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Abstract—Recently, learning environments have transformed from tradi-
tional, lecture-based learning environments to team-based, experiential and
problem-based learning to prepare learners for a more complex and collabora-
tive world. One teaching approach that embodies these essential characteristics
of learning is gamification. Gamification is the application of gamified thinking
and game mechanics to solve problems and increase engagement (Ceker &
Ozdam, 2017) [1]. Gamification is characterized by its ability to achieve cogni-
tive, emotional, and behavioral effects by giving students opportunities to im-
prove their critical thinking skills, arouse their feelings of curiosity, and in-
crease active participation, respectively. However, considering gamification as
an approach for education and learning is still a controversial subject. It is our
position of this paper that as educators, we believe that gamification engages
learners, motivates them to learn, satisfy their needs, and transfers knowledge
by fun tasks.
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1 Introduction

As teachers, we are educating a generation of students who have more access to
technology, media, information, and communication than any previous generation. A
generation that has different learning styles that we need to address (Boudadi &
Gutiérrez-Colén, 2020) [2]. The use of gamification approach goes back to 2008’s
(Carlson, Harris, & Harris, 2017) [3], where teacher’s interest has increased dramati-
cally because of the ability of educational games to increase student motivation and
involvement in the learning process (Treiblmaier & Putz, 2020) [4], which cannot be
achieved by traditional educational methods and strategies. Gamification elements
such as narratives, progressions, relationships, and emotions are used to engage stu-
dents in learning (Zainuddin, Chu, Shujahat & Perera, 2020) [5]. Moreover, gamifica-
tion has proven to enhance cognitive, emotional, social learning outcomes and coop-
erative learning skills more than traditional methods "as stated in [5]". Gamification
appears to be a new approach that has started to be used in a variety of disciplines to
enhance and motivate learning, it incorporates fun into learning activities (Furdu,
Tomozei, & Kose, 2017) [6]. Gamification is defined as reconstructing an activity as
a game, often by employing points, levels, goals, and so forth as motivational af-
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fordances (Hassan, 2017) [7]. Gamification applications do not require students to
have toys, electronic devices, but only specific goals have to be achieved in a specific
area, it will not replace the learning process itself, in turn it helps to make learning a
more collaborative activity. "As stated in [3]".

Our position in this paper is that gamification enhances motivation and engages
learners cognitively and behaviorally and emotionally which will facilitate their learn-
ing process.

Despite gamification being a relatively recent trend, the notion of bringing video
game-like interfaces to the classroom is not exactly novel and under debate (Huang,
Hew, & Lo, 2019) [8]. Empirically, the majority of studies have shown more positives
than negatives. "As stated in [3]". While Xi and Hamari (2019) [9], showed that
learners improved their interest towards subjects that helped them learn better, some
authors believed that gamification is hurting or not helping students "as stated in [6]".
It has been an argued topic in general. Furdu, et al. (2017) [6], discussed that gamifi-
cation is a waste of time that teaches students bad habits and values, on the other side,
Ceker and Ozdaml (2017) [1]. Showed that gamification is as a learning tool that
allows students to be creative and learn in a different perspective.

1.1  Gamification and motivation

We believe that gamification influences motivation positively by offering competi-
tion, challenge, and socialization elements. Treiblmaier and Putz (2020) [4]. showed
that gamification works as a moderator for the impact of intrinsic motivation for
learning as it helps learners to feel pleasured, be friendly and imaginative, and self-
actualized. Gamification is intrinsically motivating students because of decision mak-
ing processes involved in learning ; fun because goals allow student to see the direct
impact of their efforts by instant feedback offered; authentic because fantasy provides
a compelling background that allows students to experiment with skills without suf-
fering the consequences of failure in real life; teaching students self-reliance because
feedback is offered; social because it allows students to share experiences and build
bonds "as stated in [4]". We do support gamification since extrinsic motivation is
often associated with being facilitated mainly by the desire to acquire rewards, points,
ladderbords and avoid punishments using external incentives "as stated in [9]".

Both intrinsic and extrinsic motivation play crucial roles in promoting students'
learning engagement through gamification that targets three basic needs: competence,
autonomy, and relatedness "as stated in [8]".

