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Abstract

This research focuses on incorporating gamification into teaching English in Libyan classes.
It is a qualitative study to explore primary school teachers’ perceptions and perspectives.
Semi-structured interviews and observations were conducted to gain an in-depth data. 40
primary school teachers were selected purposively from two Libyan schools over a period
of six months. The findings revealed that almost all participants have positive attitudes
towards the gamification. It has been found that the implementation of gamification can
enhance engagement and understanding, and improve knowledge retention. Furthermore,
gamification can foster student-centred learning and collaborative learning through real-
time feedback on students’ performance that can assist students to monitor their progress.
The results also revealed that while the implementation of gamification into teaching has
many benefits, there are a number of challenges. The findings indicated that limited
resources and insufficient number of qualified teachers can affect the implementation of
gamification adversely. Additionally, it has been found that over-reliance on rewards can
have a negative impact on students’ engagement as if rewards are removed, students can be
disengaged. Moreover, the findings indicate that a competitive environment could adversely
affect students’ level. This study can provide insight for educators, policymakers, and
curriculum designers who aim to incorporate educational games into classes.
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1. Introduction

In the past, teachers taught language by
using chalk and talk and pen and paper
lessons. Nowadays, the integration of
technology in educational settings has
transformed traditional methods of teaching
and learning into electronic platforms
(Rusmiyanto et al, 2023). Gamification is
one of these platforms and it is defined as
“the application of game-design elements in
non-game contexts” (Wulan et al., 2024,
p-1658). It is considered as student-centered
which has the potential to motivate students’
learning (Wulan et al., 2024).

The adoption of gamification into
teaching class plays an important role in
promoting learning outcome, motivation,
and engagement. According to Wulantari et
al. (2023), the elements of gamification such
as rewards, leaderboards, points, and badges
are given to students when they answer
questions. These elements can contribute to
create an interactive learning environment
that encourages students to become
enthusiastic and participate with activities
(Hamari et al, 2014). Besides, they can
provide students with a space where they
construct knowledge and they can foster
social interaction and collaboration through
group work and peer feedback (Wulantari et
al., 2023), and this is likely to enhance
supportive atmosphere.

Many educational settings encounter
challenges in maintaining a better learning
outcome; therefore, the implementation of
gamification into teaching English can
enhance students’ motivation, performance,
and engagement (Fauziningrum et al, 2023).

The aims of this study are to understand
Libyan teachers’ perceptions in using
gamification in teaching English at public

primary schools in Zliten and to find out the
challenges that teachers may face in
incorporating gamification into teaching.
The research questions are:

1) What are EFL primary school teachers’
perceptions  towards  incorporating
gamification into teaching English in
classes?

2) Are there any challenges that can hinder
the incorporation of gamification into
teaching English? If so, what are they?

Although gamification plays an effective
role in educational settings, there is a gap in
knowledge with regard to its implementation
into teaching English in educational settings
and the challenges that are liked with its
adoption. Furthermore, it appears that
challenges that teachers face when
incorporating gamification into teaching are
not addressed sufficiently. Understanding
the benefits and challenges of integrating
gamification into teaching English is
essential for educators and policy makers to
make decisions about it implementation.

2. Literature review

Many studies focus on the significant role
of gamification. For instance, Wulan et al
(2024) stated that gamification can enhance
students’ motivation, performance, and
engagement. Furthermore, it can contribute
to improve retention of knowledge and
understanding, this can be because
gamification involves practice and repetition
that can improve information retention and
support learning (Gee, 2003). In addition,
integrating games into educational activities
can facilitate creating an enjoyable
atmosphere, which is quite likely to facilitate
deep understanding by making the content
easy and more attractive (Kayimbasioglu et
al, 2016; Anisa et al., 2020; Wulan et al.,
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2024). Moreover, game-based learning can
increase  productivity and engagement
(Anisa et al, 2020).

