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Exploring the Impact of Gamification on Student Engagement and
Motivation in Higher Education Contexts

CHEN ZE
Universitas Pendidikan Ganesha, Bali, Indonesia
ABSTRACT

With the continuous progress and innovation of educational technology, the emerging
teaching mode of gamification teaching has gradually attracted wide attention of educators.
The main purpose of this paper is to deeply explore how to skillfully integrate gamification
elements into teaching activities, so as to stimulate students’ enthusiasm for learning and
enhance their sense of classroom participation. To achieve this goal, this paper adopts various
research methods, such as literature review, case analysis and empirical research, and
systematically proposes a series of practical gamification teaching strategies and
implementation steps. Moreover, this paper also verifies and analyzes the effectiveness of
these gamified teaching methods through specific teaching cases, thus providing strong
theoretical support and practical guidance for educational practice. In the current education
field, gamified teaching, as an innovative teaching method, is gradually becoming one of
the important directions of educational reform. It makes the learning process by introducing
elements and ideas to make the game design more interesting and engaging, thus helping
students master knowledge and skills in a relaxed atmosphere. This paper aims to deeply
analyze the theoretical basis of gamification teaching, and propose the corresponding
teaching strategies. The case analysis section introduces the successful gamification
teaching examples in detail, showing how to effectively combine the gamification elements
with the course content, as well as the impact of this combination on students learning
motivation and learning effect, which provides a scientific decision-making basis for
educators. Finally, this paper hopes to provide a comprehensive set of theoretical
framework and operational guidelines for educators, and help them to better use
gamification teaching in teaching practice, so as to improve the teaching quality and
students learning effect.

Keywords: empirical research, gamification teaching, learning interest, participation,
teaching method

The Theoretical Basis of Gamification Teaching

Gamification teaching is a way to increase user engagement and motivation by applying game
design elements and game mechanics in a non-gaming environment (Deterding et al., 2011). In the field
of education, gamification teaching can stimulate students’ interest in learning, enhance their learning
motivation, and thus improve the learning effect. This paper will explore the specific implementation
methods and steps of gamification teaching in detail, and support the effectiveness of these methods
through case analysis and empirical research.
Foreign theoretical basis
Definition and core elements of gamification teaching

Gamified teaching is not simply to introduce games into the classroom, but to mean the integration
of game design elements, such as points, badges, and leaderboards, to stimulate students’ inner
motivation and sense of participation (Kapp, 2012). Its core elements include goal-setting, rule-making,
feedback mechanisms, and voluntary participation.
Psychological principles of gamification teaching

The psychological principles of gamification teaching mainly involve self-determination theory
(SDT) and goal-setting theory (Locke & Latham, 2002). Self-determination theory emphasizes the role
of autonomy, sense of ability and relevance in motivation. Target-setting theory suggests that clear and
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challenging goals can improve individual motivation and performance.
Game mechanics and educational application

There are also few cases of gamification teaching abroad. Dewey once put forward the theory of
pragmatic education, and school education must be combined with life reality. Therefore, he needs to
learn from experience. He attaches great importance to the position of games in education. He believes
that on the one hand, games should be included in the school curriculum system, and on the other hand,
games should be regarded as one of the forms of course homework in teaching. He believed that the
purpose of the game is "to let the students fully growth", it pays more attention to the social significance
of the game, rather than just the cognitive value; the Soviet psychologist and educator put forward the
developmental teaching theory, its core is to promote students general development, including not only
intelligence, but also emotion, will, character, teachers should actively promote the development of
students, walk ahead of students to guide their development. Gamification teaching is providing students
with a broader exploration space for training and cultivating learning ability; TPACK teaching theory is
an integrated technology subject teaching theory proposed by Kohler and Misha. Teachers TPACK
ability is a necessary ability for teachers in the future, which emphasizes that teachers are the active
participants, classroom designers and implementers of the teaching reform. In the environment of paying
more attention to information technology, improve the ability of teachers to master and use technology.
Gamification teaching is a formal and comprehensive use of information technology Postoperatively,
the major changes that were made. In 2023, Daniel Burroughs speech on Technical Hard Trends:
Improving and transforming Education proposed nine hard trends, including all digital and interactive
educational content, which provides greater possibilities for innovative teaching models.

