[image: A black background with grey leaves

AI-generated content may be incorrect.]
THE EFFICACY OF GAMIFIED LEARNING
[image: A grey logo on a black background

AI-generated content may be incorrect.]
Word count:2,033




What happened is that me and my class were taken to a different room and in the room was a big screen, the room that we were called the interactive room. We then were told that we are part of an escape room where a little girl has gone missing and that the clues were in the room, and that the clues were digital and physical, we had to work together to find them and put in four digit codes form each clue to escape form the room and save the girl and that we was on a limited time to find the clues. So, when the time started, we at first split up into smaller groups so that we could try and find clues quicker. We were able to find some of the clues quickly and had a good amount of time left however, we got stuck on one clue because of it required to build a Lego magnifying glass that would show that last four digit code and we didn’t fully build so we had to guess the numbers for it and after a while we were able to get it. But there was a twist that there was one more code and that we had to use numbers that were appearing on the screen and had to put them in the right order to get correct code to leave the room. We manged to do it with only a few minutes left on the time.
When I first arrived at the room what I was feeling was uncertainty of what to do in the escape room but also excited to what will happen in the escape room because I have always enjoyed escape rooms because they have always seemed like a fun experience, according to (Oliveira. I, et al 2023)” escape rooms are the genre of game that evokes the most emotions in a player” which can explain why I had these emotions before heading in since I have already done one before I can expect what might be in store. When the escape room started, I was feeling joy since I was having fun when doing the experience solve the challenge that was proposed in the escape room and I think other might have team work the same due to them talking to each other and collaborating ideas and any clues that might help us find the codes which could create teamwork to getting solving the puzzles and according to (Zhang, X.C. at al. 2018) escape rooms can enhance team work since it practices the key parts of team work like “communication , task delegation, and critical thinking”  since they will be tackling puzzles.
What was good in the experience in the escape room was that it was a fun experience and that it challenges to show awareness to surroundings and how other felt in the situation of using team work to get to a common goal. In this case it was to work together to find codes and escape the room, and that using an escape room for team building is an effective way to do so which and (Warmelink, H. et al. 2018) supports this by telling us that what they found was the fact that escape room had a “significant effect on team cohesiveness”  and that it had significant increase of cohesiveness after the escape room. What I thought that did not go well was how other people took the challenge for what I could see was they did not take as seriously as others which could affect how well others could work and overall effect teamwork. What I mean by this is when tackling the escape room some people didn’t put enough effort into trying to solve the puzzle or try to get the codes and this might be because of “nervousness and awkwardness” according to (Friedrichsen, J. and Lehtonen, E., 2023) this might be due to people not wanting to embarrass themselves in front of people or simply that they didn’t care to be there but it could be that they didn’t know anyone to well to try and put effort in so that they didn’t want to share their own thoughts. 
One reason why I think that are escape room went well is because some of use had already know each other which can make it easy for use to communicate with each and be able to speed up the process of trying to find clue and spit up into groups to try and solve the puzzles and that before went into the escape room we were told what it might be about, also if we didn’t know each other well enough we were able to quickly work together, and the might due to us having a common goal to work towards and according to (Wolf, W. et al. 2016) that having “joint attention was sufficient  to encourage social closeness with an interaction partner” which could mean that when having an interaction partner when doing the same activity might increase motivation to completing the same goal. One thing that didn’t go well was the team work on trying to make the Lego magnifying glass at first, we had one person try to solve it but then they gave up and the same happened with the next few people trying to solve it as well, so what happened in the end was that we tried to guess the code. 
What I learned form this situation was that teamwork was the importance of the escape room and that if we did not work with each other, it would have been difficult to complete the task or could have been that we didn’t complete it at all. If I had understood this quicker, I would have been able to solve other clues quicker or maybe could have switched the person who was doing the Lego could of help them and put them on something that could have been better at.
My action plan for next time would see what everyone would have been comfortable with and then divide what tasks to what would best suit the needs of everyone and see what would have changed if there would be another time, since I would have more confidence in knowing that we had more range of skills covered, and according to (Leonard Jr, J.J. and Gibeault, C.L., 1999) having an action plan is the “most effective way to respond to goals and objectives to mitigate an event”.
Another experience that happened recently was helping and manging an event. This event was an esports day and that it was ran by the student Union and my class, what happened on the day was that we had two different rooms that had PC that had two games to play on, being overwatch and rocket league. When it came to 9 am is when it started and explain the rules and what games they could play, and the people who came did this for a few hours then they started playing different games from what they were meant to play. However, we did not know what to do at first but then we noticed that they were having fun and causing any issues, so we just let them continue. After this towards the end of the day we held a tournament for rocket league and the winner would get a prize. 
