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Abstract

Gamification, or the concept of employing game design elements such as
levels, badges, and others in non-game contexts, has rapidly gained ground in the
field of education. In recent years, an intense debate has emerged regarding this
concept, coinciding with the growth of research in its application. The majority
of studies indicate that it can enhance student motivation, interest, and academic
performance, as well as facilitate the acquisition of cognitive skills and learning
strategies. However, there is limited examination of the influence and impact of
decisions made by educators when selecting gamification elements to design
educational activities. In this regard, this article focuses on analyzing gamification
as a central element within the educational sphere, identifying contradictory
findings between the pedagogical actions promoted by this practice and the
theoretical foundations that support them. Furthermore, it aims to provide
educators with a framework and perspective that enables them to consider
the relevant aspects of gamification for its implementation in their educational
practice. Within this context, teacher training is considered essential to fully
harness the advantages offered by this methodological strategy in the current
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educational landscape. Additionally, this work advocates for the need to promote
a significant transformation in how educators perceive, think, and act in the
educational domain. This entails a shift not only in the conception of education
and learning but also in the adoption of new digital skills and competencies for
the design of gamified educational activities. Ultimately, it is anticipated that this
perspective can benefit both educators and students, offering opportunities for
learning and motivation in an evolving educational environment.

Keywords: gamification, teacher education, learning strategy, educational
planning, educational innovation.

Resumen

La gamificacion o, lo que es lo mismo, la idea de usar elementos de disenos
de juegos (como niveles, insignias y otros) en contextos que no son de juegos,
ha ganado terreno rapidamente en el campo educativo. En los ultimos afos, se
ha generado un intenso debate en torno a este concepto, al mismo tiempo que
han crecido las investigaciones sobre su practica. La mayoria de los estudios,
sefalan que puede mejorar la motivacion, el interés y el rendimiento académico
de los estudiantes, asi como favorecer la adquisicion de habilidades cognitivas
y estrategias de aprendizaje. Sin embargo, poco se cuestiona la influencia y
el impacto que pueden tener las decisiones tomadas por el profesorado a la
hora de seleccionar los elementos de la gamificacion para disefar actividades
educativas. A este respecto, el presente articulo se enfoca en analizar la
gamificacion como elemento central en el ambito educativo, identificando
los hallazgos contradictorios entre las acciones pedagégicas promovidas por
esta practica y las bases tedricas que las respaldan. Por otro lado, pretende
proporcionar a los docentes, un marco y una perspectiva que les permita tener
en cuenta los aspectos relevantes de la gamificaciéon para implementarla en su
practica educativa. En este contexto, la formacion del profesorado se plantea
fundamental para aprovechar al maximo las ventajas que ofrece esta estrategia
metodologica en el contexto educativo actual. Asimismo, este trabajo también
aboga por la necesidad de promover una transformacion significativa en
la forma de ver, pensar y actuar del profesorado. Esto implica un cambio no
solo en la forma de concebir la educacién y el aprendizaje, sino también en
la adopcién de nuevas habilidades y competencias digitales para el diseno de
actividades educativas gamificadas. Finalmente, se espera que esta perspectiva
pueda favorecer tanto a docentes como a estudiantes, brindando oportunidades
de aprendizaje y motivacion en un entorno educativo cambiante.

Palabras clave: gamificacion, formacion de profesores, estrategia de apren-
dizaje, planificacion educativa, innovacion pedagogica.
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Introduction

A powerful current of educational design and strategy has emerged in
recent years, largely influenced by entertainment technology: gamification.
Although still considered in some literature to be an innovative tool
that is worth exploring, new perspectives and approaches arising from
preliminary studies suggest that gamification is also gaining recognition
as an educational technique with significant potential, warranting further
analysis beyond its initial novelty (Gonzalez-Fernandez et al., 2022; Parra-
Gonzalez and Segura-Robles, 2020).

