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Abstract: Formal education in high school focuses primarily on knowledge acquisition via traditional
classroom teaching. Younger generations of students tend to lose interest and to disengage from
the process. Gamification, the use of gaming elements in the training process to stimulate interest,
has been used lately to battle this phenomenon. The use of an interactive environment and the
employment of tools familiar to today’s students aim to bring the student closer to the learning
process. Even though there have been several attempts to integrate gaming elements in the teaching
process, few applications in the student assessment procedure have been reported so far. In this
article, a new approach to student assessment is implemented using a gamified quiz as opposed to
standard exam formats, where students are asked to answer questions on the material already taught,
using various gaming elements (leaderboards, rewards at different levels, etc.). The results show
that students are much more interested in this interactive process and would like to see this kind of
performance assessment more often in their everyday activity in school. The participants are also
motivated to learn more about the subject of the course and are generally satisfied with this novel
approach compared to standard forms of exams.

Keywords: gamification; student assessment; interactive quiz

1. Introduction

Gamification has become a major tool for providing knowledge to various audiences
using gaming elements to stimulate interest since 2000. Gamification emerged as a concept
when various researchers realized that most people spend a considerable amount of their
free time in gaming activities, which provide them with satisfaction and relaxation [1,2].
Gamification emerged as a concept to use this human behavior in combination with work
in various areas such as customer engagement, employee engagement, and various other
business activities [3].

There are two main definitions of gamification widely accepted by the academic and
professional communities. In their well-known paper [4], Deterding et al. defined gamifica-
tion as the “use of game design elements in nongaming context”. Another was given by
Huotari and Hamari [5], focusing on the interaction between customers and companies, as
“a process of providing affordances for gameful experiences which support the customers’
overall value creation”. The main idea is to provide the user with motivation and to increase
their engagement in various areas of everyday human activities. Gamification incorporates
gaming elements such as points, badges awarded for specific achievements, challenges that
motivate the user to learn or search for the answer, leaderboards that show the progress of
the members of the group and enhance competition, and various incentives to engage the
user in the process. A comprehensive review of the theory, the game mechanics used in
various applications, and the objectives was given by Gupta and Gomathi [6].
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The results have been particularly encouraging from the very start and this has con-
tributed to a strong increase in ongoing research in many fields. The use of computer
technology and mobile devices in the developed solutions makes the implementation of
such methods particularly attractive to younger generations, thus providing an extensive
area of improvement in teaching effectiveness. One of the main advantages of such meth-
ods is providing students the ability to interact with the educational material, thus making
the process more interesting and entertaining. Furthermore, gamification helps students in
improving their thinking and allows for dynamic learning [7].

Motivation and engagement are usually considered prerequisites for the completion
of a task or encouragement of a specific behavior. In education, especially in formal high
school education, there are growing problems concerning the involvement of students
in the everyday educational process. These problems include, but are not limited to, a
lack of engagement and a growing distance between the traditional methods of teaching
used and the students’ extensive experience with technology. These problems illustrate a
lack of motivation, resulting in various forms of students distancing themselves from the
process [8–10], which not only is the subject of scientific research, but is being discussed in
governmental bodies [11] or even in large mainstream media (see for example, [12]). Similar
challenges are reported in other educational programs, such as employee training [13,14].

Several studies have focused on the use of gamification in the learning process; how-
ever, very few studies focus on the use of gamification in the assessment process. The
assessment process is important since it is the main tool for evaluating student performance.
The nature of the assessment process may be a huge burden for students (see, for exam-
ple, [15]), as they tend to feel that they have to memorize things and produce adequate
answers within a limited amount of time, writing on paper in a way that is not required of
them in their everyday activities. One important aspect of disengagement is the rigorous
format of the examination process: students increasingly tend to think of it as a cause of
their failure. In this paper, we present an application used for student assessment in the
context of teaching a particular course. It has the form of a quiz and may be used either for
intermediate assessment or in the place of a final examination. The student may achieve
a better grade by completing specific tasks, such as an excellent performance in a section
of the quiz, a series of correct answers, etc. This format may provide students with extra
motivation and make them feel that they operate in a familiar environment, thus enhancing
their performance.

