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Gamification in education has gained significant traction as a strategy to enhance student engagement, motivation, and
learning outcomes due to the development of digital technology and mobile applications. The term “gamification of
education” refers to a growing strategy for raising students’ motivation and engagement by introducing game design
features in classroom settings (Dichev & Dcheva, 2017). Incorporating game elements and learning activities into gamified
learning can heighten students' inherent motivation, transforming educational tasks into enjoyable and fulfilling experiences
(Koivisto & Hamari, 2019). Apart from that, gamification can boost cognitive load and achievement levels, and students
generally have positive thoughts regarding gamification strategies. However, when gamification is applied, the cognitive
load factor must be considered, and certain precautions must be taken to maximise effectiveness. (Turan et al., 2016).

In addition, gamified platforms can offer personalised learning experiences by allowing students to choose their
learning paths, explore topics at their own pace, and receive tailored feedback based on their performance. This
individualised approach accommodates a range of learning styles and preferences. Besides, it promotes the development
of various skills, including critical thinking, communication, problem-solving, collaboration, and decision-making (Kuo-Wei
Lee, 2023). Students improve their style through quests, simulations, and interactive challenges by practicing and applying
knowledge in real-world scenarios.

The use of gamification strategies in the form of points, badges, and leaderboards can boost student engagement
with instructional content by giving them instant feedback and creating a sense of accomplishment. Activities that feel like
games generally elicit higher participation and time commitment from students. Gamification encourages students to strive
towards objectives and persevere in their learning endeavours by integrating components such as rewards and progression
systems. Students may be motivated to overcome hurdles and remain dedicated to their studies by the sense of
accomplishment they receive from earning points or completing challenges.

Overall, the use of gamification in education holds promise for transforming learning experiences, making them more
engaging, motivating, and effective for students across various educational settings and disciplines. It has become a
valuable resource for educators seeking to leverage technology to assess student understanding, monitor progress, and
facilitate meaningful learning experiences.

The technology of gamification software now offers many tools to offer a game-based learning experience with
various templates that allow educators to make lessons more interactive. Here are some of the tools as depicted in Figure
1 that can benefit educators in making learning environments interesting and fun for the students, as well as allowing the
educators to design their lesson plans or assessments.
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GAME-BASED LEARNING TOOLS

Kahoaot! is an online learning platform that offers game-based leaming experiences. It is widely used in
educational settings to create, play, and share learning games, quizzes, and surveys. Kahoot! uses music,
“M‘ Imww.mmmﬂmhgmmmmlmmwmmwmmuw
make students excited about the task given. Students receive points for every cormact answer and
extra points for answering faster than others.

Genially is an onkine platform that allows users to create interactive multimedia content, such as
geniall'y presentations. infographics, interactive images, pamification, quirzes, breakouts, portfolios, and other
visual materials that enrich with interactivity and animation effects. it allows users to add video links,

images, text, and more to presentation with hidden elements to be discovered and interact with.

Quizizz is an online platform used for creating. sharing, and playing interactive quizzes, palls, and
bessons. It is primarily utilized in educationad settings to engage students in leaming through
Ou|2|zz gamification. Students can join from any device with a web browser through handphones. Quizizz offers
- @ wide range of foatures that make the process of creating and participating in quizzes fun and
effective.

Arcademics {8 an onling aducational piatform that offers a collection of interactive games, and activithes
designed to enhance learning in various subjects. primarily fecusing on math and language arts.
Educators and parents can view analytics and reports that sllow customization of game content.

Knowre is an aducationsl application designed to provide personalized math learning experiences for
9 knowre students. It offers a variety of featunes aimed at helping students improve their math skills and
understanding through adaptive practics, interactive lossons, and real-tima fesdback.

Socrative is an gy platform designed to v and L
.-l . dumnm.mhﬂuuhmnﬂulmuwlmdnmlmhnﬂm-um nﬂnluluﬁlll
a® socrative allow educators to create, administer, and analyze assessmonts in real time. fostering active leaming
and student engagement.

Figure 1: List of Gamification Tools in Teaching and Learning

In conclusion, gamification tools like Kahoot!, Genial.ly, Quizizz, Arcademics, Knowre, and Socrative offer an
engaging and interactive approach to teaching and learning. By incorporating these tools into educational practices,
educators can enhance student engagement, promote active participation, and facilitate effective knowledge retention.
Similarly, students benefit from a more enjoyable and stimulating learning experience, which fosters motivation and deeper
comprehension. Embracing gamification in education holds immense potential for transforming traditional teaching
methods into dynamic, interactive, and effective learning environments for both educators and students alike.
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