Analysis, reflection and debate on its pedagogical use place it at the
heart of the transformation in the way teaching and learning processes are
conceived. Indeed, recent research (Boller and Kapp, 2017; Pozo-Sanchez
et al., 2022; Mattera et al. (2021) highlights its capacity to enhance the
educational process, make tasks more attractive for students, promote
greater participation, and improve academic outcomes. This research
shows that participants experienced changes in their behaviour, attitude
and psychological state, resulting in improved academic performance.
Studies such as that of De-Marcos et al. (2014) support these findings,
concluding that the incorporation of game elements in the educational
setting enhances the acquisition of knowledge and facilitates deeper
learning. Hernandez-Horta et al. (2018) highlight the importance of
considering gamification principles in the design of educational activities,
given their ability to increase interest in the subject matter. Ortiz-Colon et
al. (2018) also state that it reduces dropout rates and improves engagement
in the teaching process, favouring competency development.

Contrary to the popular belief that gamification has revolutionised
educational methods, certain studies suggest that it has not brought
about significant improvements and, in some cases, has merely resulted
in a superficial duplication of existing activities (Sailer et al., 2017; Zhang
et al., 2020). Furthermore, its impact on academic performance outcomes
continues to be debated due to its varying effects among students, raising
questions about its benefits and indicating the need for further research.

One of the main criticisms of gamification is the excessive use of
external rewards in long-term learning, which can distort and restrict
students’ genuine interest. Koivisto and Hamari (2014) note that the
appeal of a gamified system may stem from its novelty, with positive
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effects such as engagement and interest decreasing over time. In the
current context, characterised by speed, information overload and the
constant presence of technologies, it is becoming increasingly important
for teachers to motivate students to cultivate cognitive skills and learning
strategies of greater educational depth. Placing learners at the heart of the
teaching/learning process and improving their competencies also entails
using new educational approaches to help them adapt to potential losses
of motivation and interest over time within a gamified setting.

Given the holistic transformation that education has undergone in
recent decades (encompassing social, cultural and technological aspects),
there is an increasing urgency to promote a change in teaching and
harness the benefits these tools provide as a way to improve quality of
education (Adell, 2020).

According to Pérez Gémez (2019), the perspectives, cultures and
practices currently found in teacher training are in need of a substantial
overhaul. The approach to what constitutes quality learning has evolved
dramatically, as have educational requirements. More personalised,
contextualised learning experiences are now advocated in order to
develop relevant competencies in students’ daily and professional lives
(Bolivar, 2008). Gamification provides a valuable opportunity to help
reflect on this contentious shift in teachers’ pedagogical culture.

It is therefore worth considering which aspects of gamification could
be suitable for promoting meaningful learning (Pérez Gémez, 2012),
allowing students to autonomously construct their own understanding
while facilitating the reflective reconstruction of their knowledge,
emotions and behaviours, all without perpetuating a purely technical
approach to teaching. This article examines gamification as a core aspect
of the educational context, identifying its pedagogical potential in the
didactic design and any potential discrepancies between the pedagogical
strategies it promotes and the underlying logics that justify them.

Gamification and learning in educational environments

Rapid technological advances have significantly influenced the field of
educational technology, resulting in the integration of technological
applications into teaching processes, methods and approaches, thereby
impacting the educational process as a whole. In particular, the growth
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of games (both serious and general-purpose) as an industry and field
of research is evidence that games and technologies are increasingly
transcending the traditional boundaries of their domains (De Gloria et al.,
2014). As mentioned above, the most recent phenomenon in this growth
field is gamification, a strategy that allows the incorporation of game
elements into teaching in order to improve student motivation, engagement
and learning (Mohamed-Rosly and Khalid, 2017), which, in education, can
be referred to as gamified learning (Sailer and Homer, 2020).

However, it is important to distinguish gamification from other game-
related terms. One of the terms that causes most confusion is serious
games, defined as “games with an explicit, carefully planned educational
purpose that are not intended to be played only as a distraction or mere
entertainment” (Abt, 1987, p. 9). Although these terms may appear similar,
there are technical distinctions when referring to education (Seaborn et
al., 2015). Landers (2014) stresses that the main difference lies in the
attributes of the learning process itself. In serious games, learning takes
place directly through the game’s content, while in gamification learning
occurs indirectly, since the main goal is to enhance engagement and
motivation in students during their day-to-day activities.

