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ABSTRACT

Now a day, digitalization is demanding in every aspects of human life in order to face modern transformations
worldwide especially in field of education because implication of digitalization in it will modernize and
empower all dimensions more effectively and efficiently. Gamification along with digitalization i.e. implication
of game machines in non game text will revolutionize education context in great manner. The current article
explored impact of Gamification in present education system along with digitalization. It results effect of
Gamification as better engagement of students via educational games with fun and positive motivation by using
information and communication technology based e-learning tools. Two learning management system (LMS)
tools Moodle and Quizizz are discussed briefly. No doubt, Gamification has effectively influenced for better
learning outcomes but proper care should be maintained during implication due to some side effect like

addiction in nature, mental and health problems even victim of cyber bullying and scamming.
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1. Introduction

Modern educational system is transforming from traditional classroom structure towards digital platform
worldwide. Digitalization is now demanding for all type of learners and teachers to face day by day challenges
like during covid-19 pandemic, online teaching and learning being stimulating for all of us but sometimes, lack
of learners engagement, motivation and some technical unawareness also governed some unwanted
unexpectational outcomes. It focused digitalization towards more easier, attractive to reinforce community for
growing knowledge, skills and encouragement. National Educational Policy 2020 has also promised to
revolutionize educational system implicating digitalization in every aspects empowering for all. For all these,

Gamification is an important empowering aspect. Gamification is generally, implication of game machines in
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teaching learning environment to encourage and involve students. Gamification is aesthetics and game thinking
to engage people, motivate action, promote learning and solve problems by using game based machines [1-7]. It
is integration of game elements and game thinking into non game activities to promote learners for better
outcome. Gamification not only work for educational sector but also emerging in many more like business,
management, in-service training, health, society and others for variety of purpose like learning, employee
performance, customer engagement, performance study and many others [8-10]. Thus, in modern digital era,

Gamification is helping humans for attractive utilization of digital technologies.

In concern to educational prospects, Gamification is a method of learning to involve and engage students via
educational games, puzzles, quizzes for assignation of students and exciting them for learning using some game
elements with fun and positive motivation. For educational Gamification, users are students which perform
towards given objectives step by step so points are accumulated as a result of task and after getting some
definite points; students achieve levels representing their success. Rewards are given in terms of badges and
then ranking is generated in game. It promotes engagement and motivation of students in positive frame out.
Modern Information and communication technology (ICT) based e-learning governs favorable possibilities for
implementation of Gamification in educational environment by introducing objectives, engaging students,

optimizing learning, supporting behavioral changes and socialization[11-13].

The effect of Gamification on student learning is broad area of research. Gamification generates sense of
competition, make easy understandable context for better achievement and memorable by engaging learners.
The games using a story may be linked with questionnaire, practical assessment and instant feedback to
understand learner’s progress. When game elements are amalgamated with education context, learning is just a
fun resulting better engaging environment. Now a day, Gamification research has paid greater attention
worldwide for enhance learning outcomes. Involving of game machines improve learning new skills. There are
large research outcomes for online engagement through Gamification [11]. The general framework of
Gamification and learning is based on instructional content, behaviors and attitude, game characteristics and
learning outcomes. The involvement of different game layers at various stages for different type of groups or
learners may promote better engagement, learning, motivation, profile, personality in gamified learning

environment [12, 13].

Gamification and game based learning are two different criteria in which Gamification is addition of game
element into non game text while game based learning involve a complete game which are independent to real
world systems [14]. Gamification is a methodology which may be adopted not only for motivation but also
behavioral and affective design trend [15]. The impact of Gamification for extroverted and introverted learners
groups are driven by points, levels and ranking resulting motivation in education and learning. Application of
theoretical framework, assessment and analysis of learning process and methodological rigor implies need for

Gamification research [16, 17]. Lots of literature review on Gamification depicts its importance and need for
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modern e-learning context. Use of social media and Gamification techniques for learner’s engagement,
performance analysis and behavior based on personality tests are studied. Gamification for teaching and
learning, its implication in education are those outcomes who explore Gamification for next generation e-
learning. No doubt, Gamification research is an enlightening area to be explored for next generation

achievement in e-learning [11-19].

The current paper is highly focused on importance of Gamification research for better e-learning outcomes. The
Gamification via Moodle, Quizzes and swift chat are briefly discussed. This paper explores addition of game
element into educational context for a group of students at high school level and results are analyzed based on

quizzes outputs in order to obtain Gamification impact on learning.