Domestic theoretical basis
Localization exploration of gamification teaching

In recent years, domestic scholars have also actively explored the localized application of
gamification teaching in China. Based on the learning characteristics and educational environment of
Chinese students, they put forward gamification teaching strategies and methods suitable for Chinese
students (Shang Junjie et al., 2015).

At present, the exploration of gamification teaching is very rare in China. The theory and practice
of gamification curriculum generally concentrated in elementary school junior high school, which won
the first prize in the national education achievement Anji game is preschool education fusion game
mode, but after junior high school for gamification curriculum shows that the current basic education
of gamification curriculum value and significance is still not enough attention. The Compulsory
Education Curriculum Plan and Curriculum Standards (2022 Edition) issued by the Ministry of
Education fully draws lessons from the reform achievements of the international curriculum, and
updates the educational concepts and achievements. More emphasis on comprehensive learning, focus
on subject practice, focus on the development of students core qualities. In the process of deepening
the teaching reform, we should pay attention to the characteristics of students cognitive development,
innovate teaching methods, enhance the attractiveness of learning, combine games with teaching, and
become an important entrance for future learning.
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Figure 1. The Theoretical Framework of Educational Games

Key points and difficult points of gamification teaching
Key points

In the conventional classroom teaching setting, students frequently experience boredom and
disengagement, which significantly diminishes their motivation and enthusiasm for learning. This
passive learning atmosphere often results in poor academic performance and limited knowledge
retention. However, a remarkable transformation occurs when educational approaches incorporate
gamification strategies. By systematically implementing game design principles, including game
mechanics, game-based thinking methodologies, and elements of gaming culture throughout the
instructional process, educators can dramatically revitalize student engagement. These innovative
teaching methods not only capture students' attention but also foster active participation and
meaningful interaction in learning activities. Through this dynamic approach, learners enthusiastically
acquire knowledge while developing problem-solving skills and critical thinking abilities, thereby
substantially boosting their overall learning interest and academic achievement. The integration of
gamification proves particularly effective in creating immersive educational experiences that make the
acquisition of knowledge both enjoyable and highly productive.
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Difficult points

In the traditional education system, especially in the teaching of history subject, students are often
difficult to develop profound historical literacy and critical thinking ability. Historical literacy not only
refers to the memory of historical facts, but more importantly, to the understanding and analysis of the
deep-seated reasons behind historical events. Critical thinking ability refers to the ability to think
independently, analyze, evaluate and reflect on information. By introducing innovative gamified
teaching mode, we can create a relaxed and happy learning environment for students. In such an
atmosphere, students can not only more actively participate in the learning process, but also gradually
cultivate and improve their historical literacy and critical thinking ability in the interaction and
challenges of games.

Specific objectives and feasibility analysis of gamification teaching
Specific Objectives
Reinvent how students learn

To facilitate a significant shift in educational approaches, we enable students to transition from
traditional passive learning methods to active inquiry-based learning through the implementation of
innovative gamification teaching strategies. These strategies involve designing and creating immersive
game scenarios that accurately replicate real-world cases, such as simulated business challenges or
scientific investigations, allowing students to fully immerse themselves, engage deeply, and explore
complex concepts within these dynamic environments. This pedagogical transformation fosters a deeper
understanding of subject matter and cultivates genuine enthusiasm for learning, as learners evolve into
active participants who take ownership of their educational journey, rather than remaining passive
recipients of information. Consequently, this leads to a more joyful, engaging, and effective educational
experience, where knowledge is dynamically discovered and internalized through hands-on exploration,
collaborative problem-solving, critical thinking exercises, and iterative experimentation, ultimately
enhancing retention and real-world application.
Build a gamified classroom system

On the basis of the whole course teaching, meticulously complete the comprehensive and
systematic overall design of classroom teaching. Consistently center all instructional activities and
methodologies around the students, ensuring their active engagement and addressing diverse learning
needs. Deeply integrate the principles and mechanics of the gamified classroom with core subject
teaching content, utilizing game elements like points, badges, leaderboards, and challenges as
pedagogical tools to enhance motivation and reinforce learning objectives. Actively promote and
facilitate comprehensive classroom reform initiatives aimed at fostering innovation, increasing
interactivity, and improving learning outcomes. Ultimately, build a robust, adaptable, and student-
centered new pedagogical system that effectively supports sustained educational development and
prepares learners for future challenges.
Fill in the gap in the game class

