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ABSTRACT

While mobile devices offer many benefits for learning, they can also have negative
effects on focus and distraction. To support motivation and sustain interest, a
gamification approach to mobile learning can be utilized, which has become
increasingly popular in recent years. Previous meta-analyses have highlighted the
effects of gamification on learning outcomes. Additional research is necessary to
understand its impact, which will help to fully identify its affordances for mobile
learning. This study investigates the effects of gamification elements in mobile learning
on learner engagement, motivation, outcomes, interaction, academic achievement, and
attitudes, and identifies key factors for their effective implementation. A meta-synthesis
of 15 theses and 19 articles published between 2010 and 2023 was conducted. Theses
were researched via the Turkish Council of Higher Education Thesis Center and
ProQuest database, while articles were sourced from the Web of Science and Google
Scholar. The findings indicate a notable increase in studies on gamification during 2018-
2019. The importance of gamification technologies, especially gamified learning
management systems, was highlighted in the studies reviewed. Overall, gamification
adoption showed a positive and statistically significant effect on most examined
variables in mobile learning. According to the research findings, some suggestions were
made for educators, gamification designers, and academicians.
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Introduction

In recent years, there has been a rise in new approaches because of advances in information
technology. For example, mobile learning has enabled sustainable educational spaces independent
of time and space (Milrad et al., 2013; Wong et al., 2012), providing a solid impetus for continuing
education and fostering lifelong learning (Bozkurt, 2015).

Mobile devices are capable of using advanced learning strategies. Gamification, in which game
elements are used in non-game systems to enhance user experience and engagement, could be
utilized in mobile learning environments to support motivation and sustain interest (Deterding,
Dixon, et al., 2011; Deterding, Sicart, et al., 2011). Although many studies suggested that gamification
may enhance motivation, a comprehensive understanding of its impact on students and learning
settings is still unknown (Antonaci et al., 2019; Dicheva et al., 2015; Looyestyn et al., 2017), and it
seems that the limited literature is even more apparent when it comes to gamification in mobile
learning. To fully understand the efficacy of using a gamification strategy in mobile learning, it is
crucial to thoroughly evaluate and synthesize different studies on the topic. Given this rationale, this
study aims to review the current literature on the use of gamification in mobile learning through a
meta-synthesis approach. In addition, the study intends to reveal the factors that should be
considered while implementing gamification elements in mobile environments and applications.

Literature review

Mobile learning is defined as a method that meets the learning needs of individuals through
wearable or portable technologies, offering interactive and collaborative environments and allowing
access to content independent of time and space (Gikas & Grant, 2013; Park, 2011). Other affordances
of mobile learning include reducing costs, providing equal opportunities, and connecting formal
and informal learning spaces (Sung et al., 2016).

Mobile learning enables students to acquire knowledge and skills without being constrained by time
or location (Fisher & Baird, 2006). Students can access learning materials more quickly and
personalize their learning experiences with mobile learning. Mobile learning materials can be
presented using various tools, such as mobile applications, videos, podcasts, and learning
management systems (Gikas & Grant, 2013). Despite these advantages, the use of mobile devices in
learning could have adverse effects, including decreased focus and increased distractions (Kilis,
2013; Lahiri & Moseley, 2012). Research reported that students who are digitally distracted take
fewer notes and tend to learn less compared to their peers. These downsides prompted educators to
seriously handle the topic of digital distraction (Flanigan et al., 2023). Therefore, students must be
engaged in learning, especially in mobile contexts where individual learning is important.
Researchers used the gamification approach to mitigate the sustainability problem in mobile
learning.

Gamification in education can be defined as the integration of game elements such as points, badges,
and leaderboards into non-game systems to motivate and engage users. It uses gameful experiences
in educational activities to actively involve students in the learning process, similar to how games
engage their players (Dichev & Dicheva, 2017, Huang et al., 2020). Gamification involves
incorporating game elements (leaderboards, points, and time constraints), game thinking
(competition, cooperation, exploration, and storytelling), and game mechanics (points, scores,
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rewards, and badges) into educational processes (Kapp, 2012). Gamification is not exactly a “game,”
but it can make non-game activities more engaging by using rewards, competition, collaboration,
points, leaderboards, timed activities, and quests (Huang et al., 2020).

Gamification is widely used on mobile platforms to enhance active learning. Kahoot, Quizizz,
Google Forms, Flubaroo, Padlet, and Mentimeter are employed for assessment purposes, providing
engaging and competitive environments (Orhan Goksiin & Giirsoy, 2019). Teachers can utilize
learning management systems, such as Moodle, to create gamified activities with the assistance of
additional plugins. ClassDojo is a classroom management tool that enables teachers to monitor and
document student behavior, integrating gamification features. Genially is an online platform for
creating multimedia teaching materials enhanced by gamified content (BoZi¢ et al., 2024).

The impact of gamification on mobile learning has been examined in many studies. Hasegawa et al.
(2015) applied gamification to language learning software, which enhanced student motivation and
learning efficiency to learn a language. Sauerland et al. (2015) demonstrated that gamification
applications entertained and engaged students in a foreign language learning course. Pechenkina et
al. (2017) evaluated whether gamifying a mobile learning app increases academic achievement and
engagement and found that performance scores improved once the application was introduced. Wu
(2018) compared four different mobile learning courses. The results showed that the implementation
of gamification facilitated students in attaining their highest level of learning performance. Cassano
et al. (2019) enhanced an e-learning platform with a gamified mobile application and monitored
student performance using learning analytics. As a result, positive feedback on usability and user
acceptance were obtained. Aydin (2021) examined the impact of gamification on different variables.
An 11-week gamified education curriculum was applied to 87 first-year vocational school students.
The study found that gamification increased student active participation and continuous attendance.
In a comprehensive meta-analysis conducted by Sailer and Homner (2020), gamification was found
to be an effective instructional approach with a small but positive impact on cognitive, behavioral,
and motivational outcomes. Game fiction incorporation and collaborative social interaction were
significant moderators for behavioral outcomes. Another meta-analysis found that gamification has
a small to medium positive effect on learning outcomes (Huang et al., 2020). In this study,
quests/missions/modules and collaboration had greater potential than frequently used pointification
elements such as leaderboards, points, and badges. The study also noted that student classification
and subject area might be important factors in gamification design (Huang et al., 2020).

Problem Statement

Younger generations widely use mobile devices. Therefore, educational processes can easily
incorporate gamification through mobile applications. Although research shows that gamification
increases motivation in learning environments, further research can contribute to revealing its effects
on students and learning environments to fully determine its affordances (Antonaci et al., 2019;
Looyestyn et al., 2017). Previous meta-analyses have provided valuable insights into the overall
effects of gamification on learning outcomes across various contexts (Huang et al., 2020; Sailer &
Homner, 2020). However, this study employed a different methodological approach—meta-
synthesis. Furthermore, rather than examining the impact of gamification generally, this study
specifically focused on its effects in mobile learning environments. A comprehensive analysis of the
existing literature is necessary to better understand the use of gamification elements in mobile
learning environments and to develop studies on gamification elements in mobile learning
environments by using different methods.
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This meta-synthesis study aims to reveal the current trend of studies on the effects of gamification
on mobile learning. It is thought that the findings obtained will provide theoretical and practical
contributions to the literature. Integrating the information obtained from different studies will
provide a broad perspective on the effects of gamification on mobile learning and how its use can
be integrated into educational and instructional processes.

Research Questions

In studies evaluating mobile learning environments and applications using gamification elements,
RQ1: How are the studies distributed according to the methodological trends?

a. The type of publication,

b. Year of publication,

c. Method,

d. The data collection tools,

e. Study sample?
RQ2: What types of gamification elements and technologies are used?
RQ3: How do gamification and game elements affect cognitive and affective outcomes?