Another important aspect in a gamified situation is that the learning
goals are always visible to students and the context represents real-world
situations or problems, whereas serious games keep their goals hidden
and focus on developing skills through simulations (Hu, 2020).

It is also necessary to differentiate gamification from game-based
learning (GBL), which is a strategy that uses existing games in the
classroom as a way to facilitate learning (Ona, 2022). These games can be
in both physical and digital formats (board games, video games, apps, etc).

Indeed, gamification has become increasingly popular in the classroom
due to its capacity to assist students in developing decision-making skills
and applying their knowledge to real-life scenarios. Mitchell and Savill-
Smith (2004) state that, by challenging players and helping them overcome
problems, games can be an effective way to promote learning and skill
acquisition. Griffiths (2002) also stresses that they are “particularly useful
when they are designed to address a specific problem or to teach a
specific skill” (p. 42).

In this regard, teachers are increasingly embracing gamification
approaches based on problem-based learning (PBL) thanks to the
educational benefits they offer. Its principles are based on the premise
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that learning goes beyond academics; learning is not about reducing
educational goals down to just content (Gimeno, 2010), but rather involves
developing skills and building knowledge relevant to daily life (Pérez
Gomez, 2012). Students can feel more motivated and committed to the
learning process when they see that what they are learning has use value
(Santos Guerra, 2005). The study by Kapp (2012) on understanding and
influencing people’s behaviour through gaming strategies demonstrates
that the brain works in harmony with gamification, triggering the release
of dopamine and enhancing participants’ motivation and enjoyment.

Attributes of Gamification

In this symbiotic relationship between pedagogy and gamification,
it is important to understand the most relevant attributes in terms of
facilitating learning. Some of these attributes would be as follows:

B It stimulates an emotional connection in learning. Emotions
have the ability to facilitate the efficient encoding and retrieval
of information, resulting in a more profound and enduring
learning experience. Learning involves feeling, getting excited
and establishing relationships between content and experiences,
making emotions an inseparable part of the educational process
(Bisquerra, 2015). Gamification can help build an emotional
connection between the content and participants, significantly
impacting their engagement with the suggested activities.

B It promotes long-term learning. Authors such as Richter (2010)
state that people’s attention span has decreased from 12 to 8
seconds, with such changes being attributed to the digital revolution,
excessive use of technology, and constant exposure to online
information. Gamification provides an interactive learning method
that can enhance the ability to learn and process information. This
relates to the manner in which our brain processes and retains
new information, which is closely connected to Ausubel’s (2002)
theory of meaningful learning. The way content is presented, the
way information is structured in fragments, and the short time
intervals involved are aspects of gamification that can help to
counteract the lack of attention and improve students' ability to
remember what they have learned during class.

Revista de Educacion, 405. July-September 2024, pp. 241-264
Received: 22/05/2023  Accepted: 06/10/2023



Pérez Granados, L., Mufioz Gonzdlez, L. D. L. C. GAMIFICATION IN EDUCATION: CHALLENGES, POTENTIALITIES AND PERSPECTIVES FOR IMPLEMENTATION

B It awakens motivation through storytelling. Games often
incorporate narrative elements, such as characters and plots,
which enrich the learning experience. This approach is what
most sparks students’ interest and motivation, since stories are
more attractive to the brain than facts, as suggested by Postigo-
Fuentes (2021). In well-designed gamification, the narrative gives
the activity context by establishing goals, limiting actions, and
evoking emotional reactions, while students grapple with intricate,
real-world challenges (Squire et al., 2003). Creating a framework
and an immersive narrative that offer learners a comprehensive
learning context and engaging experiences is therefore key to
successfully integrating gamification into education.

