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Abstract

This study analyses the impact of gamification in urban dance teaching, assessing its influence on learning, choreographic memory and student engagement. A
quasi-experimental study was designed with 26 students aged 12-13 years, divided into an experimental group (EG) and a control group (CG). While the CG followed a
traditional methodology based on the systematic repetition of movements, the EG used a gamified approach inspired by role-playing games, incorporating progressive
challenges, collaborative dynamics and a reward system. Over seven sessions, four key dimensions were analysed: theoretical knowledge, body expression, technical
skills and choreographic execution. The results showed a significant improvement in the GE, which obtained higher scores (9.55 and 9.2) than the CG (6.4). In addition,
the GE showed higher attendance, less need for review and more autonomous and effective learning. These findings suggest that gamification not only optimises the
acquisition of knowledge and skills in dance, but also enhances motivation, teamwork and choreographic retention. It is concluded that this methodology represents
an effective pedagogical strategy for the technical-artistic and socio-emotional development of students.

Keywords: Gamification, urban dance, active learning, choreographic memory, student motivation.

Resumen

Este estudio analiza el impacto de la gamificacién en la ensefianza de la danza urbana, evaluando su influencia en el aprendizaje, la memoria coreografica y
el compromiso del alumnado. Se disefi¢ un estudio cuasi-experimental con 26 estudiantes de entre 12 y 13 afios, divididos en un grupo experimental (GE) y un
grupo control (GC). Mientras que el GC siguié una metodologia tradicional basada en la repeticion sistematica de movimientos, el GE utilizé un enfoque gamificado
inspirado en juegos de rol, incorporando desafios progresivos, dinamicas colaborativas y un sistema de recompensas. A lo largo de siete sesiones, se analizaron cuatro
dimensiones clave: conocimientos tedricos, expresion corporal, habilidades técnicas y ejecucién coreografica. Los resultados evidenciaron una mejora significativa
en el GE, que obtuvo calificaciones superiores (9.55y 9.2) respecto al GC (6.4). Ademas, el GE mostré mayor asistencia, menor necesidad de repasos y un aprendizaje
mas auténomo y efectivo. Estos hallazgos sugieren que la gamificacién no solo optimiza la adquisicién de conocimientos y habilidades en danza, sino que también
potencia la motivacion, el trabajo en equipo y la retencién coreografica. Se concluye que esta metodologia representa una estrategia pedagodgica eficaz para el
desarrollo técnico-artistico y socioemocional del alumnado.

Palabras clave: Gamificacién, danza urbana, aprendizaje activo, memoria coreografica, motivacion estudiantil.

Introduction

Urban dance, as an artistic and cultural expression, has emerged as a comprehensive educational tool that transcends
its aesthetic dimension. Several studies have demonstrated that its integration into educational contexts fosters the
development of motor skills, creativity, critical thinking, and socio-emotional competencies (Aleman & Serrano, 2001;
Ordéfiez, 2022). Moreover, dance functions as a dynamic symbolic laboratory, integrating multiple disciplines and promoting
relational identities (Ordé6fiez, 2022). Its instruction contributes to the physical, intellectual, and emotional development
of adolescents, generating benefits at both motor and socio-affective levels (Aleman & Serrano, 2001). Recent research
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also highlights that incorporating dance-based strategies into physical education classes enhances students’ physical and
mental health (Gutiérrez-Cantos & Enriquez-Caro, 2023). In this regard, dance in school environments not only strengthens
aesthetic awareness and self-awareness of one’s limitations and competencies but also promotes progressive and enriching
relationships with this art form (de Figueiredo, 2016).

The evolution of teaching methodologies has encouraged the adoption of participatory models that place the learner at
the center of the educational process. Within this framework, active methodologies have gained prominence due to their
capacity to stimulate critical thinking, creativity, and autonomy. These approaches foster more dynamic and interactive
learning experiences, strengthening effective communication and problem-solving in real-world scenarios (Delgado et al.,
2024). They also nurture curiosity, collaboration, and the development of metacognitive strategies, thereby facilitating
competency-based learning that equips students for future academic and professional challenges (Lira, 2011; Luelmo del
Castillo, 2018). The implementation of active methodologies has thus become a cornerstone for ensuring educational
quality, particularly in formative and professional contexts (Delgado et al., 2024).