What I was feeling during this event was that I was nervous of taking part of the event since I would be managing it because it was something that I have never done before, and I was not sure of how to do it correctly and according to (Lofnes, I., 2010) “is that most people feel nervous in front of a performance” which can explain why I felt nervous because I felt that I had to give a good performance so that other people could have fun and make sure that there was no mistake that happened because it might have lead to the event of being a failure. Maybe due me being nervous may have affected the how I felt about dealing with the situation of people playing other games than what was meant to play but when I looked back at it, I was not to bothered by it because they were having fun which was one the points of the event. I also believe that other people were nervous since they were also hesitant to tell what people could and could not do, however as the day went it felt that everyone else was able to become more relaxed and enjoyed the rest of the event, which was also the case for me as well and when the event ended I felt satisfied and according to (Klein, N. and Fishbach, A., 2014) “ that participants were happier if their applications were successful” which could explain why I felt satisfied is because I believed that the event was successful. 
For my evaluation of the event was that were good and bad things that happened in the event. One of the things that went well was that the team was working well together by keeping effective communication and knowing what was needed and who needed help. According to (Radovic Markovic, M. and Salamzadeh, A., 2018) “oral communication is generally easier and more efficient than written communication” which makes sense why are team would work well with each other because we can tell what emotions they were feeling when talking to each other helping us understand what was urgent and needed. One thing that did not go well  in the event that I saw getting people into one of the games that we had, and what I mean was there was difficulty for them to play one was Overwatch since they needed an account to play which created an issue since most of them when they did try they still could not log in. 
The reason I think that the event went well because we didn’t want to limit what people could do, and what I mean by that is when people started playing other games we didn’t want to tell them no because they were having fun when playing the other games. According to (Carroll, J.M. and Thomas, J.C., 1988) “experiences that are fun are more attractive to people” which is might be way our team didn’t what to stop them because if they said they had fun at the event, and maybe at the next event starts again there might be more people coming since people talked about how they had fun their even if they don’t play games often. What did not go well was that overwatch was not the best performing since not a lot of people played the game, which is a shame since that was the one that was a team-based game and could have boned people together more. According to (Spoor, J.R. and Kelly, J.R., 2004) “coordinate group activity by communication information among group members by facilitating the development of group member bonds” which could support my thought process since if it is a group activity they could form bonds.
What I have learned form this experience was we should have planned for all possibilities for the event, best example would have been more games since the ones had been not as popular as they used to be. This idea could have been more positive since there would not have been a small panic on why people are playing different games, and we could have seen more positive results quicker than we did. What I have learned from this situation is that it is not always wrong to go off the original plan that was intended.
When planning for the event next time what we could have done was put a post up and have people vote for what games they would have liked to see and play, rather than giving them only two options limiting their experience for the event. I could develop the skill to build better communication through online since they could have changed the post and maybe could have given people a chance to get want they want. 
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Introduction:
In this report I will be talking about gamification in creative arts, and how gamified design influences artistic processes, collaboration, or creative skill development. “Gamification is emergent approach to instruction” according to (Kapp, K.M., 2012) and also says that it facilitates learning and encourages motivation using game elements like mechanics and game – based thinking. The reason I have chosen gamification in creative arts is because most games are artistically, for instance they can have a creative story to tell like the Last of Us or can be visually stunning like Red Dead Redemption but it just limited to those games it, there is so many games with different art styles and variety of story making me believe that gamification in creative arts would be significant. The report will discuss key literature of what people say about gamification in general and what they also say about in it in creative arts, as well as the critical evaluation of gamification like where would it work well, limitations, and the effectiveness of gamification.
Discussion of key literature:
What people think about gamification, well according to (Caponetto, I., Earp, J. and Ott, M., 2014) when they write in their paper on gamification in education and training and that they analysed 120 papers on the topic published between 2011 and 2014 was that it enhanced motivation and engagement in learning tasks because gamification made learning more attractive, captivating and, effective. Showing that gamification can be helpful in getting more students involved and have a way of learning that could help them understand rather than the normal techniques of learning. However, according to (Toda, A.M et al. 2017) there is a “dark side” to gamification and that they will explore the negatives of it, and what they found was that there was an indifference, loss of performance, undesired behaviour and declining effects, showing that loss of performance was the most reported issue saying that gamification harms or hinders students learning process. But on the other hand, according to (Rabah, J. et al. 2018) is that they found a report that supports gamification that it is effective in terms of cognitive, emotional/motivational, and behavioural outcomes, what they found in their studies was that there had to be a gamified courses to be more motivating also that it turned boring tasks into more interesting ones. With these sources it could be shown that gamification can help in making boring activities more interesting so that more people can be engaged with the task. Gamification in creative arts might be different compared to education and that we might be able to see that with the next resources talking about gamification in creative arts. According to (Kalinauskas, M., 2014) gamification could potentially support and enhance creativity in individuals and groups and that ICT in the creative process is becoming more normal and that since there are so many tools that can empower an individual to perform better. This could possibly mean that people can get inspiration from games and that could make them want to achieve a goal that they have seen within a game, being either story or possible concept design that they like and what to achieve something similar. Another example of literature for gamification in the creative arts is that according to (Bouchard, A., 2013) “games can be art” which is quite simple to understand meaning that it can be helpful for people who want to find inspiration form somewhere a game can be one of those things since most people who do art at least try to drew something form a game that they like, showing that gamification can help people in need who trying to be creative since it engages with them and that might just be the background of a game. Another insight to gamification in the creative arts is interactive artwork making it so that people do not have to be passive spectators into a participant that would impact the artwork itself according to (Helal, N.H. et al. 2025) which could possibly mean that through gamification they have added to their art the process of interaction like gamification, giving the idea to make their art also interactive. 