B It improves endorphin release and keeps the brain healthy.
Thanks to their ability to stimulate the release of endorphins,
gamification strategies have a powerful impact on well-being,
calmness and concentration. Gamification allows us to create
experiences that give students a sense of accomplishment. We
should capitalise on this view of learning that goes beyond
the acquisition of knowledge or specific skills, and focus on
harnessing participants’ enthusiasm in order to generate interest
and stimulate neural pathways, helping increase neuroplasticity.
Gamification therefore not only generates interest in learning,
but also has a positive impact on cognitive development (Gee,
2003).

B It facilitates social interaction. It is worth mentioning that, thanks
to the link between learning and social context, gamification
illustrates Vygotsky’s sociocultural theory of cognitive development.
Gamification creates opportunities for the social dissemination
of ideas and behaviours, making actions and decisions that are
inherently private visible to peers and colleagues (Aguiar-Castillo et
al., 2019). Rohman and Fauziati (2022) explain that students interact
with each other during the gamified experience, thereby creating
interactive contexts in the process of building their knowledge
and also fostering collaboration, teamwork and learning based on
the zone of proximal development (ZPD). Taking ZPD (Vygotsky,
2012) into account in gamification allows us to offer challenges
and tasks that make full use of participants’ individual skills and
abilities, assigning appropriate roles and responsibilities.
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B Feedback as an ally. Feedback, according to Castaneda-Cantillo
(2013), is essential to the learning process, providing students
with an understanding of their progress. A key aspect of most
games is the presence of a systemic interaction that offers
immediate feedback, which Prensky (2001) believes enhances
student motivation and engagement, enables them to recognise
their strengths and weaknesses, and fosters a stronger dedication
to learning.

In terms of the attributes of gamification, it is clear that emerging
pedagogical practices are heavily influenced by deeply routed pedagogical
theories, such as social constructivism and project-based learning. Only
by understanding how it works can we develop an engaging, motivating
didactic design that effectively incorporates game elements into the school
and classroom environment. Adell and Castafieda (2012) acknowledge
that these strategies present both opportunities and constraints, and it
is the duty of teachers to be aware of them. Although it is promoted as
an innovative tool, does it actually favour educational innovation? Del
Rio-Fernandez (2023) stresses that educational innovation is a constant
process and should not be conceived as an isolated act. According to Sola
(20106), there is often an empty discourse that promotes technology and
creativity as a source of innovation that in many cases leads to “activism
for activism’s sake”, with these new activities lacking a psychopedagogical
foundation or clear significance for students. As we shall see below, the
key lies in the teacher and his or her role around helping people to
learn, which obviously requires having the knowledge and competencies
necessary to understand the benefits of this tool and incorporate them
appropriately in professional practice.

Intrinsic motivation in planning gamified environments

The concept of “motivation” can vary depending on the context, but, in
general, it encompasses internal and external processes that provide an
explanation for our actions, both past and future. According to Ainley and
Ainley (2011), motivation is the reason behind behaviour, which defines
what and why we do something. A lack of motivation is one of the most
frustrating obstacles to learning that teachers can encounter. Despite its
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apparent simplicity, the complexity of this subject has been extensively
researched in an attempt to define and understand it. Motivation has
proven to be a crucial factor in learning and achieving goals, which has
led to ongoing interest in analysing its attributes from various fields of
knowledge, including education. In Table I, Becta (2001) presents some
characteristics that influence motivation in relation to the attributes or
procedural principles of gamified activities:

As can be seen, some of the features that promote motivation are
connected to the pedagogical principles mentioned earlier, which stress
active, meaningful, relevant learning where students build their own
knowledge through experience and interaction with the environment.
Gamified learning pursues two primary goals: to identify students’
motivations for engaging in the task, and to manage this information
to improve activities and predict how they will work in the specific
context. In the educational field, focusing on the first of these goals is
key to adapting gamification elements to students’ interests and needs,
engaging them in their learning processes. However, planning a gamified
environment is a complex task because individuals are motivated by a

TABLE I. Characteristics that influence motivation

What does motivation indicate? Autonomous work
Self-directed problem-solving
Persistence

Pleasure in learning

What generates motivation? Active participation

Intrinsic, quick feedback

Challenging but achievable goals

A mixture of uncertainty and openness

What can help motivation in a Collaborative interaction

useful way? Peer-mediated scaffold learning
Creative competition or cooperation
Equal opportunities

What does sustained motivation Link to reality
depend on? Relevance for the user
Recognisable, desirable roles for players
What are the problems with Motivation can lead to obsession
motivation? Motivation can cause transference from fantasy to reality

Motivation can induce selfishness

Source: Becta, 2001, p.2.
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range of different factors, such as the desire for rewards or simply the
enjoyment of taking part.