Among these methodologies, gamification has positioned itself as an innovative strategy that applies game-related
elements and dynamics in non-playful contexts (Lopez-Mari et al., 2022; Villamar & Sanchez, 2024). Its purpose is to
increase motivation and engagement by introducing clear objectives, continuous feedback, and reward systems, thereby
transforming the learning process into a more interactive and participatory experience (Cobos, 2022). In educational
settings, gamification not only sparks students’ interest but also facilitates the acquisition of key competencies through
challenge-solving and collaborative work (Kapp, 2012). It further promotes teamwork, cooperation, goal achievement, and

the stimulation of effort and ingenuity (Alonso, 2019).

One of the most noteworthy applications of gamification in education is the use of role-playing games, which combine
immersive narratives, cooperation, and problem-solving (Ortiz-de-Urbina et al., 2010). These dynamics allow participants
to assume fictional roles and explore complex situations from an experiential perspective, promoting the development of
social skills, empathy, and creativity. The integration of role-playing into classroom practices reinforces participatory and
meaningful learning, aligning with the principles of gamification. In this sense, the Adventure School methodology has been
recognized for its capacity to enrich educational experiences through these approaches (Morales-Carbajal & Vila-Angulo,
2019; Zurita et al., 2024).

Within the field of urban dance, gamification presents particularly promising potential. The intrinsic structure of this
discipline—grounded in choreography memorization, movement exploration, and collective creation—naturally aligns with
gamification principles (Fica et al., 2022). Elements such as difficulty levels, achievement-based rewards, and immediate
feedback can be integrated into dance instruction to optimize learning, enhance technical performance, and strengthen
teamwork.

Inlight of the foregoing, the present study aims to evaluate the impact of a gamified model in the teaching of urban dance,
analyzing its effectiveness in knowledge acquisition, technical-artistic performance, choreographic memory, and student

engagement.

Materials and Methods

Participants

The study was conducted using a convenience sampling strategy (Otzen & Manterola, 2017), comprising 26 female students
between 12 and 13 years of age, enrolled in a dance academy located in Carbajosa de la Sagrada, Castile and Ledn (Spain).
Participants were divided into two groups: the control group, Urban Dance | Tuesday, consisting of 12 members, and the
experimental group, Urban Dance | Thursday, consisting of 14 students. Both groups had been attending the same institution

for the past five years, characterized by consistent attendance and a balanced level of skills and knowledge in urban dance.

Instruction for the students followed a weekly 90-minute session structure, which included warm-up, technical

component, choreographic component, freestyle, and cool-down.

Parental or legal guardian authorization was obtained prior to the intervention. An informative session was held to
explain the purpose of the evaluation and the procedures to be followed, during which questions from students and parents/

legal guardians were addressed.
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This study was approved by the Ethics Committee of the Pontifical University of Salamanca (record dated April 11, 2025)
and adhered to the ethical principles outlined in the Declaration of Helsinki (1964) and its subsequent revisions. Additionally,
it complied with the American Psychological Association (APA, 2019) guidelines for conducting research with minors.

Design

The study employed a quasi-experimental design with post-test measurement, which allowed the assessment of
intervention effects without random participant allocation. The experimental group (EG) worked with a gamified approach
based on the implementation of a role-playing game, whereas the control group (CG) followed a traditional methodology
centered on observation and repetition of movements.

The intervention lasted seven sessions, each with a defined structure that included warm-up—featuring a single
demonstration of a choreographic segment from the final routine—main activity development, and closing. In the
experimental group, gamification was introduced through progressive challenges, symbolic rewards, and collaborative
dynamics, fostering students’ autonomy and engagement. In contrast, the control group focused on direct instruction,

relying on systematic exercise repetition and technical correction by the instructor.

Procedure

The intervention was based on a role-playing game inspired by Dungeons & Dragons (D&D) and set in the Stranger Things
universe, integrating gamification as a strategy for both theoretical and practical learning. Participants were organized into
two teams of seven members and selected an avatar from three available roles: Wizard, Warrior, or Healer. Each role entailed
specific abilities that influenced both individual performance and group dynamics within the game.