2. Gamification via learning management system (LMS):

Moodle and Quizizz

2.1 Moodle

As a current demand for e-learning, learning management system (LMS) is application software helping in
online learning for better engagement, motivation and effective outcomes. Moodle is an online learning
platform to create online course, add assignments, quizzes, discussion and evaluate student progress. Moodle
stands for modular object oriented dynamic learning environment. Moodle empower our educational world via
open source e-learning software and available in more than 100 languages, governing freedom for online
learning and training according to current demands. The learning activities supported by Moodle are videos,
discussion forum, chats, materials and quizzes. Gamification in Moodle may results highly beneficial for
learners because Gamification makes online courses more attractive, engaging and motivational for learners
[20, 21]. Moodle was first designed by Martin Daugiamas in 2002 which transform learning media into web
form. Moodle is open web software which improves effectiveness of e-learning by offering various learning
materials interacting with teachers and friends i.e. dynamic learning. In Moodle, content can be added or deleted
which make interface very initiative and allows for easy navigation. It can be organized in topics or weekly
courses and all these have lesion, quizzes, assignments and forum. Moodle implements three roles-
administrator, teacher and student. Administrator can control and create role or assign a role to anyone. When
user enrolled in particular role, it will be student. Teacher enrolls each student one by one and has full control in
addition or removal of students. Moodle includes various tools for creating resources and activities. Resources
tab offers choice of creating levels, text pages, web pages, generating link to files or websites, videos and text
pages. In activity section, assignments, chats, question choice, data base table may be included. In forum,
anyone can send his response to discussion. Quiz enables to create variety of quiz as well as feedback from
students may be collected. Here in Moodle, video games may be included and rewards are given after

successfully completion of different levels. It may be more attractive for learners so course management may be
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more exciting by Gamification. Thus, implication of ICT and Gamification allow Better Corporation among
learners via accessibility, usability and collaborative learning by motivating learners and teachers [20-23].

2.2 Quizizz

Technical advancements in field of education has implied various application tools for meeting demands for
digital generation of learners as well as teachers for efficient and affective tasks. Quizizz is an online
assessment tool applicable from elementary to college level students. It provides more interactive and fun
exercises via multilayer activities governing game like educational application. Multiple features like memes,
themes, avatar, music, make it more attractive in classroom. Quizizz also provide data and statistics about
student performance via monitoring progress and downloading reports. Learners can stimulate their interests
and improve their engagement via Quizizz. Both live and homework module may be applied under Quizizz. It
offers functionalities to add music and pictures. Random questions in Quizizz also avoid cheating among
learners and focus more centered and mindful test and at end, learners can get their rank also however, greater

length of time to complete questions, internet connectivity are big obstacles for Quizizz among learners[24,25].

Quizizz is multilayer game platform in classroom for teaching and assessment tool depicting favorable
outcomes in terms of learning efforts, motivation, involvement and academic achievement [26]. Quizizz is an
interesting tool which encourages confidence, motivation and improves skills. Quizizz helps teachers to conduct
tests easily. It improves self confidence, self evaluation and motivation via new learning style and reading
ability by focusing on questions. Quizizz can be designed in multiple forms like multiple choice questions, true
false etc. on public and private mode. Students can join quiz via a given code from mobile in which a unique
avatar is given to him for excitement. Quiz can be customized in structure via background music, ranking,
shuffling questions as well as quiz for homework. Immediate feedback is obtained after answering questions as
for correct answers, funny pictures and for wrong answer, try again. The ranking of students based on their
performance is obtained on leather board. After finishing Quizizz game, students can review all questions and
figure out where the need to improve. Quizizz can be integrated with Google classroom which facilitate

assignment tracking and enhance student’s safety [27-29].
3. Drawbacks of Gamification

Gamification, no doubt, offers potential for effective learning experience, engagement, motivation, better
learning environment along with fun learning, behavioral change and performance changing but there are some
drawbacks also in applying Gamification in education which must be considered carefully. Implication of game
in education may lead to be addictive in nature governing departure from responsibilities. The games are
specific so it is difficult to apply it for all types of learners like person with disabilities. Even some game may
have violence which attract to adults exploring violent nature by increasing emotional aerosol. Spending many

hours on game may lead to obesity and mental stress, eye problem like health issues. Learners once addicted to
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games, prefer Gamification more that may degrade their academic progress even learners may be victim of
cyber bullying and scamming. If Gamification is to be made mandatory, it creates rule based experience that
avoided fun from learning. Here, efforts must be rewarded not victory so that learners could see failure as
opportunity instead of being fearful. Feedback must be used for correction of student’s action and should be

applied as stimulus for further activities [30-32].
4. Conclusions

E-learning is demanding in current educational scenario and Gamification along with e- learning will empower
it in great context. Gamification not only governed entertainment but explored engagement, motivation, positive
feedback and competition for better achievement among learners by applying game machine in non game text
structure. Gamification may also be implied in business, management, in-service training, health, society and
others for variety of purpose like learning, employee performance, customer engagement and performance
study. Learning management system, Moodle and Quizzes are supported by game elements like videos,
discussion forum, chats, materials and quizzes resulting better learning outcomes. No doubt, Gamification
empowers educational context according to modern needs along with fun but careful implication is must
because it may be addictive in nature governing emotional aerosol, mental stress, health issues and victim of

cyber bullying and scamming.
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