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Abstract 

This study investigates the responses of students towards the integration of technology through 

gamified learning experiences in educational settings. With the development of digital 

technologies, educators are increasingly exploring innovative methods to enhance student 

engagement and learning outcomes. Gamification, the application of game elements in non-game 

contexts, has emerged as a promising approach to achieve these objectives. Through a mixed-

methods research design, this study examines the impact of gamified learning experiences on 

student motivation, engagement, and academic performance. Quantitative data is collected 

through surveys to measure students' perceptions and attitudes towards gamified learning 

activities, while qualitative data is gathered through interviews to explore in-depth insights into 

students' experiences. The findings of this study showed the effectiveness of gamification in 

promoting active learning, encouraging intrinsic motivation, and facilitating deeper engagement 

with course content. The implications of these findings for educational practice and future 

research are discussed, highlighting the potential of integrating technology through gamified 

learning experiences to enrich the teaching and learning process in diverse educational contexts. 
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Introduction 

The integration of technology through 

gamified learning experiences in higher 

education has attracted significant 

attention in educational research. 

Gamification has been recognized as a 

motivational tool for students (Buckley & 

Doyle, 2014), providing a unique 

approach to engage learners through 

online interventions (Buckley & Doyle, 

2014). According to Alshammari (2020), 

gamified learning is the integration of 

game elements and mechanics into 

educational settings to enhance 

motivation, engagement, and learning 

outcomes. This approach aims to increase 

learners' motivation to engage in learning 

activities and promote desired learning 

behaviors (Dicheva et al., 2019). The 

theory of gamified learning emphasizes 

the use of game attributes outside the 

context of a game to influence learning-

related behaviors and attitudes (Landers, 

2014). This approach is increasingly 

recognized as a potential method to 

enhance student outcomes and 

experiences across various educational 

settings (Song et al., 2022). It is said that 

gamification can boost learning 

performance by modifying learners' 

behavior and attitude towards achieving 

intended outcomes ("Handbook of 

Research on the Influence and 

Effectiveness of Gamification in 

Education", 2022). To conclude, 

gamification involves applying elements 

of game design and mechanics to non-

game contexts, such as education. In the 

context of learning, gamification aims to 

make educational activities more 
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engaging, motivating, and enjoyable to 

influence learning-related behaviors and 

attitudes.  

 

Research indicates that gamified 

educational interventions can improve 

learning outcomes. It can be done by 

clarifying the mechanisms underlying the 

interventions and exploring relevant 

theories (Gaalen et al., 2020). 

Additionally, the potential of gamification 

in education lies in its ability to support 

and motivate students, leading to 

enhanced learning processes and 

outcomes (Alhammad & Moreno, 2018). 

Effective gamified learning experiences 

are designed based on considerations such 

as meaning, user-centered design, 

challenges, personalization, feedback, 

choices, autonomy, social interaction, 

competition, cooperation, and viewing 

failure as an opportunity to learn (An, 

2020). 

 

Furthermore, gamified learning 

applications have shown promise in 

increasing student participation and 

improving learning in various subjects, 

including science and mathematics 

(Hürsen & Bas, 2019). Gamification is 

also known to stimulate motivation, 

commitment, and social influence among 

students, making it an appealing approach 

in educational settings (Peláez & Solano, 

2023). Overall, gamified learning offers 

an immersive and interactive experience 

that contrasts with traditional passive 

teaching methods, leading to improved 

learning outcomes (Mi et al., 2023). 

 

Although the integration of technology in 

higher education especially in the realm 

of gamified learning experiences has 

gained significant interest, it still needs 

tobe studied deeper. However, the 

effectiveness and implications of 

technology integration through gamified 

learning experiences in higher education 

are multifaceted and necessitate thorough 

consideration (Blackmon, 2023). 

