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CROSSING THE BRIDGE: GAMIFIED QUIZZES VERSUS
TRADITIONAL ASSESSMENTS IN A SECOND-YEAR
ECONOMIC AND MANAGEMENT SCIENCES CLASSROOM
AT A COMPREHENSIVE UNIVERSITY

Abstract. The integration of digital technologies into higher education has transformed
teaching, learning, and assessment practices. Among these innovations, gamified quizzes have
emerged as an alternative assessment strategy designed to increase student engagement, mo-
tivation, and academic performance. However, traditional assessments continue to dominate
university classrooms due to their perceived reliability and effectiveness in measuring learning
outcomes. This study compares students’ and lecturers’ experiences of gamified quizzes and
traditional assessments in a second-year Economic and Management Sciences (EMS) lesson at
a comprehensive university. The study adopts a qualitative research approach situated within
an interpretivist paradigm. A case study design was employed to explore participants’ percep-
tions and experiences. Data was collected through semi-structured interviews with the lecturer
and focus group discussions involving second-year EMS students. Thematic analysis was used
to analyse the collected data.

The findings highlighted key themes: student engagement, motivation, learning effec-
tiveness, and challenges related to technology and assessment design. Both students and the
lecturer view gamified quizzes as valuable in EMS teaching, enhancing engagement, motiva-
tion, and understanding while making learning enjoyable. These results align with Construc-
tivist Learning Theory, Self-Determination Theory, and Behaviourist principles. However,
gamified quizzes should complement rather than replace traditional assessments to maintain
academic rigor. The study recommends incorporating gamified quizzes into assessment strate-
gies and emphasizes the importance of real-life scenarios and immediate feedback. Investment
in technology and professional development for lecturers is also crucial for effective imple-
mentation.

Keywords: gamification; gamified quizzes; traditional assessment; student engagement.
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INTRODUCTION

The rapid transformation of the global socio-economic landscape in the 21st century, driven
by technological advancement, globalisation, and the demands of the Fourth Industrial Revolu-
tion (4IR), has necessitated a fundamental reconfiguration of educational priorities and practices
(Lumadi,2025). In the last few decades, considerable progress and positive changes have occurred
in education. Contemporary education systems are increasingly expected to move beyond traditional
content transmission towards the development of critical competencies such as problem-solving,
digital literacy, collaboration, creativity, and adaptability (Patcas,2025). Within this evolving con-
text, there is a growing belief that traditional pedagogical approaches, which are often characterised
by teacher-centred instruction and rote learning, are insufficient to meet the diverse and dynamic
learning needs of modern students (Geetha, 2025). The current researcher of this study believes
that innovative, student-centred methodologies must emerge as essential strategies for enhancing
engagement and improving academic performance in universities.

There is a growing trend towards phasing out commerce subjects and a decline in enrolment
in commerce classes in senior secondary schools, which is attributed by poor academic performance
in these subjects (Ngqunguza & Seleke, 2025). The Economics and Management Sciences (EMS)
module, as offered in a teacher training program in the selected university, is a foundational subject
for all commerce subjects since it offers students with essential knowledge and skills required to
study commerce subjects in the Further Education and Training (FET) phase (Ngwenya & Nzuza,
2022). Hence, finding a pedagogical approach that offers a promising avenue for fostering interest,
enhancing conceptual understanding, increasing engagement, promoting active participation, and
improving learning outcomes in the EMS class could be pivotal (Sharma, Jayalakshmi, Tripathy,
Katekhaye, & Sharma, 2024). Gamification aligns well with the preferences and learning styles of
digitally oriented 21st-century students.

Gamification is a pedagogical technique that applies the mechanics of games to make learn-
ing more engaging and appealing. It is distinct from serious games, which are designed purely for
educational purposes rather than amusement (Moncada & Moncada, 2014). Furthermore, refers to
the integration of game design elements such as points, badges, leaderboards, challenges, and re-
wards into non-game educational contexts to motivate and engage learners. According to Marti-Par-
refio, Segui-Mas, and Segui-Mas (2016), the use of games or game elements in education is not new
and can be traced back to the sixties when Piaget (1962) pointed out that games could not only help
children to master their environments but also to create the worlds of their imagination.

The integration of gamified mobile platforms into higher education emerges as a strategic
response to the declining engagement levels often observed in traditional lecture-based delivery
models for Economic and Management Sciences. By leveraging interactive digital environments,
educators aim to bridge the gap between abstract theoretical frameworks and practical application,
thereby fostering deeper student commitment and continuous assessment success (Montero-Bena-
vides et al., 2025). Empirical evidence suggests that such technology-mediated interventions not
only enhance behavioural engagement but also correlate positively with improved academic reten-
tion and overall performance metrics (Pechenkina et al., 2017). However, as scholarly discourse on
the efficacy of these gamified approaches expands, a notable research gap remains regarding the
definitive classification of optimal game design elements for meaningful learning in active univer-
sity settings (Murillo-Zamorano et al., 2021). Consequently, this study explores the comparative
usage of gamified digital quizzes versus traditional assessments on student motivation and cognitive
engagement within the specific context of the second-year EMS Class.
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Although numerous studies have examined the benefits of gamification in education, existing
literature primarily focuses on primary education, secondary education, or science-related disci-
plines. Limited research has investigated how gamified quizzes compare with traditional assess-
ments within higher education EMS contexts.

Furthermore, previous studies often emphasise quantitative outcomes such as test scores
while overlooking participants’ lived experiences, perceptions, and attitudes towards different as-
sessment methods. This study seeks to contribute to the literature by providing an in-depth qualita-
tive understanding of how students and lecturers experience gamified versus traditional assessment
approaches.

Through a qualitative analysis, this study addresses the following research question:

1. How do students and lecturers experience and perceive gamified quizzes compared to tra-
ditional assessments in a second-year Economic and Management Sciences lesson at a
comprehensive university?

