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Abstract :- Today’s classrooms are filled with pedagogy that is “stale, bland and almost entirely stuff from the past” (Prensky 2005 

P62). However today’s students are technology savvy and expect to be engaged. Educators are searching for ways to integrate 

technology in lecture rooms so as to engage learners. So how can students be engaged and motivated to learn is a major concern for 

educators. Students, teachers and learning environment have its share of issues. In this paper the author is trying to find whether 

gamification can enhance the effectiveness of teaching-learning process. The paper also tries to find out the specific qualities of 

gamification and how these qualities can be used to enhance effectiveness of teaching-learning process.  
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I. INTRODUCTION 

“A teacher’s purpose isn’t produce students in his own image however to develop students who can create 

their own image”. 

The above quote correctly explains an ideal student-teacher relation. But in practice is it possible to 

create such a relationship. We cannot simply say “YES” or bluntly say “NO”. So now the question is: Is it 

possible, if Yes then How? and if No then Why? 

Both the questions and its answers points to three basic elements involved in teaching-learning process 

 

                                           Teacher Student 

    

The quality of these elements will decide whether every teacher and student is able to achieve the 

relationship as mentioned in the quote. This means that any sort of deviations can be attributed to lack of 

effectiveness of these basic elements. But each teacher, each student and each learning environment is 

different and unique.  So it may not be possible to get a single hand solution for enhancing the 

effectiveness of the core elements in teaching –learning process. 

Before thinking about how to enhance the effectiveness of basic elements, we should know what are the 

issues faced by each of these elements. Now let’s see a few issues related to these elements. 

 

II. OBJECTIVES OF STUDY 
 

1. To understand about the issues faced by students in the teaching-learning process. 

2. To understand about the issues faced by teachers in the teaching -learning process. 

3. To analyze whether gamification can solve these issues and enhance effectiveness of the 

teaching-learning process. 

 

III. ISSUES FACED BY STUDENTS 
 

The first issue faced is the lack of motivation of students to learn. This means bored and disinterested 

students. When a student doesn’t have genuine interest in learning, it’s very difficult to make them learn.  

Failure of students to do active listening is yet another issue in teaching-learning process. Active 

listening involves listening with all senses.  It involves giving full attention to the speaker. But mostly 

students don’t go an active listening. They just do a peripheral listening.  

Lack of in-depth learning is another common issue. Since students are not doing active listening, they 

often fail to get an in-depth or deep knowledge about a subject. When a student fails to get a deep 

knowledge, it will definitely affect student’s attitude and the way he perceive things, the way he takes 

decisions, the way he reacts and finally how he leads his life. 

Learning 

Environment 
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The academic system creates high competition and high concentration for marks leading to less 

importance for knowledge and skill acquisition. Students learn for the sake of getting marks and qualifying 

the exams. They fail to acquire knowledge and there by enrich their mind and thoughts. 

Problems with teaching/instructional aides are also an issue in teaching-learning process. It’s always 

suitable to design teaching aids suitable to students rather than to teachers. Failure to do so often creates 

problems for students while learning.  

Cognitive challenges such as understanding the historical perspective of field, professor’s perspective, 

and difficulty to understand new concepts, lot of reading and readings written at very scholarly level can 

create many learning problems. 

Failure to identify the real life applications of theories learned. This is yet another issue faced by 

students. During school and college days we teach lot many theories, many students don’t know the 

practical application of these theories. They also don’t know how and when to apply these theories. So 

they don’t understand the value of knowledge obtained.  

Students very often fail to manage time properly. Students don’t have an idea on how to effectively use 

the available time. They often don’t priotrize activities and hence many times don’t get enough time to 

learn. Finally they end up in confusion.    

Interpersonal and informal relationship problems among students can deviate their attention from 

studies. Relationship problems can create tension among students and they may not show much care for 

studies. This can result in lack of interest in studies. 

Lack of ambition and focus of students can also be an issue in teaching learning process. Most of the 

students study for the sake of studying. They don’t have idea about what are their skills, which courses are 

suitable for them, what profession they should opt etc. So they don’t develop a sense of achievement and 

ambition and they don’t have a goal. As a result of this they lose focus and end up in a course or career 

which in no way is suited for them. 

 

IV. ISSUES FACED BY TEACHERS 
 

Like students teachers also have their share of problem. It’s discussed in detail below. 

Balancing the different learning needs of students is a major concern for teachers. In a class we have 

students with different needs. A teacher should be able to satisfy each student and if not it will affect the 

entire class. 

Besides this the teacher has to ensure that each student is learning and is engaged. A single unengaged 

student can make a great disturbance in class atmosphere and it can very much destroy the quality of a 

class. 

Lack of proper attention from part of students is another issue faced by teachers. Students always prefer 

multitasking. So they are not exclusively dedicating their entire concentration to class sessions. So many 

times they fail to get a clear picture about a subject and this can very badly affect their knowledge 

acquisition process. 

To retain interest throughout the class is a very tedious task. May be its easy in the beginning of a 

session. But as time passes students will start getting distracted. As a result of this interest rate declines and 

by end of a session many students start feeling bored. 