Two differentiating features that play an important role in player
motivation are identified in current approaches: intrinsic and extrinsic
motivation (Deci et al., 2001). In intrinsic motivation, a behaviour or
action is associated with an internal value, a personal enjoyment, while
in extrinsic motivation, external rewards or punishments are given in
exchange for continued commitment or behaviour. In learning, intrinsic
motivation has proven to be particularly significant due to its numerous
educational advantages. Aguilar (2016) identifies it as the interest and
satisfaction derived from engaging in an activity for oneself, demonstrating
a sense of power, effectiveness and autonomy that is inherent to the
value of the task. This results in an increased inclination towards
learning, improved information retention, and enhanced ability to apply
acquired knowledge in relevant contexts (Pérez Gomez, 2012). However,
an unbalanced, inconsistent gamified design that relies excessively on
prizes and rewards may primarily encourage extrinsic motivation and
short-term engagement. Zichermann (2011) argues that this approach
omits the positive potential of gamification beyond awarding prizes.
Extrinsic incentives, when used correctly, can send the message that
skill rather than effort alone is rewarded. As Kalat (2011) notes, the
reward in a gamified environment would be the mere fact of using one’s
own skills. However, extrinsic motivation should be used to enhance
intrinsic motivation by rewarding students for seeking new challenges,
demonstrating curiosity in learning, or completing tasks for the pleasure
of learning (Lepper et al., 2005). Teachers can cultivate this motivation
in order to enhance the learning process by balancing the internal and
external elements that constitute the desire to learn for the pleasure of
doing so.

As for the effectiveness of gamification, research has often used Ryan
and Deci’s (2017) self-determination theory (SDT) as a framework for
analysing students’ motivation and learning engagement. This theory
encompasses intrinsic and extrinsic motivations and considers three
essential psychosocial needs in these human motivations: Personal
attribution, which is satisfied with free choice and alternatives to solve
the task, thereby increasing perceived autonomy and, in turn, intrinsic
motivation (Ryan and Deci, 2000); Competence, which is encouraged
by providing feedback on attractive tasks and challenges, promoting
motivation to complete the activity; and Relationship, which is satisfied
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when feeling connected to others and being part of a community with
common interests and goals. Studies into SDT and education have shown
that supporting these intrinsic needs facilitates deeper, internalised
learning (Rigby and Przybylski, 2009).

Sherry et al. (20006), in addition to Competence and Relationship, point
to four motivational factors that make young people want to play video
games, namely excitement, challenge, fun, and fantasy. Excitement comes
from fast action and high-quality graphics; Challenge involves pushing
oneself to a higher level of skill or personal accomplishment; Fun is
often used to avoid stress or responsibilities, pass the time, and relax; and
Fantasy allows participants to do things that are unattainable in real life.

Knowing these aspects will be crucial in order to understand the
what (content) and why (process) of pursuing goals and to provide
explanations for motivational behaviour. Understanding the reasons that
lead young people to play video games enables us to anticipate which
gamification elements should be considered when designing the activity
(Keller, 2009). Intrinsic motivation is considered the most beneficial, given
its ability to satisfy the three psychological needs of SDT and facilitate
long-lasting, high-quality learning (Ryan and Deci, 2017; Deci and Ryan,
2000). Gamification combines these two motivations by using extrinsic
rewards such as levels, points and badges to enhance engagement, while
also bolstering autonomy and a sense of belonging (Muntean, 2011).

