GAMIFICATION AND LEARNER’S ENJOYMENT
Gamified teaching methods have shown considerable effectiveness in enhancing learner enjoyment among secondary school students. By integrating game design elements such as points, badges, leaderboards, and interactive challenges, these methods create a dynamic and engaging learning environment that motivates students to participate actively. Studies have demonstrated that gamification significantly boosts student motivation, engagement, and enjoyment, leading to improved academic performance and retention of knowledge. The competitive and rewarding nature of gamified learning fosters intrinsic motivation, making educational content more appealing and accessible to students.
1. (Noor et al., 2024) The study investigated the effectiveness of gamification in science learning for secondary students, developing a web-based system with gamification elements such as earning points, badges, and competitive rankings, and assessing its usability through a survey of high school students and teachers using the Post-Study System Usability Questionnaire (PSSUQ). Usability tests showed positive feedback, with mean values between 4.0 and 4.5 on the PSSUQ, suggesting that students found the gamified approach effective and enjoyable, thereby supporting that gamification can effectively address the challenges faced in science education. The paper lacks a comprehensive understanding of the long-term impact of gamification on science learning outcomes, and there is a lack of research on students' diverse learning styles and preferences, indicating a need for further research.
2. (Smirani & Yamani, 2024) The study found that gamification techniques, including points systems, leaderboards, badges, and challenges, significantly boost learner enjoyment in online learning environments, with a 20% increase in perceived enjoyment and learner engagement by 25%. Rewards and incentives boost motivation, resulting in a 30% improvement in performance. Knowledge retention significantly impacts engagement, perceived learning effectiveness, and enjoyment, with a 0.65 correlation coefficient. Although there is a slight negative perception, this suggests that gamified teaching methods can be effective for secondary school students.


3. The study showed that gamification techniques, including points systems, badges, and challenges, significantly boost learner enjoyment in online learning environments, with a 20% increase in perceived enjoyment. Although there is a slight negative perception, this suggested that gamified teaching methods can be effective for secondary school students. The study used Structural Equation Modeling (SEM) and Self-Determination Theory to analyze the relationship between gamification elements and learner outcomes, involving 169 academics who shared their experiences and perceptions of gamification techniques in online learning environments. The study examined the impact of gamification techniques like Kahoot!, Classcraft, and Badgeville on learner engagement and motivation, but did not examine their long-term effects on knowledge retention. Also the study did not explore the reasons behind the slight negative perception of gamification's effectiveness or potential factors that could provide deeper insights into its complexities in educational settings.
4. (Gaitan Hernandez & De la Cruz Hernández, 2024) The study examines the effects of Project-Based Learning (PBL), Gamification, and Flipped Classroom on student motivation, academic performance, and participation using a mixed-methods design, utilizing both quantitative and qualitative data to evaluate the improvements in motivation, performance, and autonomy. While the study does not directly examine the impact of gamification on learners' enjoyment, the apparent increase in active participation and greater engagement with school activities suggests that integrating game elements into learning may enhance students' enjoyment. The study acknowledged its limitations, suggesting a need for a longer-term investigation to understand the sustained impact of active methodologies on student motivation and academic performance. It also noted that the sample size could benefit from a larger, more diverse group for better generalizability across different educational contexts. 
5. (Wulan et al., 2024) The study revealed that gamification provides an interactive and enjoyable learning environment makes educational content more appealing and accessible. It boosted student motivation, engagement, and knowledge retention, ultimately resulting in better learning outcomes. The study used a qualitative literature review method to examine various studies and case studies. The research highlighted the challenges of designing games that align with educational objectives and the digital divide, suggesting a need for more research on ensuring equitable access to gamified learning experiences. The study also underscored the need for effective game design strategies to integrate with curriculum goals and improve learning outcomes. Overall, when applied thoughtfully, gamification could be a powerful tool for improving student learning outcomes and enjoyment in educational settings.
