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Extended Abstract

Introduction:
The advent of the digital age has significantly reshaped instructional approaches in primary education,

positioning gamification as an effective strategy for enhancing student engagement and learningsoutcom
Gamification, which involves the application of game elements and design principlesgamencontexts, has
gained considerable popularity in educational settings, particularly in primary edu@ationt al., 2023)
Implemening gamification in teaching and learning processes is regarded as a sig@aifipamdich in primary
education(ParraGonzalez et al., 2020)Gamification in primary education influences multiple domains of
student development, ihaling cognitive, affective, and social aspedttimerous studies have shown that
primary school students exposed to gamified learmingironments experience improvements in academic
performance, probleraolving skills, and knowledge retenti@Meletiadou, 2028

Hasanzadeh (2022in a study aimed at examining the impact of gamificabased teachingnethods on the
creativity of primary school students, concluded that employing instructional stratggiesded in
gamification leads to thdevelopment and enhancement of creativity among elementary ledfagnsanto et

al. (2025) in a study titled The Development of a Gamificat®ased Differentiated Learning Model for
Primary School Children, found that the use of technology in education facilitates more flexible and responsive
instruction tailored to students’ individual needs

The use of gamification not only enables teachers to achieve more satisfactory teaching otlmaurghsat

better understanding of their learners' conditions but also allows administrators to utilize the findings of this and
similar studies to provide the necessary facilities for implementing gamification, thereby supporting these
methods and enhancitige quality of educatiorl herefore, the main research question is as follows: What is the
framework for applying gamification concepts in primary education?

Methodology:
This study is applied in terms of its objective. The research method employedmiatith@nalysis The

statistical population consisted of experts and specialists in the field of gamification and ediitatitmpic of
gamification in the field of primary education is still in its infancy in Iran. Given this circumstance, the number
of experts was very limited. Due to the scarcity and difficulty in identifying these experts, purposive judgmental
sampling was employed to select them. During the interviews, the participants were also asked to refer other
individuals with expertise in thield to the researcherhus, additional samples for this study were identified

and selected using the snowball sampling metthodhe qualitative phase, interviews were used as a data
collection tool. The participants in the present study were 12 exjpethe gamification approach from across

the country, each of whom was assigned a unique code ranging from M1 to M12. In the present study, inter
coder reliability was calculated using the consensual thematic appiideaiefore, in this study, the intéews

were first transcribed onto paper for data analyiien, the key points from the interviews, which provided an
overview of the stages of implementiggmification concepts in primary education, were extracted as initial
codes from the interview tnacripts. The prioritization of the extracted stages was carried out based on the
expertsd opinions during the interviews, along with
interviewees until full confidence in the quality of the clasatiien and prioritization was achievetb analyze

the data, Alas/i software was utilized.

Results:
Through a careful examination of the interview transcripts, initial codes were first identified foneagtew.

This process was conducted for alteirviews Next, by organizing the initial codes based on their primary
similarities, categorization was performed at the lowest level of themes, known as basic themes, resulting in the
identification of 99 basic themes. Then, based on the similarities gathenidentified basic themes, several
themes were grouped into categories called organizing themes. Consequently, 20 organizing themes were
formed. To derive the four overarching themes, a synthesis of the General Instructional Design Model (1975)
and tre Purdue University Game Design Model (2007) was employed. These four overarching themes include:
gamification goal analysis, production, gamification element design, and utilization and implementation.
Gamification goal analysis, as an overarching theaepmpasses eight organizing themes, includosiering

curiosity, enhancing students' skills, active gadticipatory learning, designing impactfubames, individual
characteristics of students in the game, collective characteristics of studehts gante, features of the
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gamified environment, and alignment of the environment with students’.nekesoverarching theme of
production includes only visual attractions and necessary environmental tools as its organizing themes. The
design of gamificatio elements encompasses game mechanics, game dynamics, aesthetics, the imggct of
gamification elements on educational objectives, extrinsic motivation, various effects of extrinsic and intrinsic
motivation, and intrinsic motivation. Finally, the theme dfizdation and implementation includes: the role of
administrators in the effectivémplementation of gamification, the role of teachers in the effective
implementation of gamification, theollaborative role of teachers and administrators in gamificatoia,

various assessment methods

Table 5: Classification of basic themes and extraction of organizing and comprehensive themes