2. Gamification in Education: Basic Principles and Background

In today’s era, the concept of gamification is increasingly prevalent. It has been
observed that its use has helped in various fields and subjects, such as product devel-
opment [16], the development and learning of human resources in businesses [17,18],
enhancing productivity in businesses, and developing employee skills [19]. It has also con-
tributed to improving marketing performance [20,21], tourism [22,23], healthcare [24,25],
and has gradually been integrated into education [26–28].

Traditional school education is considered effective but not as engaging for students.
Educators are constantly seeking innovative teaching approaches to motivate students to
participate in learning and increase the level of engagement [29]. The methods used by
instructors are important in this process and different teachers employ different approaches.
A concise review of such approaches and the various factors involved is presented in [30].
These methods take advantage of today’s technological lifestyle and of the digital culture fa-
miliar to the young generations of students; therefore, the use of these methods in education
may significantly contribute to learning and students’ development. In this context, the use
of digital games as learning tools is an innovative approach which may be used to stimulate
cognitive processes [31]. Of course, creating an attractive and comprehensive educational
game is a time-consuming and costly process [32], as it aims to target specific learning
objectives based on the game designer’s intentions. Moreover, the effective implementation
of a game in the classroom requires technical infrastructure and appropriate training for
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educators and students who wish to use it. The educational organization also needs to
accurately identify their students’ characteristics and background to design an effective
gamified system [33].

The application of gamification in the past decade has seen a significant increase and
has produced positive results. Thus, many fields use it as a teaching method, especially
when combined with new technologies. The results indicate that students are motivated to
engage in the development of the course and try harder, since they see a clear goal reflected
in their performance. This is a very important issue, since a considerable percentage of
students in the Greek secondary education system find the standard classroom methods
of teaching and examinations boring, theoretical, and not very engaging. In particular,
the standard examination method, which basically consists of typical written exams, is
considered a huge burden and discourages students.

The emergence of such obstacles in student engagement has prompted research aimed
at developing new methods and novel tools to motivate students during the learning
process. As mentioned earlier, very few studies focus on gamifying the assessment process.
Wang [34] used Kahoot!, a commercial quiz software where students have limited time to
answer simple questions. Points are awarded for each correct answer and a leaderboard is
presented to the students after each question. The student is rewarded if they can achieve
a series of correct answers. The interaction and the competitive nature of the process
were appreciated by the students. However, there are no gaming elements used in this
approach for interaction from the student. Moccozet et al. [35] found that gamification may
be implemented to enhance collaboration between members of a group by rewarding their
interactions with the system in an online shared workspace platform. Cheong et al. [36]
used a gamified multiple-choice quiz, implemented as a software tool under the name
Quick Quiz. The students were engaged so that they wanted to complete the quiz and they
were happy playing it. A recent work [37] suggested a method to relate user profiles to
gamified elements to be used in software applications, using a generic gamification model,
GamiProM. The approach tries to determine which gaming elements are the best fit for
use with specific audiences. However, this approach may not be applicable in a school
environment, where students are not a homogeneous group.

The effect on student engagement was evaluated as positive by the students involved,
mainly due to the interactive nature of the applications [38]. Although behavioral responses
are in general positive, it is still unclear whether this approach leads to an improvement in
learning by the students involved. A systematic approach for the construction of a frame-
work for student engagement was presented in [39], which may be used for the selection
of specific gamified elements according to the desired student experience. Still, research
involves interventions stimulating executive functions mediated by technologies [31].

It is essential to recognize that there still exist limitations and drawbacks. For instance,
Kwon and Ozpolat [40] reported that gamification in student assessment has a negative
impact on content knowledge and student perceptions. In [41], perceived anxiety caused
by gamification was reported to have a negative effect on knowledge retention. In a concise
systematic review of digital games in learning [42], it was claimed that the increased use of
gamified elements may result in reduced effects on learning outcomes. Zheng et al. [43]
conclude that higher-level knowledge activities may negatively affect learning for specific
categories of students, if they do not possess the foundations required.

On the other hand, the wide spectrum of different educational environments makes it
difficult to generalize the positive results. In [44], it was found that the effect of gamification
on academic achievement differed significantly according to the course type, a result that is
in line with the conclusions in [45,46]. Small sample size and homogeneity are recognized
as drawbacks [47], while [46] also points to the need for longer periods of experimentation
to produce more robust results.