To progress through the experience, students were required to overcome a series of challenges designed to assess
different dimensions of learning, including theoretical knowledge, technical skills, expressive capacity, and choreographic
execution. These challenges were divided into four categories: theory, charisma, dexterity, and characteristic. Each carried a
maximum score depending on the evaluation criterion: theory (up to 10 points), charisma (up to 20 points), dexterity (up to

30 points), and characteristic, which assessed accuracy in executing choreographic movements (up to 40 points) (see Table 1).
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Table 1
Relationship Between the Type of Test, the Content Assessed, its Maximum Value, the Person Responsible for Leading the Group's

Response, and the Evaluation of the Responses

R ible f
d Maximum esponsible for

Test Content assesse test score Type of test :iGel\lliedI:)pment Assessment
Intelligence Theory 10 Teacher asks Magicians 10 points if the
a theoretical students' answer is
or theoretical- correct, 5 points if
practical question. it is incomplete or
they have needed
several attempts,
and 0 points if they
do not answer or
answer incorrectly.
Charisma Body language 20 Body language and Healers 20 points if the
oral expression test execution is
in which students correct, 10 points if
must act out the body language
how they would is not quite right,
overcome the and 0 points if it is
situation presented not performed.
in the game.
Dexterity Specific session 30 Various mini- Guerreros 30 puntos si
content games will be se consigue
played in which desarrollar con
students must facilidad, 15 puntos
demonstrate their si se lleva a cabo
coordination, con dificultades y
agility, rhythm and 0 puntos si no se
balance. consigue.
Feature Final choreography 40 Students must All 40 points if the
learn 2 or 3 figures figures of eight

of eight from the
final choreography,
depending on

the level they are
competing at.

(choreographic
structures to

be learned) are
completed, 20
points if they are
not completed
entirely, and 0
points if the figures
of eight are not
learned.

Challenge difficulty increased progressively through the introduction of “monster levels,” which modified both the

complexity of the tasks and the number of choreographic movements to be performed. Students could only face a monster

if their total score was equal to or greater than that of the corresponding adversary (see Table 2).

Table 2

Monster Levels and Encounter Points

Monster level

Encounter points

Nivel 1 0
Nivel 2 60
Nivel 3 120
Nivel 4 240
Nivel 5 480
Summary of “The Story”

King Tristan entrusts the characters with a dangerous mission: to eliminate the Thessalhydra, a monstrous creature that has

been terrorizing his kingdom. The last sighting of the beast placed it within the caverns inhabited by a tribe of troglodytes.
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To accomplish their mission, the adventurers must confront and defeat the tribe, then follow the trail of the Thessalhydra
into a cursed labyrinth. Within this labyrinth, they encounter the Lost Knight, a mysterious warrior trapped inside, who offers
his assistance in finding the way out.

To escape, the characters must locate a hidden portal that transports them to a parallel dimension known as the Upside
Down. There, they meet the enigmatic Proud Princess, who reveals both the path back to their own world and the route

leading to the Thessalhydra’s lair.

Facing the creature constitutes the ultimate trial. Only if the adventurers succeed in defeating it and present proof of
their victory to King Tristan will they be able to claim their reward and secure peace in the kingdom.
Objectives of the Didactic Proposal

The objectives to be achieved by the students are as follows:

1. Develop fundamental technical skills in urban dance.

2. Acquire both theoretical and practical knowledge of basic physical capacities.

3. Understand the theoretical principles of dance.

4, Learn to properly perform warm-up, static and dynamic stretching, and cool-down.
5. Develop interpretative capacity and emotional expression through movement.

6. Explore and experiment with different musical rhythms through freestyle.

7. Foster teamwork and collaboration.

8. Recognize and execute basic Hip Hop movements.

9. Improve listening skills to follow rhythm and musical structure.

10. Learn and develop choreographic sequences.

11. Enhance improvisation in music, rhythm, and movement.

Table 3 and Figure 1 present the development of the sessions carried out within the didactic proposal.
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Table 3

Development of the Sessions

Session 1: Introduction and Initial Challenges

The initial session focused on introducing the concept of role-playing and assigning characters. The first test, called
Wisdom, was a group challenge and awarded a maximum of 10 experience points (XP) per team for finding the cave.
Next, a theoretical question was presented with a maximum score of 10 XP, which was doubled if the teams chose to
compete separately, adding a strategic component to the dynamic. The Characteristic test awarded 40 XP per team,
evaluating the execution of specific skills within the game. Finally, the Dexterity test, a challenge based on musical
rhythms and timing, offered a maximum of 30 XP to the winning team. In the event of defeat, the losing team lost half of
the points that could have been earned in this test.In total, each team had the opportunity to achieve a maximum score
of 90 XP in this first session, not counting any penalties resulting from the Dexterity test.

Session 2: Repetition and Progression

The second session maintained the same structure as the first, including the same tests and the same maximum
potential score. This format allowed teams to consolidate their knowledge and skills while experimenting with different
strategies to maximise their score. Repeating the tests also provided educators with a valuable opportunity to assess
both individual and collective student progress over time.

