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Article Details ABSTRACT
Received on 27 May, 2026  Gamification has been incorporated into modern educational environments as an
Accepted on 29 June, effective method of improving the learning experience of students, especially in

2026 digitally mediated and student-centered classrooms. Despite the advances in
Published on 30 June, education technology, educators and institutions across the globe still face the
2026 " monumental challenge of keeping students motivated, engaged, and achieving

academically. The current qualitative study explores the impact of gamification on
students’ motivation and academic achievement, through a critical examination of
learners’ experiences, perceptions and behavioral reactions to game-based learning
elements in educational contexts. The study employed a qualitative research design
Copyright @Author via semi-structured interviews, classroom observations, and thematic analysis to
Corresponding Author: investigate the impact of gamified learning environments on students’
participation, collaboration, competition, and learning satisfaction. The findings
suggest that gamification significantly improves students’ intrinsic motivation,
classroom engagement, active participation, and general interest in learning
activities through rewards, badges, leaderboards, and interactive challenges. The
study also suggests that gamified approaches boost cooperative learning, promote
peer communication, and positively affect academic achievement by providing fun
and immersive learning experiences. But the research also points to some
limitations like overcompetition, dependence on rewards and unequal
participation of students which might negatively impact longterm learning
behavior if not implemented strategically. The study emphasizes the educational
importance of combining motivational game mechanics with pedagogical
objectives for meaningful learning outcomes. The findings have important
implications for teachers, educational institutions, policy makers and digital
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learning developers interested in improving instructional effectiveness and student
outcomes through innovative teaching methodologies. The study concludes that
gamification, when thoughtfully integrated into educational practices, has
considerable potential to improve learning motivation, promote academic
engagement, and facilitate more effective and interactive educational experiences.
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Introduction

The tremendous proliferation of digital
technologies has mostly transformed the
educational systems worldwide by altering
the traditional teaching practices and
redefining the learning experiences of
students in contemporary classrooms.
Educational institutions are adopting more
innovative technological approaches in
teaching and learning environments to
respond to the demands of twenty-first
century education and digitally connected
societies. Such transformation has gained
momentum especially in the field of
student-centered learning, which focuses
on interaction, engagement, collaboration,
creativity, and active participation rather
than passive acquisition of knowledge.
Therefore, technology has

become an important part of improving

educational

teaching effectiveness, improving students’

experience and solving the perennial

problems of students’ motivation and
academic performance.
Several technological

influenced present-day

innovations have

education.
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Gamification is one of them that has
gained significant attention among scholars
and practitioners as a promising approach
learners’

to increase engagement and

improve educational outcomes.
Gamification is the use of game design
elements and mechanics in non-game
settings, such as in educational contexts, to
increase engagement, encourage behavior
change, and enhance learning experiences.
In contrast to the use of educational games
in  traditional gamebased learning,
gamification incorporates some of the
features of games into classroom activities,
online learning systems and instructional
practices, to make educational experiences
more  interactive ~ and  motivating.
Gamification elements commonly include
points, badges, rewards, leaderboards,

challenges, feedback

competition, and collaborative activities.

levels, systems,
These elements of gamification are often
designed in a way that motivates students
to engage in the learning process and keeps
them interested.
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The greater use of gamification in
education is a part of wider global trends
towards active learning, digital interaction
and experiential education. Educational
institutions at all levels are adopting
gamified learning systems in physical and
virtual classrooms to generate engaging and
immersive learning environments that can
offset a decline in student interest in
traditional teaching methods. In numerous
traditional learning environments, students
frequently suffer from low motivation, lack

of classroom interaction, passive learning

behavior, and diminished academic
enthusiasm  because of monotonous
teaching approaches and inadequate
learner engagement. Such difficulties

became more apparent in technologically

changing societies where students are
increasingly familiar with interactive digital
outside  the

teachers  and

experiences classroom.

Therefore,
administrators look for innovative teaching
methods that can increase motivation to

education

learn,  engagement, and  academic
performance and create meaningful and
enjoyable learning experiences.

Motivation is generally considered to be
one of the important
influencing students’ learning behavior,
educational engagement and
achievement. In educational psychology,

motivation is defined as the internal and

most factors

academic

external forces that stimulate learners to
participate in educational activities and to

https://policyjssr.com/index.php/PJSSR/about
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pursue academic goals. Students with high
levels of motivation are more likely than
students with low levels of motivation to
demonstrate persistence, concentration,
active participation and positive learning
attitudes. Nevertheless, many educational
systems create a complicated problem for
keeping students motivated due to factors
such as boring teaching methods, few
chances for interactive learning, little
feedback, and not enough
acknowledgment of student success. These
problems often lead to students’ lack of
low  participation,
performance, and

class  engagement,
declining
dissatisfaction with the learning.

academic

To respond to these educational concerns,
gamification has appeared as a promising
approach to improve students’ intrinsic
and extrinsic motivation by introducing
rewarding  learning
experiences. Gamified
environments use points, badges, rewards

and leaderboards to create a sense of

enjoyable  and
educational

achievement, progress and recognition for
Challenges and competitive
events foster curiosity, persistence and goal-
directed actions, and immediate feedback

learners.

systems provide students with continuous
evaluation and encouragement of their
performance. Gamification seeks to make
learning an active, instead of passive,
engaging experience, by using these
mechanisms to encourage students to take
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more active roles in class activities and
academic tasks.

Additionally, gamification has been linked
to increased classroom engagement and
learning

collaborative experiences.