Finally, it is always a challenge for researchers to identify whether gamification results
in an improvement in intrinsic motivation from the participants. Ibanez et al. [48] found
that students seeking credit recovery achieve better performance with gamified exams but
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are likely to quit the effort once they complete the mandatory parts of the assignments.
Mekler et al. [49] came to a similar conclusion, identifying a lack of effect on intrinsic
motivation from points–badges–leaderboards (PBL). While the positive impact of gamified
applications on performance metrics is a common observation among almost all such
studies, the effects on the attitude of the participants towards knowledge remain mixed
and unclear.

Although these limitations and constraints are important, gamification applications
may give teachers very useful tools if they are used with appropriate preparation and
customization of the material and the exam content.

In this study, an attempt is made to incorporate new gamified elements in student
assessment. The student is required to provide the correct answers, as is typically the
case in any examination. However, in this study, additional resources are available to the
students and their performance is affected by the use of these additional resources. Some of
the resources may be spent if the student does not know a specific answer or if the student
wants to eliminate some of the available answers. This novel type of reward may provide
additional motivation to complete the assessment process and to enhance learning. The
aim of this research is to measure student performance and student engagement in this
new learning environment. Specifically, the main research questions to be answered are
stated below:

• Is the gamification of an exam process acceptable and efficient?
• Does the creation of an entertaining and more playful environment provide motivation

for more engagement of the students?

3. Methodology

It is very important to emphasize that the Greek educational system has traditionally
been reluctant to adopt novel methods in teaching and exams. Furthermore, the legal
framework is strict, and instructors may get in trouble for deviating from the standard
guidelines, even in minor aspects of the process. Therefore, very few students nationwide
have had similar experiences. Taking these facts into consideration, the research was
designed in a way that would be accepted by the school and would not create problems
that might jeopardize its focus.

The current research was conducted in a 4th-year high school class taught by the first
author in the city of Arta, Epirus. An application was submitted to the school admin-
istration, while at the same time, the students of the class were asked if they wished to
participate. A total of 36 students expressed their consent. The subject of the course was
“Informatics Applications”, and the quiz was used as a midterm exam on the subsection
“Principles and practice of HTML”. The students were informed that anonymity was
assured, that the process was part of ongoing scientific research to explore various effects
of gamification in the education process at different levels, that no personal data were to
be used in the research, and that there were no other risks associated with it. The director
of the school was also informed in detail of the above aspects of the research and formal
approval was given.

The specific course unit dealing with the HTML protocol and its applications was
first taught and the appropriate course materials were delivered. Part of the material
was the relevant subsection in the official textbook used for the course. The subsection
of the book and the other relevant materials were covered in the span of four weeks for
a total of sixteen class hours. As is typically the case in Greek high school education,
the students attended lectures by the teacher, turned in assignments, and practiced in a
computer lab. Students were asked to answer the quiz questions and then fill out the
online questionnaire mentioned in the previous section. The students were also encouraged
to engage in an informal discussion with the instructor and to provide their comments
regarding the quality of the process and their experience. Comments that were considered
important are mentioned in the Research Results section.
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The quiz application was given to the selected student group under supervision of the
instructor. Prior to the start of the process, the participants were informed of the rules of
the game and particularly of the role of the gaming elements. Upon completion of the quiz,
the students were invited to fill out a questionnaire via Google Forms. The questionnaire
consisted of a total of five sections: demographic characteristics, an evaluation of the game
in terms of its content, an evaluation of the application, the organization of the research,
and a more general evaluation of the inclusion of gamification in the educational process.
All questions of the questionnaire were the closed type, either multiple choice or scaled
(Not at all–Fairly–Very much). A few sample questions are shown below:

- Were the quiz questions relevant to the material taught?

• Yes
• No

- Were the questions simple and understandable?

• Yes
• No

- Does the application make you feel interested?

• Yes
• No

- Changes you would make to the application (pick only one)

• Increase of time limit for each question
• Increase of the number of questions
• Increase in aids (e.g., lives, cherries, light bulbs)
• Easier questions

- Give your own suggestionDo you find the organization of the quiz satisfactory?

• Yes
• No

- Do you believe the implementation of such quizzes in learning would make teaching
more interesting?