Educational possibilities of gamification: key components for imple-
mentation

As noted above, gamification takes game elements and uses them to
enhance teaching and learning, fostering student engagement and focus.
Its goal is to establish an engaging interactive educational experience
that promotes a willingness to learn and encourages positive behavioural
changes, both at individual and collective levels (Ibarra, 2022). According
to Lopez-Mari et al. (2022), the concept of “civic gamification” is used
to describe this strategy’s ability to foster cooperation and engagement
among participants. It is also associated with creating a “flow experience”
(Oliveira et al., 2020), where students are fully immersed in the task
and harmonise goals and emotions, “sustaining effort and performance
through a sense of enjoyment derived from the balance between challenge
and enjoyment” (Ofia, 2022, p. 25).
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FIGURE . Basic proposal in gamification design

g Identify the T Create roles and
Clarify proposals content fictional T
framework
Establish Create a . Design 'the curricular
increasing transparent Establish mles experience: What
ety el e and regulations adventure will students
ifficulty levels reward system live?

Constantly evaluate Off .
the experience in G
feedback

order to improve

Source: drafted internally.

Figure I presents a basic approach to gamification design. Although
implementing gamification in the classroom might seem a simple task,
it is actually quite complex. Unlike linear educational sessions, this
methodology may require storyboards, flowcharts, prototypes, computer
code and a cycle of continued experimentation, assessment, feedback
and modification. Planning and outlining the different elements of the
game is a somewhat complex task.

To ensure a better understanding of gamification and apply best
educational practices, this text presents the key components that should
be included when implementing a gamified experience in the classroom.
Although some of these elements have been mentioned in previous
sections, here they are connected and focused on the design of didactic
activities and their adaptation to the context:

B Fictional framework: this involves developing a broad, consistent
story (Raftopoulos, 2014) with a well-developed narrative that
actively engages learners and immerses them in an engaging
adventure: “Pirate Plunder”, “Time Globetrotters: the adventure of
time travel”, are just a few suggestive titles that can frame the
plot and enhance a gamification project. This will help generate a
stimulating immersive environment for learning, promoting a sense
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of belonging and emotional connection, as well as participation
and engagement.

Roles and avatars: the gamified experience is enriched when
participants embody personalised roles represented through
avatars. This gives students an identity and ensures they are the
central figures in their own learning adventure. This role should
be in line with the type of player identified with. In this sense,
Bartle’s (1996) categorisation of the four types of player profile
could be taken into account:

— Achievers: achievers are focused on achieving the goals of
the game with efficiency and integrity. While they do not
necessarily seek to beat other players, they strive to outdo
themselves and complete tasks properly. Their attitude can
make them good leaders who motivate the team in the pursuit
of their goals.

— Explorers: explorers are passionate about discovering new
things and exploring all the possibilities offered in the game.
Their main motivation lies in facing uncertainty and surprise,
and in solving the challenges they face. They are willing
to take risks and are not so concerned with controlling or
dominating the game. They enthusiastically share their
findings and knowledge, looking for everyone to benefit from
their explorations. This type of player can bring a creative,
innovative approach to the team, finding novel solutions.

— Socialisers: socialisers enjoy the social interactions that the
game provides, seeking to establish relationships with other
players through participation. For them, the game is an
opportunity to share experiences, emotions, ideas and, in
short, to make new friends. They are especially attracted to
team play, where they can collaborate with others and develop
social skills. Their work can be very useful in creating a good
working environment and fostering cooperation. They can
also help with conflict mediation and with building positive
relationships within the team.

— Killers: killers like to demonstrate their control, superiority
and dominance. Their main goal is to win, and they will have
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no qualms about doing so at the expense of other players.
Competition and recognition are the most important things to
them, and they enjoy bragging about their victories. This type
of player can bring a competitive and challenging perspective,
stimulating the team to improve and surpass themselves.
However, it is important to ensure that their approach is not
too aggressive or detrimental to the team as a whole (Monzo6n-
Honrubia, 2021).

Each type of player can bring valuable skills and perspectives to a
team in a gamified classroom experience, so it is worth identifying them
and considering their distribution in order to form balanced groups.