RQ4: What conclusions and recommendations have been proposed in the studies?

Methodology

In the current study, meta-synthesis, a qualitative research method, was used within the research
problem framework. Meta-synthesis studies aim to make inferences at an abstract level by
combining the findings of the examined studies. In this way, meta-synthesis studies provide a more
comprehensive perspective on a particular topic than a qualitative literature review (Gewurtz et al.,
2008).

Data collection procedure

The sample of the study includes 34 studies, including 19 articles and 15 master’s theses and doctoral
dissertations, which were specifically chosen to investigate the impact of gamification on mobile
learning from 2010 to 2023. YOKTEZ and ProQuest were used to search for theses, while Web of
Science and Google Scholar were used to explore articles. Using the filtering features of the sites,
searches were conducted for the designated keywords during the provided timeframe. Within this
gamification,”

awis

framework, the databases were queried using specific keywords, such as “mobile,

awi

“gamify,” “mobile learning,” and various combinations of them.

The inclusion and exclusion criteria were established to select the research that will be incorporated
into the meta-synthesis. The inclusion criteria are as follows: The studies should be conducted in a
national or international scale between 2010 and 2023. The language of the studies should be Turkish
or English. The studies should have accessible full texts, use traditional, hybrid, online, distance, or
mobile learning tools, and include gamification elements. The following studies were excluded from
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the analysis (exclusion criteria): Studies for which the full text is not available, and studies in which
the variables examined in this study (participation, motivation, attitude, interaction, learning level,
and academic achievement) are not included.

The study analysis began on November 1, 2022. The study discovered 178 theses in YOKTEZ and
ProQuest databases that matched the indicated keywords. After preliminary screening, 46 theses
were found, and 15 that met the inclusion requirements were included after additional evaluation.
Searching Google Scholar and Web of Science for article keywords yielded 283 results. Following
the preliminary evaluation, 54 papers were identified, and 19 met the inclusion criteria after further
research. As a result, this study covered a total of 34 studies, including 19 articles and 15 theses.

Data analysis, trustworthiness, and credibility

Data were analyzed using the thematic synthesis method. Thematic synthesis is a strategy employed
to comprehensively analyze qualitative research outcomes. It involves categorizing the data,
identifying themes and sub-themes, and then integrating these findings to provide a synthesis
(Thomas & Harden, 2008). The analyzed studies were categorized in tables based on the research
questions of the current study. The study used the pyramid model proposed by Werbach and
Hunter (2015) to provide recommendations for incorporating gamification features into mobile
learning environments.

To ensure validity and reliability, meta-synthesis studies must clearly state their objectives, define
the criteria for including studies, and describe their methodologies and sample characteristics. The
code and theme creation must be explained thoroughly. Having different experts review the coding
may increase credibility (Bondas & Hall, 2007; Miles & Huberman, 1994). This study explained the
research objective and the process of obtaining and analyzing the data in detail. The findings in the
reviewed articles were recorded using a spreadsheet program to ensure systematic research. Thus,
the risk of data loss was minimized. An expert faculty member assessed the outcomes after a
comprehensive data analysis. After reviewing the expert opinion, the necessary modifications were
made, and the reporting process was completed. During the procedure, the findings of the reviewed
studies were iteratively reexamined, and the data consistency was ensured.

Results

RQ1: How are the studies distributed according to the methodological trends?
Distributions of Studies Based on Their Types

A total of 34 studies, including eight master’s theses, seven doctoral dissertations, and 19 articles,
were included in the meta-synthesis. The number and distribution of studies are shown in Figure 1:
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Figure 1
Study Distributions According to the Type of Studies
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Of the 34 research studies analyzed in the meta-synthesis, 17 of 19 articles, two of eight master’s
theses, and five of seven doctoral dissertations were written in English. Figure 2 displays the

distribution of research based on their respective languages.
Figure 2
Distributions of Studies According to the Language Used
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Distributions of Studies Based on Publication Year

The distribution of the studies included in the meta-synthesis according to the years of publication

is shown graphically in Figure 3:
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Figure 3

Distribution of Studies According to the Year
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Before 2013, no appropriate publication on the study of gamification in mobile learning was
available; therefore, it was not included in the graph. Upon examination of Figure 3, it becomes
evident that the investigations conducted on this particular issue showed a discernible increase
during 2018 and 2019.

Distributions of Studies Based on Research Methods

Figure 4 shows the distribution of the analyzed studies according to research methods.
Figure 4
Study Distributions Based on the Research Method
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According to the graph, quantitative research was the most frequently used method (19 times),
followed by mixed methods (12 times). Survey, case study, and correlational designs were the least
common, with each being used only once.
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Distributions of Studies Based on Data Collection Tools

Table 1 displays the distribution of data collection tools used in the studies and their corresponding
publication codes.

Table 1
Study Distributions Based on Data Collection Methods and Tools

Methods of Data Data Collection Methods Studies f
Collection
Questionnaire Perception Al, A3, T6, T10 19
Evaluation A4, A6, A19
Intrinsic motivation T10
Goal orientation A5
Student opinion A8, A9
Experience A10, A13, A17
Gamification review Al12
Participation Al6
Student satisfaction Ale
Instructional methods and motivation T3
Gamification review T8
Scale Learning styles A2 18
Meaningful learning A2
Motivation A3, T9, T12
Online learning readiness Al4
Attitude Al4, T7
Badge effect Al5
System usability Al5
Academic self-regulation Al5
Motivation for using instructional tools Al7
Orientation T5
Player types T9
Motivation for a foreign language T11
Student engagement T12
Motivation and self-regulation T14
Mobile learning tools acceptance T14
Test Achievement test Al, A7, A17, A19, T1, T6, T8, T11, 13
T12, T13, T14, T15
Proficiency test Al13
Interview Semi-structured interview Al, A3, A10, A11, A14, A17,T1, 16
T2, T4, T14, T15
Focus group interview Al0, A17, T11
Interview form T12
Course evaluation form T14
System data log System log A7, A9 8
Learning data sources A15, A18,T1, T2, T8, T12
Diaries Student diaries All, T2
Observation Field observation T2 1
Group discussion Discussion A4 1

Table 1 reveals that questionnaires (f = 19) and scales (f = 18) are the most commonly used methods
for data collection. They are followed by interviews (f = 16) and tests (f = 13). While other methods,
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such as system logs, diaries, observations, and discussions, are used less frequently, the results
indicate a combination of quantitative and qualitative research approaches.

Distributions of Studies Based on Data Analyses

The study distributions according to the data analysis are presented in Table 2.

Table 2
Study Distributions Based on Data Analysis Methods
Analysis Method Studies f
Descriptive analyses A4, A6, A8, A12, A14,T1, T2, T4, 12
T8, T9, T10, T14
Qualitative analyses Content analyses A10, Al14, A17,T1, T2, T4, T11, T12, 9
T14

Quantitative analyses Correlational A2, A7, A17, T3, T9 5
ANOVA A2, A15, A17, T8, T9, T13 6

ANCOVA Al, A2, A3, A11, T12 5

t-test A5, A10, A12, Al6, A17, T1, T4, T5, 14

T6, T7, T8, T10, T12, T14

Wilcoxon A5, A18,T1, T11, T15 5

Partial Least Squares (PLS) Al13 1

MANOVA Al5,T3, T4 3

Regression A15, T4, T9, T10 4

Mann-Whitney U A19,T1, T5, T11, T15 5

Principal component analysis T3 1

(PCA)
Chi-square T5 1

According to Table 2, the t-test is the most utilized data analysis method. Descriptive analyses were
employed in 12 studies. Subsequently, “content analysis” and “ANOVA” were ranked second most

ari

favored techniques. “PLS analysis,
least favored methods for data analysis.