• 1: Not at all
• 2: Quite a bit
• 3: Very much

- Would you like similar methods to be incorporated into the teaching of courses during
the school year?

• Yes
• No

4. A Novel Application for Student Assessment

The development of an application based on gamification for educational purposes
should encompass certain characteristics. Key features that need to be considered include
determining the target group of students, setting the learning objectives, creating the
educational environment, and incorporating elements into the game. By studying these
criteria, the use of gamification in learning can improve children’s skills by 40% while
also motivating students to participate in teaching more enjoyably and efficiently [50].
Gamification influences students’ behavior and provides incentives for them to improve
both their knowledge and their skills [10].

To determine whether a gamified exam process would be helpful in student engage-
ment and the stimulation of interest, a gamified quiz was developed. Its goal was to
allow students to assess their acquired knowledge while introducing them to a new way
of learning.

The quiz consisted of 45 multiple-choice questions. The questions were organized
in three sections, with each section representing a higher level of difficulty. A time limit
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of 39 s was allocated for each question in the first section and the limit was shortened
by 6 s for each subsequent section. After completing the quiz, a questionnaire was an-
swered by the students to evaluate the effect of the procedure on the students’ motivation
and engagement.

4.1. Application Architecture

The functionality of the application is illustrated in Figure 1 in the form of a flow
diagram. Upon launching the application, a check is performed to establish the user’s
connection with the central server, which is essential for seamlessly recording their activity
during the game. Within the options menu, three choices are offered: connecting to the
server, registering as a new user (if necessary), and a review of the game rules. Once the
connection is established, an administrator can opt for the quiz management menu, while
this option is deactivated otherwise. The application may host several different quizzes
and the user selects any one of these quizzes.

The user is assigned a custom number of Hearts, Halves, and Lights, as defined by the
administrator. Obviously, the values of these variables are at the discretion of the instructor
depending on the difficulty of the material, the level of the students, and any other factor
that may be identified as relevant. A Heart is a “life” (a very common gaming element), and
it corresponds to a wrong answer given to a particular question. In practice, the initial value
of the parameter is the maximum count of wrong answers allowed. When the maximum
number is exceeded, the game ends. A Half is an aid allowing the elimination of two
out of the three wrong answers for a particular question. This is a very common element
of knowledge games and is intended to help the player decide between fewer options.
Finally, a Light is a “hint”, providing the correct answer when the player is not sure of the
correct answer to a particular question. In practice, the initial value of the parameter is the
maximum count of unanswered questions allowed. The player is not awarded any points
for unanswered questions.

At the start of the game, a random question is presented to the player along with
four possible answers. If the player does not utilize any of the available aids (light bulb,
cherry), then, as indicated by the flowchart, only the correctness of the answer is evaluated.
Alternatively, if aids are used, additional checks and parameter calculations occur. This
process repeats until there are no more “lives” left or until the player has responded in
some definite way to all the questions.

4.2. Software and Tools

The main application was implemented using the object-oriented programming lan-
guage Java. In summary, it has the following features:

• Connection to a database for data storage;
• User registration;
• The creation of new quizzes by administrators;
• Entry, modification, and deletion of questions by administrators.

A website was implemented on a central server for displaying user results, with an
administrative environment and additional comparative data representations for gamifica-
tion purposes. The application installer is available for Windows 7 and above and can be
downloaded freely from the server website (https://www.dit.uoi.gr/quiz/setupQuiz.exe,
accessed on 31 July 2023). For the application to run, the Java Runtime Environment (JRE)
software should be installed, as it includes the necessary libraries and components used
by the application. In summary, the commercial products used for the development of the
application were Java, MySQL, PHP, JavaScript, and AJAX.

https://www.dit.uoi.gr/quiz/setupQuiz.exe
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4.3. Graphical Game Environment

The two main screens of the preliminary phase are shown in Figure 2. The player
needs to register to be able to play the quiz. Then, the available options are presented to
the player and the appropriate quiz is selected from a dropbox. The option “Question
manager” is only available to users with administrator privileges to provide access to the
material and structure of the quizzes.
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A sample screen of a question is shown in Figure 3. The reader may notice the
various game elements used (cherry, heart, light bulb). As is typically the case with such
applications, the icons used convey a positive message, while implying their actual use:
a light bulb provides a hint, while a heart indicates a life extension, allowing for more
incorrect answers. The question in the screenshot is stated in Greek, as the screenshot
shows what the students actually see. The question asked is “Which HTML element defines
the title of a document?”.
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4.4. Game Rules

The rules are defined by the instructor; obviously, these are customized according to
the student needs, the level of the course, and various other factors. In this game, the rules
are defined as follows:

1. Response time contributes to the game’s scoring, allowing for a reward for players
who answer more quickly. Ideally, the player should not pause at all, if possible.