At present, the educational exploration of game-based classrooms is predominantly focused on
primary and secondary schools, with a significant scarcity of gamification teaching practices
documented at the university level. This gap may arise from perceptions that higher education curricula
demand greater specialization and theoretical depth, potentially discouraging the adoption of playful
methodologies. However, innovative teaching approaches, such as incorporating interactive simulations,
role-playing scenarios, or digital game elements, offer a promising avenue to revitalize university
instruction. By integrating these methods, educators can enhance student engagement, foster
collaborative learning, and improve knowledge retention in complex subjects. Consequently, embracing
such innovations effectively achieves the goal of enriching university-stage classroom teaching,
ultimately creating a more dynamic and immersive educational experience.
Feasibility analysis

Academic viable. As an emerging teaching method, gamified teaching has been carried out research
in the educational field, and has provided a rich theoretical basis and research reference. In the field of
history education, the deep integration of games and history teaching is helpful to improve students
interest and participation in learning, and enhance the effectiveness of history education.

technical feasibility. The development of modern educational technology provides technical
support for gamification teaching. Existing gamified teaching tools and platforms, such as online
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education platforms and virtual reality technology can enrich classroom teaching and use an online and
offline parallel teaching mode to make students feel fresher and keep their interest.

The data is feasible. Data were collected through questionnaires, interviews, and other methods.
These methods have been widely used in academia and have good data feasibility. By investigating the
classroom situation of a large number of students and teachers, we can cut into the gamified teaching
mode more accurately. Society is feasible. Gamification teaching is in line with the development trend
of modern education, helps to improve students' learning interest and effect, and has a good social
acceptance. It can provide reference for departments and schools, and promote the application of
gamified teaching in education in various disciplines.

Qualitative analysis of gamification teaching
literature review

In recent years, Gamified teaching has significantly transformed various sectors, including
education. The growth of traditional education has been particularly influenced by advancements in
technology and the increasing demand for flexible learning solutions. The COVID-19 pandemic further
accelerated the adoption of digital technologies in education, underscoring the importance of
understanding their impact on gamified teaching (Alenezi, 2023; Dogan et al., 2023).

Gamified teaching in traditional education encompasses a broad spectrum of tools and
methodologies designed to facilitate learning outside the traditional classroom environment. These
technologies include virtual labs, Al-driven adaptive learning systems, simulation tools, and
collaborative platforms such as Zoom, Microsoft Teams, and Slack. Each tool plays a unique role in
enhancing educational outcomes by providing interactive, personalized, and collaborative learning
experiences (Moorhouse & Wong, 2022; Shrestha et al., 2022). For instance, virtual labs allow students
to engage in experiments and simulations that would otherwise require physical presence and resources,
thereby democratizing access to high-quality education (Han, 2020).

Moreover, Gamified teaching are reshaping the educational landscape by offering customized
learning paths tailored to individual student needs. These systems employ advanced algorithms to
monitor student progress and adjust the difficulty of tasks, optimizing the learning process and boosting
student engagement (Oancea et al., 2023). This personalized approach helps maintain a balance where
students remain challenged yet not overwhelmed, promoting sustained engagement and better retention
of information (Xie et al., 2021).

Collaborative platforms also play a critical role in traditional education by facilitating real-time
communication and collaboration. These tools are essential for maintaining the social aspect of learning
in a virtual environment, enabling students and instructors to interact through video conferences, share
resources, and collaborate on projects (Moorhouse & Wong, 2022).

The rapid integration of Gamified teaching in education necessitates continuous updates to
educational content and methodologies to align with technological advancements and industry demands.
This dynamic landscape requires educators to proactively adopt new tools and techniques that enhance
learning outcomes and prepare students for future challenges (Masalimova et al., 2022).