Most educational activities lack thrill and excitement. Hence it’s not easy to retain student’s interest in it.  

There are many distractions in the class which will deviate the student’s attention. A teacher will not get 

cent percentage attention of a student because there happen to be many unnecessary interruptions which 

may influence the students and draw his attention.  

Integrating curriculum with 21
st
 century learning skills is yet another issue faced by teachers. The 

thought process and thinking patterns of today’s students are different. It becomes really necessary for a 

teacher to incorporate modern technologies into teaching for making it easy for the student to learn. 

Today’s students are technology savvy. They love comfort and convenience in everything they do. It’s 

because they are people who are born to highly sophisticated technology world. They have multiple 

methods to get knowledge and because of it teachers are expected to use technology for teaching. 
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Showing the students that you are from 21
st
 century too is a very big challenge faced by teachers. A 

group of students who are highly technology friendly, who have a different attitude towards life can treat 

teachers as someone from another planet. As someone who don’t have an idea about anything happening in 

the present world. So it becomes very necessary for a teacher to prove that they also belong to same 

century. This should be reflected in their teaching methodologies also.  

 

V. ISSUES EXISTING IN LEARNING ENVIRONMENT 
 

An ideal learning environment should be connected, evolving, social, ubiquitous, redefining experiences, 

global and personalized. Any obstacle that distorts the above mentioned characteristics are issues existing 

in learning environment. 

All the issues faced by each of this element are like both sides of a coin, which means that one issue can 

cause the other and vice versa. Solving one can be a effective remedy for the other also.  

If above mentioned points are the issues, we should have a solution to overcome it. If we need solution we 

should know how should be a perfect teaching-learning process be. In a perfect system, 

 

Both teachers and students should be EMPOWERED (de Guzman 2006) 

 

E-xercises effective communication 

M-anifests professional competence 

P-ossess adequate knowledge of discipline 

O-bserves professional ethics 

W-elcomes progressive and innovative changes 

E-xhibits a deep sense of nationalism with global outlook. 

R-adiates a caring attitude for others. 

E-ngages in problem solving and decision making 

D-emonstrates personal integrity 

In short our focus should be to create an EMPOWERED teacher –student community who interacts in a 

learning environment with above mentioned characteristics. This is where gamification comes play its role. 

 

VI. WHAT IS GAMIFICATION? 
 

Gamification is defined by Deterding et al. (2011) as the use of game design elements in non-game 

contexts. By definition, gamification is the application of game psychology and game mechanics into non-

game settings in order to improve engagement amongst a defined target audience (Definition of 

gamification, 2014).It is also defined as the phenomenon of creating gameful experiences (Koivisto & 

Hamari, 2014).  

Gamification contains a word “Game”. So let’s see what is a game? Game is a problem solving activity 

approached with a playful perspective (Jesse Schell).  What is it so peculiar about games which make it so 

interesting and enjoyable? It is because games give people challenge; create a safe environment for them 

to try it autonomously, gives them chances to fail as often and safely as necessary to learn without 

punishing them, gives them immediate feedback, a way to connect with others and reward them when they 

do succeed. This is the very basic element of games which is applied to develop the concept of 

gamification. This concept of games when applied to non game context is known as gamification.  

 

VII. IS GAMIFICATION A SOLUTION? 
 

Now let’s see how gamification can be used to enhance the effectiveness of teaching –learning process. 

We have already mentioned some issues pertaining in this process. Can gamification be a solution for 

these problems?  
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Lack of motivation and interest, failure of students to do active listening, lack of in-depth learning, 

problems with teaching/instructional aides, failure to identify the real life applications of theories learned, 

lack of ambition and focus of students are some of the issues of students which can be tackled effectively 

using gamification. When going into depth of each of these issues we can understand that lack of 

motivation is the root cause for all these issues. If students are motivated to learn all other issues can also 

be minimized.  

 

Balancing the different learning needs of students, to ensure that each student is learning and is engaged, 

lack of proper attention from part of students, to retain interest throughout the class, lack thrill and 

excitement of educational activities, integrating curriculum with 21
st
 century learning and dealing with 

techno savvy students are some of the issues faced by teachers. Here also if teacher can satisfy the need of 

students in a way they wish and engage them effectively then learning can be made interesting. 

Engagement can be outlined as student’s attention to and absorption during a task. Gamification can be 

used to enhance engagement. Thus gamification can be helpful in teaching –learning process because it 

can enhance: 

  

1. Student Motivation 

2. Teacher’s ability to engage students. 

 

VIII. GAMIFICATION & MOTIVATION 

 

Motivation means you are moved to do something. It's what causes you do something versus something 

else or do something versus simply sitting around doing nothing. People are complicated. We are all 

motivated by various things and we're not all motivated by the same thing all the time. Gamification can be 

integrated effectively into education to motivate students and enhance learning. Effectively integrating 

gamification into education demands a thoughtful analysis of the students involved, the course material 

and learning objectives, the holistic structure of the learning experience, then consideration of what 

specific elements and mechanisms will most effectively guide the student through a meaningful learning 

experience. 