Session 3: New Challenges and Strategies

In the third session, new challenges and opportunities to earn points were introduced. The Charisma test awarded 20 XP
per team. The teams faced two level 4 monsters: the Owl Bear and the Giant Frog. Each combat test offered a maximum
of 40 XP if the teams managed to overcome the challenges. However, the Giant Frog presented an additional challenge:
points were lost if the challenges associated with this creature were not overcome.To compensate for this potential loss,
a Competence Bonus Test was introduced, which included challenges in theory, charisma, dexterity, and characteristics.
This test offered a maximum of 100 XP, which was distributed among the teams according to their performance.In this
session, the maximum potential total score was 100 XP per team, not counting any penalties for failing combat tests
against monsters.

Session 4: Overcoming Obstacles and Finding Treasures

The fourth session introduced new challenges and opportunities to earn points. The combat test against a level 4
monster awarded a maximum of 40 XP. Discovering the shrine rewarded teams with 50 XP, while the intelligence test

to find the secret door to the maze offered 10 XP.The maze itself presented a series of challenges, each with its own
maximum score: the skeletons (level 3 monsters) awarded 40 XP, the trap (which included tests of theory, dexterity,
charisma, and characteristic) offered a total of 55 XP, and the saving throw did not award points directly, but was essential
to progress in the game.In this session, the maximum potential total score was 145 XP per team, not counting any
penalties for failing to complete the maze challenges.

Session 5: The Maze and the Upside-Down World

The fifth session continued with the exploration of the labyrinth, where teams faced new challenges and monsters, each
offering the opportunity to earn additional points. The bonus competition challenge, which allowed teams to obtain help
from the princess, awarded a total of 100 XP, which was divided among the teams according to their performance. The
battle against the Demogorgon rewarded the teams with 40 XP.In this session, the maximum potential total score was
125 XP per team, not counting possible penalties for failing to overcome the challenges of the maze or the battle against
the Demogorgon.

Session 6: The Thessalhydra's Lair

In the sixth session, the teams ventured into the lair of the Thessalhydra, facing increasingly complex challenges. Each
combat trial offered a maximum score of between 40 and 60 XP. The saving throw and wisdom trials, although they did
not award points directly, were crucial to advancing the mission.In this session, the maximum potential total score was
160 XP per team, not counting any penalties for failing combat tests.

Session 7: The Final Battle

The seventh and final session focused on the final battle against the Thessalhydra. The bonus competition challenge
awarded 90 XP, plus an additional 1,000 XP. The final battle itself did not award points directly, as the main objective was
to overcome the culminating challenge. This session marked the end of the game and gave teams the opportunity to
demonstrate everything they had learned and achieved throughout the course.The maximum potential total score in this
session was 1090 XP per team.
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Figure 1

Development of a Gamified Session - Session 5-

In the context of combat dynamics against different monsters, the successful completion of each confrontation was
intrinsically linked to the accurate execution of a predetermined number of “eights,” the quantity of which varied according
to the opponent’s difficulty level. This progression system, grounded in the technical and choreographic execution of eights,
required participants to consolidate their mastery as they advanced toward increasingly complex challenges. Consequently,
the final battle against the most formidable adversary represented the culminating trial, where participants were required to
demonstrate full mastery of the complete choreography (42 eights), without the possibility of review or external assistance.
This ultimate test assessed both individual aptitude and team cohesion and coordination.

Evaluation and Instruments Used

Evaluation Criteria

The evaluation will focus on four fundamental dimensions, each carrying a specific weight in the final grade. First, theoretical
aspects will be assessed, accounting for 10% of the total, measuring the knowledge acquired regarding basic physical
capacities and dance through knowledge tests and related activities.

Second, body expression will also account for 10%, emphasizing the ability to improvise, interpret, and convey emotions

through movement, as well as the exploration and experimentation with different musical rhythms (freestyle).

The third dimension is dexterity, weighted at 20%, which will evaluate the development of basic technical skills in urban
dance, the acquisition of fundamental hip-hop movements, teamwork and collaboration skills, and knowledge of warm-
up, stretching, and cool-down techniques. Finally, choreography will represent 60% of the total, assessing the learning and
development of choreographic sequences, including the final game choreography.

Evaluation Instruments

The following instruments were employed for assessment:

Direct observation: Continuous monitoring of each student's performance during class sessions, recording
participation, progress, and difficulties.