Gamified activities such as cooperative
activities and team challenges have the
potential to assist students to construct
knowledge,  foster  interaction, and
collaboration among students since students
work with each other and engage in
problem-solving (Chow et al, 2011). Thus,
social skills and language skills can be
developed (Kayimbasioglu et al, 2016).
Activities like puzzles and problem-solving
may enhance problem-solving skills and
promote active learning. The active learning
refers to techniques and approaches that can
assist students to engage more in what they
are doing (Plass et al., 2015). Dehghanzadeh
et al (2021) stated that students can get
instant feedback on their performance
through gamified activities, and this may
provide them with an opportunity to monitor
their progress, to identify any weakness in
order to be improved, and to maintain
motivation. Incorporating narrative and
storytelling into games can assist teachers to
contextualize content within narrative, and
this can lead to enhancing engagement and
creating supportive atmosphere (Zhao,
2020). Integrating games into activities can
improve learning language in a better way
and according to Mee et al. (2020) and
Dehghanzadeh et al (2021), gamified
activities can lead to positive outcomes as
students are motivated to play more; thus,
they learn consciously. Gamification can
students’ curiosity,
willingness, and enthusiasm to learn, and

also enhance

ultimately increase their learning outcomes
(Kim et al., 2018).

Game-bases learning can assist teachers
to attract their students into lessons and to

make lessons more interesting. According to
Sudiran (2015), it can assist students to feel
more confident and enhance their interest to
learn English efficiently. Integrating games
into lessons can be a great way to attract the
attention of the students and keep them
engaged in order to assist them to retain and
construct knowledge. Gamification can
make topics more exciting and meaningful.
Through games, students can enhance their
creativity, critical thinking and problem-
solving skills because they learn skills
subconsciously in a fun and engaging
environment (Mee et al., 2020). Activities
such as role-play and problem-solving can
enhance active learning, and this can be
because students have an opportunity to be
responsible for their own learning and feel
interested in solving similar problems
(Wulan et al., 2024).

It is clear that incorporating games into
teaching and learning is effective and
beneficial for better learning outcomes.
However, in is important to note that its
effectiveness relies on the integration of
game elements into objectives of the lesson.

Although there have been many studies
focus on the benefits of integrating
gamification into teaching, little studies
concentrate on the challenges in applying
gamification in teaching. Wulantari et al.
(2023) discussed that an unstable internet
connection and limited resources can
prevent the incorporation of gamification.
Furthermore, some teachers are reluctant to
integrate games into teaching because of
their limited competence. Besides, students
may be unfamiliar with techniques of
gamification; hence, they are unable to
complete tasks. Moreover, it can be a
challenge to achieve a balance between
gamified tasks and objectives of the lesson,
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and this can lead to mismatch between
learning outcomes and objectives of the
games (Wulantari et al, 2023).
Incorporating gamification into educational
activities may be a challenge because
gamified tasks require effort and time, and
this may be a challenge with limited
resources (Caponetto, 2020). Gamification
can lead to relying too heavily on rewards at
the expense of interest in the subject
material, which may affect engagement
adversely (Kapp, 2012). Moreover, some
students may focus on rewards rather than
learning (Wulan et al, 2024).

3. Methodology

Denzin and Lincoln (2005) indicated
that qualitative research can provide in-
depth understanding of the participants’
perspectives and perceptions. Also, it
enhances using a small number of
participants and various methods to collect
data. In relation to this study, this was a
qualitative that aimed to explore primary
school teachers’ perceptions and
perspectives in using gamification in
teaching English. It focused on 40 EFL
primary school teachers to gain in depth
understanding of their teaching experiences.
The participants were 20 males and 20
females from two primary schools in Zliten
city. Although there were many schools in
Zliten, only two schools were chosen
because the aim was to understand the case
in depth rather than to generalise. These
schools were the biggest schools in Zliten,
they were situated in the centre, they had a
sufficient number of English teachers, one of
the schools was for males and the other
school was for females.

Interviews and observations were
selected in order to wunderstand their
perceptions and perspectives. There are

three types of interviews, they are:
“structured, semi-structured and
unstructured interviews” (Robson, 2011, p.
278). For the purpose of this study, semi-
structured interview was selected because it
gives the researcher an opportunity to probe
unexpected responses and to ask for more
clarification (Kvale and Brinkmann, 2009).
In this study, the interview was one-one and
lasted 45 minutes. The interviews were
conducted in a quiet room and were
recorded. 40 teachers were agreed to be
interviewed.

