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Gamification, which has been gaining popularity since 2010, is more commonly
defined as the implementation of the thought processes used in the creation of game
design or mechanics for use in societal activities and services outside the scope of
games. Under the research theme of "taking advantage of games for education," we
hypothesized that introducing a gamification class to students has a significant effect
on improving academic achievement and motivation for learning in students. In order
to verify this hypothesis, we designed and implemented a new gamification-style of
classes. In this study, we have applied this in a practical environment, using

elementary school students as test subjects.

In Japan, the New National Curriculum (effective April of 2012) recognizes the need
to foster creativity, critical thinking, and skills in expression/communication in the
classroom. In this study, we verified, through a class where video games (which
children are familiar with) are used as the subject matter, that while children were
able to experience the fun involved with creating a product (which conversely cannot
be experienced with the end finished product, there is a connection between
gamification and motivation for learning. At the same time, we made an attempt to
form a new class by applying gamification for the entire management of the class,

referred to as a "learn while having fun."

We performed a 90-minute class for 52 people in two sixth grade municipal
elementary school classes at Katakura, Hachioji, Tokyo, on November 14, 2012. In the
first hour of the lesson (the "Thinking about Games" portion), each student must think
and report on the following questions: "How do televisions and games differ?" and
"Why is a game interesting?" In the second hour (the "Create a Game" portion), two
students were paired up to once PC each and each team attempted to create a scrolling
action game. The children then participated in what is normally referred to in game

production as level design, where the children were free to arrange the placement of
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blocks, enemies, items, etc. completely throughout the stage. While this occurring, the
children were able to play the game with each other and freely exchange their
impressions about the games. Through the use of gamification for classroom
management, the concepts of "directing praise," "immediate feedback", "achievable

goals", and "active participation" were introduced.

The results of the descriptive questionnaire after class showed that all the students
felt that the "class experience was fun," and, further awareness about "the importance
of the study of the usual,” and the "struggle of making things" comprised 40%. Given
these results, it can be confirmed that utlizing a Gamification theme which is familiar
to children constitutes an effective method for improving the learning motivation in

students.
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