The ongoing evolution of gamified teaching presents a range of opportunities, including enhanced
student engagement and personalized learning experiences, alongside significant challenges such as
technological hurdles and resistance to adoption. Consequently, it is crucial to systematically identify
effective practices, such as incorporating adaptive feedback mechanisms and collaborative elements,
while proactively addressing potential barriers like resource constraints and training gaps to facilitate
seamless implementation and maximize educational outcomes (Benedek, 2023).

This study explores the integration of Gamified teaching in traditional education by examining its
current state, identifying effective practices, challenges, and future directions. The primary objectives
include assessing the effectiveness of digital platforms, understanding the geographic distribution of
studies, analyzing research methodologies, and identifying key themes in the current literature
(Moorhouse & Wong, 2022; Shrestha et al., 2022).

By addressing these aspects, this research aims to bridge the skills gap and ensure that traditional
education programs incorporate the latest developments and practices, preparing students for future
challenges in various fields (Han, 2020).

Furthermore, this research contributes to the ongoing discourse on improving traditional education
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through Gamified teaching, providing valuable insights for educators, policymakers, and researchers.
Understanding how digital technologies can be effectively integrated into traditional education is crucial
for developing strategies that enhance learning outcomes and ensure equitable access to education for
all students (Dogan et al., 2023).

By investigating these aspects, the study seeks to offer a comprehensive overview of the impact of
Gamified teaching on traditional education, highlighting successful practices and identifying areas for
improvement. This approach will help inform the development of future educational policies and
practices, ensuring that traditional education continues to evolve and meet the needs of a diverse and
changing student population (Alenezi, 2023).

Student interview
Interview preparation

Topic content: Can gamification improve students interest in history and learning effect?
Understand the students interest in history and learning motivation Select interview objects to find
suitable students.
Interview content

Open-ended question: " What do you think of the history class?"And," Do you like learning
history?why?"," What do you think is the point of learning history?"," What do you think of gamification
teaching?"," Do you think gamification will help you learn history better?”

Closed question: " Why do you like learning history?"," What do you think is the point of learning
history?"," Do you think gamification will help you learn history better?”

Behavioral questions: "Please describe one of your favorite activities in history,”" "Please describe
a challenge you encountered in history," and "Please describe some of the learning methods you used
when studying history."
Analysis of the interview data

The questionnaire design for the school mainly designed 25 questions from the basic knowledge,
comprehensive quality, professional skills, working status, supply and demand connection required by
the school, including 20 objective multiple choice questions and 5 subjective questions, to investigate
the school's demand for students' ability and related questions. In terms of the selection of survey
subjects, it is mainly in the northern universities with relatively concentrated students, and the school
size varies from thousands to tens of thousands. A total of 115 questionnaires were issued, 102 were
collected, and 102 were valid, with a recovery rate of 88.7%. The results are as follows.

Table 2. Statistical table of the survey results of the student class needs

Questionnaire survey items
School needs for its students
project classification Percentage of%
ideological and ethical standards 91%
Team assistance 84%
Organizational management ability 75%
sitting up exercise Interpersonal communication skills 67%
Technology innovation ability 80%
Cultural heritage ability 97%
Professional knowledge ability 89%
specialized skill Obtain the professional qualification certificate 70%
Professional practice skills 76%
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Interested in a gamified class 76%
What class are the students Interested in all forms of the classes 10%
interested in : .
Interested in a digital classroom 80%
Interested in traditional classes 60%

According to the survey results of the questionnaire, the school evaluates the students mainly based
on the comprehensive quality, professional skills and the degree of various forms of classroom interest.
Through this survey, we can understand the commonness and differences of different students in
classroom forms. The school has more and more requirements for students&#039; comprehensive
quality and professional skills. On the one hand, students are required to have a relatively high
professional skills and a relatively strong knowledge of modern science and technology, and on the other
hand, students are required to have a relatively strong comprehensive ability.

The innovation point of gamification teaching
Innovation in academic thought

By combining traditional teaching methods with innovative gamification modes, this teaching
strategy successfully breaks the limitations of traditional lecturing teaching. It uses the means of
gamification to greatly enhance students&#039; interest and participation. Integrating these
technologies into the teaching process can not only improve the interactivity of the classroom, but also
increase the interest of the classroom. By playing rich and colorful art and historical content, the original
complex and difficult historical knowledge becomes more vivid and vivid, so as to help students
understand and remember more easily.