B Challenges, feats or missions: the tasks to be carried out by the

students in order to develop the competencies and meet their goals.
This involves navigating and resolving challenges or obstacles in
accordance with the rules of the activity, varying levels of difficulty,
and, in certain cases, chance elements that can either benefit or
hinder players throughout their adventure. Developing challenges,
feats or missions requires meticulous preparation that strikes a
balance between participants’ abilities and the level of challenge
posed by the game. Ensuring that tasks are neither too difficult nor
too easy will reduce participants’ frustration and allow learners to
gain self-confidence (Hammond, 2001). This balance is essential
to maintain motivation and to capture attention in the long term.
In this sense, we have already mentioned the link to ZPD and the
importance of knowing the student’s level of cognitive development.

Progress measurement standard: rubrics, cumulative experience
scoring through achievements, activity logs (Lee and Hammer,
2011), or any other gamified system that can establish and identify
the team’s or the participant’s path and current situation (similar to
a continuous assessment system) can be used to motivate learners
through successful experiences and a sense of achievement. The
plot of the fictional framework may also progress based on the
success achieved in various activities. In any case, the ethical and
pedagogical component will always be fundamental. Monzon-
Honrubia (2021) emphasises the importance of the gamified
experience resulting from teamwork and from acknowledging
joint progress, with students working together to meet goals,
fostering attitudes such as altruism and positive communication.
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B Continuous feedback through badges and symbolic rewards:
according to Ortiz-Colon et al. (2018) and Foncubierta and
Rodriguez (2016), constant feedback is one of the biggest
advantages of gamification and helps foster tolerance to failure,
freedom to make mistakes, awareness of the learning process, and
a sense of progress. Systems including experience points, badges,
achievements and narratives can be used to provide this feedback.
However, their educational value will depend largely on the type
of activity in question, such as problem-solving, knowledge tests,
open-ended questions, writing or speaking, and their relevance
to the pedagogical goals. This is the most controversial element,
since its application can intrinsically or extrinsically influence
motivation, with the former, as discussed above, being the one
that has a real pedagogical significance.

Key considerations for teachers

Implementing gamification in the classroom places significant
responsibility on the teaching team. The success of this strategy will
depend to a large extent on how the project is designed and planned.
However, the most relevant factor will not be what to teach (despite this
also being important), but rather how to teach it, i.e. which processes,
models and techniques will be used, since “the educational quality of
these activities, will determine, to a large extent, the possibilities of
student learning” (Alcaraz et al., 2019, p. 125).

Below are five key points that every teacher should take into
consideration when carrying out a gamified experience:

B Know the risks of gamification: although successful experiences
are well known, it should be noted that inadequate implementation
and design are also quite common in gamification (Navarro et al.,
2021). For example, the excessive use of extrinsic rewards can
detract from and limit real interest in learning. Moreover, focusing
excessively on competition within a group may lead students to
prioritise outperforming their peers rather than focusing on personal
growth, resulting in a decrease in both self-esteem and motivation.

B Minimum training in gamification: designing a gamified
educational experience implies knowing its specific characteristics

Revista de Educacion, 405. July-September 2024, pp. 241-264
Received: 22/05/2023  Accepted: 06/10/2023

255



256

Pérez Granados, L., Mufioz Gonzdlez, L. D. L. C. GAMIFICATION IN EDUCATION: CHALLENGES, POTENTIALITIES AND PERSPECTIVES FOR IMPLEMENTATION

in order to maximise the benefits and reduce the drawbacks.
As noted above, we must differentiate gamification from other
strategies that it tends to be confused with, such as serious
games or GBL. Ona (2022) also distinguishes between superficial
gamification and deep gamification. Throughout the article, we
have discussed the concept of deep gamification, which entails
creating an immersive experience in the classroom through a
complex narrative. Superficial gamification, meanwhile, uses
online tools for simple activities with game elements (Quizizz,
Genialy, Kahoot!, Socrative, Poll, Everywhere, Plickers, Quizlet,
Super Teacher, etc.). There is often confusion between these
approaches, as stated by Navarro et al. (2021) in their research
involving 118 gamified experiences, with 62 being excluded due
to non-compliance with the true methodology.

