use of game design elements in non-game contexts
(Deterding et al., 2011). In recent years, gamification has gained popularity in various
disciplines such as employment (Robson et al., 2016), commerce (Behl et al.,
2020), environment Larson (2020), health Randy and Corno (2022), and other areas (Parrefio,
Ibafiez and Arroyo, 2016). Of late, attention in gamification research in education field
increases as reported by (Sailer and Homner, 2020). Gamification concept in education refers
to usage of game elements and design techniques that is applied in educational context.
Werbach and Hunter (2015) defined the term gamification as application of game design
elements as well as game thinking during the state of non-game. Although the act of
gamification is closely related to games, it is not exactly the same concept with game
designing. For instance, gamification does not deal directly with the game design, but it is
more to the techniques that are developed to be used in non-game contexts. Similarly, the
concept of gamification applies the game elements for the purpose of motivating people to

731



INTERNATIONAL JOURNAL OF ACADEMIC RESEARCH IN PROGRESSIVE EDUCATION AND DEVELOPMENT

Vol. 12, No. 1, 2023, E-ISSN: 2226-6348 © 2023

conduct certain activities (Alsawaier, 2018). Shang and Lin (2013) affirmed that gamification
technology can potentially change intention and behaviour of users by way of manipulating
social and individual factors. The gamification technique is generally aimed to escalate the
interaction of users. This happens as gamification increases user engagement by influencing
the intrinsic motivation while experiencing the game. This is also proven by the study of
Dhahak and Huseynov (2020) which asserted that gamification can be considered as a
motivational tool in increasing user engagement. Although gamification is now becoming
widely accepted in the practical field due to its efficiency in increasing user motivation, the
academic research on this issue is still considered to be at infancy level especially in education
field (Saleem et al., 2022).

Objective

Hence, the aims of this study

° To review and deliberate on gamification effect in education, specifically in teaching and
learning process.

History of Gamification

As explained by Deterding et al (2011), games and gamification, which is also referred
to as gameful design, are two different things altogether. Yet, both terms exist on the similar
continuum in their research framework as toys and playful design. Nevertheless, the research
of Robson et al (2016) affirmed that gamification is commonly confused with real life
simulations, real games, or even game theory although it is totally unrelated to these
concepts. As stated by Knaving and Bjork (2013), gamification has its own history which
stimulates the method to make games more attractive and interesting that attracts people to
participate in it. Circa 1980s, various research and projects were conducted on effect of games
towards consumer behaviour (Meister et al., 2009). Faber and Faber launched a website
called "The Gamification Company" in 2005 which focused on disseminating knowledge by
playing games (Faber et al., 2022). A study by Knaving and Bjork (2013) asserted that many
people find conventional teaching to be ineffective, hence the application of gamification is
seen as a perfect solution in knowledge sharing. The same study also found that conventional
teaching is normally based on a materialistic concept, thus it does not provide satisfaction
among students. As for the usage of the term gamification, Werbach (2015) argued that the
term was first used in the 1980s by Richard Bartle who modified Multi-User Dungeon (MUD)
and gamified it on the online platform to enhance user engagement of the system.
Meanwhile, Burke (2016) mentioned that the term was created by a British consultant Nick
Pelling in 2002. According to Pelling’s definition, gamification means to apply game-like
accelerated user interface design in order to make electronic transactions to be enjoyable
and fast.

Gamification in Education

In the context of education, gamification is based on game mechanics, thinking, as well
as aesthetics aspect to encourage active participations in learning that will engage students’
interest, which will lead the students to be motivated and perform better in their studies.
Similarly, gamification from the perspective of education is also known as a technique that
fosters dynamic game design in the educational environment. The gamification technique
stimulates students’ interest and allows the students to have direct interaction that will
significantly develop their cognitive, curricular, and their social competencies. Alsawaier
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(2018) stated that the gamification technique engages people, motivates their action, as well
as promotes learning process and problem-solving skills. These values generate the students
will power to achieve tasks’ objectives, making projects to be more attractive and also
promotes cooperative work, and team effort (Trigueros et al., 2020). Evidently, gamification
in education sector has been proven to increase students' motivation in their learning process
(Hanus and Fox, 2015). The study of Majuri et al (2018) combined gaming functions with
cognitive concept. In recent years, various studies that applied gamification technique in the
education area had been conducted. Previous study was also carried out on the
transformation of education system to achieve motivational benefits the way games function
to human being as well as relating it to investigating the gamification effect on students’
learning experience (Seixas et al., 2016; Oliveira et al., 2022). Nonetheless, despite the results
of previous studies showing increase in student engagement and motivation after using
gamification technique in education (Koivisto and Hamari, 2019; Bai et al., 2020; Sailer and
Homner, 2020), there are also studies that revealed the opposite effect of gamification such
as discouragement and learning outcome impairment in certain set of students as found in
the study of (Hanus and Fox, 2015; Toda et al., 2017; Kwon and Ozpolat, 2021). However, it is
also noted that quantitative analysis currently available is insufficient to establish the benefits
as well as efficiency of using gamification in education field. Undeniably, according to Felicia
(2011), gamification technology application attracts student’s involvement in education.
However, systematization of theoretical knowledge of gamification concept is required along
with determination of existing advantages and disadvantages of gamification.

Conclusion

This research aims to acquire better understanding of the gamification concept in
education sector. Based on literature review, it has been evidenced that gamification is
advantageous to students by improving their engagement during learning and provides
motivation which results in the student’s academic achievement. Hence, it can be concluded
that technology such as usage of gamification in education sector has assisted to enhance
student’s interaction. In short, this study bridges the gap in the area of educational motivation
research and contributes to the existing literature in education field. This explains the
significant attention that gamification has gained in educational context.
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