Interactive  learning  activities  often
communication,
and
thus

environments

promote cooperation,

peer  interaction, collaborative

problem-solving, creating  social
that  support

academic growth. Collaborative challenges

learning

and group-based competitions can activate
critical thinking and active knowledge
construction, and foster
relationships among students. Gamified

interpersonal

systems also help to personalize learning
digital
students  to

experiences in learning

environments,  allowing
progress at their own individual learning

Such

more

pace and performance level.
flexibility  has
important in modern education, especially
blended learning
environments where engaging students is
one of the biggest instructional challenges.
Gamification is a growing
education, but there is still a lot of
academic debate about its real effectiveness

become even

in online and

trend in

and long-term educational effects. While
many studies report positive outcomes
related to motivation,
engagement and academic achievement,
some researchers argue that an over
reliance on external rewards may reduce
intrinsic

increased

motivation and create a

https://policyjssr.com/index.php/PJSSR/about

dependency on competitive incentives. In
some learning environments, the use of

leaderboards and  competition = may
negatively impact lower-performing
students, increasing anxiety,

discouragement or feelings of exclusion.
Moreover, not all students respond well to
gamified experience.  Their
individual learning preferences, personality

learning

traits, cultural contexts and educational
backgrounds may affect their perception
and participation in gamified activities.
These concerns underscore the importance
of critically evaluating the positives and
negatives of gamification in educational

settings.
The gamification literature has been
mainly focused on the quantitative

measurements of academic performance,
user satisfaction and system effectiveness.
These studies provide useful statistical data,
but they often fail to capture the richer
human experiences, perceptions, feelings,
and behavioral reactions that occur within
gamified learning Still,
qualitative research is much needed to
examine how students personally interpret,
experience, and respond to gamification in
educational contexts. Understanding the

environments.

lived experiences and perspectives of
students is essential to identify the
underlying  psychological, social and

educational factors that affect the success
or limitations of gamified learning systems.
Additionally, qualitative inquiry provides a
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critical lens through which researchers can

analyze the complexities of learner
of participation,

and motivational

engagement, patterns
responses,
factors that are not easily quantified.

Hence, the aim of this study is to critically

emotional

analyze gamification effect on students’
motivation and academic performance in
setting with the help of
qualitative research. This study aims to
investigate students’ perception, experience
and behavioral responses to gamified
learning environments and investigate the

educational

effects of specific gamification elements on
engagement, participation, collaboration,
learning  satisfaction and  academic
achievement. The research will contribute
better understanding of the

educational

to a
value and practical
implications of gamification in current
teaching and learning practices by focusing
on students’ experiences and
interpretations.

The primary objectives of this study are:

To explore students’ perceptions of the role
of gamification in enhancing motivation.
To examine experiences of
gamified learning environments in relation
to engagement and participation.

To investigate students’ perceptions of how
gamification
performance
To identify perceived benefits and

challenges of gamified educational systems.

students’

influences academic

https://policyjssr.com/index.php/PJSSR/about
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The importance of this study is that it
could provide insights for educational
policy, instructional design, and practices
of technology-enhanced learning. The

results can be helpful for teachers,
curriculum developers, educational
institutions, and  policymakers  to

understand the strategic integration of
gamification in educational systems and to
enhance students’ learning experiences and
academic results. In addition, the results of
this study
developers of digital learning platforms

can offer information to
who are interested in creating effective and
appealing educational technologies that
address  students’
psychological needs.
The qualitative approach is
particularly appropriate for this study, as it
allows for an in-depth exploration of

motivational  and

research

participants’ experiences, feelings, attitudes,
regarding gamified
Qualitative  inquiry,
observations and

and interpretations
learning
including
thematic analysis, allows researchers to
capture the complexity and richness of
human experiences that quantitative
approaches Motivation,
engagement and learning satisfaction are
subjective and experiential, hence the
qualitative study is a good framework to
critically understand students’ perceptions
and responses to gamification in education.
In summary, the increasing popularity of
gamification in education reflects broader

systems.
interviews,

may  miss.
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trends in digital learning, student-centered
pedagogy, and interactive instructional
design. With the continued search of
innovative ways to improve motivation,
engagement and academic achievement,
understanding the educational impact of
gamification has become more important.
By investigating students’ experiences and
perceptions critically, the study aims to

provide substantial qualitative
understanding  of the impact of
gamification on student learning behaviour

and academic success in modern

educational contexts.
Literature Review

The Concept of Gamification in
Education
The growing wuse of technology in

education systems has transformed the
methods of teaching and learning in
schools, colleges, universities and digital
settings. One of the
disruptive innovations that emerged from
this gamification, a
pedagogical method that includes game-
design elements in non-game educational
enhance  engagement,
participation, and academic achievement
of learners. Gamification originates in the
larger digital gaming industry where game
mechanics were first designed to maintain
the player’s interest, to promote persistence
and to activate motivation via interactive

learning most

transformation is

contexts to

experiences. These mechanisms have been

noted by educators and instructional

https://policyjssr.com/index.php/PJSSR/about

designers as having potential for addressing

problems of low student motivation,
passive behavior in classrooms, and low
levels of academic engagement.

In education, gamification involves using
game elements like points, badges, rewards,
leaderboards,

instant

challenges,
and

competition,
quests, feedback

progress tracking strategically to enhance
teaching and learning. In contrast to game-
based learning, where the educational

systems,

games are actually used, gamification is the
process of incorporating specific interactive
and motivational aspects of games into
regular educational activities without
transforming the entire curriculum into a
This distinction is
because gamification is mainly concerned
with experiences,

motivation and engagement while keeping

game. important

improving  learners’
the existing educational structures and
learning objectives.

Gamification is a product of broader

trends in education towards student
centered learning, which emphasizes
interaction, creativity, experiential

participation, and collaborative knowledge
construction. Active learning, a method
that promotes student engagement and
involvement, has been proposed as a
counterpoint  to teaching
approaches, which are frequently criticized
for their passive character, reliance on rote
memorization, and teacher-centric lectures.

traditional

These approaches have increasingly failed
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of digitally
connected learners who are accustomed to
interactive and technologically engaging
environments outside the classroom. Thus,
educational institutions worldwide
experimenting with gamified
systems to bring about more stimulating
and meaningful educational experiences
that can improve motivation, engagement,

to meet the expectations

are
learning

and academic performance.

The conceptual basis of gamification is
strongly related to psychological and
educational
behavioral

theories on  motivation,

reinforcement,  experiential
learning  and participation.
Gamification aims to make learning an
enjoyable, and  rewarding
process that motivates students to actively
engage in educational activities through
well-thought-out mechanics. But
gamification is a contested concept in
educational scholarship with researchers
still debating its longterm effectiveness,
psychological

active

immersive,

game

pedagogical  value and
implications despite its growing popularity.
Gamification Elements and Their Impact
on Education

One of the main features of gamified
learning environments is the inclusion of
specific game-design elements that are
learners and

intended to motivate

influence educational behavior. Points are

one of the most commonly used
gamification elements , because they
provide  quantifiable = measures  of

https://policyjssr.com/index.php/PJSSR/about

achievement and progress . In school,
points are often given for doing homework,
participating in class discussions, solving
problems, or achieving academic goals.
Researchers say point give

immediate recognition of student effort,

systems

which encourages persistence and active
participation. However, critics argue that
excessive focus on accumulating points can
shift learners’ attention from meaningful
understanding to reward-driven behavior.