Educators need to know their students’ 

response toward it. Understanding 

students' attitudes towards the integration 

of information technology in higher 

education is crucial, as it can impact the 

effectiveness of educational initiatives 

(Ramdhony et al., 2020). Furthermore, 

student satisfaction with technology 

integration significantly influences 

teaching and learning outcomes in higher 

education settings (Semente, 2017). In 

addition, understanding students' 

perceptions, attitudes, and confidence 

levels towards learning technologies is 

crucial for educators planning to integrate 

technology into their teaching practices 

(Staddon, 2023). 

 

Therefore, it can be concluded that the 

integration of technology through 

gamified learning experiences in higher 

education presents both opportunities and 

challenges. Some elements such as 

students’perception and attitudes can 

clearly affect the result of this approach. 

 

Moreover, students' attitudes towards the 

integration of information technology in 

higher education significantly influence 

the success of gamified learning 

initiatives (Ramdhony et al., 2020). This 

favorable perception underscores the 

potential of gamified learning experiences 

to resonate with students and contribute 

to their overall educational development 

(Ramdhony et al., 2020).  

 

With the opportunities and challenges 

provided by the integration of technology 

through gamification experience, the 

researcher conducted a case study in 

Chemical Engineering department of ITN 

Malang, East Java to know the students’ 

response toward it. It is expected that the 

result of this study can enrich the teaching 

and learning process in diverse 

educational contexts, especially in 

Engineering class of EFL context. 

 

Methodology 
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This study was conducted in Institut 

Teknologi National Malang on JL. Raya 

Karanglo KM. 2, Tasikmadu, Lowokwaru 

Sub-District, Malang City, East Java, 

65153. 20 students of Chemical 

Engineering department who took 

English class were appointed as the 

subjects of the study.  

The researcher used mixed-method for 

this study since she wanted to examines 

the impact of gamified learning 

experiences on student motivation, 

engagement, and academic performance. 

Survey and interview were used to collect 

data.  

The quantitative data is collected through 

surveys to measure students' perceptions 

and attitudes towards gamified learning 

activities, while qualitative data is 

gathered through interviews to explore in-

depth insights into students' experiences.  

The survey was being structured to gather 

comprehensive data on students' 

acceptance, readiness, attitudes, and 

experiences with technology-enhanced 

learning. The survey aimed to capture 

students' perceptions, preferences, and 

challenges related to gamified learning 

environments. 

Finding and Discussion  

The data of this study is collected from 

survey and interview.  

First, the researcher collected the 

students’ basic demographic data such as 

age, gender, and the year of study. All of 

the participants are between 18 and 19 

years old. 8 students are females and 12 

students are male. All of the participants 

are in their second semester of study. 

In the survey, the researcher found some 

data: 

1. students' perceptions related to 

gamified learning environments. 

The result of the survey showed that the 

students’ perception toward the 

gamification of technology was positive.  

First related to their engagement and 

motivation, the researcher asked to fill 

this survey (questionnaire). 

Table 1. Students’ engagement and 

motivation 

Questions Score 

1 2 3 4 5 
The use of 

technology in a form 

of game is easy 

  10 10 10 

Compared to 

traditional learning 

methods, you find 

gamified learning 

activities make you 

engage to the English 

learning process. 

   4 16 

Gamified learning 

make you feel about 

participating in 

English class 

activities. 

   12 8 

Gamified learning is 

impactful on your 

motivation to learn 

English. 

    20 

You feel happy when 

you earn points, 

badges, or rewards in 

gamified learning 

activities. 

    20 

You like to compete 

with friends in 

gamification 

   5 15 

You like to 

cooperation with 

friends in 

gamification 

   2 18 

When given the 

choice between a 

gamified learning 

activity and a 

traditional learning 

activity, you prefer a 

gamified learning 

activity. 

   4 16 
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You enjoy the 

integration of 

technology using 

gamification 

    20 

Note:  5 : Very agree, 4: Agree, 3: Fair, 2: 

Disagree, 1: very disagree 

The first data showed that the students 

saw the integration of technology in a 

form of game is easy. Half of the 

participants agree and the rest are very 

agree with that statement.  

Furthermore, the students seemed to 

accept the integration of technology using 

gamification experience very well. It was 

shown by the data that 4 students agreed 

and 16 students very agreed that 

compared to traditional learning methods, 

they find gamified learning activities 

make them engage with the English 

learning process.  