1.2  Gamification and engagement

We support that integration of gamification elements into learning activities to en-
gage learners cognitively, behaviorally, and socially. Several studies (Zainuddin et al.,
2020; Amado, & Roleda, 2019; Alsawaier, 2018) [5], [10], [11]. supported this posi-
tion that gamification increases student engagement and has positive effects on stu-
dents’ behavioral, emotional, and cognitive engagement by the features it offers like:
persistence, time-on-task, flow, immersion, and commitment.
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Amado and Roleda (2019) [10]. found that behavioral engagement involved in
gamification as it correlates to behavioral theory, rewards and reinforcements that
present in a certain game, rewards are used to reinforce the learning of the desired
behavior.

Cognitive engagement can be likened to immersion of students; students are being
absorbed and involved in tasks during gamification. Huang et al. (2019) [10]. dis-
cussed that students' brains are processing information intensely, they are thinking,
exploring, and they are aware of their own learning. Gamification engaged students
emotionally by powerful game narratives, achieving goals, enjoying the feeling when
they face a challenge and overcome it; joy of accomplishment and encouraging a
sense of community and teamwork as stated in [11]. Alsawaier (2018) & Hassan
(2017) [11]. [7]. confirmed that gamification aims to promote motivation and long-
term engagement in learning as shown in the Figure 1.

I Extrinsic rewards
=| (Reward-based gamification)

Gamification
(Molvational Engagoment/
Affordances) Mativation
Intrinsic rewards
[ asary | [ otnes |
| Other intrinsic rewards |

Fig. 1. Influence of gamification on motivation and engagement.2107

Note. Influence of gamification on motivation and engagement, is shown that gam-
ification aims to promote motivation and long-term engagement in learning. From
“Governments should play games: Towards a framework for the gamification of civic
engagement platforms”, by L. Hassan, 2017, Simulation & Gaming, 48(2), p. 256.
(https://doi.org/10.1177/1046878116683581) Copyright 2016 by the ISAGE.

Gamification does not achieve the desired results, especially with regard to the en-
gagement of students, engagement fades as students feel bored, frustrated, as gamifi-
cation here did not improve the outcomes of the educational process, (Furdu, et al.,
2017). Nonetheless, these negative emotions contributed to the student's drive to al-
ways perform better (Amado & Roleda, 2019) [10]. Ceker and Ozdaml (2017) [1].
opposed what was mentioned about lack of engagement gamification offers, they
proved that gamification is entertaining, transforming hard work procedures to more
fun tasks, helping to solve problems and offering immediate feedback to students to
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monitor student’s progress by learning analytics. Moreover, they clarified that the
feelings of students during gamification is determined by the goal of game use and its
effect it has on students.

Another argument against gamification is loss of performance, feeling indifferent;
neither enjoyable nor boring, gamification did not impact learners' motivation and
engagement, preferring traditional methods over gamed ones, gamification did not
improve learners' gain of knowledge, and it did not exert any impact on cognition and
performance (Toda, Valle, & Isotani, 2017) [12]. In their study, Boudadi and Gutiér-
rez-Colén (2020) [2]. opposed these arguments by clarifying how using gamification
boosts motivation by using points, rewards, focuses, makes students more attentive,
and increases competition. Several studies. Moreover, Carlson et al. (2017) [3].
showed when incorporating fun into game activities, this helps to enhance motivation
ability and enhance interaction, which lead to positive behavioral outcomes by prac-
ticing real life situations and challenges.

On the other hand, the evaluation of gamification world market is an indication of
its positive effect, as in 2017, the global gaming market was generally valued at $
2.17 billion and estimated to reach $ 19.39 billion by 2023 as stated in [9].

2 Conclusion

Gamification is an effective approach in individualizing learning where it moti-
vates and engages students differently. We have positioned our-selves in favor of
gamification as it is one of the modern trends in educational technology, it helps stu-
dents to interact and be more engaged emotionally, cognitively, and behaviorally with
educational materials and with other learners meaningfully in educational activities,
which increases the student's ability to be creative and satisfy their emotional and
social needs such as freedom, security, leadership, and self-actualization.

We firmly support application of gamification in a pedagogical context provides
some remedy for many students who find themselves alienated by the traditional
schooling system. Moreover, we would like to encourage all educational institutions
to apply gamification in early levels like first grades, so they get used to gamification
since they spend a lot of time interacting with the virtual world. We would also pro-
pose to increase students' awareness of the importance of using gamification through
seminars and student workshops, taking into consideration the age and psychological
characteristics of learners. As a result, we expect teachers to follow this change and
focus on the new generation needs through incorporating gamification approach with
traditional digital curriculum and focus on learning analytics to optimize learning for
their students.
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