The observation was also chosen to
observe closely the teachers in the classroom
and to get first hand data in order to inform
the interviews (Hammersley and Atkinson,
2007; Robson, 2011). Some primary school
teachers were observed in the classroom
during a number of sessions that last 45
minutes during the first and the second
semesters. The observation includes the
teachers’ use of games within activities and
the extent that gamified activities assist
students’ learning English. I was a complete
observer role; I observed things without any
intervention. The observation assisted the
researcher to gain “insight” into the
participants’ teaching
(Denscombe, 2010).

experiences

The data were collected in Arabic
language because it’s the mother tongue of
the participants, then; they were transcribed
and translated subsequently.

The data were organized and interpreted
into themes, sub-themes, codes and sub-

codes, and this is called “Thematic analysis”
(Braun and Clarke, 2006, p. 87).

Ethical issues such as permission,
informed consent, confidentiality, and
anonymity were taken into consideration.
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Permission from schools and teachers was
gained. The participants were volunteered to
participate and informed about the research
aims and objectives and their right to
withdraw at any time if they feel
uncomfortable. The participants were told
about confidentiality in which the data were
saved in my USB and no data will be
published  without their  agreement.
Anonymity was also taken into
consideration in which the names of the
participants were hidden and given second
names (the Bera, 2011).

4. Results and Discussion

Based on interviews and observations,
almost all participants had positive attitudes
towards the integration of gamification into
teaching English. The findings were
analysed into two main themes: advantages
of gamification and challenges:

4.1 Advantages of gamification

4.1.1 Increased engagement and
understanding, and improved
knowledge retention

The findings indicated that gamification
had increased students’ engagement and
understanding as games made learning more
enjoyable, and this assisted students to
become active to participate in activities and
to pay
lessons:

attention during the

Incorporating games into lessons assisted
me to make a fun environment. All students
in the class become enthusiastic to learn and
focused. They wunderstood quickly, I
repeated colours twice, and, then, I checked
their understanding by asking them to match
colours in peers. They were active to finish
the task and they completed it successfully
(Amina interview).

The above comment indicated that Amina
perceived games as a tool that assisted her to
foster students’ understanding of the lesson.
It is clear that gamification helped students
to be more engaged into the lesson and to
maintain focus. For her, creating a fun
atmosphere through games was an essential
to achieve a better learning outcome.

Similarly, Adel emphasised the role of
gamification into teaching in terms of
promoting engagement  and deep
understanding:

Gamified activities enhanced students’
motivation which led to meaningful
engagement with the content and hence
better understanding. The rewards and
badges that were given to students enhanced
a growth of mind-set as students became
more willing to try again and again (Adel
interview).

It appears that the perceptions of Amina
and Adel are consistent with the study of
Wulan et al (2024) who found that

promote  students’
engagement.  Their
perceptions are also in line with previous
studies by Kaymmbasioglu et al (2016);
Anisa et al. (2020); Wulan et al. (2024) who
indicated that gamification can attract
students’ attention and enhance deep

gamification  can
motivation  and

understanding.

In addition, some teachers perceived
incorporating games into teaching had
increased knowledge
significantly as students are quite likely to
retain knowledge when they are involved in

retention of

the educational process emotionally. Sara,
for instance, reported that:

My students became better focused and
recalled during evaluation. By using
gamified tasks, students encouraged to
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repeat information without realising. Games
turned repetition into mastery because
students played more and more to win, and
each round reinforced the content (Sara
interview).

In a similar vein, Samia stated that:

Game based learning promoted practice
and repetition, and these elements supported
the retention of information. Integrating
games into the lesson helped my students to
learn fast, remember more, and engage for
longer. (Samia interview)

It is clear that the findings are in line with
previous studied by Anderson & Dill,
(2000); Gee (2003) discussed that
gamification includes practice and repetition
that could improve information retention
significantly.