It is very important for educators to make 

sure that the students have acceptance 

with the approach to make the learning 

process smoother. Denden et al. (2022) 

found that perceived usefulness was the 

most influential factor towards the 

intention to use gamified learning 

environments. 

The next data showed that the integration 

of technology using gamification 

experience can improve the students’ 

engagement in the English class. 12 

students agreed and 8 students very 

agreed to the statement of Gamified 

learning make them feel about 

participating in English class activities. 

Buckley & Doyle (2014) also suggested 

that gamified learning interventions have 

the potential to increase student 

engagement and enhance learning 

outcomes. 

In an interview with her 2 students 

(female and male students), the researcher 

asked “do you find gamified learning 

activities more engaging than traditional 

learning methods? Why or why not?” 

Female student: “Yes miss. In 

gamification, whether I want it or not, I 

was a part of the activity, so I must join it. 

However, I enjoy taking a role in the 

game. It was fun.” 

Male student: “Playing game is always 

enjoyable for me, miss. I can do the task 

together with my friend to be the winner 

while I am learning in English. Cool 

experience!” 

From the students’ answers, gamification 

in the use of technology integration in the 

education setting is good to improve the 

students’ engagement. The most 

important is the gamification must be 

acceptable and fun for the students. The 

educators need to adjust the type of 

gamification with the level of their 

students. It is in line with Oluwajana et al. 

(2019) who highlighted that factors like 

perceived usefulness, ease of use, 

enjoyment, and control significantly 

influence student’s acceptance and 

intention to use gamified learning 

environments. 

The next question about whether or not 

gamified learning is impactful on the 

students’ motivation to learn English 

showed that all the participant were very 

agree with this. The deeper insight was 

taken from the interview process. The 

students said that they felt motivated 

while doing the learning through game 

unconsiously. Tsay et al. (2018) 

demonstrated that users' prior experience 

and attitudes towards game-based 

learning influenced their motivation in 

participating in gamified systems. 

There were many reasons in the 

improvement of student’ motivation in 

gamified learning. However, theall the 

participants of this study felt happy when 

they earned points, badges, or rewards in 

gamified learning activities. Similarly, 

Davis et al. (2018) found that students' 

preferences for different gamified 
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elements varied, with the desire to collect 

badges being a strong driver of 

participation in gamified learning 

activities. 

Being asked for their preference in 

competing and cooperation with their 

friend in doing gamification activities, the 

students showed high agreement for that 

point. 5 students agree and another 15 

students very agree that they like to 

compete with their friends in 

gamification. Meanwhile, 2 students 

agree and another 18 students very agree 

that they like to cooperate with their 

friends in gamification. 

In the interview, the students said: 

Female student: “I like to do the task 

together with my friends, miss. So, when I 

made a mistake I did not feel embarrased 

alone. Hehe…” 

Another student said: 

Male student: “I like to be in group with X 

because he was smart, his English is 

good. We used to win all the game when 

we worked together, miss.” 

From the data, it is shown that 

gamification can increase the students’ 

interaction with their peers in the class. 

Santos et al. (2018) found that gamified 

educational systems can positively 

influence students' learning behaviors and 

study-related habits. They can encourage 

students to spend more time using 

educational systems and interacting with 

peers, leading to improved learning 

experiences. Further, Chong (2019) 

indicated that gamified education was 

perceived as motivating by students, 

satisfying their competence and social 

needs and enhancing their self-efficacy. 

In addition, it should be noted that the 

group division also takes a role in the 

gamification for the students to enjoy and 

participate. 

In the last question, the students said that 

when given the choice between a 

gamified learning activity and a 

traditional learning activity, all of them 

prefer a gamified learning activity. 

According to Qiao et al. (2022), gamified 

learning experiences can positively affect 

cognitive and motivational outcomes 

compared to traditional face-to-face 

instruction. 