6. (Qudsi, 2024) This study explored the theoretical foundations of gamification, focusing on its psychological underpinnings and its impact on student motivation, collaboration, and retention. It examined various gamification strategies, such as point systems, leaderboards, and badges, and their effectiveness across different educational settings and age groups. Emerical evidence indicated significant improvements in student performance and engagement when gamified elements were incorporated into traditional curricula, ultimately making learning more enjoyable. Challenges included potential unhealthy competition and careful design alignment with educational goals. The paper suggested gamification is a fundamental shift in pedagogical practice, harnessing the motivational power of games to foster deeper learning. However, the digital divide and varying access to technology among students necessitate further research to ensure equitable access to gamified learning experiences.
7. (Ermina, 2024) The article explored the impact of gamification on students’ motivation and performance and emphasized how the introduction of game elements and the use of artificial intelligence influences changes in educational methodology. Based on self-determination theory (SDT) and flow state, the impact of gamification on students’ intrinsic motivation and immersion in the educational process was analyzed. The results of this quasi-experimental study demonstrated improved academic performance and engagement of students learning in a gamified environment. Although the study’s primary focus is on motivation and achievement, the findings show that gamified teaching methods enhance learning enjoyment by creating an interactive and stimulating educational environment. The future research could explore the long-term effects of gamification in education, including sustainability of motivation and performance improvements over time.
8. (Yadav & Dixit, 2024) A quasi-experimental design was utilized to compare the effects of gamified learning strategies against conventional learning strategies, involving a sample of one hundred high school students aged fifteen to seventeen. Evaluations, empirical checklists, and initial and final tests were employed in the data collection procedure to assess academic achievement, motivation, and engagement. The results found that gamified learning significantly improved academic achievement, motivation, and engagement compared to traditional methods, supporting the introduction of gamification in educational settings. The positive relationships between academic achievement and motivation suggest that gamified methods can effectively increase learners' enjoyment. However, the study noted the need for further research to explore long-term effects and suitability across diverse populations. 
9. (Katanosaka et al., 2023) The research presented the development of PhyGame, a web application that used gamification to improve high school physics teaching and learning. It included game features, simulations, and analytical tools for tracking progress. A user study was conducted with 21 high school students to evaluate its effectiveness, focusing on user-experience factors and perceived enjoyment, engagement, and motivation compared to conventional education. The study found that most participants enjoyed using the PhyGame application in high school physics, indicating a positive response to gamification in education. Students expressed interest in using similar platforms in other disciplines, suggesting gamification could enhance learning and engagement. The paper lacked long-term effectiveness of the PhyGame application beyond its initial study with 21 high school students, highlighting a gap in understanding the impact of gamification on learning outcomes.
10. (Gianni & Antoniadis, 2023) The paper discussed the use of a gamified quiz in high school, where students answered questions using leaderboards and rewards at different levels. The study found that this interactive assessment process increased student interest, motivation, and satisfaction compared to traditional exam formats, indicating a potential for a more enjoyable learning experience. The findings supported that gamification can effectively stimulate student interest in education. The paper highlighted a research gap in the literature on the effectiveness and impact of gamified assessments on student engagement and performance, highlighting a lack of studies on implementing gamified quizzes as an alternative to standard exam formats in high school.
11. (Saputri, 2024) The article examined the effectiveness of Kahoot, an online gamification tool, in various educational settings. It reviewed existing literature and empirical studies to understand its impact on student engagement, knowledge retention, and academic performance. The methodology used both qualitative and quantitative methods, including surveys and questionnaires, to understand students' learning motivation, engagement levels, knowledge retention, and perceptions of Kahoot's effectiveness. The findings showed that while Kahoot improved conceptual understanding, created a fun learning atmosphere, motivated active learning, and aided information retention, there was diversity in preferences and responses, which indicated further research to understand how learning styles and individual differences impact the effectiveness of game-based learning tools. Future studies could investigate how sustained use of Kahoot influences learning outcomes over time.