Another common gamification mechanism
in educational systems are badges, used to
signify accomplishments, competencies and
skill mastery. Digital badges provide visual
recognition of students’ accomplishments
and often act as motivational markers to
sustain participation. Research has found
that badges can boost students’ confidence
and their
achievement.

self-efficacy by
and

recognizing
progress academic
However, some researchers suggest that the
motivational of badging may
diminish over time as badging becomes

more

value
standardized or as it becomes

disconnected from authentic learning
outcomes.

Many gamified educational environments
also  incorporate and
competitive  ranking These
mechanisms bring in social comparison
and competition by showing students how
they are doing compared to their peers.
Supporters of leaderboards

competition promotes motivation, effort

leaderboards
systems.

claim that

| Ullah et al., 2026 |
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and participation levels in students who
seek recognition and achievement. In
collaborative educational settings,
competition can also promote strategic
thinking and proactive problem-solving.
However, critical views hold that the use of
leaderboards might negatively

students with worse academic performance

impact

in terms of anxiety, exclusion or
discouragement. Competitive stress may
undermine intrinsic motivation and
decrease learning satisfaction for learners
who perceive themselves as consistently
disadvantaged within ranking systems.

Challenges, quests and interactive learning
activities are important components of the
experiential aspect of gamified learning
environments. These elements encourage
students’ active engagement in educational
tasks through exploration, problem solving
and collaborative participation. Studies
that  challenge-based
activities lead to curiosity, critical thinking,
and creativity, while also making the
learning  experience
Gamified challenges
allow learners to experiment, fail safely,
and improve through repeated attempts,
promoting resilience and adaptive learning

behaviors.

show learning

more fun and

immersive. often

Instant feedback systems and progress-
tracking add to
gamification’s by
providing ongoing performance assessment
and direction. Immediate feedback enables

mechanisms  also

educational  value

https://policyjssr.com/index.php/PJSSR/about

strengths,
weaknesses and alter learning strategies

students to  comprehend

more effectively than delayed assessment
systems that are common with traditional

educational  practices.  Progress-tracking
features produce a sense of advancement
and accomplishment, thus motivating

students to stay engaged with academic
tasks for longer periods. In digital learning
environments, these mechanisms allow
students to monitor their own learning
trajectories and academic advancement,
thus fostering personalized educational
experiences.

Taken  together, these
elements are designed to foster dynamic
that encourage
collaboration
Their
effectiveness, however, depends to a large
extent on the quality of instructional

design, the context in which they are

gamification
learning environments
motivation,
and

participation,

academic  engagement.

implemented, the heterogeneity of the
the pedagogical goals.
systems that poorly
designed may focus on entertainment
rather than meaningful learning, reducing
educational effectiveness and hindering
long-term academic development.
Theoretical Background of Gamification
The
gamification is strongly associated with a
number of psychological and pedagogical
theories that explain human motivation,
learning engagement

learners and

Gamification are

educational effectiveness of

behavior and
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processes. One of the most influential

frameworks ~ supporting  gamification

research is Self-Determination Theory
(SDT) by Deci and Ryan . The theory
emphasizes the importance of intrinsic
motivation, suggesting that people are
more likely to engage in activities in a
meaningful way when their psychological
needs for autonomy, competence, and
relatedness are satisfied. Gamification is
similar to SDT in that the use of rewards,
tracking,  and

challenges,  progress

collaborative interaction can enhance
learners’ perceptions of achievement, social
belonging, and personal control in
educational contexts.

According to Self-Determination Theory,
gamified learning systems are particularly
effective when they promote voluntary
participation, a sense of competence
through attainable goals, and meaningful
with  peers and

instructors. However, critics in the SDT

social interactions

caution  that

scholarship excessive
dependence on external rewards can
undermine intrinsic motivation when

students start to care more about getting
rewards than about the learning process
itself. The debate is one of the central
tensions in the research on gamification.

Behaviorism Theory also provides an
important
understanding of gamification. Based in
B.F. Skinner, emphasizes
reinforcement, conditioning and

theoretical basis in the

behaviorism

https://policyjssr.com/index.php/PJSSR/about
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observable behavioral responses.
Gamification including
points, badges, rewards, and leaderboards,
serve as reinforcement tools that motivate
desirable educational behaviors through
positive  feedback  and
Behaviorist principles suggest that students
will  be likely to
participating in learning activities if they
have repeated experiences that are
rewarding. While behaviorist approaches
have been

mechanisms,

recognition.

more continue

shown to be effective in
motivating  participation  and  task
completion, critics argue that they may
encourage
focused mainly on reward acquisition
rather than deep conceptual understanding.

Constructivist Learning Theory offers an

shallow learning behaviors

alternative perspective, emphasizing active
knowledge construction, social interaction,

and  experiential learning  processes.
Gamification, from a  constructivist
perspective, can support meaningful

learning if students are engaged in
collaborative problem solving, exploration,
and reflective thinking within interactive
Gamified
learning offer  the
opportunity for experiential engagement,
peer collaboration, and learner autonomy

that are in line with

educational environments.

systems  often

constructivist
principles.  Constructivist
scholars agree that effective gamification

should not only reward participation, it

educational
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should help the learner to be cognitively
engaged and construct real knowledge.

Experiential Learning Theory, associated
with David Kolb, also supports the
educational of gamification by
highlighting learning through experience,

value

experimentation, reflection, and active
participation. Gamified learning
environments frequently include
simulations, challenges, quests, and

practical problem-solving activities that
encourage students to learn through doing
rather than by watching. Through repeated
cycles of action, feedback and reflection,
develop both
understanding and transferable skills such

learners academic
as communication, creativity and critical
thinking.