Distributions of Studies Based on Sample Level and Sample Size

principal component analysis,” and “chi-square test” were the

Table 3 presents the results of the examined sample levels of the studies, along with their publication

codes.
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Table 3
Study Distributions Based on the Sample Level
Sample Level Studies f
Primary school Al, A3 2
Middle school A2, Al11, T15 3
High school T13 1
Vocational school T14 1
Undergraduate school A4, A5, A7, A10, A12, A13, Al4, Al15, Ale6, Al17, 19
A18, A19, T1, T2, T3, T6, T7, T11, T12
Graduate school A6, T4 2
Other A8, A9, T5, T8, T9, T10 6

Upon examining Table 3, it becomes evident that gamification research was predominantly
conducted at the undergraduate level. Of the 19 studies in this category, 12 are categorized as
articles, while the remaining seven are classified as theses. The “other” sample group includes
application users and company workers.

The sample size results of the examined studies are presented in Table 4, along with their publication
codes.

Table 4

Study Distributions Based on Sample Size

Sample Size Studies f
1-50 A2, A5, A6, A8, Al4, A18, T1, T2, T4, T5, T6, T11 12
51-100 A9, A10, A11, A12, A17, A19, T12, T14, T15 9
101-250 Al, A3, A13, A15, Ale6, T3,T7, T10, T13 9
251-500 A4, A7 2
501-999 T8 1
1000 or more T9 1

Table 4 shows that the analyzed studies used a sample size of one-50 individuals. In this category,
half of the 12 investigations were articles, and the other half were theses. Observations indicate that
the fewest studies have a sample size of 500 or more.

RQ2: What types of gamification elements and technologies are used in the studies?
Distribution of Studies Based on Gamification Elements

Table 5 presents the gamification elements utilized in the studies and categorizes them into three
distinct groups: components, mechanics, and dynamics. The table also includes the study codes and
their numbers.
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Table 5

Study Distributions Based on Gamification Elements

Gamification Elements Studies f
Components Points A5, A6, A7, A8, A9, A10, Al1, A13, Al6, Al17, A1lS, 21
T1, T5, T6, T7, T9, T11, T12, T13, T14, T15
Levels Al, A7, A9, A10, A13, Ale6, A17, T3, T5, T6, T7, T8, 16
T10, T12, T13, T14
Badges A3, A4, A5, A6, A7, A8, A9, A10, A14, A15, Al6, A17, 22
T1, T2, T3, T, T7, T9, T11, T12, T13, T14
Leaderboards A3, A5, A6, A7, A8, A9, A10, A11, A12, A13, Al6 21
A17, A18,T1, T8, T9, T11, T12, T13, T14, T15
Achievements A9, T13 2
Time/Timetable A17,T10, T15 3
Avatar T4, T14 2
Goal or Task A2, A19, T14 3
Gifting All, A12, A17,T7,T10, T13 6
Virtual goods A5 1
Mechanics Challenges A2, T8, T11 3
Competition A2, A13, A17, A19, T10, T13 6
Feedback A2, A6, A10, A17, A19, T2, T4, T10, T13, T14 10
Rewards All, A12, A17,T7,T10, T13 6
Chance T10 1
Dynamics Progression Al, A4, A10, A14, A17, T1, T2, T4, T13 9
Constraints T13 1
Narratives A2, T4, T10 3
Relationships T13 1

Table 5 indicates that the most frequently used gamification components across the analyzed studies
were “badges,” “points,” and “leaderboards.” In contrast, “virtual goods” and “avatars” were
among the least frequently applied components, appearing in only one and two studies,
respectively. In the context of game mechanics, “feedback” was the most commonly implemented
mechanic (10 studies), followed by “rewards” and “competition” (six studies each), while “chance”
appeared only once. The mechanic “progression,” which holds a significant position among game
dynamics, appears in nine studies. Other mechanics, such as “narratives,” “constraints,” and
“relationship dynamics,” were less frequently applied. Overall, most studies incorporated two or

more gamification elements, with points, levels, badges, and leaderboards being the most common.
Distribution of Studies on Gamification Technologies

This section presents the findings on the gamification technologies used in the studies. Table 6
provides an overview of these technologies, specifying their type (mobile or web) and the
corresponding study codes.
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Table 6
Study Distributions Based on Gamification Technologies
Gamification Technology Mobile Web Version Studies f
Version
A mobile gamification v Al, A3 2
learning system
Mobile learning app v A2 1
Moodle v v A4, A10, Al4, A15, A16, A17, A18, T1, 12
T2, T5, T6, T13

Coursera v v A5 1

Udacity v A5 1

Edx v v A5 1

TalentLMS v v A6, A8, T12 3

Mobile English Vocabulary v v A9 1

Learning System (EVOLS)

Edmodo v v All 1

Kahoot v v A7, A12, A19, T11, T15 5
Cuadernia v A19 1
Quizizz v v A19 1
Socrative v v A19,T11 2
Blackboard v v T3 1
Gamified coding app v 17 1
Quizgame v v T8 1
Anadolum ecampus v T9 1
Duolingo v v T11 1
ClassDojo v v T11 1
Classcraft v v T14 1

Canvas LMS v v T4 1

Table 6 shows that numerous mobile and web applications have been developed as a result of the
growing popularity of gamification. The studies utilized either web-based applications, mobile
applications, or both. Applications without a dedicated mobile version were also included, as they
can be accessed on mobile devices through web platforms. “Moodle” was the most popular
gamification technology, which was used in 12 studies. Five studies used mobile and web-based
“Kahoot!” technology. Two studies used the mobile “Mobile Gamification Learning System.” One
study used the “Mobile Learning Application”. Some studies employed multiple applications, but
most used one. Many studies tend to benefit from Learning Management Software (LMS)
technologies. Notably, “Moodle” and “Talent LMS” are popular LMSs used by the studies. This
shows the willingness of researchers and educators to benefit from the features of these learning
management systems.

RQ3: How do gamification and game elements affect cognitive and affective learning outcomes?
Distribution of Studies Based on Outcome Variables

Table 7 presents the investigated outcomes, along with their study codes and frequencies.
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Table 7
Study Distributions Based on the Learning Outcomes
Outcomes Studies f
Motivation/interest Al, A3, A4, A8, A9, A12, A13, A14, A15, A17, A19, T2, T4, T9, T10, 19
T11, T12, T13, T14
Engagement/participation A7, A10, Al1, Al5, Al6, A17, A18, A19, T1, T2, T8, T12, and T14 13
Academic achievement Al, A2, A3, A5, A7, A13, Al5, Ale, T1, T3, T5, T6, T9, T10, T11, 19
T12, T13, T14, T15
Perception/attitude A6, A8, A10, A13, A14, Te, T7, T10, T13, T15 10
Interaction Al12, A13, Al6, T12 4
Learning level A2, A9, A12, A13, A19, T4, T5, T15 8

Note: Underlined study codes indicate studies in which no statistically significant difference was identified.

The distribution of studies reporting statistically significant positive effects is as follows: Of 19
studies on motivation/interest, 15 found that gamified mobile learning environments and
applications had a favorable impact. The engagement/participation variable was examined in 13
studies, with 12 reporting significant effects. 19 studies addressed academic achievement, 13 of
which demonstrated substantial improvements. Perception/attitude was investigated in 10 studies,
with nine showing significant effects. All four studies on interaction reported positive influence,
while six of eight studies on learning level indicated significant outcomes. Overall, Table 7
demonstrates that gamification generally exerts a positive effect on mobile learning across multiple
factors. However, some studies found no significant changes, highlighting the importance of
considering the diversity of variables examined.