Knowledge tests: Specific tests designed to assess theoretical and practical understanding of basic physical capacities

and dance.
Charisma tests: Evaluation of improvisation, interpretation, and emotional expression through movement.

Dexterity tests: Measurement of technical skills in urban dance, as well as knowledge of warm-up, stretching, and cool-

down techniques.
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Characteristic tests: Assessment of learning and execution of choreographic sequences, including the final game
choreography.

Teamwork evaluation: Observation and assessment of students’ ability to collaborate, cooperate with peers, and solve
problems both individually and collectively.

Grading System

The final grade was obtained by summing the points earned in each evaluation criterion, weighted according to its

percentage value. A numerical scale was used to express the level of achievement attained by each student.

Data Analysis

A descriptive analysis of the results was conducted as the first essential stage of data interpretation, providing a clear and

concise summary of the information. Descriptive statistics were employed as the methodological tool.

Percentages were first calculated to determine the proportion of students within different performance categories,
offering an overview of group outcomes. Measures of central tendency, such as the arithmetic mean (average), were then
computed to identify the typical performance of students. The mean served as a key indicator for understanding the overall

level of acquired knowledge.

It is important to note that the descriptive analysis was univariate, as each variable (score or percentage) was analyzed

independently.

Subsequently, an independent-samples Student’s .-test was applied to evaluate differences in means between the two
groups (Field, 2024). It is worth highlighting, as noted by Cohen et al. (2013), that the use of this parametric inferential test is
particularly suitable for small samples (n < 30). The results obtained provide a robust foundation for understanding students’

performance in the assessments, while also identifying areas with potential for improvement.
Results

The results of the evaluation are presented below, structured into four sections with differentiated weightings: Intelligence
(10%), charisma (10%), dexterity (20%), and characteristic tests (60%).

In the Experimental Group (EG), the evaluation was conducted collectively, with participants divided into two subgroups
(Group 1 and Group 2). All members of each subgroup received the same score in each assessment category. Group 1
achieved a final score of 9.55, while Group 2 reached a final score of 9.2 (see Figure 2).
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Figure 2
List of Scores Achieved by Groups 1 and 2 of the GE
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In the CG (Control Group), each student was assessed individually in all sections. Subsequently, the arithmetic mean of the
marks obtained in each section was calculated for the group as a whole. The results were as follows: 63/100 in intelligence,
62.5/100 in charisma, 142.5/200 in skills, and 372.5/600 in characteristic tests. The total average score for the control group
was 6.4 (Figure 3).

Figure 3
List of Scores Achieved by GC Participants
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Figure 4 shows a comparison of the means obtained in each of the sections evaluated for the groups studied (CG and
EG). As can be seen, the results obtained in all the elements evaluated show a notable difference between the two groups.
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Figure 4
Comparison of Means of the Results Obtained Between the CG (Control Group) and the EG (Experimental Group)
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To examine whether there were significant differences in the dependent variable between the experimental group and
the control group, a Student's t-test for independent samples was performed.

First, the assumption of equal variances was evaluated using Levene's test. The results indicated that there was no
significant difference in variances between the groups (F = 1.26) = 1.026, p =.331). Therefore, equal variances were assumed
for the t-test.

The analyses revealed a significant difference in means between the experimental group (M = 937.50, SD = 24.75) and the
control group (M = 640.83, SD = 69.60). The Student's t-test indicated that this difference was statistically significant (¢(12) =
5.795, p <.001), with the experimental group showing a considerably higher mean than the control group. The difference
in means was 296.67 (95% C/: 185.13-408.20).

The descriptive statistics and t-test results are summarised in Tables 4 and 5.

Table 4
Descriptive Statistics Between the Experimental Group and the Control Group

Standard Standard error
Analysed Group N Mean (M) deviation (SD) of the mean
Experimental Group 2 937.5 24.75 17.5
Control Group 12 640.83 69.6 20.93
Table 5

Results of Student's t-Test for the Difference in Means Between the Experimental Group and the Control Group

LevenF-§ Sig. . : Sig. (two Difference Standard 95% CI 95% CI
F-statistic (Levene) g tailed) inmeans  error Lower Upper

1.026 0.33 5.795 12 <.001 296.67 51.19 185.1 408

As can be observed, the results obtained in all evaluated elements were higher in the Experimental Group (EG) compared
to the Control Group (CG). Likewise, the following additional observations should be highlighted.

