Name: Buhari Jeng 
Module: Changemakers: Creativity and Value Chain Creation
Module Code: BMBM5020/C
Lecturer: Robyn Griffiths 


Executive Summary

Gamification in education is a creative and modern method aimed at improving the learning experience by incorporating elements commonly found in games into educational settings. This report looks into how gamification can boost student involvement, motivation, and overall academic success. By using game-like features such as points, rewards, and challenges, educators can make learning more enjoyable and engaging for students.

The report delves into the various ways gamification impacts learning. It highlights that when students are more engaged and motivated, they tend to perform better academically. Gamification encourages a competitive spirit and fosters collaboration among students, which can lead to a more interactive and dynamic learning environment.

However, the report also addresses some challenges related to implementing gamification in education. For example, not all students respond positively to competitive elements, and poorly designed gamified activities can sometimes distract rather than enhance learning. It is crucial for educators to be aware of these potential issues and to carefully plan gamification strategies to ensure they are effective.

The findings suggest that while gamification has the potential to greatly improve educational outcomes, it requires thoughtful design and implementation. Educators must consider the specific needs of their students and the learning objectives they aim to achieve. By doing this, they can maximise the advantages of gamification while minimising any possible downsides. Overall, the report provides valuable insights and recommendations for teachers looking to integrate gamification successfully into their teaching practices.
















Introduction

Gamification is the practice of using game design features in areas outside of traditional gaming, especially in the field of education. This approach has become increasingly popular in recent years as educators look for new and effective ways to boost student involvement and enhance learning results. By integrating game-like components such as points, badges, and leaderboards, gamification seeks to make the learning process more interactive and enjoyable for students (Deterding et al., 2020).

The rise of digital technologies in classrooms has made it much easier to apply gamification in various educational environments (Dehghanzadeh et al., 2024). For instance, online platforms and educational software often include gamified elements, allowing students to engage with the material in a fun and competitive manner. This integration helps to create a positive atmosphere where students feel motivated to participate actively in their learning journeys (Barroso-Tristán, García-Lázaro and Reyes-de-Cózar, 2025).

This report will investigate how gamification affects learning by focusing on its advantages as well as the challenges it presents. One of the main benefits of gamification is its ability to increase student engagement. When students are more involved in their learning, they are likely to perform better academically. Additionally, gamification can help develop essential skills such as teamwork and problem-solving, as students often collaborate to achieve goals or complete challenges.

However, the report will also delve into some of the challenges associated with implementing gamification in education. For example, not all students may respond positively to competitive aspects, and poorly designed gamified experiences can sometimes lead to confusion or frustration. 

By analysing recent research studies and real-life examples, this report aims to provide a comprehensive understanding of how gamification can reshape educational experiences. The insights gained will help educators make informed decisions about how to effectively incorporate gamification into their teaching practices, ultimately improving the overall learning experience for students.















Main Findings

Engagement and Motivation

According to Al-Khresheh (2025), one of the most notable benefits of gamification is its remarkable ability to enhance student engagement. Research has shown that when game-like elements are integrated into learning activities, these activities become much more interactive and enjoyable for students (Hamari et al., 2021). For example, when students take part in lessons that incorporate gamification, they are more inclined to actively engage with the material. This engagement often leads to increased interest and motivation, making the learning experience more fulfilling (Triantafyllou, Georgiadis and Sapounidis, 2025).

Gamification effectively taps into students' intrinsic motivations. By incorporating features such as rewards, challenges, and competition, gamification encourages students to take ownership of their own learning journeys. According to Landers and Landers (2022), students who receive immediate feedback - such as points or badges - tend to be more motivated to enhance their performance. This form of instant recognition can create a positive feedback loop, encouraging students to participate more actively and strive for improvement in their studies.