4.1.2 Promoted student-centred
learning and autonomous learning

It has been found that gamification could
foster  student-centred learning and
collaboration among students through real-
time feedback and problem-solving activity.
Entisar who was teaching third year primary
school students stated that:

Gamification encouraged my students to
take ownership of their learning, make
decisions, and take initiative. When I
finished the lesson, I gave role play activity
for my students. I divided them into small
groups. Each student learned to talk to her
colleague in English to answer the task.
Every one gave an idea that the other might
not had until they completed the task
successfully. (Entisar interview)

Entisar’s comment shows that
gamification facilitated student-centred and
participation ~ among  students.  She

highlighted the importance of shared

activities in promoting interaction and
‘complementary contribution’ in which each
student gave thoughts and ideas in which
others may not have, so they completed each
other. Thus, active learning had been
enhanced. Active learning is described as
mind-set, and gamification supported that.
During the observation (2.2), it was observed
that students became active rather than
passive listeners. They encouraged each
other, talked to each other, solve-problems
of any point in the task by themselves. The
use of activity and working in peers and
groups captured their attention.

Khaled also confirmed that;:

The integration of games shifted my role
from knowledge transmitter to facilitator in
order to create student-centred learning.
Problem-solving activity and feedback
enhanced my students’ independent learning
(Khaled interview).

The above comment revealed that Khaled
used to teach by using traditional methods of
teaching. However, he indicated that the use
of gamified activities assisted him to change
his role from ‘knowledge transmitter’ to
“facilitator’. It is clear that problem-solving
activity and the real-time feedback provided
students with the skills that assisted them to
shift from passive listeners to active learners.

The comments of Entisar and Khaled
appear to be in line with the findings of
Wulan et al, (2024) who discussed that
gamified activities such as problem-solving
can enhance participation and active
learning as students become responsible for
their own learning.

4.1.3 Real-time feedback and
tracking progress

The findings indicated that immediate

feedback enhanced students’ progress since
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students knew their mistakes immediately,
learnt from them, and worked hard to
improve them. Zahra reported that:

Incorporating games within lessons enabled
students to get continuous feedback on their
performance, as they understood the reasons
behind the mistakes and, then, they tried to
work on. (Zahra interview)

Similarly, Alya said that:

My students immediately see what they did
right or wrong. This assisted them to learn
from their mistakes and conducted strategies
to avoid them.(Aya interview)

The perceptions of Zahra and Alya are
similar to the findings of Dehghanzadeh et al
(2021) who indicated that prompt feedback
on students’ performance has the potential to
provide them with an opportunity to track
their progress.

4.2 Challenges

Despite the benefits of integrating
gamification into teaching, the findings
showed that there were a number of
challenges that educators and policy makers
should consider. The key challenges are:

4.2.1 Insufficient resources and
qualified teachers

The data from interviews and
observations revealed that there were
insufficient resources in the schools as they
had shortage in the essential devices such as
internet and electricity. For instance,
Mariam reported that “I didn’t use games
every lesson because the internet connection
was rather weak and the power cut off”
(Mariam interview). Furthermore, Ali who
was teaching in a rural school stated that
“Students were unable to have personal
devices, and this prevented their full
participation” (Ai interview).

Additionally, ten of old teachers
indicated that they were unfamiliar with
gamification tools as they had not trained on
using gamification into teaching. Omer, for
instance, said that “I have no idea about the
techniques of integrating games into
teaching that align with objectives of the
lesson” (Omer interview)

“I remember once [ used badges
randomly without linking them to aims and
objectives of the lesson” (Omer interview)

It was evident that the perceptions of
Mariam, Ai and Omer align with the findings
of Wulantari et al. (2023) who argued that
limited resources might adversely affect the
incorporation of gamification.

4.2.2 Over-reliance on rewards
Teachers’ perceptions revealed that there
was a risk of over-reliance on earning
rewards such as badges, stickers, and points
at the expense of understanding the content.
In other words, if incentives were removed,
students could be disengaged and lost
interest. For example, Hawa stated that:

Rewards increased motivation, but when
they became the reason students act, it could
be dangerous. The more I reward students
for achievement or for doing something they
like, the less they like it. This may decrease
creativity and  engagement. (Hawa
interview)

Asma added that “A test that rewards
speed may lead to guess the answers rather
than thinking” (Asma interview).