LITERATURE REVIEW
1. STUDENT PERCEPTIONS OF GAMIFIED QUIZZES

1.1. Engagement and Participation

A prominent theme within educational literature is the significantly enhanced engagement
that gamified quizzes foster among students (Zainuddin et al., 2020). Research indicates that stu-
dents frequently experience elevated levels of participation, largely owing to interactive components
such as competitive elements, real-time scoring feedback, and visually dynamic user interfaces.
These features contribute to a more immersive learning experience, transforming passive learners
into active participants. As a result, both emotional and behavioural engagement levels rise marked-
ly in gamified settings (Duterte, 2024).

In stark contrast, traditional assessments are generally regarded as more static and formal
in nature, which can lead to reduced levels of interaction within the classroom environment. While
conventional quizzes may still be received positively by some students, the overall degree of active
engagement tends to fall short compared to that found in gamified contexts. Studies suggest that the
rigid structure of traditional assessments limits opportunities for interaction and dynamic involve-
ment, leading to a less pronounced experience of engagement among learners (Kyung-Mi, 2022).
Thus, the shift toward gamified quizzes presents a compelling alternative for educators seeking to
enhance student participation and overall learning outcomes.

1.2. Motivation and Enjoyment

Gamified quizzes have been shown to significantly enhance student motivation and enjoy-
ment, particularly when they integrate dynamic game mechanics such as rewards, leaderboards,
and various challenges (Atmasani, Suhaeb, & Munir, 2025). These elements contribute to a more
interactive and engaging assessment experience, transforming what can often feel like a daunting or
high-pressure task into something much more enjoyable and approachable.

For instance, research indicates that tools like Kahoot! have a positive impact on student en-
gagement levels in higher education (Kyung-Mi, 2022). They foster not only improved motivation
but also greater concentration and active participation during learning sessions. This is largely at-
tributed to the fun, competitive nature of gamified assessments, which encourage students to engage
with the material in a lively and collaborative manner.

In contrast, traditional assessments are frequently linked to high stakes and significant per-
formance pressure. Such environments can diminish students’ intrinsic motivation and elevate anx-
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iety levels, leading to a less favourable learning atmosphere. As a result, many students begin to
view gamified quizzes not just as a viable alternative, but as a more appealing and engaging way to
demonstrate their knowledge and skills. By reducing the stress associated with conventional testing
methods, gamified quizzes provide an opportunity for students to participate in a way that feels more
supportive, allowing them to showcase their abilities without the looming fear of failure.

1.3. Learning Outcomes and Academic Achievement

The literature presents mixed findings regarding the impact of gamified quizzes on academic
performance. Some studies report improved knowledge retention and understanding due to immedi-
ate feedback and repeated practice opportunities (Andretta et al., 2026). Gamification also supports
continuous assessment and formative learning processes.

However, other research suggests that there may be no statistically significant difference be-
tween gamified and traditional quizzes in terms of overall academic performance, even though both
methods are perceived positively (Kyung-Mi, 2022). This indicates that while gamification enhanc-
es the learning experience, it does not necessarily replace the effectiveness of traditional assessment
in measuring knowledge acquisition.

2. LECTURER PERCEPTIONS OF GAMIFIED QUIZZES

2.1. Pedagogical Effectiveness

Lecturers frequently recognise gamified quizzes as effective instruments for boosting class-
room interaction and enhancing student engagement. According to Mahaseth, Bajpai, & Gupta
(2025), these quizzes not only make learning more enjoyable but also foster a dynamic learning en-
vironment where students feel more motivated to participate actively. The incorporation of real-time
feedback is a significant advantage of gamified quizzes, as it allows instructors to gauge student
comprehension on the spot. This immediate assessment capability enables educators to adjust their
teaching strategies in real-time, addressing any gaps in understanding before they become more
pronounced.

Moreover, gamified quizzes serve as an excellent method for formative assessment. They
facilitate continuous monitoring of student progress throughout the course by providing data that
highlights areas of strength and weakness (Zhang & Crawford, 2024). This ongoing assessment
model supports a more personalised learning experience, allowing instructors to identify specific
needs for intervention and support. By integrating gamified quizzes into their teaching practices,
educators can create a more responsive and engaging learning atmosphere that ultimately enhances
student outcomes.

2.2. Instructional Challenges and Constraints

Lecturers have identified a range of challenges associated with the implementation of gam-
ified assessments in educational settings. One significant concern revolves around the necessity of
aligning game design elements closely with the established learning objectives. As noted by Mirica
(2026), if gamified quizzes are poorly designed, they can inadvertently lead to superficial engage-
ment from students. This superficiality not only undermines the intended educational value of the
activity but also risks diverting learners’ attention away from the core learning outcomes that the
assessment seeks to address. Effective gamification requires a thoughtful integration of game me-
chanics, narratives, and rewards that reinforce rather than distract from the educational goals.

In addition to the design-related challenges, there are considerable technological constraints
that educators face when implementing gamified tools. Issues such as limited internet access and a
lack of sufficient technological resources can significantly hinder the feasibility and effectiveness
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of gamified assessments (Atmasani et al., 2025). These obstacles are particularly pronounced in re-
source-constrained educational contexts, where both instructors and students may lack the necessary
infrastructure to fully engage with gamified learning environments. In such situations, the potential
benefits of gamification could be diminished or rendered unachievable, highlighting the need for
strategic planning and support to overcome these barriers.

2.3. Concerns About Academic Rigour

While lecturers acknowledge the benefits of gamification, many remain cautious about its
ability to assess higher-order thinking skills (Joshi & Joshi, 2024). Traditional assessments are
still viewed as more appropriate for evaluating complex reasoning, analytical abilities, and writ-
ten communication, which are essential in EMS disciplines.

The literature consistently advocates for a balanced integration of gamified and tradition-
al assessments in EMS education. Gamified quizzes are effective for formative assessment and
engagement, while traditional methods remain essential for summative evaluation and in-depth
analysis. This literature demonstrates that both students and lecturers generally perceive gamified
quizzes as a valuable addition to assessment practices. From the student perspective, gamification
enhances engagement while reducing anxiety. Lecturers recognise its potential for improving
classroom interaction and supporting formative assessment, although concerns remain regarding
design, resources, and academic rigour.