Using games as a teaching tool is in itself an innovative educational concept. It emphasizes learning
in entertainment and focuses on students emotional experience and sense of participation. Teachers can
design various corresponding game activities according to different historical themes and teaching
objectives. This personalized teaching method can better meet the learning needs of different students,
so that every student can learn knowledge in a relaxed and happy atmosphere.

Innovation in academic views

Through the development of the course, we can more effectively promote the comprehensive
development of students in the social aspects. This includes not only the cultivation of students
patriotism, but also focuses on enhancing their sense of social responsibility. Through this educational
process, students can form a real and comprehensive historical and cultural concept. The course will be
dedicated to the integration of interdisciplinary disciplines, which involves the combination of life
themes and historical knowledge, the interconnection between history and related subject knowledge
and concepts, and the close connection between historical phenomena and real life. In addition, the
course will focus on the longitudinal connection of regional history, so that students can better
understand the continuity and development of history.

Research method innovation

This course aims to actively create a dynamic learning environment through gamified teaching
methods, which will design and implement teaching activities based on the unique characteristics of
students in cognitive development. In this way, students can get a real experience as if they are in the
game world, thus greatly enriching the traditional teaching mode. The course designers will carefully
create a variety of game situations, so that students can enjoy the fun of games, but also absorb and
master knowledge more efficiently, so as to truly realize edutainment.

The specific implementation method of gamification teaching
Set clear learning goals

The first step in gamification teaching is to clearly define the learning objectives for this semester,
ensuring they form a solid foundation for engaging students through game-based elements. These goals
must be specific, such as targeting precise skills or knowledge areas; measurable, allowing progress
tracking through assessments or milestones; achievable, based on student capabilities to maintain
motivation; highly relevant, aligning directly with curriculum standards or real-world applications to

{HCIRAIR 202


https://jurnal.undhirabali.ac.id/index.php/icfar

Manchester UNIVERSITY OF MIAZAKI

’]‘ \ j ‘S’ International Conference on Fundamental and Applied Research, Dhyana: Pura: University,

https:/jurnal.undhirabali.ac.id/index.php/icfar

enhance engagement; and time-limited, with clear deadlines like semester-end to create urgency and
focus. For example, when teaching history, you might set an objective like "by the end of the semester,
students will have completed the study and analysis of key card characters, demonstrating mastery
through interactive quizzes." Similarly, in a science class, you could establish "within this term, learners
will finish designing and testing simple experiments related to environmental concepts, assessed via
peer reviews and project submissions," to illustrate how these principles apply across subjects and foster
immersive learning experiences.

Create engaging card situations

By creating an attractive story situation, the learning content can be effectively linked to the
students' interests, fostering deeper engagement and motivation. For instance, in a history class, an
adventure game might be designed to immerse students in a specific historical context, such as ancient
Rome or medieval Europe, where they complete interactive tasks like solving historical puzzles or
reenacting key events to acquire knowledge. Similarly, in science lessons, a scenario-based simulation
could be developed, allowing learners to explore scientific concepts through narrative-driven
experiments, thereby reinforcing understanding while maintaining an enjoyable, interest-aligned
approach. This method not only contextualizes academic material but also encourages active
participation and critical thinking within a relatable framework.

Introduce the points and reward system

Points and reward systems are commonly used incentive mechanisms in gamification teaching. By
setting points rules, students can get points after completing learning tasks, which can be exchanged for
virtual or real rewards. For example, completing a quiz gives 100 points and three consecutive tests a
virtual badge. Badges can be used to exchange for stationery such as pencils and erasers.

Use teams to compete and cooperate

Team competition and cooperation can enhance students social interaction and team spirit. In
gamification teaching, camps are set for PK to encourage students to cooperate in groups to solve
problems. For example, through team project competitions, students learn and complete complex history
learning.