In conclusion, gamified learning 

environments have the potential to 

positively impact students' perceptions, 

motivation, engagement, and learning 

outcomes. Understanding the factors 

influencing students' acceptance and 

engagement with gamified learning is 

crucial for designing effective and 

engaging educational experiences in 

higher education settings. 

2. students' preferences related to 

gamified learning environments. 

The researcher gives some questions 

related to students' preferences related to 

gamified learning environments as 

following: 

1. When given the option to choose 

between traditional and gamified 

learning environments, which would 

you prefer? a) Gamified learning 

environments exclusively b) Mostly 

gamified learning environments, but 

with occasional traditional methods 

c) No preference between gamified 

and traditional learning environments 

d) Mostly traditional learning 

environments, but with occasional 

gamified methods e) Traditional 

learning environments exclusively 

The data showed that option B got 

the highest respondents which was 18 

students since another 2 students 

chose option A. It showed that the 

students prefer gamification 

experience to the traditional learning. 
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Studies such as Zainuddin et al. 

(2020) and Buckley & Doyle (2014) 

have highlighted that gamified 

learning interventions can positively 

influence students' engagement and 

motivation, potentially increasing 

their preference for gamified learning 

environments. The systematic review 

conducted by Zainuddin et al. (2020) 

provides empirical evidence of the 

impact of gamification on learning 

and instruction, emphasizing its 

potential benefits in enhancing 

student preferences for gamified 

approaches. 

2. How do you feel about the level of 

interactivity in gamified learning 

environments compared to traditional 

ones? a) Much prefer the higher level 

of interactivity in gamified 

environments b) Prefer the higher 

interactivity, but not exclusively c) 

Neutral, the level of interactivity 

doesn't impact my preference d) 

Prefer the lower interactivity of 

traditional environments e) Much 

prefer the lower interactivity of 

traditional environments 

The answers showed that the 18 

students chose option B, while 

another 2 students chose option A. 

3. Which aspect of gamified learning 

environments do you find most 

appealing? a) The competitive 

elements (e.g., leaderboards, point 

scoring) b) The use of storytelling 

and narratives to engage learners c) 

The opportunity for customization 

and personalization d) The 

immediate feedback provided during 

activities e) The collaborative nature 

of many gamified activities 

The answer of this question was 

varied. Option A was chosen by 6 

students. Option B was chosen by 2 

students. Option C was chosen by 4 

students. Option D was chosen by 4 

students. The last, option E was 

chosen by 4 students. 

The data showed that the students’ 

preference toward the integration of 

technology by gamification was 

influenced by various reasons. Ibáñez 

et al. (2014) and Acosta-Medina et 

al. (2021) has indicated that students' 

preferences for gamified activities are 

influenced by factors such as 

academic milestones, utility, 

enjoyment, and knowledge 

improvement. Understanding these 

factors is crucial for designing 

gamified tools that align with 

students' preferences and enhance 

their learning experiences. 

4. When participating in gamified 

learning environments, what 

motivates you the most? a) The 

opportunity to earn rewards b) The 

desire to outperform my peers and 

climb leaderboards c) Engaging with 

the storyline or theme of the gamified 

activity d) The challenge presented 

by tasks and obstacles e) The chance 

to collaborate and work with 

classmates 

The data showed that 13 students 

chose option A. When the researcher 

asked kind of rewards they expected 

to get, mostly they like additional 

scores for their academic 

achievement. Option D was chosen 

by 3 students. While option E was 

chosen by 4 students. 

In the interview, the lecturer also 

asked the students chose 

collaborative nature and found out 

that they were extroverted-type 

persons. That is why they like to do 

some collaboration and some 

interactive activity during the 

teaching activitiy. Studies like 

Smiderle et al. (2020) have explored 
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the relationship between students' 

personality traits and their 

preferences for gamified elements. 

Extroverted and introverted students 

may respond differently to 

gamification strategies, with factors 

like ranking and badges impacting 

their preferences for gamified 

learning activities. 