Distribution of Studies Based on the Effect of Gamification Elements on the Outcome Variables

Table 8
Study Distributions Based on the Effects Oof Gamification Elements
Gamification Outcomes
Elements Motivation Engagement/ Achievement Perception/ Interaction Learning
/interest participation attitude
Points A8, A9, A13, A7,Al10,All, A5, A7,Al3, A6, A8, A10, Al3, Al6, A9, Al3,
Al7,T9, Al6, A18, T1, Al6,T1,T5, Al13,T6,TI10, T12 T5,T15
T11, T12, T12, T14 T6,T9, T11, T15
T13, T4 T12, T13, T14,
T15
Level Al, A9, A13, A7,Al10,Al6, Al, A7, Al3, Al0, Al3, Al13,A16, A9, Al3,
Al7,T10, T8, TI2,TI4  Al6,T3.TS, T6,T7,T10, T12 TS
T12, T13, T6, T10, T12, T13
Ti4 Ti3,Ti4
Badges A3, A4, A8, A7,A10,AlS5, A3,A5 A7, A6, A8, Al0, Al6,TI2 A9
A9, Al4, Al6,T1, T2,  AlS,Al6,T1, Al4, T6, T7,
AlS, Al7, T12, T14 T3, T6, T9, T13
T2, T9, T11, T11, T12, T13,
T12, T13, T14
Ti4
Leaderboards A8, A9, Al12, A7, Al0, All, A3, AS, A7, A6, A8, Al0, Al2, A13, A9, Al12,
Al13,Al7, Al6,Al8,Tl, Al3,Al6,TI,  Al3,TI3, Al6,TI2  Al3,TIS
T9, T11, T8, T12,T14 19, T11, T12, T15
T12, T13, T13,T14, T15
Ti4
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Achievements A9, T13 - T13 T13 - A9
Time/Timetable Al17, T10 - T10, T15 T10, T15 - T15
Avatar T4, T14 T14 T14 - - T4
Goal or Task Al19,T14 A19,T14 A2, T4 - - A2
Gifting Al2, Al7, All T10,T13 T10, T7, T13 Al2 Al2
T10, T13
Virtual goods - - AS - - -
Challenges T11 T8 A2, T11 - - A2
Competition Al13, Al7, - A2, A13 T10, A13, T10, Al3 A2, Al13
T10, T13 T13 T13
Feedback Al7,A19,  Al0,Al19,T2, A2,Tl4,TIO, A6, AlQ, - A2, T4
T2, T4, T10, T14 T13 T10, T13
T13,T14
Rewards Al12, Al7, All T10, T13 T7,T10, T13 Al12 Al2
T10, T13
Chance T10 - T10 T10 - -
Progression Al9 Al9 - - - A19
Constraints Al, A4, Al4, A10,T1, T2 Al1,T1,T13 Al10, Al4, - T4
Al7, T2, T4, T13
T13
Narratives T13 - T13 T13 - -
Relationships T4, T10 - A2,T10 T10 - A2, T4

Note: Underlined study codes indicate studies in which no statistically significant difference was identified.

Table 8 presents the impact of the gamification elements on the different variables. According to the

table, gamification elements had generally significant influences on the outcome variables.

However, in studies with no significant differences, the effect of some gamification elements was

limited or not statistically significant. The codes of these studies are underlined in the table.

Distribution of Studies Based on Their Main Findings

In the next phase, we organized the studies, their codes, and the main findings into Table 9, which

is divided into two subsections. The first section evaluates the studies based on the impact of

gamification on related outcomes. The second section assesses the studies according to the effects of

specific gamification elements.
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Table 9
Study Distributions Based on Primary Findings
Categories Results of the Reviewed Studies Studies f
-Gamification has a positive effect on the Al, A3, A4, A8, A9, A12, 15
motivation/interest levels of students A13, Al14, A19, T2, T9, T10,
T11, T12, T13
-Gamification has a positive effect on academic Al, A2, A3, A5, A7, A13, 12
achievement. Al6,T5, Te, T11, T12, T15
-Gamification increases the level of participation A7, A10, All, Al6, Al17, 12
and engagement among participants in the lesson A18, A19,T1, T2, T8, T12,
T14
-Gamification positively affects students in terms of A6, A8, A13, Al14,T6,T7, 9
perception and attitude. T10, T13, T15
Variables -Gamification increases the level of interaction Al2, A13, Ale, T12 4
among students in the learning environment
-Gamification creates significant differences in A2, A9, A12, A13, A19, T15 6
learning levels
-No significant difference in motivation/interest Al5, A17, T4, T14 4
levels was observed.
-No significant difference in academic achievement Al5, A17,T1,T3,T9, T10, 7
was observed. T13
-No significant difference in the levels of Al5 1
participation and engagement
-No significant change in the perception and A10 1
attitude
-No significant differences in learning levels were T4, T5 2
observed.
Gamification -The point element has a motivational effect A8, A9, A13,T9, T11, T12, 7
Elements T13
- The element of level increases motivation A7, A10, Al1, Al6, A18, T1, 7
T12
- The point element significantly increases A7, A10, Al6, T1, T2, T12, 7
engagement and participation. T14
- Points significantly increase academic Ab, A7, A13, Al6, T5, T6, 9
achievement T11, T12, T15
-Element of level increases academic achievement Al, A7, A13, Al6, T5, T6, 8
T12, T15
-Badges increases motivation with a significant A3, A4, A8, A9, A14, T2, T9, 10
difference T11, T12, T13
-Badges significantly increases engagement and A7, A10, Al6,T1, T2, T12, 7
participation. T14
- The badge element significantly increases A3, A5, A7, Al6, T6, T11, 7
academic achievement. T12
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-Leaderboards significantly increase engagement A7, A10, Al1, Al6, A18, T1, 9
and participation T8, T12, T14
--Leaderboards reveal a significant difference in A3, A5, A7, A13, Ale, T11, 8

increasing academic achievement T12, T15
-The use of the competition element increases A13,T10, T13 3

motivation and interest in the study

-The use of the progression element increases Al, A4, A14, T2, T13 5
motivation

-Feedback positively affects motivation A19, T2, T10, T13 4

- The Leaderboards increase the level of user Al2, A13, Ale, T12 4
engagement

- The Leaderboards increase the learning level A9, A12, A13,T15 4

-The use of points, levels, and leaderboards does Al17, T14 2

not significantly affect motivation

-The use of points, badges, and leaderboards does T1,T9, T13 3
not significantly affect academic achievement.

Based on the findings in the “variables” category, reviewed research indicates that gamification can
foster students’” motivation and interest, enhance academic achievement, improve participation and
engagement and interaction in the learning environment, and foster positive perceptions and
attitudes. However, some studies did not find significant differences in motivation, interest,
participation, engagement, and academic achievement. Upon examining the “elements” category,
reviewed research shows that incorporating gamification features such as points, levels, badges, and
leaderboards can foster motivation, notably improve engagement and participation, and positively
influence academic achievement. However, in certain cases, these factors did not significantly
impact motivation, engagement, or academic performance. In summary, the findings presented in
Table 9 indicate that well-designed gamification may positively impact mobile learning.
Gamification appears to enhance learning by improving motivation, academic achievement, and
learner engagement. Moreover, gamification may enhance greater student involvement by
promoting active participation. Affordances such as interaction, collaboration, and competition
contribute to a more effective learning environment.

RQ4: What conclusions and recommendations have been proposed in the studies?