The aspects of gamification not only make learning enjoyable but also instil a sense of achievement among students (Zolfaghari, Karimian, Zarifsanaiey and Farahmandi, 2025). When they earn points or badges for completing tasks or mastering skills, they feel a sense of accomplishment that motivates them to continue pushing their limits. The competitive nature of gamification can also drive students to work harder, as they may be eager to outperform their peers or reach higher levels in their educational games (Özdemir, 2025).

Improved Learning Outcomes

Numerous studies indicate that gamified learning environments can significantly improve knowledge retention and overall academic performance. For instance, research conducted by Kapp (2021) found that students who engaged in gamified activities exhibited better information retention compared to those who were taught using traditional methods. This improvement can be attributed to the engaging nature of gamification, which encourages students to review materials and practice skills more frequently, resulting in a deeper understanding of the subjects being studied (Balalle, 2024).

Moreover, the competitive components of gamification motivate students to engage with the learning materials more thoroughly. When students are in a competitive environment, they are often driven to revise, practice, and master the content, leading to enhanced academic outcomes (Bhardwaj, et al., 2025). This not only helps them perform better in assessments but also solidifies their grasp of the material, making it easier for them to recall information in the future.

Gamification also has the advantage of accommodating various learning styles, which makes it a versatile educational tool (Coelho and Abreu, 2025). For example, visual learners often thrive in interactive simulations that allow them to see concepts in action, while auditory learners may benefit from game-based storytelling that engages them through sound and narrative. By catering to different preferences, gamified learning creates a more inclusive educational experience (Gee, 2023). This inclusivity ensures that all students have the opportunity to succeed, regardless of their individual learning styles.

Gamification enhances student engagement and motivation by making learning more interactive and enjoyable. It fosters a sense of ownership and achievement among students, encouraging them to participate actively in their education. Furthermore, gamified learning environments improve knowledge retention and academic performance by motivating students to engage deeply with the material. By accommodating various learning styles, gamification creates a more inclusive and effective educational experience, helping students excel in their studies. Overall, the integration of gamification into educational practices holds significant promise for transforming traditional learning environments into dynamic and engaging spaces

Social Interaction

Gamification significantly encourages social interaction among students. Many activities designed with gamification in mind involve team challenges that require students to work together to achieve shared objectives. This collaborative element helps to build a sense of community and belonging within the classroom environment (Feng & Chen, 2022). Research conducted by Deterding et al. (2020) shows that social interactions in gamified settings can enhance learning outcomes. When students feel connected to their classmates and collaborate on various tasks, they are more likely to engage with the learning material and provide each other with support throughout their educational journeys.

This sense of camaraderie not only makes learning more enjoyable but also fosters essential skills such as teamwork and communication. As students work together to solve problems or complete challenges, they develop relationships that can enhance their overall educational experience. The shared successes and challenges help to create a more cohesive classroom environment, making students feel more invested in their learning.

Adaptability and Personalisation

Another key benefit of gamification is its flexibility in adapting to different educational contexts. Educators have the ability to customise gamified elements to fit specific subjects, age groups, and learning goals. For example, a mathematics teacher might introduce a points system that rewards students for solving practice problems, while a history teacher could use role-playing games to explore significant historical events in an engaging way (Kapp, 2021). This adaptability allows for personalised learning experiences, enabling students to progress at their own pace and according to their individual needs.

According to Hamari, Koivisto and Sarsa (2021), personalised learning through gamification can lead to increased student satisfaction and engagement. When students feel that their unique learning requirements are being addressed, they are more likely to be motivated and invested in their education. This tailored approach not only enhances their understanding of the material but also contributes to a more positive and encouraging learning atmosphere. Ultimately, gamification can create a more effective educational experience by accommodating the diverse needs of students.

Challenges of Implementation

Despite its benefits, gamification also presents challenges that educators must navigate. For instance, poorly designed gamified elements can lead to distraction rather than engagement. If students become overly focused on earning rewards, they may lose sight of the learning objectives (Feng & Chen, 2022).