Engagement Theory, along with broader
motivational theories, also informs the
conceptual understanding of gamification.
Engagement Theory states that students
meaningfully when they are
psychologically learning
activities and actively involved in learning
experiences that involve collaboration and
purpose. Gamification
engagement through increased interactivity,
fun and social connectedness of learning
experiences. Similarly,
theories highlight the importance of goal
orientation, achievement recognition, and

learn
invested in

enhances

motivational

emotional  satisfaction in  sustaining
learners’ engagement in educational
activities.

https://policyjssr.com/index.php/PJSSR/about
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Taken  together,  these  theoretical
approaches demonstrate that gamification
is not merely a technological fad but a
pedagogical approach that is highly
grounded in well-established principles of
learning psychology, motivation, and
educational engagement. The effectiveness
of gamification, however, depends on how
these theoretical

implemented  in

principles are
specific  educational
contexts.
Related Works in Using Gamification in
Education
The educational impact of gamification in
schools, universities, online learning
platforms and professional training settings
has  been studied by
research. A number of
studies reported positive

between gamification and

extensively
international
quantitative
correlations
student motivation, engagement,
participation and academic achievement.
Gamified learning systems are frequently
reported to increase learners’ motivation,
concentration  and  willingness  to
participate in educational activities. Across
several educational contexts, systems of
digital badges, rewards, and progress-
tracking have been associated with higher
completion  rates, attendance, and
classroom engagement.

Research in online and blended learning
environments in particular underscore the
importance of gamification in maintaining

learner engagement in digitally mediated
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education. Virtual classrooms are often

gamification in education. One of the most

plagued by low participation, less commonly cited concerns is the over
communication and less emotional  reliance on external rewards. Critics argue
connection  between  students and  that reward-based systems can foster short-
instructors.  Gamification = mechanisms, term participation at the expense of

including interactive quizzes, collaborative
challenges, and achievement systems, have
demonstrated positive effects on online

intrinsic interest in learning. Points, badges
or rankings could be the main motivators
for students, rather than real intellectual

participation and students’ sense of  curiosity or academic development. This
belonging  within  digital  learning  concern is particularly relevant in settings
communities. In  addition, adaptive = where gamification systems prioritize
gamified systems have shown promise in competition and performance metrics over
increasing  student  satisfaction and  meaningful educational engagement.

academic persistence by personalizing =~ Competitive stress is another important

learning experiences to the individual’s
performance level.

studies
nuanced

qualitative on
provide

students’ experiences and

However,
gamification
insights into

more

perceptions  of  interactive  learning
environments. Studies in this area suggest

that many students find gamified learning

criticism within gamification scholarship.
Some students are positively influenced by
the use of leaderboards and ranking
systems, while for some, continued
performance below the level of their peers
leads to anxiety, and

lowered

discouragement,
Such  negative
emotional experiences may result in less

self-esteem.

more  enjoyable, motivating, and participation and feelings of exclusion for
emotionally engaging than traditional  less competitive learners. The researchers
instructional methods. Students often  therefore emphasize the need to balance
report gamified activities are less stressful, competition with  collaboration and
more collaborative, and more stimulating inclusion in  gamified  educational

than traditional lecture-based approaches.
Students have also reported higher levels of
confidence and  motivation  when
immediate feedback and visible indicators
of progress are built into educational
systems.

Previous research has also pointed to
and critiques of

several limitations

https://policyjssr.com/index.php/PJSSR/about

environments.

Gamification’s effectiveness is also affected
by technological limitations and digital
inequality. In many educational contexts,
particularly in developing regions, the lack
of digital infrastructure, technological
resources, and connectivity
restricts the implementation of advanced

internet
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gamified learning systems. Differences in
the level of technological literacy between
students and teachers may also affect
participation and educational outcomes.
Some scholars argue that gamification, in
the institutional
support, may reinforce rather than reduce

absence of adequate

educational inequalities.

Another key issue is the possibility of
superficial learning. In poorly designed
gamification systems, entertainment and
task  completion trump  deep
conceptual understanding and critical
thinking. Students may focus on quick
rewards rather than meaningful
engagement with educational content. This

may

is why scholars increasingly emphasize the
of pedagogically informed
gamification, which embeds educational

importance

goals in interactive learning experiences

instead of mere surfacelevel game
mechanics.

Research gaps in the existing literature
While there is a growing body of research
on gamification in education, there are still
important gaps in  existing
scholarship. A major conceptual gap is the
lack of knowledge
emotional and psychological experiences in
gamified learning environments. Much of
the existing literature has conceptualised
motivation and engagement in terms of
measurable performance indicators,
neglecting the subjective and experiential

aspects of learning behaviour. There is still

several

about students'

https://policyjssr.com/index.php/PJSSR/about

not enough research on how students
interpret gamification, how they deal with
competitive dynamics, and how they react

emotionally to interactive educational
systems.
Another methodological gap can be

observed in the dominance of quantitative
research approaches in gamification studies.
Effectiveness is evaluated based on surveys,
statistical analysis, academic scores and
experimental ~measurements in
studies. While these methods
valuable numerical evidence, they tend to
the complexity of learners’
experiences, perceptions, emotions, and
behavioral transformations in gamified

The lack of

constrained a

many
offer

miss

educational  contexts.
qualitative inquiry has
deeper understanding of how students
personally experience motivation,
engagement and learning satisfaction in
gamified environments.

The contextual void present in the
literature is equally important. The
majority of gamification research has taken
place in  technologically
educational settings, online platforms, or
within particular academic disciplines. Few
studies comparatively explore gamification
experiences across a broad spectrum of
cultural, institutional, and socioeconomic
contexts. Educational systems vary widely
in access to technology,
practices, classroom culture and learner

expectations, all of which may impact the

advanced

instructional
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effectiveness and perception of
gamification.

There is also a theoretical void in the
current scholarship. Many motivational
and  educational often

referenced in gamification studies, but

theories are

many researchers use these theories only at

a superficial level, without critical
reflection on the interaction of theoretical
principles  with  actual
experiences. There is still a need for
research  that

understanding

educational

combines  theoretical
with  students  lived
experiences in order to explain not only
whether gamification works, but how and
why it impacts motivation, engagement and
academic performance.

Given these gaps, qualitative research is
essential to the development of a richer
holistic understanding of
gamification in Qualitative
inquiry provides a means for researchers to

and more
education.
explore students’ perceptions, feelings,
interpretations, and social experiences in
ways that are not fully possible through
quantitative ~ approaches.  Qualitative
methods including interviews, observations,
and thematic analysis allow for the
exploration of the nuances of learner

behavior, emotional engagement,
collaborative interaction, and academic
motivation in gamified learning
environments.

