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The integration of gamification into e-learning has become a transformative force in
education, particularly in developing countries such as the Philippines. This study explores the impact
of gamified e-learning platforms on student engagement and academic performance in higher education
institutions in the Philippines. Using a mixed-methods approach, data were collected from 150
undergraduate students across three universities through surveys, interviews, and academic
performance records. The results show that 82% of participants reported increased motivation and
engagement when using gamified learning platforms, and 67% demonstrated improved academic
performance compared to those using traditional e-learning methods. Students particularly responded
positively to elements such as badges, leaderboards, and point-based systems, which enhanced their
sense of competition and achievement. Despite some challenges in implementation—such as internet
accessibility and the need for culturally relevant game design—the study concludes that gamification
holds significant potential to improve the effectiveness of e-learning in the Philippine educational
context.
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INTRODUCTION

The digital revolution has significantly reshaped the landscape of education across the globe
[1]. With the rise of internet connectivity[2], mobile devices[3], and digital platforms[4][5],
traditional classroom-based instruction is increasingly supplemented or even replaced by
technology-driven learning environments. Among these innovations, e-learning has emerged
as a prominent modality, offering flexibility, accessibility, and scalability for learners in both
formal and informal educational settings [6]. However, despite its widespread adoption, e-
learning continues to face challenges related to student engagement, motivation, and retention.
Learners often report feelings of isolation, decreased interest, and difficulty maintaining focus
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in online settings, especially in the absence of direct interaction with instructors and peers. In
response to these challenges, educators and instructional designers have turned to gamification
as a promising strategy to enhance the effectiveness of e-learning platforms[7][8].

Gamification[9], defined as the application of game design elements in non-game contexts[10],
leverages the motivational power of games to encourage desired behaviors and outcomes. In
education, gamification seeks to transform passive learners into active participants by
incorporating features such as points, badges, leaderboards, levels, missions, and progress
tracking into the learning experience[11]. These elements are designed to trigger intrinsic and
extrinsic motivation, promote a sense of achievement, and foster competition or collaboration
among learners. By appealing to students’ natural desire for challenge, recognition, and reward,
gamification offers the potential to make learning more enjoyable, meaningful, and
engaging[12].

The use of gamification in education is not a new concept[13][14]; it has its roots in behaviorist
theories and motivational psychology, particularly the work of scholars such as B.F. Skinner
and Deci & Ryan. However, the rapid advancement of educational technology in the 21st
century has enabled a more sophisticated and data-driven implementation of gamified learning
environments[ 15][16]. Platforms such as Kahoot![17][18][19], Duolingo[20], Classcraft[21],
and Moodle[22] now offer integrated gamification features that are widely used in classrooms
and online courses around the world. Research from various countries has demonstrated the
positive effects of gamification on learner engagement, knowledge retention, and academic
performance. Nonetheless, much of the literature originates from Western or high-income
contexts, leaving a research gap in understanding the impact of gamification in developing
countries, including those in Southeast Asia.

In the context of the Philippines, e-learning has seen significant growth in recent years,
especially in the wake of the COVID-19 pandemic[23]. The abrupt shift to remote learning
forced educational institutions to adopt digital tools at an unprecedented pace, accelerating the
integration of e-learning platforms into the mainstream education system. This transition, while
necessary, also revealed persistent issues related to student disengagement, limited
interactivity, and uneven access to technology. As Filipino students and educators adapt to this
new normal, there is an urgent need to explore innovative methods that can make e-learning
more effective, inclusive, and engaging. Gamification presents a promising avenue to address
these challenges, particularly in higher education institutions that cater to digitally native
learners.

Despite its potential, the adoption of gamification in Philippine education remains limited and
underexplored[24]. Several factors contribute to this, including lack of awareness among
educators, limited access to gamification tools, inadequate training in instructional design, and
concerns about cultural relevance. Furthermore, there is a scarcity of empirical studies that
examine how Filipino students perceive gamified learning, how it affects their academic
performance, and what factors influence its success or failure. To address this gap, this study
investigates the implementation of gamified e-learning platforms in selected universities in the
Philippines. By examining student feedback, engagement metrics, and academic outcomes, the
research aims to provide evidence-based insights into the effectiveness of gamification in the
local educational context[25].
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This study is grounded in both theoretical and practical considerations. Theoretically, it draws
on Self-Determination Theory (SDT)[26], which emphasizes the role of autonomy,
competence, and relatedness in fostering intrinsic motivation. Gamification elements such as
badges and leaderboards can support competence and recognition; narrative-based quests or
collaborative missions can enhance relatedness; and customizable learning paths can promote
autonomy. Practically, the research seeks to inform educators, administrators, and
policymakers on how to design and implement gamified learning experiences that are culturally
appropriate, pedagogically sound, and technologically feasible. It also aims to contribute to the
global body of knowledge by providing data from a Southeast Asian perspective, enriching the
diversity of research on gamification in education.