Gamification motivates learning because it has the following elements: Orientation, Persuasion, 

Knowledge Acquisition, Achievement based rewards, Adaptable to Generation Y, Amusement factors, 

Transformative, and Wellbeing oriented. 

Successful games engage the users by focusing on cognitive, emotional, and social outcomes 

(Dominguez et al., 2013). Successful games include personally relevant, carefully designed and 

increasingly difficult challenges, often interspersed with humorous elements (Coller and Scott, 2009). 

Such challenges require increased cognitive effort, skill development and contributions from the users. So 

gamification is user or player centric. It places user at the centre and hence every other element and each 

experience is added keeping user in mind. 

Games contain various elements which persuade the user to perform tasks which would otherwise be not 

so enjoyable.  When once you start playing a game you feel like playing it for a long time, you feel like 

playing it again and again. 

Games can induce knowledge acquisition, skill (motor, cognitive, social, and emotional) development, 

motivational out- comes and behavior change. All these are skills and qualities which should be acquired 

and gamification helps to achieve it in a enjoyable way. 

A gamified process focuses on positive feedback as a form of virtual reward and as a way to increase 

self-efficacy (Papastergiou, 2009; Kark, 2011; Lu et al., 2012; Perryer et al., 2012). While playing games 

we get immediate feedback and for each achievement we get rewards and we even have surprise rewards.  

The Y generation students find a gamified learning environment more attractive because they value 

experiences that are supportive, fun, engaging and rewarding. Y generation people wish to express their 

opinions, want to try out different personalities in a safe environment and want to be rewarded often (even 

if only virtually). The combination of human computer interaction and gamification may have an 

important impact on the engagement, loyalty and productivity of this students group. 
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Learning activities can be made more attractive through the introduction of elements of fun. A fun 

environment could be achieved by focusing on a balance between collaboration and competition minded 

activities (Fernandes et al., 2012; Gomes et al., 2012). This kind of activities can enhance effectiveness of 

learning. 

Gamified systems can transform people using. They can bring behavioral modifications and transform 

people. The same is applicable in learning also. Gamified learning platforms can transform student’s 

learning methodologies, their attitudes, perceptions and even their character. 

The focus of a gamified system should get on the users’ psychosocial experience and wellbeing (Gomes 

et al., 2012). Since gamification promotes mental health and well being it is very well suited to learning 

environment because the students can be developed into future mentally strong and confident citizens. 

 

IX. GAMIFICATION & ENGAGEMENT 
 

Engagement may be outlined as student’s attention to and absorption in a task but learning tasks are 

made obligatory by teacher. The student is not a given a choice on what and how to be taught. The 

integration of game elements and mechanisms into learning activities seems to ensure more engagement in 

class because it has the advantage of introducing what really matters from the world of video games – 

increasing the level of engagement of students – without using any specific 

game (Simoes et al., 2013). 

The difficulty to retain student’s attention and engage them actively is a real challenge for teachers. But 

gamified learning systems have a potential to overcome this challenge. Actively disengaged students can 

be a real threat for the entire educational system. So it’s highly advisable to use gamified learning systems 

so as to channelize the high energy of youth effectively into studies. 

 

All games have one thing in common: progressive skill-building. Games keep players engaged by 

helping them get better at something meaningful. 

 

 

 
Fig:1 

 

The above diagram shows the Flow Channel concept developed by Csikszentmihalyi. This concept of 

flow is directly linked to engagement. If we can design a gamified system which can be placed in flow 

channel we can actively engage students by avoiding anxiety and boredom. The idea of flow is that there is 

a state that we sometimes get into, where we are so engaged in what we're doing that time seems to lose its 

meaning. We lose ourself in the activity. We are fully and completely engaged to the fullest our, of our 

abilities. It's a state that is wonderful, and it's a state, interestingly enough, that occurs at least as often in 
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work activities as it does in entertainment or play activities. It's something that happens organically when 

an activity has certain characteristics that are at a sufficient level for that individual.  

 

The idea here is that if the activity is too troublesome, up here, it creates anxiety. It's too tough. We can't 

succeed at it. It scares us off. We get anxious about the activity. On the other hand, if it's too easy, we get 

bored. Something that is way below our activities is a sure recipe for boredom. So if we can design a 

gamified system which can help the players get into get into this state of flow it’s going to be really 

effective. 

 

X. RESULTS & DISCUSSION 
 

The use of game elements in learning process will definitely make it interesting and easy to learn and 

appealing for students. Most of the students like to be engaged and expects that inclusion of game 

elements will increase the rate of their interest and engagement. Besides it’s convenient for teachers also to 

teach through a gamified learning system. It will also enhance the quality of learning environment as well. 

 

XI. CONCLUSION 

 

We are still in the early stages of understanding how gamification can be best used in the learning for 

positive learning outcomes. Gamification has the potential to improve learning experiences and outcomes. 

But we must pay careful attention to the environment and often change the design to generate a greater 

impact on motivation. If done properly gamified learning systems can definitely improve the teaching-

learning process and make all the elements involved in it “EMPOWERED”. 
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