Critical evaluation: 
Many studies show that gamification elements can increase participation, task completion, or short-term engagement, and that it indicates positive effects (Hamari, J. et al. 2014) but they also mention that they depend on context on what the gamification is being used on. Showing that there are challenges faced by gamification and that it is not perfect for situation, and that it needs to rely on context since if you were to give rewards it would have been based on what is a mile stone of what you are teaching but if you don’t know what are good mile stones it could affect the process of gamification. Another challenged faced by gamification according to (Almeida, C. et al. 2021) is that it does not always achieve learning benefits and that the gamified elements failed to improve educational outcomes as well it is having motivational issues and that it failed to engage them or even demotivate them, which might happen due to that if the game is made, it does not mean that it is engaging and if that is the case then you will lose students attention. But it might have been that the game was engaging but still difficult to understand which can make student to become lost since they do not fully understand it and make them lose the motivation they had for that topic. according to (Almeida, C. et al. 2023) the main issue that was faced by gamification was performance they would say that if someone dislikes competition and that competition is the main goal of the gamification it won’t be able to motivate that user and with a lack of motivation it can worsen the users studies. Which makes sense because if you try to force someone to enjoy something they do not like, it will only worsen the view or experience of it making them want to not try when they hear about it next time it will only make then feel uneasy since they only have a bad view on it. According to (González-González, C.S. and Navarro-Adelantado, V., 2021) they talk about how it is hard to describe the limits of gamification “if there is no interpretive model that explains the transaction between game and the gamification”. With that we can possibly understand that it might be hard for people to separate the game form the learning aspect since it they might just see it as a game and not a learning experience which can make an issues if they are trying to understand what is trying to be taught to them, showing us one of the limits of gamification. Another point they bring is that there is a risk of isolating and considering only some elements that do not even belong to the game, and this could possibly confused people since they when are trying to learn about a topic and then something that isn’t form the topic it would lead to confusion and they would be stuck on it for a while when it doesn’t matter to what they are trying to learn.
Application of context:
One model that could apply to my work is the self-determination theory (SDT) because it can be applied to how gamification influenced my own learning experience during this module the reason I would say this is because it made my gain my own learning experience about gamification was by turning it into a game that when I got a section of my work done I would treat myself to break or possible a treat that would reinforce positive feedback, and showing that I was making progress with my work. However, when the work stated to get harder to understand and get lost at some points, I would instead focus more rewarding myself rather than trying to understand the work. This would be demonstrated by (Dahlstrøm, C., 2012) since he mentions that studies shown that tangible rewards can in fact harm intrinsic motivation and not enhance it and that the system that I put in place for myself had unintentionally reduce my engagement with learning. Another study from (Alcaraz, C. et al. 2017) showed that I could fight the lack of motivation by using a method of three phases preparation, execution and monitoring. I could have implemented this by whenever I hit a milestone I could of test myself after to keep it inside my head which could have been the preparation, and for execution I could of then looked at what was the correct answers so that for next time I would know, for the monitoring part I could of asked another student so that when I asked them again they would have the previous knowledge and if I got it right I would know that I am progressing in a way that help build up motivation so that I could start using rewards again. If I apply these theories, it will possibly show that gamification can boost engagement.
Conclusion:  
Overall, the literature demonstrates that gamification holds significant potential within both educational contexts and the creative arts, but is strongly dependent on how it is designed, implemented, and contextualized. Research consistently shows that gamification can foster motivation, engagement and creativity by transforming routine or uninspiring tasks into more interactive and enjoyable experience. Within the creative arts, gamified approaches appear especially valuable because they encourage experimentation, participation, and exploration supporting the idea that games themselves are a form of art and a medium for creative expression. Interactive art practices further demonstrate how game-like elements can inspire artistic processes by turning viewers into active participants. However, the critical evaluation shows that gamification is not universally effective. Studies show that clear limitations, including loss of performance, declining motivation, confusion. Many of these negative’s outcomes emerge when gamification relies too heavily on competition, rewards, or complex game mechanics detached from meaningful learning or creative intentions. This reinforces the argument that gamification must be carefully aligned with user needs and intrinsic motivation. The application of theories such as self-determination theory provides further insight, showing how reward- based systems can both enhance and undermine engagement depending on how they are used. My own experience illustrates this duality, while gamification initially supported motivation, but over time the rewards slowly hindered focus and learning. So, in conclusion, gamification in the creative arts and learning can be powerful and innovative toll when it has been thoughtfully designed and contextually appropriate, while balancing intrinsic and external motivators. it offers new possibilities for creative engagement, collaboration, and artistic development, but also carries risk when missed used or being too simple. A possible successful gamified approach must consider user experience, creative intention, and long-term engagement rather than relying solely on game mechanics. When these factors are used it can make gamification enhance both artistic processes and learning outcomes, showing it value as way to teach.
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