
  

 

8 April 2025 

Publications 

 
 

BOOSTING STUDENT ENGAGEMENT THROUGH GAMIFICATION 
IN LEARNING 

 
by: 

Carl Jones B. Dela Cruz 
Teacher II, Pablo Roman National High School 

 

 The incorporation of features of games into educational activities, or gamification, 

has emerged as a successful tactic for raising student engagement. Teachers may create a 

more dynamic and inspiring learning environment by introducing interactive tools, 

challenges, and incentives into their courses. Gamification, in contrast to conventional 

teaching techniques, promotes engagement, boosts motivation, and improves 

information retention (Deterding et al., 2011). Gamification is a cutting-edge strategy for 

improving the effectiveness and enjoyment of education as classrooms continue to change 

in tandem with technology. 

 The potential of gamification to increase student motivation is one of its main 

advantages. According to Hamari et al. (2014), features like leaderboards, badges, points, 

and progress monitoring motivate students to remain involved and actively participate 

in their education. Because of the sense of accomplishment these game dynamics provide, 

students are more intrinsically motivated to finish assignments with zeal. Students are 

more likely to have a positive attitude toward school when they view learning as 

enjoyable rather than a chore. 

 By adding interactivity to classes, gamification also improves learning retention. 

Critical thinking and problem-solving abilities are fostered by educational games, 

simulations, and tests (Landers, 2014). When presented in a gaming style, concepts that 

would normally appear boring or challenging become more approachable. For instance, 

digital platforms that include challenges and riddles may be used to teach disciplines like 

science and math, making it easier for students to understand difficult concepts. 
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 Additionally, gamified learning settings encourage students to work together and 

engage in healthy competition. Class-wide competitions, team-based exercises, and 

multiplayer games promote collaboration and social engagement (Kapp, 2012). Students 

establish relationships with their classmates and improve their communication skills 

when they collaborate to accomplish goals. In addition to improving learning, this social 

component of gamification fosters a welcoming classroom environment where students 

are inspired to engage. 

 Teachers must carefully include gamification into their lesson plans if they want 

to get the full benefits of this approach. Without specific goals, even including game 

features might cause distraction instead of involvement. However, by making learning 

enjoyable, engaging, and meaningful, gamification may revolutionize education when 

applied properly. Teachers may encourage students to take charge of their education and 

cultivate transferable skills by utilizing the power of games. 
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