5. How important is it for gamified 

learning environments to align with 

your personal interests and hobbies? 

a) Extremely important; I'm more 

motivated when learning aligns with 

my interests b) Somewhat important; 

it enhances my engagement but isn't 

essential c) Neutral; my interests 

don't significantly impact my 

preference for gamified learning d) 

Not very important; I'm motivated by 

the learning content itself, regardless 

of interests e) Not important at all; 

my interests have no impact on my 

preference for learning environments 

The result showed that all participant 

like to do activity related to theor 

interest or hobby. Since gamification 

is close to their interest, they like to 

do it in the class and felt motivated in 

doing it. 

In the interview when they have to 

chose offline and online 

gamification, most of them chose the 

online one because it can boost their 

motivation. Hussein et al. (2022) 

have shown that students exhibit a 

high level of interest in participating 

in gamified online assessments, 

indicating a positive impact on their 

preferences for gamified learning 

tools. Gamified assessments can 

make learning more enjoyable and 

engaging, influencing students' 

preferences for gamified educational 

experiences. 

6. Which factor would influence your 

decision to engage with a particular 

gamified learning activity the most? 

a) The complexity and challenge 

level of the tasks b) The presence of 

clear goals and objectives c) The 

variety of rewards and incentives 

offered d) The opportunity for social 

interaction and collaboration e) The 

relevance of the activity to my 

academic or personal goals 

The answer for this question was 

various; option B was chosen by 7 

students; option C was chosen by 8 

students, option D was chosen by 2 

students, and option E was chosen by 

3. 

It needs to be a consideration for the 

educators that using gamification 

must be connected with the goals and 

objectives of the teaching and 

learning process. They must make 

gamification of technology 

integration as a medium to help the 

teaching process, not to replace their 

job. Research by An (2020) has 

identified key design considerations 

for creating effective gamified 

learning experiences, including 

personalization, challenges, 

feedback, social interaction, and the 

balance between competition and 

cooperation. Incorporating these 

design principles can enhance 

students' preferences for gamified 

learning environments. 

In conclusion, the technology integration 

by gamification experience have the 

potential to positively influence students' 

preferences. By considering factors such 

as academic milestones, utility, 

enjoyment, personality traits, and 

effective design principles, educators and 

developers can create gamified learning 

experiences that cater to students' 

preferences and enhance their overall 

learning outcomes. 
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3. students' challenges related to 

gamified learning environments. 

To know the students’ challenge related 

to gamification experince, the researcher 

conveyed some questions as follows: 

1. What challenges do you face when 

navigating gamified learning 

platforms? a) Difficulty 

understanding how to use the 

platform's features b) Technical 

issues such as slow loading times or 

glitches c) Unclear instructions or 

lack of guidance on how to proceed 

d) None, I find navigating gamified 

platforms easy 

Talking about the challenges faced 

during the integration of technology 

by gamification experience, 15 

students answer the option B, 4 

students answer the option C, and 1 

student anwer the option A. 

2. What obstacles do you encounter 

when participating in gamified 

learning activities? a) Feeling 

overwhelmed by the complexity of 

tasks or objectives b) Difficulty 

staying focused or motivated during 

activities c) Struggling to 

understand the connection between 

the game elements and learning 

objectives d) None, I find 

participating in gamified activities 

straightforward 

For this question, 11 students chose 

option A; 5 students chose option 

B, and 4 students chose option C. 

From this data, the educator must 

take some notes. The gamification 

used cannot be too complicated for 

the students to do because it can 

affect their focus and motivation in 

doing the activity. Research by 

suggests that the complexity of 

gamified activities, particularly 

related to teachers' gaming 

experience, use of digital tools, and 

risk-taking, can present challenges 

in the implementation of 

gamification (Araújo & Carvalho, 

2022). In Addition, although 

gamification can be fun for the 

students, the educator cannot ignore 

the learning objectives. As 

explained by (Tsay et al., 2019) that 

emphasize the importance of 

integrating gamified learning design 

with pedagogical principles to 

achieve a "meaningful 

gamification" experience.  

While gamified learning 

interventions can enhance 

engagement and learning, 

challenges may arise in ensuring 

that gamification aligns with 

learners' psychological needs for 

competence, autonomy, and 

relatedness (Tsay et al., 2019). 