Synthesis and relation to the present study

https://policyjssr.com/index.php/PJSSR/about
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A growing number of literatures has
demonstrated  that
becoming an influential
strategy to change the traditional learning
through
technology-enhanced

gamification s
educational
environments interactive,
motivational, and
approaches. Research has repeatedly shown
that  gamification  increases  student

engagement, participation, collaboration
and academic performance, in addition to
making experiences

enjoyable and meaningful. At the same

learning more
time, critical scholarship raises important
about reward dependency,
competitive stress, superficial learning and
technological inequality.

Despite the important insights previous

research provides into the educational

concerns

potential of gamification, major conceptual,
methodological, contextual and theoretical
gaps remain unaddressed. In particular,
there has been little qualitative research on
lived
reactions and behavioral perceptions of
gamified learning environments. Therefore,
understanding these subjective experiences
is critical to assessing long-term educational

students experience, emotional

implications ~ of  gamification  and
developing more effective instructional
practices.

The current study aims to address these
gaps by investigating the effect of
gamification on students’ motivation and
academic achievement using a qualitative
research approach. The study seeks to gain
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a better understanding of the impact of
gamified learning systems on engagement,
participation, learning satisfaction, and
academic behavior in today’s educational
exploring  students’
experiences, perceptions, and
interpretations. This study, finally, adds to
the growing body of
educational technology, by offering a more
human-centered and critically informed
understanding  of

environments by

research on

gamification  in
education.

Methodology of Research

Qualitative Method and Research Design
This study adopted a qualitative research
approach to explore students’ perceptions
and experiences regarding the use of
gamification in educational settings. A
phenomenological research design was
employed, as it is particularly suitable for
understanding participants’ lived
experiences and the meanings they assign
to those This approach
allowed for an in-depth exploration of how
students perceive the role of gamification
in influencing their motivation,
engagement, and academic performance. A
qualitative methodology was selected for
this study because of the nature of the
research problem and the aims of the

experiences.

investigation. The perceived impact of
gamification on motivation and academic
performance cannot be fully understood
through numerical data only, because
students’ experiences

learning are

https://policyjssr.com/index.php/PJSSR/about

influenced by emotional, psychological,
social and contextual factors that require
more in-depth
Gamified
characterized by
between students,
design,
motivation systems. Therefore, qualitative

interpretative  analysis.

learning  environments are

complex interactions
technology, learning
competition, collaboration and

research is an appropriate context for

examining  students’ perceptions  of
gamification, responses to interactive
learning activities, and changes in

motivation, engagement, participation, and
academic behavior.

The research design employed for the study
was an exploratory descriptive qualitative
research design using a phenomenological
approach and it based on the
interpretivist paradigm. The interpretivist
paradigm is based on the assumption that
reality is socially constructed and that

was

human experiences are subjective, dynamic
dependent. Thus, the
students’ perception towards gamification
may vary depending on their personal
experience, their academic background,
their level of expertise in technology, their
learning style, and the classroom setting.
Hence, the interpretivist approach allows

and context

the researcher to comprehend the
meanings that participants attach to
gamified learning systems instead of

making preconceived
generalized conclusions.

assumptions  or
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An exploratory qualitative design was
selected, as the literature on gamification
has quantitative
measures  of

mostly focused on

academic  performance,
and system
The literature lacks studies
on students’ subjective experiences and
emotional responses gamified
environments. Moreover, the
study’s descriptive nature facilitates a
detailed  exploration of participants’
perceptions, behaviors, and interactions in
educational contexts where gamification
strategies are used. With this approach, the

build a

the impact of
learning motivation,
engagement,  participation,
collaboration and academic achievement.
Setting and context of the study

engagement scores

effectiveness .

towards
learning

research seeks to nuanced
understanding  of
gamification on

classroom

The research was carried out in technology-
enhanced learning environments, using
gamification strategies in teaching and
learning activities. The study focused on
educational institutions that use digital
learning
technologies, or
platforms with gamification elements such
as points, badges, leaderboards, rewards,
quizzes,  challenges, feedback
mechanisms. These environments
selected because they provided reallife
contexts

systems, interactive classroom

online  educational

and
were
actively

where students

participated in gamified instructional

practices .

https://policyjssr.com/index.php/PJSSR/about

The research setting was in classrooms and

online learning environments where
instructors used gamification strategies to
increase participation, engagement and
academic achievement. The use of digital
educational technologies in these learning
environments the
global trends of student-centered pedagogy,
blended and

instructional design. The research explored

was consistent with

learning, interactive
students’ experiences of gamification in
these contexts and the effect of technology-
based learning environments on students’
academic motivation and participation
patterns.

The educational settings chosen for the
study were representative of contemporary
marked by a

learning environments

growing dependence on educational

technology, collaborative learning activities,
and digital communication tools. These

environments  presented chances to
investigate the position of gamification in
molding  educational encounters in

modern classrooms and virtual learning
systems. The research was conducted in
real-world educational settings, aiming to
ensure that the findings were contextually
relevant and practically applicable.

Sampling Strategy and Population

The population of interest for this study
students  enrolled in

was  mainly

educational institutions where students

were exposed to gamification strategies in

the classroom instruction or online

| Ullah et al., 2026 |
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study  was
participated by students from secondary,
college or university educational settings

learning  systems.  The

who had direct experience in interacting
with gamified learning activities. In some
cases, teachers and instructors who were
involved in the implementation of
gamification practices were also considered
as supplementary participants to obtain
additional  insights  into
engagement and instructional experiences.

The main sampling strategy adopted in the

classroom

study was a purposive sampling strategy. In
qualitative research, purposive sampling is
often used to allow the researcher to select
participants with knowledge, experience
and understanding of the phenomenon
being studied. Participants were chosen
based on their active exposure to gamified
educational systems and their ability to
provide  meaningful  insights  about
motivation, engagement, participation, and
academic performance in gamified learning

environments.
Firsthand experience with educational
activities  that included gamification

elements such as rewards, points, badges,
challenges, quizzes, leaderboards and/or
interactive digital learning platforms were
inclusion criteria. Students who had been
involved in gamified classroom activities
for a sufficient period of time were

considered appropriate participants
because they could provide reflective and
informed responses about their

https://policyjssr.com/index.php/PJSSR/about
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educational experiences. To ensure the
credibility and relevance of the collected
data, participants who had no exposure to
gamified learning systems were excluded
from the study.
The sample based on the
principles of qualitative research, which is

based on depth of understanding rather

size was

than statistical representation. Qualitative
research is usually more about the richness
of data and the thematic saturation and
contextual understanding than the number
of participants. Thus, the study involved a
manageable number of participants to
generate  detailed and  meaningful

qualitative data and to allow for a

Data

were gathered until thematic saturation

comprehensive thematic analysis.
was reached, defined as the point when no
new insights or themes emerged from
further participant responses.