In the context of Economics and Management Sciences education, gamified quizzes offer
significant benefits by addressing the abstract nature of the discipline and promoting active learn-
ing. However, they should not replace traditional assessments entirely. Instead, a strategic com-
bination of gamified and conventional assessment methods is recommended to achieve optimal
learning outcomes.

THEORETICAL LITERATURE

The implementation of gamified quizzes within the educational landscape is grounded in sev-
eral key theoretical frameworks, with Constructivist Learning Theory being particularly influential
(Gupta, 2024). This study draws primarily from Constructivist principles, which advocate for active
participation and engagement in the learning process. According to this theory, students are likely to
enhance their understanding and retention of information when they interact dynamically with the
content rather than merely passively absorb it (Fernando & Marikar, 2017).

The origins of Constructivist Learning Theory can be traced back to the pioneering work of
Jean Piaget in 1952. Piaget posited that learning transcends mere fact acquisition; it is a complex,
active process in which individuals construct their own understanding of the world by navigating
their interactions with the environment (Yildiz, 2025). His framework underscores that learners
do not simply store information but instead build new knowledge upon the foundational struc-
tures created through their previous experiences and knowledge. This process occurs through two
critical mechanisms: assimilation, in which individuals incorporate new information into existing
cognitive frameworks, and accommodation, in which they modify their frameworks to accommo-
date new insights.

Gamified quizzes align seamlessly with Constructivist learning principles because they re-
quire ongoing student interaction. These quizzes not only prompt learners to engage with the materi-
al actively but also provide iterative feedback that helps guide their understanding and improvement.
By integrating interactive elements, gamified quizzes create a learning environment where students
can explore, experiment, and continuously refine their knowledge (Gupta, 2024).
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Self-Determination Theory (SDT) serves as a secondary framework for this study, emphasis-
ing the critical role of intrinsic motivation, autonomy, and competence in driving human behaviour
and learning outcomes (Gagné et al., 2022). As developed by Deci and Ryan in 1985, SDT posits
that individuals possess an innate drive for growth, learning, and psychological development. This
theory asserts that optimal levels of motivation are achieved when three basic psychological needs
are fulfilled: the need for autonomy, which allows individuals to feel in control of their actions; the
need for competence, which reflects the desire to master skills and build confidence; and the need
for relatedness, which pertains to the establishment of meaningful connections with others (Ryan &
Deci, 2020).

In gamified environments, these elements are enhanced through the use of various strategies,
such as achievement systems that reward individuals for reaching specific goals, feedback loops that
provide continuous information about progress and areas for improvement, and opportunities for
social interaction that foster a sense of community and belonging. By integrating these strategies,
gamification creates an engaging and motivating context that nurtures learners’ psychological needs.

From a behaviourist standpoint, gamification capitalises on principles of reinforcement and
reward mechanisms. Elements such as points, badges, and leaderboards are used to incentivise and
reinforce desired learning behaviours, making the educational process more interactive and enjoy-
able (Lampropoulos & Sidiropoulos, 2024). This dual approach not only cultivates intrinsic moti-
vation but also strategically employs extrinsic rewards to enhance overall engagement and commit-
ment to learning objectives.

These theoretical foundations provide a basis for understanding why gamified quizzes often
produce different perceptions compared to traditional assessments.

THEDRETICAL FRAMEWORIKK OF
GAMIFIED TEACKHINE

Constructivist Self-Determination Behaviourist
Theory Theory Theory

Learning is s

: behaviour

irto

Figure 1. Theoretical framework of gamified teaching
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METHODOLOGY

The researcher collected and analysed the study’s data using a qualitative approach/method.
According to Bhandari (2020), the qualitative strategy involves gathering and examining non-nu-
merical data, such as a screenplay, videotape, or audio, to comprehend viewpoints, attitudes, or pro-
ficiencies. This type of research seeks to uncover meanings, concepts, definitions, traits, metaphors,
symbols, and descriptions of objects (Ghorbani et al., 2024). Instead of focusing on the number of
people who support or oppose the use of gamified quizzes compared to traditional assessments, this
study examines how students and lecturers experience and perceive gamified quizzes compared to
traditional assessments in a second-year Economic and Management Sciences lesson at a compre-
hensive university. The use of the qualitative research method in this study was influenced by vari-
ous theoretical constraints, with a focus on understanding the use of gamification in university class-
rooms. This qualitative study utilises a case study approach to explore the participants’ perceptions
and experiences. The case study method allows for an in-depth examination of specific instances
within their real-life context, providing rich insights into the complexities of the case being studied
(Grossman, 2024). Unlike merely presenting abstract theories or principles, case-study research
offers a concrete example of real people in real situations, which can help readers better understand
the ideas being discussed (Louis et al., 2009).

The research is centred in a higher education setting. The study population comprises a uni-
versity lecturer and 246 second-year Economics and Management Sciences students who have direct
experience with gamification in the classroom. The researcher employed a sample-based strategy
(Jurs and Wierman, 2016) with a distinct focus on purposive sampling, as defined by Patton (2015).
A focus group discussion with 12 second-year students served as the primary data collection in-
strument, providing flexibility to explore students’ experiences and perceptions of gamified quizzes
compared with traditional assessments. A semi-structured interview with one lecturer was also used
as a secondary data-collection instrument, in which the lecturer’s perceptions of gamified quizzes
were compared with those of traditional assessments. These interviews are recorded, transcribed,
and analysed using thematic coding to identify common patterns and themes.

PRESENTATION OF DATA AND INTERPRETATION

This section presents the direct words of the twelve (12) second-year students interviewed
using a focus group discussion. The researcher then used the manual method to transcribe the data
collected from the focus group discussion with these 12 participants. As explained in the intro-
duction, the researcher reviewed the data, became familiar with it, and then identified the main
themes. The next step was to examine the data in-depth and to provide detailed descriptions of the
participants’ views. The researcher also categorised and coded the data, grouping them into themes.
Finally, the researcher interpreted the organised data into a conclusion. The section below details
how participants were coded to protect their real identities.

The coding of participants is as follows: All participants, both Students and lecturers, are
coded according to their occupation.