2. If a player is not sure about an answer, a light bulb may be spent to provide the
correct answer.

3. A player may randomly reduce the available answers by half by spending a cherry.
4. As the score increases, the player is rewarded by earning lives (heart icons), ready

answers (bulb icons), and hints (cherries).
5. During the game, the player is informed of the score needed to achieve the best score

for that specific quiz.
6. After a certain number of answers, the difficulty level increases and an appropriate

graphic appears to inform the player.
7. For each correct answer, the player earns 200 points and additional points based on

their response speed.
8. If a game is not completed, the player’s attempt is recorded as incomplete.
9. At the end of the game, the browser automatically opens for the player to view their

ranking for the quiz.

4.5. Sample Questions

To illustrate the nature of the quiz and the form of the questions, sample questions for
each of the three sections are provided here:

First section
What does HTML mean/

a. Home Tool Markup Language
b. Hyper Tool Markup Language
c. Hyperlinks Tool Markup Language
d. HyperText Markup Language

Second section
The <TITLE> label has to be placed:

a. Inside the <body> label
b. Inside the <head> label
c. Outside the <htm1> label
d. There is no constraint

Third section
What is the output of the command: <h1 style=“background-color: red;”>Hello

World!</h1>

a. Hello World! On a red background
b. Hello World! In red letters
c. Hello World! in Large font size
d. Hello World!

The first section is obviously the easiest, partly serving as a warmup process. Questions
like this are supposed to give some credit to the student while at the same time introducing
them to the environment and the nature of the quiz. The entire section is intended to
encourage the student to keep on trying.

The second section intends to check the student’s knowledge on standard mechanics
of the language. The presence of the wrong choices helps students decide which one of the
available options best fits the question.
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The third section intends to check the student’s knowledge on “programming” com-
mands where the format and actual appearance of the output are implemented. Apparently,
this is the more complex task that a student must be familiar with.

5. Research Results

As an initial remark, it should be stressed that the students involved participated with
enthusiasm and were fully engaged with the process, which is not typical when they take
part in standard forms of examinations. All participants answered all the survey questions
after the completion of the exam. The main results are summarized below:

1. The participants were approximately equally divided by gender (52.8% female, 47.2%
male) and were around the age of 15.

2. Regarding the questions about the content of the quiz, the students’ responses were
unanimous in that they found the quiz questions easy and understandable. Further-
more, most students (80.6%) found the time given for the questions to be sufficient,
while the use of aids in the quiz, such as ready-made answers (light bulbs) and dis-
carding half of the choices available (cherries), greatly helped them in answering the
questions (97.2%). This is an important finding since it points to a possible indirect
method of learning via an appropriate choice of the available answers.

3. Given the enthusiasm and focus of the students, it came as no surprise at all that
there were unanimous positive responses to the suggestion that similar quizzes be
used in other courses and to the suggestion that similar methods be employed in
teaching. This conclusion appears to be in line with several similar studies (for
instance, see [38,51]). Along the same lines, the overall level of satisfaction from
the process was the highest possible for almost 9 out of 10 students (Figure 4). In
comments turned in by some of the participants, it was stated that the process as a
whole is by far more interesting than the standard methods of examination.
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Figure 4. Level of satisfaction with the quiz.

4. The overwhelming majority of students stated that the quiz improved their knowledge
of the subject, apparently due to the existence of alternative answers and to the use
of the nonstandard helping tools (bulbs and cherries) (Figure 5). A total of 11.1%
reported an improvement in skills. Very few reported an improvement in the stress
felt. This is an interesting finding, which requires further attention and analysis, since
this indirect acquisition of knowledge may be very useful in raising the level of the
not-so-strong and/or not committed students.
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5. When asked to characterize the learning procedure via the quiz as “easier”, “amusing”,
or “more interesting”, a large majority found it amusing, while no student said it was
easier (Figure 6). This finding may provide a better insight into the reasons behind
student disengagement, as students do not focus on an “easier” exam but rather on
the satisfaction they obtain from the process. It points to the motivation created for
the students by their experience with gaming tools and mechanics in other aspects of
everyday life.