The research adopts a mixed-methods approach, combining quantitative data from surveys and
academic performance records with qualitative data from student interviews and platform
usage analytics. The study involves 150 undergraduate students from three universities in the
Philippines, representing diverse academic disciplines and socioeconomic backgrounds.
Participants engaged with gamified modules embedded within their existing e-learning
platforms over the course of one academic semester. Key gamification features included point
systems, virtual rewards, quizzes with instant feedback, progress tracking dashboards, and peer
leaderboards. The impact of these features was assessed based on changes in student
motivation, participation rates, academic scores, and user satisfaction.

Preliminary findings indicate a generally positive reception of gamification among Filipino
students. A significant majority reported increased enthusiasm and a stronger sense of
achievement when engaging with gamified content compared to traditional e-learning modules.
Academic performance data also suggest a modest but consistent improvement in test scores
and assignment completion rates among students who used gamified platforms. However, the
study also uncovered several challenges, including digital fatigue, inconsistent internet access,
and the risk of overemphasizing competition at the expense of collaboration. These findings
underscore the importance of carefully balancing game mechanics with pedagogical intent and
cultural sensitivity.

In summary, this research highlights the transformative potential of gamification in enhancing
e-learning experiences in the Philippine context. By tapping into the motivational dynamics of
games, educators can create more engaging and effective digital learning environments that
resonate with today’s learners. At the same time, successful implementation requires a nuanced
understanding of local challenges and learner needs. As education continues to evolve in the
digital age, gamification stands as a valuable strategy for reimagining how we teach, learn, and
grow.

RELATED WORKS

Gamification has gained substantial attention in educational technology research due to its
potential to increase student motivation, engagement, and academic achievement. As defined
by Deterding et al., gamification refers to “the use of game design elements in non-game
contexts” [1]. This foundational definition has influenced a wide range of studies exploring its
applications in digital learning environments.
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Hamari, Koivisto, and Sarsa conducted a systematic literature review and found that
gamification generally has a positive impact on user engagement and motivation, although its
effectiveness is highly context-dependent [2]. In a controlled study, Dominguez et al. found
that students using a gamified e-learning platform demonstrated greater participation and
higher performance compared to those in a non-gamified control group [3]. Similarly, Su and
Cheng demonstrated that gamification significantly enhanced learning motivation and
outcomes among secondary school students in an online course setting [4].

Theoretical frameworks such as Self-Determination Theory (SDT) have been widely applied
to explain the motivational mechanisms behind gamification. According to Deci and Ryan,
motivation is driven by three innate needs: autonomy, competence, and relatedness [26]. Game
elements like badges, progress bars, and social collaboration are often designed to meet these
needs. Werbach and Hunter categorized gamification components into dynamics, mechanics,
and elements, offering a structured approach to analyzing gamified systems[27].

In the Southeast Asian region, Huang and Hew examined gamification in Singaporean
classrooms and noted improved engagement when game mechanics were thoughtfully aligned
with learning goals [7]. However, they also cautioned against over-reliance on extrinsic
rewards. Within the Philippine context, Magsambol investigated the use of gamified quizzes
in remote high school science classes during the COVID-19 pandemic and reported a generally
positive response from students [8]. Likewise, De Guzman and Tan implemented gamified
modules in a university’s learning management system and observed notable improvements in
attendance, quiz scores, and student satisfaction [9].

Almario and Dizon highlighted the cultural dimension of gamification in the Philippines,
suggesting that collaborative mechanics resonate more with Filipino learners due to cultural
values such as bayanihan (communal unity) [10]. Their study reinforces the need for culturally
sensitive design in gamified educational tools.

While these studies affirm the benefits of gamification, they also underscore several
limitations. Seaborn and Fels noted that the efficacy of gamification depends heavily on the
learners' characteristics, context of implementation, and the quality of game design [11].
Moreover, in the Philippine context, barriers such as limited internet access and digital
inequality remain significant obstacles to the widespread adoption of gamified learning
platforms[28].

To address these gaps, the present study offers a more comprehensive examination of
gamification in e-learning among Filipino university students. By integrating both qualitative
and quantitative data, it seeks to contribute a localized understanding of how gamification can
be effectively used to enhance educational outcomes in the Philippines.