3. What challenges do you face when 

collaborating with peers in gamified 

learning environments? a) 

Difficulty communicating and 

coordinating with team members b) 

Confusion about each team 

member's role and responsibilities 

c) Unequal participation or 

contribution from team members d) 

None, I find collaborating with 

peers in gamified environments 

easy 

The answers of this question are 10 

students chose option A, 5 students 

chose option B, and another 5 chose 

option C. 

From the data, it can be seen that 

the group division can be a 

challenge in the gamification. 

Social interaction can affect the 

result very much. According to An 

(2020), the importance of 
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considering design principles such 

as personalization, challenges, 

feedback, social interaction, and the 

balance between competition and 

cooperation in gamified learning 

environments is pretty big. 

4. What difficulties do you encounter 

in understanding feedback provided 

in gamifing learning activities? a) 

Feedback is too vague or 

ambiguous to be helpful b) 

Feedback is overwhelming or too 

frequent c) Difficulty interpreting 

how feedback relates to my 

performance d) None, I find 

feedback in gamified activities is 

clear and useful 

The data showed that 6 students 

chose option B and 12 students 

chose option C. From this result, it 

can be concluded that as an adut 

learners, higher education students 

wanted to have more control in their 

learning experience. They felt a 

little uncomfortable to get 

overwhelming or too frequent 

feedback. Students-center learning 

is the best choice for them.  

To help this situation, the 

gamification must be manufactured 

in a very clear instruction. Jesus et 

al. (2020) indicate that building 

gamified platforms can be complex 

and challenging, particularly in 

defining game mechanics and 

dynamics. Yet, a good structure will 

help both the educators and the 

students a lot. 

To conclude, gamified learning 

environments offer opportunities to 

enhance student engagement and 

motivation, challenges related to 

integration with pedagogical principles, 

complexity of activities, design 

considerations, individual learning 

tendencies, and platform development 

complexity need to be carefully addressed 

to maximize the effectiveness of gamified 

learning experiences. 

 

Conclusions  

Gamification involves applying elements 

of game design and mechanics to non-

game contexts, such as education. In the 

context of learning, gamification aims to 

make educational activities more 

engaging, motivating, and enjoyable to 

influence learning-related behaviours and 

attitudes. Although the integration of 

technology in higher education especially 

in the realm of gamified learning 

experiences has gained significant 

interest, it still needs to be studied deeper. 

From the results of the study, it can be 

concluded that the integration of 

technology by technology gamification in 

education setting was effective since it 

could convey positif response from the 

students. Gamified learning environments 

have the potential to positively impact 

students' perceptions, motivation, 

engagement, and learning outcomes. 

Understanding the factors influencing 

students' acceptance and engagement with 

gamified learning is crucial for designing 

effective and engaging educational 

experiences in higher education settings. 

In addition, the technology integration by 

gamification experience has the potential 

to positively influence students' 

preferences. By considering factors such 

as academic milestones, utility, 

enjoyment, personality traits, and 

effective design principles, educators and 

developers can create gamified learning 

experiences that cater to students' 

preferences and enhance their overall 

learning outcomes. The last, gamified 

learning environments offer opportunities 

to enhance student engagement and 

motivation, challenges related to 

integration with pedagogical principles, 

complexity of activities, design 

considerations, individual learning 

tendencies, and platforms development 
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complexity that need to be carefully 

addressed to maximize the effectiveness 

of gamified learning experiences. 

 

References 

Acosta-Medina, J., Torres-Barreto, M., & 

Cárdenas-Parga, A. (2021). 

Students' preference for the use 

of gamification in virtual 

learning environments. 

Australasian Journal of 

Educational Technology, 145-

158. 

https://doi.org/10.14742/ajet.65

12 

Alhammad, M. and Moreno, A. (2018). 

Gamification in software 

engineering education: a 

systematic mapping. Journal of 

Systems and Software, 141, 

131-150. 

https://doi.org/10.1016/j.jss.201

8.03.065 

Alshammari, M. (2020). Evaluation of 

gamification in e-learning 

systems for elementary school 

students. Tem Journal, 806-

813. 

https://doi.org/10.18421/tem92-

51 

An, Y. (2020). Designing effective 

gamified learning experiences. 