Information 2023, 14, x FOR PEER REVIEW 12 of 16 
 

 

 
Figure 6. Characterization of learning procedure in comparison to standard methods. 

6. When asked whether they believe that the use of such exams would make teaching 
more interesting, all but one student picked the highest rating (Figure 7). This result 
shows that such novelties could create a substantial boost in student involvement, 
provided that an appropriate use is made by the teacher and the educational organi-
zation in general, as already suggested in several sources (see e.g., [33]). 

 
Figure 7. Degree of interest in similar exams in the future. 

7. Finally, the students made extensive use of the various help items (light bulbs, cher-
ries) provided by the quiz, as indicated in the diagram below (Figure 8). After the 
quiz, some students stated to the instructor that the use of the help items provided 
them with some insight into the nature of the question, leading them to better under-
stand the issue the question dealt with. This is an important observation, as this fea-
ture may attract students who are less knowledgeable or less committed. 

Figure 6. Characterization of learning procedure in comparison to standard methods.

6. When asked whether they believe that the use of such exams would make teaching
more interesting, all but one student picked the highest rating (Figure 7). This result
shows that such novelties could create a substantial boost in student involvement, pro-
vided that an appropriate use is made by the teacher and the educational organization
in general, as already suggested in several sources (see e.g., [33]).
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7. Finally, the students made extensive use of the various help items (light bulbs, cherries)
provided by the quiz, as indicated in the diagram below (Figure 8). After the quiz,
some students stated to the instructor that the use of the help items provided them
with some insight into the nature of the question, leading them to better understand
the issue the question dealt with. This is an important observation, as this feature may
attract students who are less knowledgeable or less committed.
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Overall, the results of the survey are very encouraging and show that there is ample
room for the incorporation of gamified tools in the education process, providing the
educational system with strong tools to battle student disengagement from traditional
learning methods.

6. Conclusions and Future Research

Based on the current research, it was found that students desire to incorporate similar
methods of practice in school teaching, as learning becomes more enjoyable and interesting
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for them. A desire to repeat the quiz multiple times was observed, as they believe that
repeated use of the quiz will enhance their knowledge and make the educational process
more entertaining. There was extensive use of the game elements, indicating that familiarity
with games may be further explored. Finally, students showed interest in comparing their
performance to that of their peers, indicating that the competition between them may
prove to be a good motivating factor to improve performance. Overall, the results are
encouraging and show that the inclusion of gamified elements in the educational process
is very welcomed by the student body. Obviously, most educational systems are slow in
adapting to novel approaches and this is a major challenge, particularly in Greece. We
believe that this study and other studies in the area will contribute to a shift in educational
policies, which will make the educational process more effective and engaging.

Based on the above, it is evident that students desire the integration of new elements
into the educational process, and gamification represents an innovative approach that
will effectively aid learning and encourage students to study further. Due to the positive
response from students to retake the quiz, it is apparent that it would be highly interesting
to offer the quiz to other classes and schools. As outlined in Section 2, the course type and
subject may have varied effects on the students; therefore, this is an interesting challenge
for future research. In this direction, we intend to run similar quizzes in classes with
different characteristics and compare the performance of the respective student groups
as well as their responses to the review questionnaire. The size of the sample was also
identified as a critical factor for the validity of the results [46,47]; therefore, a larger audience
should be found for the next stages of this experiment. Furthermore, the inclusion of
similar methods of evaluation in the overall evaluation system, possibly adding a variable
bonus to the final grade, would be an interesting direction for future research and could
provide stronger conclusions regarding the actual effect on student performance. Another
promising extension is to run a comparative study between different subjects in the same
class, trying to determine whether the effects presented here differ when applied in different
knowledge areas (e.g., Math, History, and Technology). Naturally, student performance
may be affected to a higher degree in technical subjects, such as Computer Programming,
Chemistry, or Mathematics, rather than in more theoretical subjects, such as History or
Sociology, due to the very nature of each course. A future study may focus on this question.
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