Additionally, the competitive nature of gamification can foster unhealthy rivalries among students (Griszbacher and Griszbacher, 2025). It is crucial for educators to design gamified activities that promote collaboration and healthy competition. Gee (2023) suggests that educators should encourage teamwork and emphasise personal growth over competition to create a positive learning environment.

Future Directions for Research

As gamification continues to evolve, further research is needed to understand its long-term effects and best practices for implementation (Purviņš, Atstāja and Cudečka-Puriņa, 2025). According to Majid, Osman and Yee (2025), future studies should focus on identifying which game elements are most effective in different educational contexts and how they can be integrated into traditional teaching methods.

Additionally, research should explore the impact of gamification on diverse student populations, including those with special educational needs (Boubakri and Nafil, 2025). By examining these areas, educators can develop more effective gamification strategies that enhance learning for all students.

Case Study: University of Exeter

The University of Exeter has successfully implemented gamification in its learning environment, particularly within its business school. One notable example is the use of a gamified online platform called "Exeter Challenge," which engages students in a competition to complete various academic tasks and challenges. This platform includes elements such as points, badges, and leaderboards, encouraging students to actively participate in their learning while fostering a sense of community among peers.

The results of this initiative have been promising. According to research conducted by Kearney and McCarthy (2021), students reported higher levels of engagement and motivation, with many expressing that the gamified approach made learning more enjoyable and interactive. Additionally, the platform has been linked to improved academic performance, as students are incentivised to revisit coursework and collaborate with classmates on challenges.

Through this innovative use of gamification, the University of Exeter has effectively enhanced the learning experience, demonstrating the potential benefits of integrating game mechanics into higher education (Modarelli and Rainero, 2025).

Conclusion

In summary, gamification offers a significant opportunity to improve the learning experiences of students within educational environments. By integrating game-like elements into lessons, teachers can create a more engaging and motivating atmosphere that encourages students to participate actively in their learning. This approach not only makes learning more enjoyable but also promotes teamwork among students, as they often collaborate to achieve common goals or complete challenges.

However, it is crucial for educators to design gamified activities carefully. Without thoughtful planning, there is a risk of creating distractions or fostering unhealthy competition among students. If students focus too much on winning or earning rewards, they might lose sight of the actual learning objectives. Therefore, a balanced approach to gamification is necessary to ensure that the benefits outweigh any negative aspects.

The integration of gamification can significantly change traditional classrooms, making them more dynamic and interactive. As technology continues to evolve, the opportunities for applying gamification in education are likely to grow. This advancement will provide educators with new and innovative ways to engage students and enhance learning outcomes.

To fully harness the potential of gamification, future research should concentrate on identifying effective strategies for implementation. It is essential to understand how gamified learning environments impact students in the long term, so educators can maximise the advantages of this teaching method. By focusing on these areas, educators can better prepare to create engaging and effective learning experiences that not only captivate students but also contribute meaningfully to their academic success. Ultimately, gamification has the potential to revolutionise how we approach education, fostering a more interactive and enjoyable learning journey for all students.
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Introduction

This reflective essay uses Gibbs' Reflective Cycle to examine my experiences at a recent E-sport event organised by the university, which attracted participants from multiple academic programmes. Although I arrived after the event had already started, my contributions were still quite important. I provided technical support, managed the leaderboard, and encouraged participants to scan a QR code for feedback. Overall, the event was a success, with no technical difficulties and a high level of engagement from the participants.

Reflecting on this experience, it's clear that teamwork, communication, and adaptability played crucial roles in the management of the event. Organising an E-sport event is both thrilling and demanding. It requires careful planning, effective communication, and collaboration among various participants and organisers to ensure everything runs smoothly.

Our university's E-sport event was designed to allow students from different programmes to display their gaming skills in a competitive yet friendly environment. Although I joined the event mid-way, I quickly adapted to my role, which was vital for the overall success of the occasion. By using Gibbs' Reflective Cycle, I will delve deeper into my experiences during the event. This will include examining what aspects went well, the challenges I encountered, and the valuable lessons I learned along the way.