Basic themes Organizer themes Overarching themes

Greater focus and audienceM7 -M9i M1 -M2
engagemen

Increase student curiosity and M9-M10i M6 - M4

auention  create a sense of curiosity

The attractiveness M11-M8i M10 -M9 -M7 -M5 -M3
of the educational proces

Increasing effectiveness in academic M8 -M7i M1
performance

Increasing participation, M2-M6 -M11-M8-M7 -M1
motivation, interaction and teamwol

Creativity and storytelling skills  M11-M7 7 M6

Strengthening soft skills in students M11-7
(critical thinking, motivation to @lve problems anc

success in solving problem:
Strengthen students' skills
A sense of competition and M5-M71 M6

cooperation and matching it with the manager's g

sisAjeue [eob uonesyiwes

A sense of hope, belonging, creating M2 -M6
experience and creating a lifesty

Creating positive feedback and M10 -M7 -M6
group rewards through teamwo

Strengthening the educational achievement7 -M11
of students

Integration of diverse learning M3-M11-M2-M4

styles, continuous learning and leaginom each othel
Active and collaborative

Increasing the amount of learning, M8-M12 -M9 learning
reducing the time of learning and memorizing !
material
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Gradual introduction of information and M11
active discussions after the gar

The ability to neasure behavior M2-M12-M8
change and change it towards optimal behaviors anc
audience's learning rat

Encouraging learning in the game M11-M7
environment and ensuring that students learn the mal

The diffeence between games M11-M3 -M4
according to the age of the student (online, traditic
and serious games

Creating surprise and beauty, charm M11-M10-M3
and pleasure in the gan

Games complement other educational M3-M11
methods and flexible implementatiohgames

Playing games correctly according  M11-M10 -M7
to its rules, identifying their strategies and adapting tt
to life strategies Designing impressive games

The effect of individual competencies and M11
learning styles on game desi¢

Matching edicational games, simulators and M11
serious games with learning goals and prioriti

Using selfdetermination theory for game M11
design

Gamification design for students in a correct M2-M5
and optional way

Discussion and conclusion

The impactof the Information Age and the pursuit of innovation in education have led to the adoptiew

technologies and methods in teaching, especially in primary education. One of these methods is the use of
gamification in educatianAccordingly, this studysought to develop a framework for the application of
gamification concepts in the context of primary education. Gamification creates an environment that enables
students to develop essential skills such as problem solving, dewisking, critical thinkilg, handeye

coordination, and communication within a joyful and informal educational setfihngse competencies
contribute substantially to st udenAcsoddingtalLanderseetat ucces s
(2018, gamification is not synonymous with gameplay; instead, it refers to the integration of game elements

into the learning process to enhance and modify the way learning otbese findings are in alignment with

the results reported bgaezlépez et al. (2024)Visual attractiveness is considered a key factor in engaging
students and sustaining their motivatisithin gamified educational settingBicen & Kocakoyun,2018in

study indicated that the use ofh e Kahoot application e n bxaitencents stude
Additionally, this educational platform has the potential to create an engaging learning environment that fosters
active student participation. These findings are in alignment withetbalts reported beldez and Solano

(2023) Li et al. (2024)r eported t hat gami fication <can moder at el
particularly by fostering a sense of autonomy and social relessdiiowever, its impact aitudentssense of
competence is limited and relatively weak. In conclusion, based on the findings, it can be stated that
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i mpl ementing a gami grimaryaeducaiiordespite dteudturai and cultural hargrsids
significant potential for transforming teaching and learning processes
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