12. (Srinivasa et al., 2024) The article investigated the impact of gamified learning on high school students (grades 9–12) in computer science, emphasizing learner engagement, knowledge improvement, and overall satisfaction. The study evaluated the effectiveness of educational games designed to enhance algorithmic, computational, and analytical thinking skills. Using an agile development process, Unity game engine, and Swift Core-AR, iterative design based on user feedback is used. Statistical analyses showed positive correlations between satisfaction, engagement, and motivation with knowledge improvement, with satisfaction playing a critical role. Future research should investigate the efficacy of gamified learning across various disciplines and age groups to determine if similar outcomes and long-term knowledge retention are observed.
13. (Saputra et al., 2024) The study used SWOT analysis approach to assess the gamified learning in STEM education. Though it directly did not address the impact of gamification on learner’s enjoyment, the study highlighted that gamification in STEAM education significantly enhanced student engagement and enjoyment, fostering improved problem-solving abilities and collaborative learning among secondary school students at Teungku Chik Pante Kulu. It also addressed the research gaps, such as the necessity for teacher training and resources, while also pointing out potential challenges related to sustainability and long-term impacts.
14. (Cerón, 2024) The study explored gamification in education, analyzing its effects on motivation, digital competence, and social skills in Secondary Education and high school students. It employed a methodology that combined both qualitative and quantitative analysis to assess the impact of gamification on various subjects. Throughout the exploration, the students were engaged through challenges, exciting narratives and virtual rewards and the students demonstrated a significant enhancement in their levels of motivation and commitment, alongside advancements in their digital competence, and social skills ultimately indicating the  enjoyment in learning. The paper advocated for the strategic implementation of gamification in education, highlighting the need for teacher training, curriculum adaptation, and the integration of digital technologies to foster an engaging and effective learning environment.
15. (Parrales et al., 2024) The paper analysed the impact of gamification on secondary school students' learning in mathematics, revealing several key results. The research identifies several effective gamified strategies, including points, rewards, challenges, progression, characters, levels, competitions and immediate feedback which significantly enhanced students' motivation towards learning mathematics. This was attributed to the engaging nature of gamification, which makes learning more enjoyable and interactive. The study indicates a positive correlation between gamification and students' academic performance in mathematics compared to those in traditional settings. The study also stressed the need for tailored approaches to maximize effectiveness.
16. (Mustikasari & Yugopuspito, 2024) The study investigated the impact of gamification on students' collaboration skills, engagement, and academic achievement in 21st-century education. Using an experimental method, the research found that students who experienced gamified learning showed significant improvement in collaboration skills, engagement, and academic achievement compared to the control group. According to the study, the gamified interactive and captivating learning environment enhanced the overall positive learning experiences and made learning more enjoyable. The use of gamification as a learning strategy not only improved students' soft skills but also contributed positively to their overall academic performance.
17. (Ualikhanova et al., 2024) The researchers evaluated the effectiveness of gamification in Kazakhstan's education system, particularly in teaching physics, using mixed methods including qualitative and quantitative analysis. The survey involved 59 randomly selected students of 8 and 10 grades of general education schools in Kazakhstan. The results indicated that gamification was effective in enhancing learner enjoyment, as it positively influenced their motivation, engagement, and understanding of physics, leading to a more enjoyable learning experience in the classroom. The study suggested that to increase student engagement in STEM subjects, educators could consider incorporating gamification into the curriculum.
18. (Adeoye, 2024) The study examined the impact of gamification on student academic performance in a Nigerian private secondary school. The research used a case study design and used Likert-scale rating open-ended questions to gather quantitative data. The results found that students generally supported gamification integration in their learning environments, believing it made learning more enjoyable, improved understanding of complex concepts, and enhanced the learning experience. A significant proportion of students strongly agreed that gamification has improved academic performance, increased confidence, and overall learning outcomes.