During the observation (1.2), when
students were given rewards for the activities
that they enjoyed, their desire to them
decreased, and this is called ‘over
justification effect’. Some students did the
task in order to get the reward rather than
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finding the task enjoyable and meaningful.
However, well-organised gamification and
encouraging deep engagement rather than
superficial achievement have the potential to
improve this.

The findings of the current study are
consistent with Kapp, (2012) and Wulan et
al (2024) who argue that depending on
rewards rather than interest and
content can affect
engagement adversely.

understanding the

4.2.3 Disengagement and stress
Some teachers reported that a competitive
atmosphere can affect classroom adversely
as some students may feel demotivated and
left behind, and this ultimately had a
negative impact on their learning. However,
it is essential to encourage students to work
and support each other’s progress. Ahlam
said that:

Some students feel uncomfortable to join
other groups and engage with an activity. It
seems that they didn’t care about the winner
and the loser. I remember one of my students

)")

said ‘so what’!” (Ahlam interview)

5.Conclusion and Recommendations
In relation to the findings, the
implementation of gamification has many
advantages and drawbacks. All participants
in this study agreed that gamification can
increase students’ engagement and deep
understanding, and improve retention of
knowledge. The findings suggest that the use
of games can obviously create a fun
environment that has the potential to
promote motivation, performance, and
information retention. In addition, it was
evident that gamification can contribute to
enhance autonomous learning through
collaborative activities and instant feedback

on students’ performance that may help
students to monitor their progress.

Although  gamification has many
benefits, the results revealed that there are a
number of challenges that teachers face. It
has been found that limited resources such as
weak internet connectivity and untrained
teachers have a negative impact on
integrating gamification. Besides, the results
show that relying on incentives may affect
engagement adversely as if rewards such as
badges and points are removed, students
may be disengaged. Moreover, it has been
found that a competitive atmosphere can
affect students’ engagement adversely as
they may feel demotivated. Thus, careful
consideration should be given to its
implementation in order to avoid its negative
impact.

It can be concluded that when
gamification implemented thoughtfully with
taking into consideration students’ needs and
educational settings, it can be a powerful tool
that can enhance engagement by creating
interactive, enjoyable, and motivating
atmosphere. This study can contribute to
enhance learning outcomes and provide
insight to educators, curriculum design, and
policymakers.

Professional development and teachers’
training courses should be encouraged in
order to empower curriculum designers,
educators and policymakers with knowledge
and skills. Interaction in shared activities
should be enhanced to create an interactive
learning environment. Further studies are
needed about the
gamification in online learning. Lastly,
objectives of the lessons and students’
backgrounds should be taken into

effectiveness  of
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consideration when teachers use gamified
activities.

Acknowledgements

The author would like to thank the
Asmarya Islamic University for supporting
this study. Also, I would like to thank the
teachers who participated in this work and
made the present study possible.
Furthermore, I would like to thank the
mangers of both schools for their
cooperation and welcoming.

Conflict of Interest:
I declare that no conflict of interest.

Declaration of Al Use

I did not use any Al tools in the preparation
of this manuscript. I also confirm that no Al
tools were used for data collection, analysis,
discussion, or conclusions.

References

Anisa, K. D., Marmanto, S., & Supriyadi,
S. (2020). The effect of gamification
on students’ motivation in learning
English. Leksika: Jurnal Bahasa,
Sastra dan Pengajarannya, 14(1), 22—
28.

Braun, V., & Clarke, V. (2006). Using
thematic analysis in psychology.
Qualitative Research in Psychology,
3(2), 77-101.

Caponetto, I. (2020). Gamification in
education: A review of the benefits
and challenges. Journal of Educational

Technology, 14(3), 45-58.

Chow, A. F., Woodford, K. C., & Maes, J.
(2011). Deal or no deal: Using games
to improve student learning, retention
and decision-making. International
Journal of Mathematical Education in
Science and Technology, 42(2), 259—
264.