Students are coded as follows:

Second-Year Student (SYS): 1-12

Lecturer is coded as follows:

Second-Year Lecturer: SYL

The analysis of the responses to each question and the excerpts and examples from partic-
ipants are presented. The students responded to the interview questions, and their responses were
presented. SYS answered the questions thus:
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Can you briefly describe your experience of studying Economics and Management Sciences
(EMS) at university?

4

SYS1: My experience of studying EMS at university has been good because I already had
the basics of EMS before entering university. This made it easier for me to understand
the work and participate in class activities. University studies also helped me gain more
knowledge and understand the subject better.

SYS2: My experience of studying Economics and Management Sciences (EMS) at univer-
sity has been positive and informative. The module has helped me understand economic
concepts, business management principles, and their application in real-life situations. It
has also improved my critical thinking, problem-solving, and decision-making skills.
SYS3: It was good that we had EMS but I wish we got to be deep into it, especially for stu-
dents who never carried on with accounting in high school or only major in business and
economics not accounting coz there are basics that we didn 't go through that they needed
to learn, fortunately for me I did accounting in high school and I majored in with it here in
varsity. Which can also be the cause for Commerce becoming scarce coz a lot of teachers
don t know how to teach the accounting part of it.

SYS4: My experience was good mainly because of the prior knowledge I had on the sub-
Ject, so there were no new challenges or difficulties.

Have you participated in both gamified quizzes and traditional assessments in this

module? Please explain your experience.

v

SYS4: Yes, I have participated in both gamified quizzes and traditional assessments. Gam-
ified quizzes were more interesting and engaging because they made learning enjoyable.
Traditional assessments helped me test my understanding in a more formal way.

SYS?7: Yes, I have participated in both gamified quizzes and traditional assessments in this
module. The gamified quizzes were engaging and interactive, making learning more enjoy-
able while providing immediate feedback. Traditional assessments allowed me to demon-
strate my understanding in a more structured manner. Both methods contributed to my
learning, although I found gamified quizzes more motivating and enjoyable.

SYSS8: Traditional assessments, yes, but not gamified quizzes, because I thought maybe
because they are not formal assessments, and the lecturer spoke of voluntary participation,
hence I didn t.

Not gamified quizzes but traditional assessments because gamified quizzes were voluntary,
but traditional assessments are compulsory.

Theme 1: Student Engagement and Participation

How did gamified quizzes influence your participation during EMS lessons?

SYS11: Gamified quizzes increased my participation during EMS lessons. They made me
more active and motivated to take part in class activities.

SYS9: Gamified quizzes made learning more engaging by introducing elements of fun,
competition, and instant feedback. Unlike traditional assessments, they kept me actively
involved throughout the lesson and motivated me to improve my performance.

In what ways, if any, did gamified quizzes make learning more engaging than tradi-

tional assessments?

4

SYS6: They make learning more engaging because they are interactive and enjoyable.
They made learning less stressful and more interesting, but they become more strenuous
when given all the time.
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v' SYSS8: Unlike traditional assessments, where your understanding is assessed once in a
while, they kept me actively involved throughout the lesson and motivated me to improve
my performance.

Can you describe specific features of the gamified quizzes that captured your atten-
tion and encouraged participation?

v' SYS3: Features such as points, scores, competition, and instant feedback captured my
attention. They encouraged me to participate more.

v' SYS6: Features such as points, leaderboards, timed questions, badges, and immediate
feedback captured my attention and encouraged me to participate actively. These features
made the learning experience more exciting and rewarding.

v' SYSS: The use of 30 seconds to gamify some of the EMS classes to deepen the understand-
ing of Economic concepts and formulas.

v' SYSI12: Elements like points, scores, competition, and immediate feedback drew my inter-
est. They motivated me to engage more and maintain my concentration.

Did you feel more involved during gamified activities? Why?

Did you feel more involved during gamified activities? Why?
4 responses

Yes 2 (50%)

No 2 (50%)

| felt more involved during
gamified activities because they

encouraged active participation...

| never did it

Theme 2: Motivation and Enjoyment
How did gamified quizzes affect your motivation to prepare for EMS classes? 4 re-
sponses

v' SYSS5: Gamified quizzes increased my motivation to prepare for EMS classes. They encour-
aged me to study and understand the work before class activities.

v' SYS12: Gamified quizzes increased my motivation to prepare for EMS classes because |
wanted to perform well and achieve higher scores. They encouraged me to review the con-
tent before class and stay up to date with the work.

v SYST7: Learners love participation in a lesson; they love to be practical and hands-on. So,
this can help them with the retention of concepts.

How did you feel while completing gamified quizzes compared to traditional assess-
ments?

v' SYSI1: [ felt more excited and interested while completing gamified quizzes compared to
traditional assessments. They were less stressful and made learning more enjoyable.

v' SYSS5: Felt more excited, engaged, and confident while completing gamified quizzes. Tra-
ditional assessments often felt more formal and stressful, whereas gamified quizzes fostered
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a relaxed, enjoyable learning environment.

v' SYS3: Concepts are easy to capture and have long retention in your mind, whereas using
traditional assessments, they are tedious.
To what extent did gamified quizzes make learning enjoyable?

To what extent did gamified quizzes make learning enjoyable?

4 responses

Not Enjoyable 1 (25%)

Less Enjoyable 0 (0%)

Enjoyable 0 (0%)

More Enjoyable 3 (75%)

o

-
M
w

Did they reduce anxiety?

Did they reduce anxiety?
4 responses

Yes 3 (75%)

1(25%)

0 1 2 3
Did competition motivate you?

Did competition motivate you?

4 responses

Yes 3 (75%)

No 1 (25%)

o

-
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How did feedback affect your motivation?

How did feedback affect your motivation?

4 responses

@ Negetively
@ Positively

100%

Theme 3: Learning and Understanding.
How did gamified quizzes help you understand EMS concepts?

v' SYS11: Gamified quizzes helped me understand EMS concepts by making learning more
interactive and easier to remember. They also provided quick feedback, which helped me
identify and correct my mistake.

v' SYSS5: Gamified quizzes helped me understand EMS concepts by breaking complex topics
into smaller, interactive questions. They encouraged active participation and allowed me
to identify areas where I needed further understanding.

v' SYST7: As I have said earlier; it increases the retention of knowledge.