International Journal of 

Technology in Education, 3(2), 

62. 

https://doi.org/10.46328/ijte.v3i

2.27 

Araújo, I. and Carvalho, A. (2022). 

Enablers and difficulties in the 

implementation of 

gamification: a case study with 

teachers. Education Sciences, 

12(3), 191. 

https://doi.org/10.3390/educsci

12030191 

Blackmon, S. (2023). Balancing student 

privacy and technology 

integration in higher education: 

engagement, encroachment, 

and interstitial spaces. British 

Journal of Educational 

Technology, 54(6), 1539-1541. 

https://doi.org/10.1111/bjet.133

87 

Buckley, P. and Doyle, E. (2014). 

Gamification and student 

motivation. Interactive 

Learning Environments, 24(6), 

1162-1175. 

https://doi.org/10.1080/104948

20.2014.964263 

Chong, D. (2019). Benefits and 

challenges with gamified multi-

media physiotherapy case 

studies: a mixed method study. 

Archives of Physiotherapy, 

9(1). 

https://doi.org/10.1186/s40945-

019-0059-2 

Davis, K., Sridharan, H., Koepke, L., 

Singh, S., & Boiko, R. (2018). 

Learning and engagement in a 

gamified course: investigating 

the effects of student 

characteristics. Journal of 

Computer Assisted Learning, 

34(5), 492-503. 

https://doi.org/10.1111/jcal.122

54 

Denden, M., Tlili, A., Abed, M., Bozkurt, 

A., Huang, R., & Burgos, D. 

(2022). To use or not to use: 

impact of personality on the 

intention of using gamified 

learning environments. 

Electronics, 11(12), 1907. 

https://doi.org/10.3390/electron

ics11121907 

Dicheva, D., Irwin, K., & Dichev, C. 

(2019). Exploring learners 

experience of gamified 

practicing: for learning or for 

fun?. International Journal of 

Serious Games, 6(3), 5-21. 

https://doi.org/10.17083/ijsg.v6

i3.299 

Gaalen, A., Brouwer, J., Schönrock-

Adema, J., Bouwkamp-

Timmer, T., Jaarsma, D., & 



Proceedings of Fine Arts, Literature, Language, and Education 

590 

 

Georgiadis, J. (2020). 

Gamification of health 

professions education: a 

systematic review. Advances in 

Health Sciences Education, 

26(2), 683-711. 

https://doi.org/10.1007/s10459-

020-10000-3 

Hürsen, Ç. and Bas, C. (2019). Use of 

gamification applications in 

science education. 

International Journal of 

Emerging Technologies in 

Learning (Ijet), 14(01), 4. 

https://doi.org/10.3991/ijet.v14i

01.8894 

Hussein, T., Nat, M., Hasan, H., & 

Mahdi, A. (2022). Development 

and evaluation of an online 

gamified assessment 

environment. 

https://doi.org/10.24086/cocos2

022/paper.744 

Ibáñez, M., Serio, Á., & Kloos, C. (2014). 

Gamification for engaging 

computer science students in 

learning activities: a case study. 

Ieee Transactions on Learning 

Technologies, 7(3), 291-301. 

https://doi.org/10.1109/tlt.2014.

2329293 

Jesus, G., Ferrari, F., Paschoal, L., Souza, 

S., Porto, D., & Durelli, V. 

(2020). Is it worth using 

gamification on software 

testing education? an extended 

experience report in the context 

of undergraduate students. 

Journal of Software 

Engineering Research and 

Development, 8, 6-1 - 6:19. 

https://doi.org/10.5753/jserd.20

20.738 

Landers, R. (2014). Developing a theory 

of gamified learning. 

Simulation & Gaming, 45(6), 

752-768. 

https://doi.org/10.1177/104687

8114563660 

Mi, Y., Marcu, S., Tabirca, S., & 

Yallapragada, V. (2023). 