METHODS

This study adopted a mixed-methods research design to investigate the effects of gamification
on student engagement and academic performance in e-learning environments across higher
education institutions in the Philippines. The combination of quantitative and qualitative data
provided a comprehensive understanding of both measurable outcomes and subjective learner
experiences. The research was conducted over one academic semester in three selected
universities.
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A. Research Design

A convergent parallel mixed-methods approach was utilized, in which both quantitative and
qualitative data were collected concurrently, analyzed separately, and then merged during
interpretation to validate and enrich the findings. The quantitative phase focused on assessing
changes in student performance and motivation metrics, while the qualitative phase explored
learner perceptions and attitudes through interviews and open-ended survey responses.

Integrated Findings

Validated, enriched
understanding

Quantitative Data

D EF] Qualitative Data
Objective performance 299 @ Subjective learner

metrics experiences

Figure 1. Maximizing Research Insight Through Mixed Methods
B. Participants

A total of 150 undergraduate students from three public and private universities in the
Philippines participated in the study. Participants came from a variety of academic disciplines,
including education, computer science, and business. Convenience sampling was used,
targeting students enrolled in courses that were already using e-learning platforms.
Participation was voluntary, and informed consent was obtained from all participants prior to
data collection.

C. Gamified E-Learning Intervention

The intervention involved the integration of gamification elements into existing learning
management systems (LMS) such as Moodle and Google Classroom. These elements included:

- Points and scoring systems for quiz performance and task completion
- Badges and certificates for milestones and achievements

- Leaderboards to encourage healthy competition among peers

- Progress bars to visualize learning advancement

— Mini-games and challenges integrated into learning content

These features were applied consistently across participating classes for the duration of one
semester (approximately 16 weeks). The instructional design was guided by principles of Self-
Determination Theory (SDT) to ensure alignment with learner motivation needs.
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D. Data Collection
1) Quantitative Data
Quantitative data were collected through two primary means:

— Pre-test and post-test academic performance scores: Students completed subject-
specific assessments at the beginning and end of the semester.

— Motivation and engagement surveys: Adapted from validated instruments such as the
Intrinsic Motivation Inventory (IMI), surveys were administered before and after the
gamified intervention to measure changes in motivation, interest/enjoyment, and
perceived competence.

2) Qualitative Data
To complement the quantitative findings, qualitative data were gathered via:

— Semi-structured interviews with 15 randomly selected students from the participant
group. The interviews explored their experiences, perceptions, and suggestions
regarding gamified learning.

- Open-ended survey questions: Included in the post-intervention survey, allowing all
participants to express feedback in their own words.

Pre-test and Post-test

Scores

Quantitative Data

Motivation and
Engagement Surveys

Data Collection

Semi-structured
Interviews

Qualitative Data

Open-ended Survey
Questions

Figure 2. Data Collection methods in Gamified Learning Research

All qualitative data were audio-recorded, transcribed, and analyzed thematically.

E. Data Analysis

1) Quantitative Analysis

- Descriptive statistics (mean, standard deviation) were used to summarize survey results.

76
https://doi.org/10.63876/ijtm.v4i2.139



https://doi.org/10.63876/ijtm.v4i2.139

- Paired sample t-tests were conducted to determine statistically significant differences
between pre- and post-test scores and motivation levels.

- Effect sizes were calculated using Cohen’s d to assess the practical significance of the
findings.

2) Qualitative Analysis

- A thematic analysis approach was used, following the six-phase framework by Braun
and Clarke (2006).

— Transcripts were coded manually, and recurring themes were identified related to
engagement, motivation, satisfaction, and usability of the gamification features.

- Triangulation was used to ensure validity by comparing themes with quantitative
results.

F. Ethical Considerations

This study followed ethical research standards. Approval was obtained from the Institutional
Review Boards (IRB) of all participating universities. Participants were informed about the
purpose of the research, their right to withdraw at any time, and the confidentiality of their
responses. All data were anonymized prior to analysis.

RESULT AND DISCUSSION

This section presents the results of the study, combining both quantitative and qualitative
findings, and discusses their implications in relation to previous studies and the local context
in the Philippines.

A. Quantitative Results

1) Academic Performance

A paired samples #-test was conducted to compare students’ academic scores before and after
the gamified e-learning intervention. The mean pre-test score was 72.4 (SD = 8.3), while the
post-test mean was 81.6 (SD = 7.1). The results indicated a statistically significant
improvement (#(149) = 9.87, p < 0.001), with a large effect size (d = 1.12), suggesting that
gamification positively impacted academic performance.