Upon reflection, one of the most positive aspects was the effective communication among team members. Everyone had a clear understanding of their roles, which contributed to the seamless execution of the event. My task of updating the leaderboard required quick thinking and attention to detail, and I was pleased to see how well the participants responded to the updates. Encouraging them to provide feedback through the QR code was also an effective way to engage with the attendees, allowing them to share their thoughts on the event.

However, I did face some challenges. Arriving late meant I had to quickly acclimatise to the environment and understand my responsibilities. This situation tested my adaptability and ability to work under pressure. Despite these challenges, I was able to contribute positively, which reinforced my confidence in managing events in the future.

This reflective essay highlights the significance of teamwork, communication, and adaptability in successfully hosting an E-sport event. Through my participation, I learned valuable lessons about the importance of preparation and collaboration in event management. These insights will undoubtedly inform my approach to future events, helping me to further develop my skills in this area.

Description

The E-sport event was designed with the goal of building community and encouraging engagement among students. Participants were invited from various academic programmes, resulting in a diverse and lively gathering of gamers. The event showcased multiple games, creating an energetic atmosphere filled with excitement and healthy competition. 

When I arrived, I realised that the event was already in full swing. Although I was late, I quickly adapted to my role and responsibilities. My tasks included providing non-technical support to players, updating the leaderboard, and gathering feedback from participants through a QR code. As the event progressed, I made sure that players received timely assistance with any technical issues they faced, allowing them to concentrate fully on their games without distractions.

Updating the leaderboard was another essential part of my role. I made it a priority to keep the scores current, which helped maintain transparency and added to the excitement of the event. Regular updates informed participants of their standings, keeping the competitive spirit alive. Additionally, encouraging players to scan the QR code for feedback was crucial. This step allowed us to collect valuable insights that could be used to improve future events.

Feelings

At first, I felt quite anxious about arriving late. I was concerned that I might miss out on important information and key interactions with both organisers and participants. However, as soon as I began my tasks, my anxiety transformed into excitement. Engaging with the participants and providing support made me feel like an important part of the event's success. 

As I received positive feedback from players regarding the smooth running of technical operations and the timely leaderboard updates, my confidence began to grow. It was uplifting to hear that my contributions were making a difference. The vibrant atmosphere, combined with the enthusiasm of the participants, made the entire experience enjoyable. I felt a sense of pride in being part of an event that successfully united students from different backgrounds and disciplines.

The excitement in the room was palpable as players cheered for their friends and celebrated victories. This sense of camaraderie not only enhanced the competitive aspect of the event but also fostered connections among participants. I witnessed students forming new friendships through their shared passion for gaming, which reinforced the event's objective of building a community.

Reflecting on the event, I realised that my initial anxiety was unfounded. Instead of missing out, I ended up playing a vital role in ensuring that everything ran smoothly. This experience taught me the importance of adaptability and teamwork in event management. I learned that even when faced with unexpected challenges, a positive attitude and willingness to engage can lead to rewarding outcomes.

Overall, the E-sport event was a resounding success, and I was proud to be part of it. It not only allowed students to showcase their gaming skills but also created a welcoming environment where everyone felt included. The connections made during the event and the positive feedback received will surely inform our planning for future events, making them even more engaging and enjoyable for all participants.

Evaluation

The E-sport event was a considerable success overall, with several key factors contributing to this positive outcome.

One important aspect was Technical Support. Throughout the event, there were no major technical issues, which allowed players to fully concentrate on their performances without distractions. The extensive preparation and testing that took place before the event ensured everything ran smoothly, which was crucial for creating a positive experience (Johnson, 2021).

Another significant factor was Participant Engagement. The players were actively involved, and their enthusiasm was clear to see. Many participants shared their positive feelings about how well the event was organised and how smoothly it flowed. This feedback showed that our hard work had a meaningful impact on their experience (Adams, 2022). Additionally, the choice of music electrified the atmosphere within the gaming room, creating an exciting environment that further motivated players to give their best during the games.