Recommendations
What improvements would you suggest for the use of gamified quizzes in EMS les-
sons?

v' SYS10: I would suggest adding more variety in questions, increasing interactive activities,
and including more real-life EMS examples. This would make learning more interesting
and improve understanding.

v SYS3: Gamified quizzes could be improved by including a wider variety of questions, pro-
viding more detailed explanations for correct and incorrect answers, and incorporating
more real-life EMS scenarios. Increasing the frequency of quizzes and allowing more time
for difficult questions could also enhance learning.

v SYS8: They should be with the same rules as regular games, but this one with prizes that
students retain for more motivation.

How should lecturers balance gamified quizzes and traditional assessments in the fu-
ture?

v' SYSS5: Lecturers should use both gamified quizzes and traditional assessments in a bal-
anced way. Gamified quizzes can be used for engagement and understanding, while tradi-
tional assessments can be used to evaluate knowledge and academic performance.

v' SYS9: Lecturers should use gamified quizzes as a regular formative assessment tool to

reinforce learning and identify areas of difficulty, while traditional assessments should be
used to evaluate deeper understanding and overall academic performance. A combination
of both methods would provide a balanced and effective learning experience.

The secondary data was collected from the lecturers’ responses. The lecturer responded to

the semi-structured interview questions, and the responses are presented below. SYL answered the
questions thus:
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Please describe your teaching experience in Economics and Management Sciences.

v’ I have been teaching Economics and Management Sciences to undergraduate students for
several years, primarily at the second-year level. My teaching focuses on developing both
conceptual understanding and practical application in areas such as microeconomics, fi-
nancial literacy, and business management.

What motivated you to introduce gamified quizzes into your EMS classroom?

V' My motivation stemmed from a need to increase student engagement and make abstract
EMS concepts more accessible and interactive. Traditional lectures often resulted in pas-
sive learning, so I explored gamification to create a more student-centred environment.
How long have you been using gamified assessment tools?

v I have been using gamified assessment tools for approximately 2-3 years, integrating them
into both formative assessments and revision activities.

Theme 1: Pedagogical Effectiveness
How would you describe your overall experience of using gamified quizzes in EMS
teaching?

v’ My experience has been positive. Gamified quizzes create an energetic classroom atmo-
sphere and encourage participation, particularly among students who are usually less vo-
cal.

In what ways have gamified quizzes influenced student engagement and participation?

v These quizzes significantly increase engagement. Students are more willing to participate
when learning feels interactive and fun. Participation levels have improved, especially
during revision sessions.

How have gamified quizzes affected students’ learning and understanding of EMS
concepts?

v Gamified quizzes help reinforce key concepts through repetition and instant application.
They promote active recall, which enhances understanding of EMS theories and principles.
Theme 2: Student Motivation
How have students responded to gamified quizzes?

v’ Students generally respond very positively. They enjoy the competitive and interactive na-
ture of gamified quizzes.

What impact have gamified quizzes had on student motivation and enthusiasm
for learning?

v' Gamified quizzes increase motivation by introducing elements such as competition, re-
wards, and immediate feedback. Students often express more enthusiasm for attending
class.

Have you observed any differences in student confidence when using gamified
quizzes?

v’ Yes, I have observed improved confidence. The low-stakes environment allows students to
attempt answers without fear of heavy penalties, which builds their self-assurance.

Theme 3: Assessment and Learning Outcomes
How effective are gamified quizzes in assessing students’ understanding of EMS
concepts?

v Gamified quizzes are effective for assessing foundational knowledge and conceptual under-
standing, particularly in formative assessment contexts.
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How do gamified quizzes compare with traditional assessments in measuring student

learning?

v While traditional assessments measure greater analytical skills and long-form reasoning,

gamified quizzes are better suited for quick knowledge checks and revision.

What role does immediate feedback play in supporting student learning?

Immediate feedback is one of the most valuable aspects. It helps students identify miscon-
ceptions instantly and correct them before they become entrenched.

Theme 4: Challenges and Constraints

What challenges have you experienced when implementing gamified quizzes?

Some challenges include designing high-quality questions and managing time effectively
during lessons.

How have technological issues influenced the use of gamified assessments?
Technological issues, such as unstable internet connections, can disrupt the flow of activi-
ties and reduce effectiveness.

What difficulties do students encounter when participating in gamified quizzes?
Some students struggle due to limited access to devices or a lack of familiarity with digi-
tal platforms.

Theme 5: Academic Rigour and Assessment Quality

Do you believe gamified quizzes adequately assess higher-order thinking skills? Why

or why not?

v Gamified quizzes can assess higher-order thinking to some extent, but they are often limited

by format (e.g., multiple-choice). A more complex question design is needed to address this
Sully.

What aspects of learning are better assessed through traditional assessments?
Traditional assessments are better for evaluating critical thinking, problem-solving, and
written communication skills.

How can gamified quizzes be improved to enhance academic rigour?

Gamified quizzes can be improved by incorporating scenario-based questions, case stud-
ies, and justification-based responses rather than simple recall questions.

Theme 6: Comparison of Assessment Methods

What are the major differences between gamified quizzes and traditional assessments?
Gamified quizzes are interactive, immediate, and engaging, while traditional assessments
are more formal, structured, and comprehensive.

Which assessment approach do you believe contributes most to student learning,

and why?

v’ A blended approach contributes most to student learning. Each method serves a different

purpose and complements the other.
Should gamified quizzes replace traditional assessments, complement them, or re-

main optional? Please explain.

v Gamified quizzes should complement rather than replace traditional assessments. They are

best used as formative tools.
Theme 7: Recommendations.
What recommendations would you make regarding the future use of gamified quiz-

zes in EMS education?
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v I recommend expanding the use of gamified quizzes, particularly for continuous assess-

ment and revision purposes.
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How can universities better support lecturers who wish to implement gamification?

v’ Universities can support lecturers by providing access to reliable digital platforms, train-
ing workshops, and technical support.

