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ELEVATING LEARNING EXPERIENCE: GAMIFICATION IN MAPEH
SUBJECT FOR JHS LEARNERS

by:
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Incorporating gamification into the MAPEH (Music, Arts, PE, and Health)
curriculum for Junior High School (JHS) learners can significantly enhance engagement
and learning outcomes. Gamification, integrating game elements into non-game contexts,
can transform traditional teaching methods and make learning more interactive and

enjoyable.

Gamification strategies, such as point systems, badges, and leaderboards, can boost
student motivation and participation in MAPEH classes. According to Deterding et al.
(2011), game mechanics can enhance student engagement by providing immediate

feedback and rewarding progress, encouraging continued effort and enthusiasm.

In music education, gamified elements like rhythm challenges and virtual music
composition tools can help students practice musical skills in a fun and interactive way.
Studies by Johnson et al. (2013) show that gamified music lessons increase students'
retention of musical concepts and skills through engaging activities and real-time

feedback.

Gamification in arts education can involve creative challenges and competitions
stimulating students' imagination and artistic skills. According to Becker (2015), digital
art creation and sharing platforms can enhance students' creative abilities and

collaborative skills by providing a more dynamic learning environment.
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In Physical Education (PE), gamification can transform traditional exercises into

competitive and interactive games. Research by Huang and Hew (2018) demonstrates
that incorporating game-like elements in PE classes can increase students' physical

activity levels and enjoyment, leading to improved fitness and overall health.

Gamified health education tools, such as interactive simulations and quizzes, can make
learning about health topics more engaging. According to Squire (2011), these tools can
help students understand complex health concepts and make informed decisions about

their well-being by providing a more immersive learning experience.

The ultimate benefits of gamification in MAPEH include enhanced student
motivation, improved learning outcomes, and a more dynamic classroom environment.
However, challenges such as ensuring equitable access to technology and avoiding
excessive competition must be addressed. Hamari et al. (2014) noted that successful
gamification requires careful planning and balance to be effective. To effectively integrate
gamification into the MAPEH curriculum, educators should start by setting clear learning
objectives and selecting appropriate game elements that align with these goals.
Marczewski (2017) advises educators to regularly assess and adapt gamification

strategies to meet students' evolving needs and preferences.

Gamification could revolutionize the MAPEH subject for JHS learners by making
education more engaging and effective. By delving into creative and interactive methods,
educators can elevate the learning experience and foster a more enthusiastic and active

learning environment.
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