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ABSTRACT

Change in teaching methods by introducing gamification in education stimulates
motivation, engagement, and ultimately learning in students. Gamifying learning has
shown how transitional could be created when game features are introduced in a
learning process to serve as an interactive and enjoyable learning experience. The
research design used in this study is qualitative descriptive using data through
documentation to analyze the use of gamification. The results indicate that elements
of gamification, namely points, levels, badges, leaderboards, and challenges, can
improve students' involvement in course activities. Among the issues experienced in the
application of gamification are challenges associated with the fusing of the technology
in the existing curriculum, and the technology skills of the teacher. Solutions to these
had been proposed, including teacher training and aligning rewards with intended
learning experiences. With the right planning, gamification could tremendously
complement the quality of education in the digital era.
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