Method of Data Collection

Multiple data collection methods were
used in the study to obtain rich and
comprehensive qualitative data including

semi-structured interviews, focus group
discussions, classroom observations and
open  ended  questionnaires.  The

application of more than one method
enabled the exploration of the experience
of the participants from different
perspectives and depth,
credibility and triangulation of the research
findings.

increased the
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Semi-structured Interview
The main data method
employed in this study was semi-structured

collection

interviews. The reason this method was
chosen is because it allows for flexibility
and depth and the opportunity for
participants to express their thoughts,
feelings, perceptions and experiences in
their own words. The researcher used semi-
structured interviews to explore students’
attitudes

motivational

towards gamification,
experiences,

and academic behaviors. To

engagement
patterns,
maintain
participants,  the
predetermined thematic questions.

focused on the

across the

asked

consistency
researcher

Interview questions
participants’ experience of using gamified
their
engagement in the

perception  of
their
rewards and

learning systems,
classroom,
emotional response to

their
collaborative activities, and their perceived
effects on academic performance. The

semi-structured nature of the interviews

competition, engagement  in

provided flexibility, allowing the researcher
to ask probing questions, clarify responses
and delve deeper into emerging themes.
Focus Group Discussion

Focus group discussions were held to
collect  collective  views and  social
interactions regarding gamified educational
experiences. Focus groups provided an
opportunity for participants to

experiences, compare perspectives and

share

https://policyjssr.com/index.php/PJSSR/about
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reflect collaboratively on the influence of
gamification in classroom environments.
This approach was especially useful for
studying the peer interaction, competition,
and  group
related to the gamified learning activities.

collaboration engagement
The group discussions generated lively

discussions about students’ motivation,
classroom participation, enjoyment and
academic experiences. Interactive dialogue
often generated insights
participants that may not have emerged in
individual enriching
overall data quality and thematic diversity.

Classroom Observation

among

interviews, thus

Classroom observations were conducted to
explore students’ behaviors, participation
patterns and within the
gamified environments. The
observational data offered a direct insight

interactions
learning

into students’ reactions to gamification

elements, such as quizzes, rewards,
collaborative  tasks, and competitive
activities, during the actual classroom
instruction.

Through observation the researcher was
able to identify non-verbal behaviors, levels
of engagement, intensity of participation
dynamics  which
participants might not openly report in
interviews. The process of observation also
helped the researcher to study the
relationship  between  the  gamified
instructional practices and the behavioral

and interaction
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responses of the students within the
authentic educational settings.
Unstructured Questionnaires
In addition to this, open-ended
questionnaires used to gather
additional reflections and opinions of the
gamification.  These
gave  participants  the
opportunity to freely and anonymously
express their thoughts about

topics, like

were

participants  on
questionnaires

sensitive
competition-related  stress,
motivational challenges or dissatisfaction
with gamified systems.

The addition of open-ended responses
improved data diversity and provided
richer insight into participants’ educational

experiences from various dimensions.

Research Instruments and Interview
Protocol
The interview protocol and research

instruments were carefully designed to
meet the objectives of the study and to
the methodological rigor. The
interview questions were designed to cover
the key thematic areas, such as student
motivation, engagement, participation,
classroom collaboration, academic progress,
with  learning,
responses, and perceptions
rewards, badges and
gamification elements.
The interview guide included open-ended
questions  designed  to  encourage
participants to answer in detail and to
reflect on the Questions were

ensure

satisfaction emotional
of points,

leaderboards as

issues.

https://policyjssr.com/index.php/PJSSR/about
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phrased clearly and accessibly to promote
comfortable communication and genuine
engagement from participants. Follow-up
prompts used to encourage
participants to elaborate and to clarify their
perspectives where necessary.

The research instruments were reviewed by
experts and pilot tested before the formal
data collection to enhance the validity and
reliability. A small number of participants,
who had similar characteristics to the target

were

sample, were interviewed in a pilot study.
The pilot testing process
ambiguous questions, improved question
order, and
thematically relevant. The feedback from
pilot testing helped us to refine the

revealed

ensured questions were

interview protocol and improve the overall
quality of the research instruments.

Data Analysis Method

The qualitative data were analyzed using
thematic analysis, a common method for
recognizing, organizing, interpreting, and
reporting themes in qualitative data sets.
Thematic analysis was
capacity to provide flexibility and depth in
exploring the lived experiences,
perceptions, and meanings that
participants attached to gamification in
educational environments.

The data began with the
transcription of the interviews, focus group
discussions and observational notes. The

chosen for its

analysis

researcher immersed themselves in the data,
reading the transcripts several times and

| Page 736



DOI: https://doi.org/10.5281/zenodo.21223271 Volume. 4, issue No. 6 (2026)

HTTPS /POLICYISSR.COM/INDEX PHR/PISSR/ABOUT

POLICY
JOURNAL
OF SOCIAL

SCIENCE
REVIEW

Policy Journal of Social Science Review

ISSN Online:3006-4635
ISSN Print: 30064627

noting important
ideas and meaningful patterns. Then,
initial coding was performed by labeling
important segments of the data reflecting
the participants experiences, attitudes,

emotions, and behavioral responses.

statements, common

After coding, related codes were aggregated
into broader categories and themes that

the

concerning

dimensions of
topic.  Themes
engagement,

represented major
research
motivation, participation,

collaboration, academic  achievement,
learning satisfaction, competition, awards,
emotional reactions, and technological
interaction were systematically identified
and organized.

Thematic interpretation included analyzing
relationships between themes and how

described the

of gamification.

participants educational

impact Comparative
analysis was also used in the study to
identify similarities and differences in the
experiences of the participants in different
educational learning
environments. The last step of the analysis
synthesize the findings

coherent thematic narratives that could

contexts  and

was to into
address the research objectives and offer
meaningful insights into gamified learning
experiences.

Ethical Considerations

Throughout the research process, ethical
considerations were prioritized to ensure
the protection of participants, the integrity
of research, and the responsible conduct of

https://policyjssr.com/index.php/PJSSR/about

scholarly inquiry. Prior to data collection,
all participants provided their informed
consent. The participants were explicitly
informed of the purpose of the study, the
research procedures, the
confidentiality, the voluntary participation
rights and the ability to withdraw from the
study at any stage without repercussions.