The proposed recommendations were directed toward three distinct groups: Gamification
designers, educators, and researchers. The distribution of these recommendations across the groups
is presented in Table 10.
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Table 10
Study Distributions Based on the Proposed Conclusions and Recommendations
Categories Recommendations Studies f
-Explore and implement new gamification mechanics Al, A3 2
-Provide opportunities for personalization in learning A10, T9 2
processes
-Design of customizable add-ons for the gamification T1, T14 2
platform
-Develop programs that incorporate the use of novel Al, A3, T15 3
methodologies and enhance existing programs in this
Gamification regard.
Designers -Give priority to learner interests and needs T9, T14 2
-Conduct needs analysis for gamification T9 1
-Emphasis on teamwork in earning badges Al5 1
-Compliance with visual design principles in T1 1
gamification design
- All player types are considered in gamification design T1 1
-Design gamification elements directly related to T5 1
targeted behaviors in experimental and practical designs
-Use gamification components along with different T13 1
learning environments
-Do not limit gamification to a certain period but use it 17 1
for the entire course.
-Create a competitive user environment T1, T14 2
Educators -Provide users with an orientation process that includes T1, T14 2
system introduction
-Determine suitable implementation strategies for A6 1
students in gamification systems that are adaptable.
-Adjust the difficulty levels of the gamification elements A10 1
according to the individuals’ competencies.
-The relationship between intrinsic and extrinsic T10, T12 2
motivation and gamification
-Investigate the effect of dashboards on academic Al18 1
achievement and motivation toward the course
-Conduct longitudinal studies to evaluate the impact of T12 1
gamification on achievement
R h -Conduct gamification research using larger samples A6, A8, All, Al4, 9
esearchers
A15,T1, T2, T3,
T15
-Use different data collection tools to investigate the Al7 1
effect of gamification.
-Evaluate each game mechanic separately to compare T6 1
the individual motivational effects
-Conduct longitudinal studies to identify potential A5 1

gamification mechanics

Table 10 systematically presents the recommendations drawn from studies examining the influence
of gamification in mobile learning. For gamification designers, the recommendations emphasize the
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exploration and integration of novel gamification mechanics, the personalization of learning
processes, and the customization of platform add-ons. Additional recommendations include the
development of programs that incorporate innovative methodologies, the enhancement of existing
programs, and the prioritization of learners’ interests and needs.

Recommendations for educators include the use of gamification components across different
learning contexts, the creation of a competitive user environment, and the extension of gamification
usage beyond a fixed time frame. Furthermore, educators are advised to identify the most suitable
adaptable gamification strategies for their students” needs and to adjust the levels of difficulty of
gamification elements accordingly. It is also recommended to provide users with an orientation
process that includes a system introduction.

For researchers, the most commonly cited recommendation is to conduct gamification research with
larger samples. Other recommendations for researchers include further investigating the
relationship between gamification and intrinsic and extrinsic motivation and examining the effects
of dashboards on student academic performance and course-related motivation. Additional
recommendations for assessing the impact of gamification on achievement include conducting
longitudinal studies and employing multiple data collection methods.

Discussion and Conclusions

This study analyzes research investigating mobile learning environments that incorporate
gamification technology. Specifically, the studies were analyzed according to methodological
trends, types of gamification elements and technologies employed, their effects on various outcome
variables, and the conclusions and recommendations presented. The analysis was conducted
through meta-synthesis, emphasizing the identified themes.

First, most studies on this topic are widely published in English. This reflects the global recognition
of gamification research. An analysis of studies by publication year shows that research in this field
began to emerge in 2010, when gamification first appeared in the literature. As mobile devices
gained popularity between 2013 and 2014, researchers started to combine mobile learning with
gamification. From 2015 onward, studies became increasingly common, with the highest research
volume occurring in 2018 and 2019. This trend indicates that the topic has received more attention
over the years, leading to a growth in knowledge about gamification and mobile learning.

Regarding data collection methods and tools, the most commonly used methods were
questionnaires, scales, performance tests, and interviews. Diaries, observation, and group discussion
were the least used data collection methods reported in the studies. It could be argued that
researchers mostly prefer conventional data collection methods, while some studies use new
approaches, such as system logs and learning data records. Regarding data analysis methods,
researchers mostly preferred quantitative data collection tools and descriptive analyses. The most
commonly employed quantitative analysis techniques were t-tests, ANCOVA, ANOVA, and
correlational analysis. This indicates that research did not devote enough attention to sophisticated
statistical analysis techniques that enable the testing of associations among various variables. These
methods may be used less often because they require specific conditions or data types, or because
the research questions are unsuitable for complex analyses.

Based on the results of the sample sizes, most of the studies favored a range of 1 to 50 participants,
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demonstrating that gamification research is typically conducted with smaller sample sizes. The
generalizability of the findings is limited in studies with small sample sizes, particularly those that
did not utilize experimental designs. To generalize the findings to a larger population, larger sample
sizes are needed, which allow researchers to obtain more complete results (Alabbasi, 2017, 2018;
Bovermann et al., 2018; Boyinbode, 2018; Lam et al., 2018).

Considering the gamification technologies, the learning management system (LMS) software is
preferred to a great extent. Researchers and instructors tend to profit from the capabilities and
functionality of these learning management systems, offering user-friendly interfaces, customizable
choices, interactive learning experiences, and ease of management (Cavus & Zabadi, 2014; Demir et
al., 2022).

The current research results imply that gamification can enhance mobile learning by positively
affecting various areas of the learning experience. Motivation, interest, involvement, participation,
academic success, perceptions, attitudes, interaction, and overall learning outcomes appear to be
positively impacted by gamified approaches. These findings align with earlier studies that
emphasize gamification as a valuable tool for enhancing student motivation and engagement,
impacting learning performance (Johnson et al., 2016; Lee & Hammer, 2011). However, some studies
have documented no significant effects of gamification on motivation, engagement, academic
performance, or learning outcomes (Bovermann et al., 2018; Hudiburg, 2016; Jacobs, 2016; Mese &
Dursun, 2018; Moreno, 2019; Sargent, 2017; Senocak, 2020; Tunga & inceoglu, 2020; Yasar, 2021).
These findings may be attributed to contextual factors, such as study design, demographic focus,
intervention duration, and the structure of particular gamification elements. These findings align
with those reported by Saleem et al. (2022). Nevertheless, the effectiveness of gamification varies
across contexts, highlighting the importance of careful design and the need for continued research
to better understand its educational impact. As discussed before, gamification enhances learner
engagement by increasing interest, motivation, and participation (Bovermann et al., 2018; Poondej
& Lerdpornkulrat, 2019; Su & Cheng, 2015). Features such as collaboration and competition further
promote social interaction and peer learning, highlighting gamification’s dual role as a motivational
and social tool for transforming mobile learning (Poondej & Lerdpornkulrat, 2019). In summary, the
evidence supports the view that gamification enriches the mobile learning experience by addressing
cognitive, motivational, and social aspects of learning, thereby fostering a more favorable learning
experience, which confirms the literature revealing similar effects (Nguyen, 2023).

The last question focuses on conclusions and recommendations. Studies highlight the importance of
implementing advanced gamification strategies and tailored experiences for students with different
needs in gamified learning contexts. This can be achieved by facilitating personalization and
providing customizable plugins, which might facilitate intrinsic motivation, engagement, and
learning (Ryan & Deci, 2000). Educators can use gamification strategies for various contexts,
incorporate them throughout their courses, and promote competition with adjustable difficulty
levels (Khaldi et al., 2023). Finally, researchers are advised to investigate intrinsic and extrinsic
motivation, the effects of dashboards, and perform long-term studies using a range of data collection
methods.

Implications

The findings of this study present educators, gamification designers, and researchers with the
following recommendations for promoting the incorporation of gamification into mobile learning
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and improving the efficacy of educational practices.
Implications for practice and research

First of all, it is reasonable to argue that gamification can be utilized in a diverse context, including
education, psychology, game design, and technology. to motivate people. Furthermore, educators
can utilize gamification not only for instructional purposes but also for other educational initiatives,
utilizing different elements (e.g., points, rewards, levels). Gamified assessment tools can be used by
educators for monitoring student progress, providing feedback, and identifying learning gaps.