Dehghanzadeh, H., Fardanesh, H., Hatami,
J., Talaee, E., & Noroozi, O. (2021).

Using gamification to support learning
English as a second language: A
systematic review. Computer Assisted
Language Learning, 34(7), 934-957.

Denscombe, M. (2011). The good research
guide for small-scale social research
projects (4th ed.). Open University
Press.

Denzin, N. K., & Lincoln, Y. S. (2005).
The SAGE handbook of qualitative
research (3rd ed.). Sage Publications.

Fauziningrum, E., Sari, M. N., Rahmani, S.
F., Riztya, R., Syafruni, S., & Purba, P.
M. (2023). Strategies used by English
teachers in teaching vocabulary.
Journal on Education, 6(1), 674—679.

Gee, J. P. (2003). What video games have
to teach us about learning and literacy.
Computers in the Schools, 20(3—4),
133-143.

Hamari, J., Koivisto, J., & Sarsa, H.
(2014). Does gamification work? A
literature review of empirical studies
on gamification. In 2014 47th Hawaii
international conference on system
sciences (pp. 3025-3034).

Hammersley, M., & Atkinson, P. (2007).
Ethnography: Principles in practice
(3rd ed.). Routledge.

Kapp, K. M. (2012). The gamification of
learning and instruction. Game-based
methods and strategies for training
and education. John Wiley & Sons.

Kayimbasioglu, D., Oktekin, B., & Haci,
H. (2016). Integration of gamification
technology in education. Procedia
Computer Science, 102, 668—676.

Kim, S., Song, K., Lockee, B., & Burton, J.
(2018). What is gamification in
learning and education? In
Gamification in learning and
education: Enjoy learning like gaming

(pp. 25-38).

Kvale, S., & Brinkmann, S. (2009).
Interviews: Learning the craft of

Faculty of Arts Journal, Issue 22, 2026
ISSN 2664-168

255
https://hit.misuratau.edu.ly/ojs/index.php/arts



https://doi.org/10.36602/faj.2026.n22.13
https://hit.misuratau.edu.ly/ojs/index.php/arts

Citation: Algwil, K., A. (2026). The implementation of gamification into teaching English

at public primary schools in Zliten, Libya. Faculty of Arts Journal — Misurata
University, (22), 247-257. https://doi.org/10.36602/faj.2026.n22.13

qualitative research interviewing (2nd

ed.). Sage.

Mee, R., Shahdan, T., Ismail, M., Ghani,
K., Pek, L., Von, W., Woo, A., & Rao,
Y. (2020). Role of gamification in
classroom teaching: Pre-service
teachers’ view. International Journal
of Evaluation and Research in

Education, 9(3), 684—690.

Plass, J. L., Homer, B. D., & Kinzer, C. K.
(2015). Foundations of game-based

learning. Educational Psychologist,
50(4), 258-283.

Robson, C. (2011). Real world research
(3rd ed.). TJ International.

Rusmiyanto, R., Huriati, N., Fitriani, N.,
Tyas, N. K., Rofi’1, A., & Sari, M. N.
(2023). The role of artificial
intelligence (Al) in developing English
language learner’s communication
skills. Journal on Education, 6(1),
750-757.

Sudiran, A. (2015). Students’ perception
towards the use of internet as learning
media to promote reading
comprehension skill. Sino-US English
Teaching, 12(9), 684—692.

The British Educational Research
Association. (2011). Ethical guidelines
for educational research. NMC.

Waulan, D. R., Nainggolan, D. M., Hidayat,
Y., Rohman, T., & Fiyul, A. Y. (2024).
Exploring the benefits and challenges
of gamification in enhancing student
learning outcomes. Global
International Journal of Innovative
Research, 2(7), 1657-1674.
https://global-
us.mellbaou.com/index.php/global/arti
cle/view/238

Waulantari, N. P., Rachman, A., Sari, M. N.,
Uktolseja, L. J., & Rofi, A. (2023).
The role of gamification in English
language teaching: A literature review.

