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ABSTRACT

Gamification is known as the use of game-like elements within a non-game context.
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The use of gamification in a classroom setting, also known as gamified learning
aims to improve the learning process by constructing a low-risk and well-structured
learning environment for students. The use of gamification in the educational context
has proven to be able to increase motivation, engagement, retention of knowledge
and performance. In this paper, the authors inquired into previous relevant research
and wish to contribute to the field by proposing the DAMP model which dealt with
the depth (shallow, deep and total), annex (plugged or unplugged, online or offline),
motion (static and dynamic), and placement (intra and extra) of gamification with
the consideration of 8Ts namely task, target, technology, time, technique, tariff,
tensity and terrain. The proposed model hopes to serve as a guideline and provide
new insights for future educators and instructional designers when constructing a
gamified learning classroom.

INTRODUCTION

Gamification is the use of game elements which is a collection of tools to create
a sense of a game in a non-game context (Deterding et al., 2011). In modern days,
the development of the gamification concept can be discerned by the research in
video game-based learning and the “serious games” movement (Khaitova, 2021).
It is one of the most well-known contemporary technologies which is based on
an abundance of educational theories that help to provide a stimulation-based ed-
ucational system (Al-Hafdi & Alhalafawy, 2024). In essence, games have a very
strong ability to motivate individuals. They do this by using a variety of strategies,
frequently for no payoff, but only for the enjoyment of playing and the chance to
win (Dicheva et al., 2015). Whether we play them for entertainment, relaxation, or
to satisfy our competitive spirit, games are an integral part of our daily life. Nowa-
days, there is a growing trend of applying game principles outside of the traditional
playing environment (Cavus et al., 2023). As mentioned, the enjoyment of players
is essential for the success of any gamification effort (Cunico et al., 2022). Along
with the integration of gamification, mundane and dull tasks can be transformed
into fun and enjoyable activities.

Inthe context of the educational field, the success of students’ learning is generally
dependent on the extent of how motivated and how involved they are in the learning
process which presumably originates from the need for greater independence, time
management, self-regulation and intrinsic motivation (Dicheva & Dicheyv, 2016).
Gameful learning which offers new opportunities to develop skills and advance
knowledge is seemingly to be ideal and has drawn more interest from the educa-
tion sector, as well as from academia and industry (Putz et al., 2020). Within the
past two decades, research on gamified learning has stretched to different learning
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