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ABSTRACT

This study aims to explore the potential of gamified teaching strategies in enhancing
classroom effectiveness. In response to the prevalent issues of low student engage-
ment and lack of motivation in current teaching practices, we propose a series of
instructional designs grounded in gamification principles. These designs use the
BOPPPS teaching model as the core and incorporate SWOT analysis to thoroughly
assess the potential benefits, challenges, opportunities, and risks associated with
integrating game elements into the teaching process. We anticipate that carefully
crafted gamification strategies will significantly improve student interaction and
participation in the classroom, spark their interest in learning, and facilitate a
deeper understanding of the subject matter.
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1. INTRODUCTION

At present, a significant challenge in the field of education is how to effectively
enhance students' classroom participation and learning interest(David & Weinstein,
2024). In our thorough review of existing literature, we have frequently encountered
keywords such as classroom silence, classroom effectiveness, classroom interaction,
and teaching models (Ho et al., 2023). These terms highlight the long-standing focus
of educational researchers on how to improve student engagement and knowledge
absorption efficiency through educational reform. However, with the continuous
development of modern technology, traditional teaching methods often struggle to
ignite students' enthusiasm for learning, leading to suboptimal teaching outcomes
(Saha et al., 2024). To address this issue, our study delves deeply into the realm of
gamified teaching and verifies its effectiveness through extensive literature review
(Pardimetal.,2023). Nonetheless, when integrating gamification into the classroom,
it is crucial to ensure that it does not disrupt the normal teaching pace and order.
Hence, this research attempts an innovative integration within the framework of
the BOPPPS teaching model (Guo, 2024; Xu, 2023; Yan et al., 2023). Specifically,
we combine the interactive and participatory elements of gamification with the
“Engagement” phase of the BOPPPS model, aiming to enhance students' classroom
interaction, participation, and knowledge absorption. To verify the effectiveness of
this integrated approach in real teaching scenarios, our study employs a preliminary
SWOT analysis to assess its strengths, weaknesses, and potential risks and challenges.

1.1 The Application of Gamification
1.1.1 Gamification

Gamification is a strategy that involves applying game design elements and
mechanics in non-game environments to motivate participants through engaging
interactions, enhancing their problem-solving abilities, and increasing their partic-
ipation and contribution to activities or services(Gil-Aciron, 2024). In the fields
of business and marketing, gamification is particularly used in consumer-facing
websites and mobile applications to enhance user experience and encourage interac-
tion. This approach integrates game elements such as point systems, level rewards,
progress bars, and virtual achievements to activate user participation and increase
the appeal of products.

interdisciplinary nature, diversity, and scenario-based approach. These games
significantly contribute to various domains such as knowledge acquisition, creativity
stimulation, educational expansion, management simulation, skill training, behavior
modification, and fostering positive qualities (Christopoulos & Mystakidis, 2023).
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