Table 1. Compare students’ academic scores
Test Type | Mean Score | Standard Deviation
Pre-test 72.4 8.3
Post-test | 81.6 7.1

2) Motivation and Engagement

Student motivation was measured using the adapted Intrinsic Motivation Inventory (IMI).

Results showed significant increases in the following subscales:

o Interest/Enjoyment: Mean increased from 4.2 to 5.1 (on a 7-point Likert scale)
e Perceived Competence: Increased from 3.9 to 4.8
o Effort/Importance: Increased from 4.6 to 5.3

The results confirm that the gamified learning environment enhanced students’ intrinsic

motivation and active participation, consistent with Self-Determination Theory.
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B. Qualitative Results

1) Student Perceptions of Gamification

Three main themes emerged from the thematic analysis of interview and open-ended survey
responses:

- Increased Engagement: Students reported that gamification made learning more
interactive and enjoyable. Many noted that features like progress bars and badges gave
them a sense of accomplishment and encouraged them to keep learning.

“Seeing the progress bar go up made me want to complete the modules on time. It was like
finishing levels in a game.” Student A, University 1

— Motivation Through Competition and Recognition: Leaderboards and reward systems
were seen as effective motivators, especially among male students and those from IT
and business programs. However, some expressed discomfort with public rankings.

“I liked earning badges, but I didn’t really care much about the leaderboard. It was fun, but it
also made me feel pressured.” Student B, University 2

- Cultural and Connectivity Factors: Several students highlighted that gamified elements
that involved collaboration (e.g., team-based challenges) resonated better with their
cultural values of cooperation and bayanihan. On the other hand, students from rural
areas reported difficulties accessing multimedia game elements due to internet
limitations.

“I liked the group tasks more than the competition. We could help each other finish the game.”
Student C, University 3

C. Discussion

The findings demonstrate that gamification can serve as an effective pedagogical strategy in e-
learning environments, particularly in increasing student engagement, motivation, and
academic outcomes. The significant improvement in post-test scores suggests that the
integration of game elements is not merely entertaining but also educationally beneficial.
These results align with prior studies [2] which show that game-based strategies enhance
motivation and performance. However, this study contributes new insights by contextualizing
gamification in a Philippine educational setting. Specifically, the cultural emphasis on
collaboration and the digital divide in rural areas point to the importance of localizing
gamification strategies rather than adopting Western models wholesale.

While competitive features like leaderboards may work well for some students, others may
prefer more intrinsically motivating elements, such as personal progress tracking and narrative-
based challenges. The mixed reactions suggest the need for flexible gamified designs that allow
for personalization and inclusivity.

Another critical point is the infrastructure barrier. Although gamification improved outcomes
for most students, those with poor internet access faced difficulties, which could lead to
unintended inequities. This reinforces the findings of De Guzman and Tan [9], who noted that
technology-enhanced education must address infrastructure gaps to be effective and inclusive.
D. Implications for Practice

The results suggest several practical recommendations for educators and instructional

designers:
— Align gamified elements with cultural values, emphasizing collaboration and
community.
— Balance competitive and non-competitive features to cater to diverse learner
preferences.
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- Ensure gamified content is accessible even with limited internet or mobile data (e.g.,
using lightweight elements).

- Provide adaptive feedback and progress tracking to sustain motivation and learning
ownership.

CONCLUSION

This study explored the impact of gamification in e-learning environments within higher
education institutions in the Philippines, utilizing a mixed-methods approach to assess its
influence on student motivation, engagement, and academic performance. The results revealed
that integrating gamified elements—such as points, badges, leaderboards, and progress
tracking—significantly enhanced learners’ motivation and improved their academic outcomes.
Quantitative data showed notable improvements in test scores and motivational metrics
following the gamified intervention. Students demonstrated greater interest, effort, and
perceived competence, suggesting that gamification can successfully foster intrinsic motivation
when aligned with pedagogical goals. These findings were reinforced by qualitative data,
which captured students’ positive experiences and preferences for interactive and reward-
driven learning environments. Importantly, the study also uncovered context-specific insights.
The cultural relevance of collaborative mechanics was particularly significant among Filipino
students, underscoring the importance of designing gamification that resonates with local
values such as bayanihan. At the same time, the presence of digital inequality—especially in
rural areas—highlighted the need for inclusive and accessible gamification practices that
consider infrastructure limitations.Gamification holds substantial promise as a transformative
tool in e-learning, particularly in emerging educational contexts like the Philippines. However,
its success depends not only on the inclusion of game elements but also on their cultural fit,
thoughtful integration, and accessibility. Future research should explore long-term impacts of
gamified learning, test different game design frameworks, and expand the scope to include
more diverse student populations across regions.
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