Count on the latest advances in neuroeducation: neuroscience,
and especially neuroeducation, has discovered that meaningful
learning is linked to emotions. As already mentioned, positive
rather than negative emotions favour the neuronal synapses in
charge of learning. Without emotion, there is no motivation; and
without motivation, it is difficult to learn anything (Monzon-
Honrubia, 2021). Gamification cannot be fully understood without
addressing emotions and motivation, as these factors are where its
greatest potential lies.

Know our students: a key element in the design of any gamified
project is to know the context of the school and the classroom: the
school year in which the experience will take place, participants’
abilities, their interests, and their profile as players. We previously
talked about the four types of players; identifying which one our
students identify with can make it easier to form teams, thereby
enhancing engagement and, consequently, the effectiveness of the
gamification.

Establish consistent goals and procedural principles: a
gamified experience must be based around activities arising
from the curriculum and be aligned with the competencies and
pedagogical processes that facilitate learning, since, as Garcia-
Tuleda (2019) points out, “gamification provides motivation and
interactivity, but not the actual process of learning”. (p. 3)
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In this sense, it will be necessary to establish clear goals and
procedural principles that will serve as guidelines to think through,
modify or develop activities: Do we want students to be the main players
in the process? Do we want the proposal to be inclusive? Do we want it
to encourage reflection, cognitive links and metacognition? Do we want
the assessment to be formative and continuous?

Each teacher has his or her own conception of what is valuable
and possible in the field of education, which is shaped by his or her
personal experiences, training, environment and interactions with other
professionals in the sector. Consequently, the way in which teachers
approach their educational work is influenced by their own visions of
the meaning and function of the school and their roles in it.

When designing and developing a gamified experience, it is essential
to establish clear procedural principles to ensure that the actions around
practice are purposeful and intentional, aligning with the pedagogical
values we wish to promote.

Conclusions

Gamification has become an increasingly influential educational trend
over recent years, thanks to its potential in terms of integrating playful
elements that enhance student motivation, engagement and the learning
process. While some studies argue that this approach has not had a
significant impact on education, emphasising the negative effects of
extrinsic rewards over a prolonged period, other research acknowledges
its potential to bring about transformative changes in the teaching-
learning process, as well as its capacity to foster student engagement
and interest.

In this sense, motivation is the central factor underlying student
behaviour, which can be manifested intrinsically or extrinsically. The two
dimensions of motivation are therefore closely linked to the characteristic
elements of gamification. However, if we prioritise the educational value
of the activities, our main focus should be on promoting processes
that enhance intrinsic motivation (e.g. autonomy in decision-making,
emotional connection through social interactions) and on applying
knowledge to practical situations, all of which, as we have seen, are
crucial for the cognitive process.
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However, when assessing the integration of gamification in the
classroom, the first step should be to acknowledge that it is one of
many instructional approaches, distinguished by a specific design which
should always be guided by a pedagogical purpose that goes beyond just
its motivational aspect. Moreover, adaptation to the context and type of
students should consider their personal and cognitive characteristics, as
well as their age and developmental stage.

Adequate training in the components and particularities of
gamification (fictional framework; roles and avatars; challenges, feats or
missions; progress measurement method; feedback through badges and
symbolic rewards) will help prevent it being confused with other related
educational strategies, such as serious games or GBL.

It must not be forgotten that the success or failure of gamified learning
cannot be solely attributed to the resources used, but rather depend
primarily on the design, planning and meaningfulness of the experience.
Indeed, highly motivated students may become tired of poorly structured
dynamics, meaningless activities or poorly calibrated challenges
(Foncubierta and Rodriguez, 2016). Training around gamification is
therefore key in order for teachers to design meaningful experiences
that favour student motivation and learning, guaranteeing its success in
the classroom.

Information

Research project: “Estudio sobre las interacciones en Redes Sociales
de Gamers y Creadores de Contenido Digitales y Fanaticos. Influencia
en el rendimiento deportivo y profesional (INTERS-GAMERS)”. Catedra
estratégica eSports. Ref: Redes Gamers 2023/00000201.
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