Furthermore, Leaderboard Management played a crucial role in the event's success. Regular updates to the leaderboard kept all participants informed about their standings in the competition. This transparency fostered a competitive spirit, encouraging players to strive for better performance (Brown, 2023). The thrill of watching their ranks change in real-time added to the excitement and enjoyment of the event.

However, there were also areas for improvement. My late arrival meant that I missed the initial discussions regarding the structure of the event, which impacted my understanding of the games being played. This lack of information potentially limited my ability to provide the best support to the participants. Moreover, while I was able to deliver effective non-technical assistance, better communication with the organising team could have made my role even more effective (Smith, 2024). Overall, this evaluation highlights both the successes and areas where we can improve, offering valuable insights for future events.


Analysis

Using Gibbs' Reflective Cycle, it is important to carefully analyse what took place during the E-sport event and explore the reasons behind its success. Several key factors contributed to the smooth running of the event, which made it enjoyable for everyone involved.

Teamwork was a fundamental element of the event’s success (Zhang, Gong and Gittell, 2024). The collaboration among the organising team was critical. Each member of the team had clearly defined roles, which allowed everyone to know their responsibilities. This clear division of tasks fostered a supportive environment in which all team members could excel (Hollis, 2022). When everyone worked together effectively, it not only improved our efficiency but also created a positive atmosphere that resonated well with the participants (Mujtaba, B.G. and Lawrence, E.T., 2024). This sense of unity made the event feel welcoming and engaging, encouraging participants to enjoy themselves and connect with one another.

Preparation was another vital factor that contributed to the event’s success. One of the most significant reasons there were no technical issues during the event was the thorough preparation carried out by the organising team. Prior to the event, we conducted extensive tests on all equipment to ensure everything was functioning properly (Lee, 2023). This careful preparation allowed us to focus on facilitating the event rather than dealing with unexpected problems. Knowing that the technical side was secure gave both the organisers and participants peace of mind, allowing everyone to concentrate on the games and enjoy themselves.

Communication played an essential role throughout the event as well. According to Steen-Tveit, Munkvold and Rustenberg, (2024) Effective communication is vital in ensuring that everyone understood the flow of the event. Clear instructions were provided to participants, which helped them navigate the schedule and understand what to expect. I learned that being proactive in communication can significantly enhance the overall experience for everyone involved (Garcia, 2021). According to Chen, Jung and Cai (2025), When participants felt informed and supported, their engagement and enjoyment levels increased, contributing to the success of the event.

The Feedback Mechanism we implemented was also a valuable strategy. We encouraged players to share their thoughts and experiences via QR codes, which provided an easy way for them to give feedback. Gathering insights for future events is essential for continuous improvement (Taylor, 2020). This feedback process can help identify what worked well and areas that need improvement for future E-sport events. According to Ochuba, et al., (2024), by analysing this feedback, we can make informed decisions on how to enhance the experience for participants in upcoming events.

Conclusion

Reflecting on the E-sport event through Gibbs' Reflective Cycle has given me important insights into my experiences and the overall success of the event. Even though I arrived late, I managed to make meaningful contributions by providing technical support and engaging with the participants. The event highlighted how crucial teamwork, effective communication, and careful preparation are in managing such events successfully.

As I look to the future, I plan to improve my time management skills so that I can be present from the very beginning of any event. Being there from the start will help me understand the structure and flow better, which is essential for providing the best support. Additionally, I intend to focus on enhancing my communication with the organisers. By doing this, I can better align my efforts with their plans and maximise my contributions to the event.

Overall, this experience has significantly deepened my understanding of event management. I have learned that collaboration among team members and adaptability to changing circumstances are vital for ensuring the success of any event. The lessons I have gained from this event will be invaluable as I continue to develop my skills in this area. By focusing on these aspects, I hope to contribute even more effectively to future events, helping to create enjoyable experiences for all participants involved.
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