During the research  process, the
confidentiality and anonymity of the
participants were strictly observed. Names,
institutional  identities, and

measures of

contact
information were not included in research
records and reporting. Data were securely
stored and only accessible to the researcher
to  protect and
confidentiality.

Respect, transparency and non-maleficence

participant  privacy

were also emphasized in the study during
the interactions with the participants. The
interview and discussion setting was
structured to foster open communication
and reduce psychological discomfort or
pressure. Prior to the beginning of data
collection activities, ethical approval was
secured from the relevant institutional
authority or academic review committee.
Credibility and Validity of Research

The study employed various strategies of
trustworthiness of qualitative research to

ensure the rigor and credibility of the

research  findings, namely credibility,

dependability, confirmability,

transferability, and triangulation.

Credibility =~ was  enhanced  through
| Ullah et al., 2026 |
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prolonged engagement, member checking,
and multiple data collection methods.
Member checking was the process of
checking back with participants about their
responses and interpretations to ensure
that their experiences and perspectives
were represented accurately.

Dependability ~ was through
systematic and transparent documentation

achieved

of research procedures, methodological
decisions, and analytic processes. The
detailed helped to
maintain consistency and also allowed
future to understand the
methodological framework used in the
study.

Confirmability was established by reducing

documentation

researchers

researcher bias and remaining objective in
the of data. Through

reflexive and analytical

interpretation
practice
transparency, the findings arose from the
data of the participants, not from the
assumptions or personal preferences of the
researcher.

Transferability was enhanced through thick
descriptions of the setting,
participant characteristics, and educational
settings. In this way the reader can judge
the relevance of the findings to other
educational settings.

Triangulation was achieved through the use
of multiple data collection methods,
including interviews, observations, focus
groups, questionnaires. The
combination of various data sources made

research

and

https://policyjssr.com/index.php/PJSSR/about

the findings more credible and
comprehensive.

Methodology Limitations

While attempting to maintain
methodological ~ rigour,  the  study

acknowledged a number of limitations.
First, the relatively small sample size of
qualitative ~ research may limit the
generalizability of findings to larger
populations. The study was more interested
in depth and context than statistical
representation.

Secondly, subjective perceptions, personal
experiences or social desirability bias may
influenced participant responses,
potentially affecting the authenticity of

have

certain perspectives. Likewise, interpreting
qualitative data requires some researcher
subjectivity even though the analysis is
done as objectively as possible.

Third, the study was carried out in

particular  educational contexts  with
specific ~ gamification  systems  and
technological environments. Therefore,

findings may not be fully representative of
experiences
institutions and cultural settings.

Finally, constraints of time and accessibility
may have limited opportunities
extended observation and participation.
However, these limitations do not reduce
the importance of the study but rather
point to directions for future research and
methodological expansion.

across all  educational

for
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qualitative research

methodology chosen offered a thorough

In summary, the

and rigorous basis for investigating the
influence of gamification on students’
motivation and academic performance.
The interpretivist and  exploratory
qualitative approach made it possible to
examine in depth students’ experiences,
perceptions, emotional responses, and
learning behaviors in gamified educational
environments. The  study  achieved
methodological depth, credibility and
contextual relevance through purposive
sampling, multiple data collection methods,
thematic trustworthiness
strategies. The qualitative methodology
therefore was effectively supportive of the
provided

meaningful insight into understanding the

analysis and

research  objectives  and
role of gamification in shaping motivation,
engagement, participation, and academic
experiences in contemporary education.

Conclusion

The findings of this qualitative study
reveal that gamification has been
recognized as a major pedagogical

innovation that can transform modern
educational experiences through enhanced
student motivation, engagement,
participation and academic interaction.
With  the adaptation  of
educational digital
student-centered

continued
institutions to the
transformation ~ and
learning environments, gamification has
become more and more an influential

https://policyjssr.com/index.php/PJSSR/about

| Ullah et al., 2026 |

strategy to address the challenges of
declining learner motivation, passive
classroom  behavior and inconsistent

academic performance. The game-design
elements include points, badges, rewards,
leaderboards, challenges, feedback systems
and interactive learning activities. The
gamified educational environments build
dynamic learning experiences to motivate
students’

meaningful

active  involvement  and
participation in the
educational process.

This research found that gamification
positively affects students’

through providing fun, stimulating and

motivation

environments.
gamified

goal-oriented  learning
Students  participating  in
educational activities exhibited significantly
higher levels of enthusiasm, concentration,
persistence, and classroom participation
than in  traditional  instructional
environments. The use of rewards, progress
indicators and achievement systems helped
students to have a sense of achievement
reinforced both

motivation.

and recognition and
intrinsic  and  extrinsic

Participants described gamified learning as

more interactive, less boring and
emotionally stimulating compared to
traditional  teaching methods.  Such

findings suggest that gamification can
change students’ attitudes towards learning
by making tasks
immersive and rewarding.

educational more

| Page 739



DOI: https://doi.org/10.5281/zenodo.21223271 Volume. 4, issue No. 6 (2026)

HTTPS /POLICYISSR.COM/INDEX PHR/PISSR/ABOUT

POLICY
JOURNAL
OF SOCIAL

SCIENCE
REVIEW

Policy Journal of Social Science Review

ISSN Online:3006-4635
ISSN Print: 30064627

The results showed that, apart from
improving motivation, gamification plays
an  important role in  classroom
engagement and active learning behavior.

activities,
and  digital
participation systems fostered more active

student engagement with

Interactive educational

collaborative  challenges,
instructional
content and classroom discussions. In
addition, gamified learning environments
fostered increased communication and
peer interaction among students, thus
cultivating collaborative learning cultures
that enhance academic development and
participation.  Students  often
reported that gamified elements reduced

their fear of failure and increased their

social

confidence and willingness to participate
in classroom activities, as they stimulated
experimentation, exploration and
continuous improvement.

The research further revealed the link
between  gamification and
performance. The students found that
gamified learning environments improved
concentration, knowledge retention, task
completion,  and
engagement. Students were able to monitor
their academic progress more effectively
and pinpoint
through instant feedback systems and
progress-tracking mechanisms. Learning
activities based on challenges also fostered
critical thinking, problem-solving, creativity,
and strategic learning behaviors, all

academic

overall  academic

areas for improvement

https://policyjssr.com/index.php/PJSSR/about
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positively affecting educational outcomes.
These results reinforce the argument that
gamification is not only a technological
trend, but also a meaningful instructional
approach that can improve educational
effectiveness when properly applied.