The current study revealed that personalization is essential in gamification. Hence, using adaptive
gamification environments to address diverse learning preferences is suggested. Gamification
should be designed in a manner that is compatible with the learning outcomes; in other words, the
appropriateness of the content, context, and learning outcomes should be considered together to
lead to a better outcome. Although current research largely supports the positive influence,
researchers and practitioners should implement longitudinal evaluations to better understand its
sustained effects by exploring long-term outcomes, and this can be conducted with different groups
beyond undergraduate students. Gamification effectiveness can be measured using more
sophisticated data collection methods.

The current study has some limitations. The research is confined to studies published in Turkish or
English that provide full-text access, conducted from 2010, when the concept of gamification was
first introduced in the literature, to 2023. It includes only scientific articles or theses that align with
the inclusion criteria of the research and emphasizes studies accessible via the YOKTEZ database,
Google Scholar, ProQuest, and Web of Science. Additionally, the focus of the study is limited to
gamification research related to mobile learning within education, examining at least one of the
variables identified in this research.

In summary, the influence of gamification on mobile learning remains an active area. Collaboration
among researchers, educators, and technologists is essential to comprehensively explore its
potential. In this process, it is important to deepen understanding of gamification’s effects, develop
innovative strategies and methodologies, and enhance teacher training. Ultimately, such efforts can
make mobile learning more effective, engaging, and successful.
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OZET

MAKALE BILGISi

Mobil cihazlar 6grenme igin bir¢ok fayda sunmakla birlikte odaklanma ve dikkat
tizerinde olumsuz etkilere de neden olabilmektedir. Son yillarda giderek popiiler hale
gelen mobil Ogrenmede oyunlastirma yaklasimi, Ogrencilerin motivasyonunu
desteklemek ve ilgisini siirdiiriilebilir kilmak i¢in kullanilabilir. Konuyla ilgili gecmiste
yapilan meta-analiz calismalari, oyunlastirmanin 6grenme ciktilar tizerindeki etkilerini
ortaya koymustur. Ote yandan, oyunlagtirmanin mobil 6grenme iizerindeki etkilerini
tam olarak anlamak ve sundugu olanaklar1 belirlemek icin daha fazla arastirmaya
ihtiyag vardir. Bu calisma, mobil 6grenmede oyunlastirma unsurlariin 6grencilerin
katilimi, motivasyonu, akademik basarisi, etkilesimi ve tutumlari tizerindeki etkilerini
incelemekte ve bu unsurlarin etkili bicimde nasil uygulanabilecegini belirlemeyi
amaglamaktadir. Calisma kapsaminda, 2010-2023 yillar: arasinda yayimlanan 15 tez ve
19 makale meta-sentez yontemiyle analiz edilmistir. Tezler Yiiksekogretim Kurulu
Ulusal Tez Merkezi (YOKTEZ) ve ProQuest veri tabanindan, makaleler ise Web of
Science ve Google Scholar veri tabanlarindan elde edilmistir. Bulgular, 20182019
yillarinda oyunlastirma konulu arastirmalarda belirgin bir artis oldugunu
gostermektedir. Incelenen galigmalarda, dzellikle oyunlagtirilmis 6grenme yonetim
sistemlerinin &neminin vurgulandig1 goriilmiistiir. Genel olarak, oyunlastirmanin
mobil 6grenmede incelenen degiskenlerin ¢ogu iizerinde olumlu ve istatistiksel olarak
anlamli bir etkisi oldugu belirlenmistir. Arastirma sonuclarina gore, egitimciler,

oyunlastirma tasarimcilar1 ve akademisyenler igin gesitli Oneriler sunulmustur.
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Giris

Son yillarda bilgi teknolojilerinde yasanan hizli gelismeler, egitim alaninda yeni yaklagimlarin
ortaya ¢ikmasimna zemin hazirlamistir. Bu baglamda mobil 6grenme, zamandan ve mekandan
bagimsiz bigimde erisilebilen, siirdiiriilebilir 6grenme ortamlarinin olusmasina olanak saglamis
(Milrad ve digerleri, 2013; Wong ve digerleri, 2012) ve stirekli egitimi destekleyerek yasam boyu
O0grenme siirecine onemli bir ivme kazandirmistir (Bozkurt, 2015).

Mobil cihazlar, gelismis 6grenme stratejilerinin uygulanmasma imkan taniyan etkili araglardir.
Oyunlastirma ise, oyun 6gelerinin oyun disi ortamlarda kullanici deneyimini ve katilimini artirmak
amaciyla kullanilmasmi ifade eden bir yaklagimdir. Bu yaklagim, motivasyonu desteklemek ve
Oogrenen ilgisini slirdiirmek amaciyla mobil Ogrenme ortamlarinda etkili bir bigimde
kullanilabilmektedir (Deterding, Dixon ve digerleri, 2011; Deterding, Sicart ve digerleri, 2011). Her
ne kadar bir¢ok arastirma oyunlastirmanin 6grenen motivasyonunu artirabilecegini ortaya koysa da
bu uygulamanin 6grenciler ve 6grenme ortamlar: tizerindeki etkileri hentiz tam olarak agikliga
kavugturulamamugtir (Antonaci ve digerleri, 2019; Dicheva ve digerleri, 2015; Looyestyn ve
digerleri, 2017). Ozellikle mobil &grenme baglaminda mevcut alan yazinda bu konudaki
smirliliklarin - belirgin oldugu goriilmektedir. Oyunlastirma stratejisinin mobil ortamlarda
kullanimina iliskin gergek etkilerin ortaya konulabilmesi igin ilgili arastirmalarin sistematik bigimde
incelenmesi ve bulgularin biitiinciil olarak sentezlenmesi gerekmektedir. Bu dogrultuda, bu ¢alisma
mobil 6grenmede oyunlagtirmanin kullanimina iligkin literatiirii meta-sentez yontemi ile incelemeyi
ve oyunlastirma Ogelerinin mobil Ogrenme ortamlar1 ile uygulamalarda etkili bigimde
kullanilabilmesi icin dikkate alinmasi gereken temel unsurlari belirlemeyi amaglamaktadir.

Literatiir taramasi

Mobil 6grenme, bireylerin 6grenme gereksinimlerini giyilebilir ya da taginabilir teknolojiler
araciligryla karsilamayz; etkilesimli ve is birligine dayali 6grenme ortamlar: sunmay1 ve 6grenme
icerigine zamandan ve mekandan bagimsiz bigimde erisim saglamay1 amaglayan bir yontem olarak
tanimlanmaktadir (Gikas ve Grant, 2013; Park, 2011). Mobil 6grenmenin baslica avantajlar1 arasinda
maliyetlerin azaltilmasi, 6grenme firsatlarinda esitligin desteklenmesi ve bigimsel resmi ile gayri
resmi 6grenme ortamlar arasinda koprii kurulmasi yer almaktadir (Sung ve digerleri, 2016).