Is there anything else you would like to add regarding the use of gamified quizzes
and traditional assessments in higher education?

v Gamified quizzes represent a valuable innovation in higher education. However, they
should be implemented thoughtfully to ensure they enhance, rather than dilute, academic
rigour. A balanced approach that combines traditional and innovative assessment methods
is key to effective teaching and learning.

DISCUSSION OF FINDING

THEME 1: STUDENT ENGAGEMENT AND PARTICIPATION

The findings indicate that gamified quizzes significantly enhanced student engagement and
participation during EMS lessons. Students reported that elements such as points, leaderboards,
competition, badges, timed questions, and immediate feedback encouraged active involvement in
classroom activities. Participants explained that gamified quizzes made lessons more interactive,
enjoyable, and less stressful than traditional assessments. Similarly, the lecturer observed that partic-
ipation levels increased, particularly among students who were usually reluctant to contribute during
lessons. These findings support previous studies that identified engagement as one of the primary
benefits of gamification in education. According to Zainuddin et al. (2020), gamified learning envi-
ronments promote higher levels of student engagement by transforming passive learners into active
participants. Similarly, Duterte (2024) found that game-based assessment tools increase behavioural
and emotional engagement through interactive features that sustain student interest throughout the
learning process. The findings further align with Kyung-Mi (2022), who argues that traditional as-
sessments often limit interaction because of their formal and rigid structure, whereas gamified quiz-
Zes encourage continuous participation.

From a Constructivist Learning Theory perspective, the increased participation observed in
this study demonstrates how students actively construct knowledge through interaction with learn-
ing activities. Constructivist theory suggests that learning occurs more effectively when learners en-
gage directly with content and receive opportunities to test and refine their understanding (Fernando
& Marikar, 2017). Therefore, the active participation reported by students confirms the relevance of
constructivist principles in gamified learning environments.

THEME 2: MOTIVATION AND ENJOYMENT

The findings revealed that gamified quizzes positively influenced student motivation and enjoy-
ment. Students reported that gamified activities encouraged them to prepare for classes, revise course
content, and remain up to date with learning materials. Participants described feeling excited, interested,
confident, and enthusiastic when completing gamified quizzes. Several students indicated that gamified
quizzes reduced stress and anxiety commonly associated with traditional assessments. The lecturer sim-
ilarly observed increased enthusiasm, confidence, and willingness to participate among students.

These findings corroborate previous research demonstrating the motivational benefits of
gamification. Atmasani, Suhaeb, and Munir (2025) found that game elements such as rewards, chal-
lenges, and leaderboards enhance learners’ intrinsic and extrinsic motivation. Likewise, Kyung-Mi
(2022) reported that gamified tools such as Kahoot! improve student concentration, participation,
and enjoyment in higher education settings. The present findings also support the assertion that
traditional assessments often create pressure and anxiety, which may negatively affect learner moti-
vation and engagement (Atmasani et al., 2025).

219

&

o
1. >



%
%

\ ¢ INSTITY,,
% as

S

0GY OF 1y,
< £y,

S
&
&>

YKpaiHCbKNM neparoriyHmMm xXypHane 2026e N2 3

»

} o
5,
\
4 ©
1. 3

N
7 o
“Aarorion wX

The findings can further be interpreted through Self-Determination Theory (SDT). According
to Ryan and Deci (2020), learners are more motivated when their needs for autonomy, competence,
and relatedness are satisfied. In this study, immediate feedback allowed students to experience com-
petence, while competition and participation promoted social interaction and relatedness. Conse-
quently, gamified quizzes created a learning environment that fulfilled key psychological needs,
thereby enhancing motivation and enjoyment.

Furthermore, the findings support the behaviourist perspective that reinforcement through
rewards, points, and achievements can encourage desired learning behaviours (Lampropoulos &
Sidiropoulos, 2024). Students’ willingness to prepare for classes and actively participate suggests
that gamified rewards successfully reinforced positive academic behaviours.

THEME 3: LEARNING AND UNDERSTANDING OF EMS CONCEPTS

The findings indicate that gamified quizzes contributed positively to students’ understanding
of EMS concepts. Students explained that gamified quizzes simplified complex topics into man-
ageable questions, promoted active participation, and enhanced knowledge retention. The lectur-
er similarly stated that gamified quizzes reinforced key concepts through repetition, active recall,
and immediate application. These findings are consistent with the work of Andretta et al. (2026),
who found that gamified assessments improve knowledge retention and conceptual understanding
through immediate feedback and repeated practice opportunities. Similarly, Gupta (2024) argues
that gamified learning environments encourage learners to actively engage with content, thereby
strengthening understanding and memory retention. The findings further support Constructivist
Learning Theory, which emphasises that learners build knowledge through active engagement and
continuous interaction with learning materials (Yildiz, 2025). Students’ reports of improved reten-
tion and understanding suggest that gamified quizzes facilitated meaningful learning experiences
where learners actively constructed knowledge rather than passively receiving information.

However, while students perceived improvements in understanding and retention, the lit-
erature suggests that gamification may not necessarily result in significantly higher academic per-
formance than traditional assessments. Kyung-Mi (2022) found that although students generally
perceive gamified assessments positively, differences in overall academic achievement between
gamified and traditional assessments may not always be statistically significant. Therefore, while
gamification appears to enhance the learning experience, its direct influence on academic perfor-
mance may vary depending on implementation and context.

THEME 4: PEDAGOGICAL EFFECTIVENESS

The lecturer perceived gamified quizzes as valuable pedagogical tools that promote class-
room interaction and facilitate formative assessment. The lecturer noted that gamified quizzes
provided immediate feedback, allowed continuous monitoring of student progress, and created a
more student-centred learning environment. These findings align with Mahaseth, Bajpai, and Gupta
(2025), who found that gamified quizzes enhance classroom participation and create dynamic learn-
ing environments. Similarly, Zhang and Crawford (2024) argue that gamified assessments support
formative assessment by providing continuous information about student learning, enabling lectur-
ers to identify misconceptions and address learning difficulties promptly. The findings suggest that
gamified quizzes are particularly effective as formative assessment tools because they provide im-
mediate feedback that supports learning while enabling lecturers to adjust instructional approaches
when necessary.