Case analysis and an empirical study

Case analysis: In the history of China, the development in the Jiangnan region during the Southern
and Northern Dynasties
1. Game tasks

Task 1: Combing the temporal order through time and space (grasp the regime characteristics of
the Eastern Jin Dynasty)

Task 2: Find the task in memory (master the character characteristics of the Eastern Jin Dynasty)

Task 3: Development of Jiangnan area during the Eastern Jin Dynasty (mastering politics, economy,
military affairs and culture)

2. Teaching design

This lesson hopes to allow the students to complete the task of "developing" Jiangnan through by
creating an immersive gamification scene. In the process of this strategy game, students can acquire
knowledge and try to understand the internal logic of development and ethnic integration in Jiangnan
region in the process of the game.

Through understanding the change of regime, population migration and the development of the
eastern Jin and Southern Dynasties in the southern region, we understand the historical characteristics
of ethnic exchanges and integration in this period and their significance to the development of the
Chinese nation.

3. Teaching objectives

In the class, the students first complete task one and task two, and have a preliminary understanding
of the regime change and characteristics of the eastern Jin and southern Dynasties gate politics and
southeast security, and understand the "general environment" of the development of the Jiangnan region.
Second, task three requires students to jiangnan "redevelopment", students through the historical
analysis of jiangnan region development advantages and disadvantages, and according to the current
situation of the jiangnan, formulate "jiangnan region development plan", in the process of "planning"
sharing, students and teachers with the internal logic of the development of jiangnan region. Finally,
taking the development of Jiangnan region as the starting point, the knowledge network is extended to
the integration of political, economic, cultural, military and ethnic groups between the north and the

{HCIRAIR 202

3 University of S\ r"*‘l% k%
By Greater 0 October 30, 2025


https://jurnal.undhirabali.ac.id/index.php/icfar

(o) (o)
\D@ & S

; , Universityof AN 2 J% k%
] 2 Greater 0 October 30, 2025

e Manchester UNIVERSITY OF MIVAZAKI
I[=(C TAR 2@2 5 International Conference on Fundamental and Applied Research, Dhyana: Pura: University,
south.

After class, the students consolidate their classroom knowledge through basic exercises. In
addition, the expansion homework is arranged. It is suggested that students should "plan" the local
construction by combining the knowledge of classroom learning and geography subject regional
planning, so as to realize the expansion of interdisciplinary integrated teaching.

4. Teaching process

Through the display and interpretation of historical materials, under the students understanding of
the meaning of "the king and the horse, the world", the concept of the door politics was introduced, that
is, the historical phenomenon of the gentry and the imperial power in the Eastern Jin Dynasty, and
summarized the door politics, one of the characteristics of the Eastern Jin Dynasty.

Then take this as a starting point, and ask the students questions:

Teacher: Do you think about what problems will happen in this political model?

Student: The family controls the government, the emperor’s power is not concentrated, there may
be a struggle for power.

Design intention: The emperor’s power was not concentrated, which meant that it was difficult
for the country to "concentrate its strength to do great things". Through the setting of this problem, the
government could explain the success of the northern expedition of the Eastern Jin and the southeast,
and at the same time, Zu Ti was introduced to explain.

Taking Zu Tis explanation as the introduction, explain the reasons for the repeated failures of the
Eastern Jin and Northern Expedition The internal disputes of the Eastern Jin regime, such as the
fear of military generals and the lack of support. In the end, we could only choose to settle in the south
of the Yangtze River, and then summed up the second characteristic of the Eastern Jin regime: partial
unification and southeast security.

After summarizing the political characteristics of the Eastern Jin Dynasty, we will show the students
the map of the four regimes of Song, Qi, Liang and Chen again. Let the students observe the map and
compare the changes of the size of the four regimes. Through observation, students could find that the
existence of the four regimes was relatively short, and the territory was getting smaller and smaller. It
was concluded that the regime in the Southern Dynasty was characterized by a short existence time, the
territory was shrinking, and the national strength was gradually declining. Six, the conclusion

Gamification teaching can effectively improve students learning interest and participation, and
promote students to actively participate in the learning process. Gamification elements can be effectively
incorporated into the teaching process by setting clear learning goals, creating story situations,
introducing points and reward systems, utilizing team competition and collaboration, and implementing
timely feedback mechanisms. Case analysis and empirical studies further confirm the effectiveness of
gamified teaching methods and provide actionable implementation strategies for educators.
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