Mobil 6grenme, 6grencilerin zaman ve mekan simirlamasi olmaksizin bilgi ve beceri edinmelerine
olanak tanimaktadir (Fisher ve Baird, 2006). Bu yoOntem sayesinde Ogrenciler, 6grenme
materyallerine daha hizli erisebilmekte ve 6grenme deneyimlerini kisisel gereksinimlerine gore
uyarlayabilmektedir. Mobil 6grenme materyalleri; mobil uygulamalar, videolar, podcast’ler ve
ogrenme yonetim sistemleri gibi gesitli dijital araglar araciligryla sunulabilmektedir (Gikas ve Grant,
2013). Bununla birlikte, mobil cihazlarin 6grenme siireglerinde kullanimi bazi1 olumsuzluklar: da
beraberinde getirebilmektedir. Ozellikle cihazlarn uygun olmayan bi¢imde kullanimi, dikkat
dagmikhigma ve odak kaybmna yol agabilmektedir (Kilis, 2013; Lahiri ve Moseley, 2012).
Arastirmalar, dijital dikkat dagimiklig1 yasayan 6grencilerin daha az not tuttuklarinmi ve akranlarina
kiyasla 6grenmeye daha diisiik diizeyde katilim gosterdiklerini ortaya koymustur. Bu durum,
egitimcileri dijital dikkat daginiklig1 konusunu daha ciddiyetle ele almaya yonlendirmistir (Flanigan
ve digerleri, 2023). Bu baglamda, 6grencilerin 6zellikle bireysel 6grenmenin 6n plana ¢iktig1 mobil
ogrenme ortamlarinda etkin katilm gostermeleri gerekmektedir. Alan yazinda, mobil 6grenmede
surdiiriilebilirligi artirmak ve dikkat dagimkliginin olumsuz etkilerini azaltmak amaciyla
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oyunlastirma yaklastminin kullanilmasina yonelik ¢alismalarin arttig1 gortilmektedir.

Egitimde oyunlastirma, kullanicilar1 motive etmek ve siirece aktif olarak dahil etmek amaciyla
puanlar, rozetler ve liderlik tablolar1 gibi oyun ogelerinin oyun dig1 sistemlere entegre edilmesi
olarak tanimlanmaktadir. Oyunlastirma yaklasimi, 6grencilerin 6grenme siirecine etkin bigcimde
katilimini saglamak icin egitsel etkinliklerde oyun benzeri deneyimlerden yararlanir. Bu baglamda,
oyunlarm oyunculari siirecin i¢ine gekme bicimine benzer sekilde, 6grencilerin de 6grenme siirecine
aktif katilim gostermeleri hedeflenmektedir (Dichev ve Dicheva, 2017, Huang ve digerleri, 2020).
Oyunlagtirma, egitsel siireclere oyun ogelerini (liderlik tablolari, puanlar, rozetler, zaman
siirlamalar1), oyun diisiincesini (rekabet, is birligi, kesif, hikaye anlatim1) ve oyun mekanigini
(puanlama, 6diil sistemi, gorev tamamlama vb.) dahil etmeyi igermektedir (Kapp, 2012). Tam
anlamiyla bir “oyun” olmamakla birlikte, 6diil, rekabet, is birligi, puan ve gorev gibi unsurlar
aracihigiyla oyun dis1 etkinlikleri daha cekici ve motive edici hale getirebilmektedir (Huang ve
digerleri, 2020).

Oyunlagtirma, aktif 6grenmeyi tesvik etmek amaciyla mobil platformlarda yaygmn bicimde
kullanilmaktadir. Kahoot, Quizizz, Google Forms, Flubaroo, Padlet ve Mentimeter gibi araglar,
degerlendirme siireclerinde kullanilarak 6grenme ortamlarma ilgi gekici ve rekabetci bir nitelik
kazandirmaktadir (Orhan Goksiin ve Giirsoy, 2019). Ogretmenler, cesitli eklentiler ve araglar
araciligiyla Moodle gibi O0grenme yonetim sistemleri iizerinde oyunlastirilmis etkinlikler
tasarlayabilmektedir. ~ClassDojo, 0gretmenlerin 06grenci davraniglarmi  izlemelerine ve
belgelemelerine olanak taniyan, oyunlastirma Ogelerini iceren bir smif yonetim araci olarak one
¢ikmaktadir. Benzer sekilde, Genially platformu da oyunlastirilmis igeriklerle zenginlestirilmis
multimedya O0gretim materyalleri gelistirmek amaciyla kullanilan gevrimici bir aractir (Bozi¢ ve
digerleri, 2024).

Mobil 6grenmede oyunlastirmanin etkisi, bir¢ok arastirmada kapsamli bi¢cimde incelenmistir.
Hasegawa ve digerleri (2015), dil 6grenme yazilimina oyunlastirma ogeleri entegre etmis ve bunun
ogrencilerin motivasyonunu ile dil 6grenme verimliligini artirdigim1 ortaya koymustur. Benzer
sekilde, Sauerland ve digerleri (2015) de oyunlastirma uygulamalarinin yabanci dil derslerinde
ogrencilerin eglenerek siirece aktif bigimde katilmalarmi sagladigini belirtmistir. Pechenkina ve
digerleri (2017), bir mobil 6grenme uygulamasina entegre edilen oyunlastirmanin akademik basar:
ve Ogrenci katilimi iizerindeki etkisini incelemis ve uygulamanin performans puanlarini anlamh
bigimde artirdiginmi rapor etmistir. Wu (2018), dort farkli mobil 6grenme dersini karsilagtirmis ve
oyunlagtirmanin 6grencilerin en yiiksek 6grenme performansina ulagmalarmi kolaylagtirdigini
gostermistir. Cassano ve digerleri (2019), bir e-6grenme platformunu oyunlastirilmis bir mobil
uygulama ile destekleyerek 6grencilerin performanslarin1 6grenme analitigi aracilifiyla izlemistir.
Arastirma sonucunda, kullanilabilirlik ve kullanici kabulii agisindan olumlu geri bildirimler elde
edilmistir. Aydin (2021) ise oyunlastirmanin farkli degiskenler tizerindeki etkisini incelemis; 87
meslek ytiksekokulu 6grencisine 11 haftalik oyunlastirilmis bir egitim programi uygulamis ve bu
yaklasimin 6grencilerin derse aktif katilimini ve devamini artirdigini belirlemistir. Sailer ve Homner
(2020) tarafindan yiiriitiilen kapsamli bir meta-analiz ¢alismasi, oyunlastirmanin biligsel,
davranigsal ve motivasyonel ¢iktilar tizerinde kiigiik ancak olumlu bir etkiye sahip etkili bir 6gretim
stratejisi oldugunu ortaya koymustur. Calismada, davranissal ¢iktilar agisindan oyun kurgusunun
entegrasyonu ve is birligine dayali sosyal etkilesimin 6nemli moderator degiskenler oldugu
belirlenmistir. Benzer bicimde, Huang ve digerleri (2020) tarafindan gerceklestirilen bir diger meta-
analiz, oyunlastirmanin 6grenme c¢iktilar1 tizerinde kiigiik ila orta diizeyde olumlu bir etkisi
bulundugunu gostermistir. Bu ¢alismada, gorevler, misyonlar ve modiiller ile is birligi dgelerinin;
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liderlik tablolari, puanlar ve rozetler gibi sik kullanilan puanlama dgelerine kiyasla daha ytiksek etki
potansiyeline sahip oldugu sonucuna ulasilmistir. Ayrica, 0grenci diizeyi ve konu alaninin,
oyunlastirma tasariminda dikkate alinmasi gereken 6nemli faktorler oldugu vurgulanmustir.

Problem Durumu

Gilintimiizde geng¢ kusaklar mobil cihazlar1 yaygin bicimde kullanmaktadir. Bu durum, egitim
stireclerine mobil uygulamalar araciigiyla oyunlastirma unsurlarinin entegre edilmesini
kolaylastirmaktadir. ~Arastirmalar, oyunlastirmanin 6grenme ortamlarinda o6grencilerin
motivasyonunu artirdi§ini  gostermektedir. Bununla birlikte, oyunlastirmanin 6grencilere ve
O0grenme siireclerine etkilerini tam olarak ortaya koyabilmek igin yapilacak ek c¢alismalar, bu
yontemin sundugu pedagojik ve teknolojik imkanlarin daha iyi anlasilmasina katk: saglayacaktir
(Antonaci ve digerleri, 2019; Looyestyn ve digerleri, 2017). Literatiirdeki meta-analiz ¢aligmalari,
farkli baglamlarda oyunlastirmanin 6grenme ¢iktilar tizerindeki genel etkilerine iliskin 6nemli
bulgular sunmaktadir (Huang ve digerleri, 2020; Sailer ve Homner, 2020). Ancak bu ¢alisma, farkl
bir yontemsel yaklasim olan meta-sentez yontemini benimsemektedir. Ayrica, oyunlastirmanin
genel etkilerini incelemek yerine, Ozellikle mobil Ogrenme ortamlarindaki etkilerine
odaklanmaktadir. Mevcut literatiiriin kapsamli bicimde analiz edilmesi, mobil 6grenme
ortamlarinda kullanilan oyunlastirma unsurlarinin daha derinlemesine anlagilmasina ve bu alanda
ylriitiilecek yeni aragtirmalarin gelistirilmesine olanak saglayacaktir.