Profasa—a web-based protein 

fragment and structure analysis 

workstation. Frontiers in 

Bioengineering and 

Biotechnology, 11. 

https://doi.org/10.3389/fbioe.20

23.1192094 

Oluwajana, D., Idowu, A., Nat, M., 

Vanduhe, V., & Fadiya, S. 

(2019). The adoption of 

students' hedonic motivation 

system model to gamified 

learning environment. Journal 

of Theoretical and Applied 

Electronic Commerce 

Research, 14(3), 156-167. 

https://doi.org/10.4067/s0718-

18762019000300109 

Peláez, C. and Solano, A. (2023). A 

practice for the design of 

interactive multimedia 

experiences based on 

gamification: a case study in 

elementary education. 

Sustainability, 15(3), 2385. 

https://doi.org/10.3390/su1503

2385 

Qiao, S., Yeung, S., Shen, X., & Chu, S. 

(2022). The effects of a 

gamified morphological 

awareness intervention on 

students' cognitive, 

motivational and affective 

outcomes. British Journal of 

Educational Technology, 53(4), 

952-976. 

https://doi.org/10.1111/bjet.131

78 

Ramdhony, D., Mooneeapen, O., 

Dooshila, M., & Kokil, K. 

(2020). A study of university 

students' attitude towards 

integration of information 

technology in higher education 

in mauritius. Higher Education 

Quarterly, 75(2), 348-363. 

https://doi.org/10.1111/hequ.12

288 



Proceedings of Fine Arts, Literature, Language, and Education 

591 

 

Santos, W., Toda, A., Isotani, S., & 

Bittencourt, I. (2018). Does 

gamified educational systems 

change students’ learning 

behaviors? a case study with 

postgraduate students. Renote, 

16(2). 

https://doi.org/10.22456/1679-

1916.89253 

Semente, E. (2017). Student satisfaction 

and technology integration in 

teaching and learning:  the case 

of university education in 

namibia. Journal of Education 

and Practice, 1(2), 1-10. 

https://doi.org/10.47941/jep.20

1 

Smiderle, R., Rigo, S., Marques, L., 

Coelho, J., & Jaques, P. (2020). 

The impact of gamification on 

students’ learning, engagement 

and behavior based on their 

personality traits. Smart 

Learning Environments, 7(1). 

https://doi.org/10.1186/s40561-

019-0098-x 

Song, Y., Foo, L., & Ong, M. (2022). 

Exploring gamified learning for 

inculcating patient safety 

concepts in dentistry: a 

mixed‐methods study. 

European Journal of Dental 

Education, 27(3), 662-678. 

https://doi.org/10.1111/eje.128

53 

Staddon, R. (2023). Exploring higher 

education students’ 

perspectives on factors 

affecting use, attitudes and 

confidence with learning 

technologies. International 

Journal of Instruction, 16(2), 

31-52. 

https://doi.org/10.29333/iji.202

3.1623a 

Tsay, C., Kofinas, A., Trivedi, S., & 

Yang, Y. (2019). Overcoming 

the novelty effect in online 

gamified learning systems: an 

empirical evaluation of student 

engagement and performance. 

Journal of Computer Assisted 

Learning, 36(2), 128-146. 

https://doi.org/10.1111/jcal.123

85 

(2022). Handbook of research on the 

influence and effectiveness of 

gamification in education.. 

https://doi.org/10.4018/978-1-

6684-4287-6 

Zainuddin, Z., Chu, S., Shujahat, M., & 

Perera, C. (2020). The impact 

of gamification on learning and 

instruction: a systematic review 

of empirical evidence. 

Educational Research Review, 

30, 100326. 

https://doi.org/10.1016/j.edurev

.2020.100326 

 

 

 
 
 
 
 

 

 

 

 
 

 

 

 

 

 

 

 

 

 

 

https://doi.org/10.1186/s40561-019-0098-x
https://doi.org/10.1186/s40561-019-0098-x


Proceedings of Fine Arts, Literature, Language, and Education 

592 

 

 

 

 