THEME 5: CHALLENGES AND CONSTRAINTS

Despite the generally positive perceptions, both students and the lecturer noted several chal-
lenges associated with gamified quizzes. The lecturer pointed out issues related to question design,
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time management, unstable internet connectivity, and limited access to technological devices. Addi-
tionally, some students faced difficulties stemming from a lack of familiarity with digital platforms.
These observations reinforce previous research that has identified technological and implementation
hurdles as significant barriers to effective gamification. Atmasani et al. (2025) found that inadequate
technological infrastructure and insufficient digital resources can diminish the effectiveness of gam-
ified learning environments. Similarly, Mirica (2026) argues that poorly designed gamified activities
may result in superficial engagement, diverting learners from the intended educational objectives.
These findings suggest that the successful implementation of gamified quizzes demands adequate
institutional support, reliable technological infrastructure, and thoughtful instructional design. With-
out these essential conditions, the educational advantages of gamification may be undermined.

THEME 6: ACADEMIC RIGOUR AND ASSESSMENT QUALITY

The findings revealed significant concerns regarding the capability of gamified quizzes to
effectively assess higher-order thinking skills. The lecturer acknowledged that while gamified quiz-
zes excel in evaluating foundational knowledge and conceptual understanding, they may fall short
in measuring critical thinking, analytical reasoning, and written communication skills. Traditional
assessments were viewed as more appropriate for evaluating these complex cognitive abilities. This
perspective aligns with the work of Joshi and Joshi (2024), who posit that gamified assessments
often emphasize recall and recognition over deeper cognitive processes. Furthermore, the lecturer’s
observations resonate with existing literature suggesting that traditional assessments are crucial for
gauging deep understanding, analytical reasoning, and problem-solving abilities within higher edu-
cation contexts. Consequently, the findings advocate for the use of gamified quizzes to complement
rather than substitute traditional assessments. While gamified quizzes effectively enhance engage-
ment and promote formative learning, traditional assessments remain essential for comprehensively
evaluating academic achievement and higher-order thinking skills.

THEME 7: RECOMMENDATIONS FOR FUTURE USE OF GAMIFIED QUIZZES

Both students and the lecturer advocated for the expanded use of gamified quizzes while si-
multaneously maintaining a balance with traditional assessments. Students proposed incorporating
a greater variety of questions, real-life EMS scenarios, detailed explanations for answers, enhanced
interactivity, and motivational incentives such as rewards. The lecturer suggested the inclusion of
scenario-based questions, case studies, and justification-based responses to bolster academic rigour.
These recommendations are in line with existing literature that supports the strategic integration of
both gamified and traditional assessment methods. According to Joshi and Joshi (2024), integrat-
ing authentic and scenario-based tasks into gamified assessments can enhance their effectiveness
in evaluating higher-order thinking skills. Similarly, Zhang and Crawford (2024) underscore the
significance of combining formative gamified assessments with traditional summative assessments
to optimize learning outcomes. Thus, the findings advocate for a blended assessment approach in
which gamified quizzes serve to enhance engagement, revision, and formative assessment, while
traditional assessments are retained for evaluating deeper conceptual understanding and academic
performance.

CONCLUSION

In conclusion, the findings demonstrate that both students and the lecturer see gamified quiz-
zes as a valuable addition to EMS teaching and assessment. Gamified quizzes enhance engagement
and conceptual understanding while creating a more enjoyable learning experience. These findings
support Constructivist Learning Theory, Self-Determination Theory, and Behaviourist principles,
all of which explain the positive influence of gamification on learning. However, challenges related
to technology, assessment design, and academic rigour suggest that gamified quizzes should not
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replace traditional assessments entirely. Instead, a balanced approach that combines the strengths of
both gamified and traditional assessment methods appears most appropriate for promoting meaning-
ful learning and achieving optimal educational outcomes in EMS education.

RECOMMENDATIONS

Based on the findings, the study recommends that lecturers regularly integrate gamified
quizzes as formative assessment tools to enhance student engagement. It is essential to maintain
a balanced assessment strategy that combines gamified quizzes with traditional assessments to en-
sure both student engagement and academic rigour. Furthermore, incorporating real-life EMS sce-
narios and case studies into gamified quizzes can strengthen critical thinking and problem-solving
skills. Immediate and detailed feedback during gamified activities is crucial for supporting learning
and conceptual understanding. To facilitate effective implementation, it is important to invest in
technological infrastructure, including reliable internet connectivity and access to digital devices.
Additionally, offering professional development opportunities focused on gamification design and
implementation for lecturers will further enhance this approach.

Developing higher-order gamified assessment tasks that extend beyond factual recall to in-
clude analysis, evaluation, and application of knowledge is also recommended. Gamified quizzes
should primarily be utilised for revision and continuous assessment, while traditional assessments
can be retained for summative evaluation and measurement of deeper learning outcomes. To sustain
student interest and motivation, it is advisable to increase the variety of gamified activities, including
rewards, collaborative challenges, and scenario-based questions. Lastly, establishing institutional
support systems that provide technical assistance and access to suitable gamification platforms for
both lecturers and students is essential for success.
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Aeena Hryuryza — baxanasp oceéimu 3a cneyianvricmio «llooanvua océima ma npogecitina
nid2omosKka (eKOHOMIUHI Mma YNPAGIIHCOKI HAYKU) Y, 6aAKaIasp oceimu 3 6l03HAKOI 3d
cneyianvHicmio «Inkmo3usHa oceimay, mazicmp oceimu, 3000y8ay cmynets: 00Kmopa Qirocoqii
6 eaysi oceimu, 8uUKIA0ay kageopu oceimu y chepi 6isHec-menedHcMenmy Paxyivmemy oceimu
Vuisepcumemy Bonmepa Cicyny, ITisdenno-Appurancora Pecnyonixa.

Kono naykosux inmepecis: ocsima y cpepi komepyii.