Journal on Education, 6(1), 2847—
2856. http://jonedu.org/index.php/joe

Zhao, Y. (2020). The effectiveness of
gamification in education: A meta-
analysis. Journal of Educational
Research and Practice, 10(2), 189—
204.

Faculty of Arts Journal, Issue 22, 2026
ISSN 2664-168

256

https://hit.misuratau.edu.ly/ojs/index.php/arts



https://doi.org/10.36602/faj.2026.n22.13
https://hit.misuratau.edu.ly/ojs/index.php/arts
https://global-us.mellbaou.com/index.php/global/article/view/238
https://global-us.mellbaou.com/index.php/global/article/view/238
https://global-us.mellbaou.com/index.php/global/article/view/238
http://jonedu.org/index.php/joe

A S a5 bl A dd Y Bl e 3 eddadl GV 5ids L(2026) ool Al ¢ Lsrll 1 peledY)

257247 «(22) .(Faculty of Arts Journal) &lezs desl= obY 4l iz L) (i)
https://doi.org/10.36602/1aj.2026.n22.13

Lot €y ko xogSond) AN (payhally Aol A1 s § alall LRI G

* st o3l S

L) coledd LY psladl 287 @DV oY) daald)

* k.alghuwaili@asmarvya.edu.ly

2026-09-13 :3 WgiSI) s 2026-09- 12 :J gt oo 2026-07-15 o) gyt

Caoedl asde

Oud L (A5 Auk e S AAIRY) o Jolll 2 AV A o 5 (3 Aardadl OV g e aul ol ST
Jypadl J515 deodadl alaall (3 Geacdad) OV oo Oley 2 Y1 Al koo o jpaig o) J BLaST) ) dd ) 0
Bl ) Bie iy ol ) UL plisanl UL ity o gl gl Al ) odn candly LAY Bl )
Y plasnal 52 8] Slald) gl STl 3L Of aul W) il @ gbl el oa ool ¢ dalesy Lles (40)
B 305 3 o 5 ol oachad oW QT@M\ o ST Y Al e o5 (3 Lol O S 4y Caadad
Goagded ity 5 IV e Dl dlally (bl 8oL g ¢ ol )1 (6 gal) gagd (6 s e g colad) e me I
S dadl 5 deadadl OV OF bl @ gbof SUAST. ST H e alaildl g aleldl) aSTLal) e ot Baztg 552
A2 15 G bl a sde e Bl Il cdnST Lo gisl et g e D) S ol 3l hadl we sy coladll J
VLJW;g;Wa?ﬁﬂww@g\fmﬁmw\gw%owguﬂuai,,)w%ﬂ@g@wuw
Gl 352 L Lab o Al dasadly copadall by e DU 5 315 ey 5 cadlinV) al- B (3 aldy) Al

daedad)
el i topadedl ol jpai $in SLT 2L Y] o Jold] 62 ALY Gl gy $daidndl] AnSY) i iial] LIS

LS

CC BY-4.0 &> 500 (23 ye Jaal) 138 2026 <23l ©
ISSN 2664-1682 https://hit.misuratau.edu.ly/ojs/index.php/arts

257


http://doi.org/10.36602/faj.2026.n22.13
https://creativecommons.org/licenses/by/4.0/deed.ar
https://hit.misuratau.edu.ly/ojs/index.php/arts
mailto:k.alghuwaili@asmarya.edu.ly
https://orcid.org/0000-0001-6318-7114

	Abstract
	1. Introduction
	2. Literature review
	3. Methodology
	4. Results and Discussion
	4.1 Advantages of gamification
	4.1.1 Increased engagement and understanding, and improved knowledge retention
	4.1.2 Promoted student-centred learning and autonomous learning
	4.1.3 Real-time feedback and tracking progress
	4.2 Challenges
	4.2.1 Insufficient resources and qualified teachers
	4.2.2 Over-reliance on rewards
	4.2.3 Disengagement and stress
	5.Conclusion and Recommendations
	Acknowledgements
	Conflict of Interest:
	Declaration of AI Use
	References
	ملخص البحث