Qualitative observations made during the study revealed notable differences in performance and group dynamics. On
the one hand, the EG was characterized by perfect class attendance (no absences were recorded), demonstrating a high
level of commitment to the learning process. Participants did not require weekly review sessions, which suggests adequate
individual preparation prior to classes and an effective capacity to assimilate the presented content. This group successfully

completed the program and achieved the learning objectives within the established timeframe of seven sessions.
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Onthe other hand, the Control Group averaged three absences per student, evidencing lower consistency in participation.
Members of this group required a greater number of repetitions and weekly reviews to comprehend the content, which
could indicate a lower level of individual preparation or greater difficulty in assimilating the information. In this group, nine
sessions were required to address the program content, without achieving 100% of the learning objectives.

Discussion

The aim of this research was to evaluate the impact of a gamified model in urban dance classes, analyzing its effectiveness
in learning, technical-artistic performance, choreographic memory, and student engagement.

The results of this study revealed a highly significant difference between the means of the Experimental Group and
the Control Group. Specifically, the Experimental Group, which experienced an active teaching methodology based on
gamification, obtained significantly higher academic performance than the Control Group, which followed a traditional
teaching approach. The EG not only outperformed the CG in all evaluated aspects, but also demonstrated greater

commitment, participation, and efficiency in the learning process.

These findings align with growing evidence supporting the effectiveness of active methodologies, particularly
gamification, in optimizing learning. Several studies have shown that gamification can increase motivation, interest,
collaboration, and knowledge assimilation among students at different educational levels (Dominguez et al., 2013; Sailer et
al., 2017; Velasco, 2022).

By integrating playful elements such as points, levels, challenges, and rewards, gamification can transform learning into
a more engaging and interactive experience (Deterding et al., 2011). This characteristic may explain the greater attendance,
reduced need for reviews, and achievement of learning objectives in fewer sessions observed in the EG.

Additionally, the teamwork promoted through gamification can foster student interaction, the exchange of ideas, and
collaborative learning (Kapp, 2012). These aspects may have contributed to a deeper understanding of the content and

better academic performance in the EG.

Conclusions

This study focused on the implementation of gamification in dance education, addressing the following key aspects:

T Design and implementation of a gamified approach: A gamified approach integrating both theoretical and
practical elements into dance classes was designed and implemented. Its successful application enriched the
educational process, demonstrating the feasibility and benefits of gamification in dance teaching.

2. Evaluation of learning effectiveness: Gamification proved to be an effective tool for the acquisition of knowledge
and skills, fostering dynamic and interactive learning that encouraged active student participation.

3. Analysis of influence on development and performance: The inclusion of playful elements not only improved
students’ academic performance but also supported their personal and artistic development, enhancing
creativity, confidence, and teamwork.

4. Investigation of the impact on choreographic memory: A significant improvement was observed in students’
ability to recall and perform choreographic sequences. This suggests that gamification is an effective strategy
for strengthening choreographic memory, a key aspect of dance education.

5. Assessment of increased engagement: The EG demonstrated a remarkable increase in engagement levels,

reflected in regular class attendance and active participation during sessions.

The results of this study support gamification as a viable and effective strategy in dance teaching. It not only improves the
teaching-learning process but also fosters the integral development of students. These findings endorse the incorporation

of gamification as an active and transformative methodology in dance education.

Implications for Teaching Practice

The results of this study have significant implications for teaching practice. Gamification, as an active methodology, has
proven to be an effective tool to motivate students, foster active participation, and improve academic performance. Teachers
may consider incorporating gamified elements in their classes, such as points, badges, leaderboards, and challenges, in
order to make learning more engaging, dynamic, and interactive. By integrating these elements, educators can create a

"
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learning environment that not only captures students’ interest but also promotes greater collaboration, creativity, and
perseverance in their educational process.

Limitations and Future Research Directions

It is important to note that this study presents certain limitations. First, the sample size was relatively small, and the study
was conducted in a specific context, which limits the generalizability of the findings to other settings or populations.

Despite these restrictions, the findings suggest that gamification can be an effective tool to enhance learning. Future
research with larger samples and more robust experimental designs is recommended, as this would allow for the
confirmation of these results and provide deeper insights into the mechanisms through which gamification impacts the
learning process.

This study also opens several avenues for future research. It would be of interest to explore the impact of gamification in
other educational contexts, with different student profiles and across various disciplines. Additionally, further investigation
into the specific mechanisms explaining how gamification influences learning, as well as the factors that may moderate its
effectiveness, would be valuable.
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