TEAMI®IKOBAHI TECTH I TPAJMIIAHI ®OPMH OL[THIOBAHH S
B HABUAHHI 3IOBYBAYIB OCBITHU APYT'OI'O KYPCY 3A HAIIPSIMOM
«EKOHOMIYHI TA YIIPABJITHCBKI HAYKN»

Anomauin. ITaTerpanis UPPOBUX TEXHOJIOTIH Yy CUCTEMY BHIIOT OCBITH TpaHChOpMyBaia
MiXOMU 10 OpraHi3aiii HaBYaHHS, BUKJIAJaHHs Ta OIIHIOBAHHS PE3yJbTaTiB HABYAILHOI [isjIb-
Hocti. Cepesl IHHOBAIIMHUX TIAXO/IB 10 OLIHIOBAaHHS OCOOJIMBOIO 3HaueHHs HaOyBalOTh reimi-
¢ikoBaHI TecTH, 10 PO3MNIAJAIOTHCS SIK AlbTEepPHATUBHA CTPATETisl OLIHIOBAHHS, CIPSMOBaHA Ha
MiBUIIICHHS 3aJy4CHOCT] CTYJCHTIB JI0 HABUAHHS, IXHROT MOTHBAIII] Ta aKaJAEMIUuHOT YCHIIIHOCTI.
Bonnouac Tpaauuiitai (opMu OLIHIOBaHHS MIPOJOBXKYIOTH JOMIHYBaTH B YHIBEpPCUTETCHKIN Mpax-
TULI 3aBISKM IXHIH ycTasleHiil permyTauii sk HaJIMHOTO Ta €()EKTUBHOTO IHCTPYMEHTY BHMIpIO-
BaHHsI pe3yJIbTaTiB HaBYaHHs. METO0 JI0CIIIPKEHHS € TIOPIBHSHHS JOCBIly CTYACHTIB 1 BUKJIaa4ya
1110/10 BUKOPUCTAHHS reiiMipikoBaHUX TECTIB 1 TpaULIiIHHUX GOPM OIIHIOBAHHS ITiJ] 4YaC HAaBUYAHHS
3100yBaviB OCBITH JIpyroro Kypcy 3a HanpsimoMm « EkoHoMiuHI Ta ynpasiiHckki Haykn» (Economic
and Management Sciences, EMS) B yuiBepcureri. JlocimkeHHs 301 ICHEHO Ha 3acaaax siKiCHOTO
MiAX0/MY B MEXax IHTEpIpeTaTuBHOI napagurmu. st BUBYCHHS CIIPUIHATTS Ta JOCBIAY y4acHU-
KiB 3aCTOCOBAHO JU3aiiH JOCIIKESHHS OKpeMoro Bunaaky (case study). 30ip maHux 3aiiiCHIOBaB-
Cs1 32 JONIOMOTOI0 HalIBCTPYKTYPOBAHOTO 1HTEPB 10 3 BUKJIa/1aueM i (JOKYC-IPyINOBHX OOTOBOPEHb
3a y4acTIO CTYJCHTIB IPYyroro Kypcy 3a HamnpsimoMm EMS. Jlns aHaizy OTpUMaHUuX JaHUX BUKOPH-
CTaHO TEeMaTUYHUI aHai3.

Pesynpraty 1ociijkeHHs Aajdd 3MOTY BUOKPEMHTH YOTHPH KIIOUOBI TEMaTH4HI HAIPSMH:
3aJIy4YCHICTh CTYACHTIB 10 HABYAHHS, MOTHBAIIis, €PEKTUBHICTh HABUAHHS Ta POOIEMH, OB’ sI3aHi
3 TEXHOJIOTTYHUM 3a0€3MCUCHHSM 1 AU3aliHOM OI[IHIOBaHHS. | CTyIEHTH, 1 BUKJIa1a4 MO3UTHUBHO OIli-
HIOIOTh BUKOPHUCTAHHS reiiMipiKoBaHMX TECTIB y NPOLECi BUKIaHHs AUCIMILIIH €KOHOMIYHOTO Ta
YIPaBIIHCHKOTO CIPSIMyBaHHS, OCKUIBKH BOHU CHPUSIOTH MiJBHIICHHIO 3aTy4eHOCTI i MOTHBAIIi]
CTYACHTIB, TONIMOJICHHIO PO3YMIHHS HaBYaJILHOTO MaTepiajy Ta CTBOPEHHIO OUIBII TTO3UTHBHOIO
eMoliifHoro AocBiny HaBdaHHsA. OTpUMaHI Pe3yNbTaTH Y3rOIKYIOThCS 3 TIOJIOKEHHSIMH KOHCTPYK-
TUBICTCHKOT Teopil HaBUaHHs, Teopil camozeTepMiHalii Ta GiXeBIOPUCTCHKUMH NpUHIMNAMU. Bon-
HoYac reiMiQikoBaHi TECTH JOLUILHO BUKOPHCTOBYBATH SIK JIOTIOBHEHHS, a HE SIK 3aMiHY TpaIuLii-
HUX (pOpM OLIIHIOBAHHS, 1[0 JACTh 3MOTY 30€perTH HAJIC)KHUH PiBEHb aKaJeMiYHOI BUMOIIMBOCTI
Ta 00’€KTHBHOCTI OLIIHIOBaHHs. PeKOMEH/I0BaHO IHTErpyBarH reiiMiikoBaHi TECTH A0 CTpaTerii
OLIIHIOBAHHS PE3yNbTaTiB HABUYAHHSI, IPUILISAIOUNN 0COOJIMBY yBary BUKOPHCTAHHIO PEajbHUX HKHT-
TEBHX CHUTYaIill 1 3a0€3MEUEHHIO ONIEPaTUBHOIO 3BOPOTHOIO 3B’5I3Ky. BaskIIMBHUMU mepeyMOBamMu
e(heKTHBHOTO BIPOBA/KEHHs TeiiMi(hikOBAaHOTO OIIHIOBAaHHS BU3HAYCHO HAJIEKHE TEXHOJIOTIUHE 3a-
Oe3reueHHs Ta IpodeciiiHuil PO3BUTOK BHUKJIAJaqiB.

KoarouoBi cioBa: reiimidikaris; reiiMiikoBani TeCTH; TpaaMLiiiHE OLIHIOBAHHS; 3aiyye-
HICTB CTY/ICHTIB /10 HAaBYaHHSI.
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