However, the study also identified a
number of critical concerns and limitations
with gamified educational systems. One of
the major issues identified was the risk of
overreliance on external rewards such as
points, badges and rankings. Such
mechanisms may initially boost motivation
and participation but, over time, excessive
dependence on reward-based systems may

erode students’ intrinsic interest in
learning by shifting focus toward
competition and achievement
accumulation rather than meaningful

understanding and intellectual curiosity.
This line with larger
discussions in

concern is in
psychology
about the longterm viability of externally
imposed motivational systems.

The research also revealed that competitive
features like leaderboards and ranking
systems could lead to adverse emotional
effects for some students. Although highly
competitive learners often characterized
competition as motivating and stimulating,
participants  described  anxiety,
discouragement, stress, and feelings of
inadequacy when they consistently were
outperformed by their peers. Such findings
imply that gamification needs to be

educational

some
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carefully designed to balance competition
with  inclusivity,  collaboration,  and
emotional well-being. Educational
environments that emphasize too much
competition may inadvertently marginalize
students and decrease

less competitive

learning satisfaction for vulnerable learners.

Another important finding regards the
contextual and technological challenges of
implementing ~ gamified  educational
systems. The effectiveness of gamification
depends largely on the availability of
institutional ~ resources,  technological
infrastructure,  teachers’ preparedness,
digital literacy and the quality of the
instructional design. The deployment of
advanced gamified learning systems may be
challenging or ineffective in educational
with technological
penetration  or institutional
endorsement. In addition, gamification
strategies that are poorly designed and that
privilege entertainment over pedagogical
learning

students

contexts low

weak

value may promote shallow

behaviours and divert from
deeper conceptual understanding. Thus,
successful gamification calls for an apt fit
between technological
educational goals, and the needs of the

learner.

innovation,

The educational implications of this study
are significant. The results underscore the
importance for teachers and educators to
strategically integrate gamification to create
more engaging, interactive and student-

https://policyjssr.com/index.php/PJSSR/about

centered learning environments. Gamified

instructional  practices can  stimulate
participation, enhance classroom
interaction, and  increase  learning

satisfaction when aligned with meaningful
pedagogical goals. Thus, educators should
not only focus on incorporating rewards
and competition but also on promoting
collaboration, critical thinking, creativity,
and reflective learning within gamified

systems.
The findings indicate that educational
institutions and curriculum designers

should invest in educational technology,
teacher and digital
infrastructure that can support innovative
teaching methodologies Curriculum
frameworks should provide for interactive

training, learning

and experiential learning opportunities
that respond to the changing expectations
and today’s
students. policymakers
should recognize the growing significance
of educational technology and student
centered teaching models in shaping the
future of education. Policies that promote
equitable technology, the
development of digital literacy, and the
responsible integration of gamification can

learning preferences of
Furthermore,

access to

make  substantial  contributions  to
enhancing educational quality and learner
engagement.

The study further significant
implications for digital learning developers

technology designers.

offers

and educational

| Ullah et al., 2026 |
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Gamified learning systems need to be
designed with educational effectiveness,
emotional well-being, inclusivity, and
learner diversity in mind, not just fun and
competition. Developers need to build
adaptive  and
environments that can

personalized  learning
accommodate
various learning styles, motivational needs,
and academic abilities. Ethical issues such
as student privacy, psychological impact
and digital dependency also need to be
front and center in the development of
educational technologies.

The study offers meaningful insights into
the impact of gamification on students’
motivation and academic performance, but
methodological and
limitations should be acknowledged. First,
the qualitative nature of the study and

several contextual

relatively small sample size limit the
generalizability of the findings to the
broader population. The
research focused on specific educational

educational

settings and participants' experiences,
which may differ across institutions,
cultures, and technologies.  Second,

participants’ subjective perceptions and
personal experiences may have influenced
their  responses and, thus, their
interpretations of gamified learning
systems. Third, technological access and
institutional  conditions varied across
which may have

experiences and

educational settings,
impacted participants'

engagement levels.

https://policyjssr.com/index.php/PJSSR/about

Future research should therefore extend
inquiry to a
cultural

qualitative range of
educational and
examine the impact of gamification on
learners in different academic disciplines,
age groups, and technology environments.
Moreover, comparative studies employing
both qualitative and quantitative methods
may also contribute to a  better
understanding ~ of  the long-term
educational effects of gamification. Further,
more in-depth studies should be conducted
to examine the psychological and
emotional aspects of gamified learning,
particularly in relation to the longevity of
motivation, the induced by
competition, and the development of
learner identity within digital educational
environments.

The results of this study provide several
practical recommendations. Teachers must

contexts to

stress

thoughtfully  incorporate  gamification,
balancing rewards with  meaningful
learning  objectives and  collaborative
engagement.  Educational  institutions

should offer professional training programs
that allow educators to design and
implement effective gamified instructional
practices. Policymakers should support
digital education initiatives that foster
innovation in teaching methodologies and
ensure equitable access to educational
technologies. Technology developers need

to focus on inclusive, adaptive and
pedagogically  grounded  gamification
| Ullah et al., 2026 |
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systems that can support a wide range of
learner needs and educational goals.
Finally, researchers should continue to
explore students’ lived experiences and
perceptions related to gamification to keep
educational innovation as a human
response to social realities and the process
of learning.

To sum up, the findings of this study
suggest that gamification has a great
potential to transform today’s educational
settings by  improving  motivation,
engagement, participation and academic
interaction  through interactive and
student-centered learning experiences. At
the same time, the findings point out that
gamification is not a panacea and must be
implemented responsibly, critically and
ethically, in order to avoid negative
psychological and educational
consequences. As digital technologies
continue to transform global education
systems, there is an increasing importance
of understanding students’ experiences,
perceptions and emotional responses
towards gamified learning environments
for the development of effective, inclusive
and meaningful educational practices.
Ultimately, the future success of
gamification in education depends not
only on technological innovation itself, but
on the ability of educators, institutions,
and policymakers to integrate technology
with human-centered pedagogical values

https://policyjssr.com/index.php/PJSSR/about

that genuinely support learning, creativity,

and academic growth.
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