Bu dogrultuda gerceklestirilen meta-sentez ¢alismasi, oyunlastirmanin mobil 6grenme tizerindeki
etkilerine yonelik arastirmalardaki egilimleri ortaya koymay: amacglamaktadir. Elde edilen
bulgularmn, literatiire hem kuramsal hem de wuygulamali diizeyde katkilar sunacag:
diistintilmektedir. Farkli arastirmalardan elde edilen verilerin biitiinlestirilmesi, oyunlastirmanin
mobil O6grenme {iizerindeki etkilerine ve bu yaklasimmn oOgretim siireclerine nasil entegre
edilebilecegine iligskin genis bir bakis agis1 saglamaktadir.

Arastirma Sorular:

Oyunlagtirma Ogeleri kullanilan mobil 6grenme ortamlarini ve uygulamalari degerlendiren
calismalarda;

Arastirma Sorusu 1 (AS1): Calismalarin dagilimi asagida ele alinan degiskenlere gore nasildir?
a. Yayin tiird,

b. Yaymn yils,

c. Yontem,

d. Veri toplama araclari,

e. Calisma 6rneklemi?

AS2: Hangi tiir oyunlastirma dgeleri ve teknolojiler kullanilmaktadir?

AS3: Oyunlastirma ve oyun ogeleri bilissel ve duyussal ¢iktilar1 nasil etkilemektedir?

AS4: Calismalarda hangi sonuglar ve 6neriler sunulmustur?
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Yontem

Bu ¢alismada, arastirma problemi dogrultusunda nitel bir arastirma yaklasimi olan meta-sentez
yontemi kullanilmistir. Meta-sentez, incelenen arastirmalardan elde edilen bulgular1 bir araya
getirerek daha yiiksek bir soyutlama diizeyinde anlamli ¢ikarimlar yapmay1 amacglayan bir
yontemdir. Bu yoniiyle meta-sentez, belirli bir konuya iliskin yapilan geleneksel nitel literatiir
taramalarina kiyasla, konuyu daha kapsamli ve biitiinciil bir bakis agisiyla ele alma olanag1 sunar
(Gewurtz ve digerleri, 2008).

Veri Toplama Siireci

Bu aragtirmanin 6rneklemini, 2010-2023 yillar1 arasinda mobil 6grenme iizerinde oyunlagtirmanin
etkisini incelemek tizere se¢ilmis toplam 34 ¢alisma olusturmaktadir. Bu ¢alismalarin 19'u makale,
15’1 ise yiiksek lisans ve doktora tezi niteligindedir. Tezlere ulasmak i¢in YOKTEZ ve ProQuest veri
tabanlar1; makalelere ulagsmak igin ise Web of Science ve Google Scholar kullanilmistir. Belirlenen
zaman araliginda, veri tabanlarmin filtreleme Ozelliklerinden yararlanilarak anahtar kelimeler
iizerinden aramalar gerceklestirilmistir. Bu kapsamda, veri tabanlarinda “mobil”, “oyunlastirma”,
“oyunlastir”, “mobil O0grenme” gibi anahtar kelimeler ve bunlarin gesitli kombinasyonlar:
kullanilmasgtir.

Arastirmaya dahil edilecek calismalari belirlemek i¢in dahil etme ve hari¢ tutma Olglitleri
olusturulmustur. Dahil etme 6l¢litleri sunlardir: 2010-2023 yillar1 arasinda ulusal veya uluslararas:
olgekte yapilmis olmasi, Tiirkge veya Ingilizce dilinde yazilmis olmasi, tam metnine erisilebilir
olmasi, geleneksel, hibrit, ¢evrimigi, uzaktan veya mobil 6grenme araglarim1 kullanmasi ve
oyunlastirma unsurlarini igermesidir. Harig tutma 6lgtitleri ise tam metnine ulasilamayan ¢alismalar
ve bu arastirmada incelenen degiskenleri (katilim, motivasyon, tutum, etkilesim, 6grenme diizeyi
ve akademik basar1) kapsamayan ¢alismalar olarak belirlenmistir.

Calismanin analizi 1 Kasim 2022 tarihinde baslatilmistir. Belirlenen anahtar kelimelerle yapilan
taramalarda YOKTEZ ve ProQuest veri tabanlarinda 178 tez bulunmustur. On degerlendirme
sonrasinda 46 tez belirlenmis, ek degerlendirmeler sonucunda ¢alismaya dahil edilecek tez calismasi
sayist 15 olarak belirlenmistir. Google Scholar ve Web of Science veri tabanlarinda yapilan makale
taramasinda 283 sonug elde edilmistir. On inceleme sonrasinda 54 makale belirlenmis ve bunlardan
19’u dahil etme Olgiitlerini karsilamistir. Sonug olarak, bu ¢alisma kapsaminda 19 makale ve 15 tez
olmak tizere toplam 34 ¢alisma analiz edilmistir.

Veri analizi, giivenirlik ve gecerlik

Calismanin verileri, tematik sentez yontemi kullanilarak analiz edilmistir. Tematik sentez, nitel
arastirma bulgularimi kapsaml bir sekilde analiz etmek igin kullanilan bir stratejidir. Bu yontem,
verilerin kategorize edilmesini, temalarin ve alt temalarin belirlenmesini ve elde edilen bulgularin
biitiinlestirilerek bir sentez olusturulmasimi igerir (Thomas ve Harden, 2008). Analiz edilen
calismalar, mevcut ¢alismanin arastirma sorulari temel alinarak tablolar halinde kategorize
edilmistir. Calismada, mobil 6grenme ortamlarina oyunlastirma 6zelliklerinin entegrasyonu igin
Oneriler sunmak amaciyla Werbach ve Hunter (2015) tarafindan oOnerilen piramit modeli
kullanilmastir.

Meta-sentez calismalarinda gecerlilik ve giivenilirligi saglamak icin, arastirma hedeflerinin agik bir
sekilde belirtilmesi, ¢calismalara dahil edilme kriterlerinin tanimlanmas: ve kullanilan yontem ile
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orneklem ozelliklerinin ayrintili olarak aciklanmasi gerekmektedir. Kodlama ve tema olusturma
stireci detayli bir sekilde agiklanmalidir. Kodlamanin farkli uzmanlar tarafindan gézden gecirilmesi,
calismanin giivenilirligini artirabilir (Bondas ve Hall, 2007; Miles ve Huberman, 1994). Bu ¢alismada,
arastirma amaci ile verilerin elde edilme ve analiz edilme siireci ayrintili olarak agiklanmistir.
Incelenen makalelerdeki bulgular, sistematik bir arastirma yiiriitmek amaciyla elektronik tablo
programi kullanilarak kaydedilmistir. Boylece veri kayb1 riski en aza indirilmistir. Kapsamli bir veri
analizinin ardindan, bir uzman Ogretim tiiyesi bulgular1 degerlendirmistir. Uzman goriisii
dogrultusunda gerekli diizenlemeler yapilmis ve raporlama siireci tamamlanmistir. Bu siireg
boyunca incelenen calismalarin bulgular: tekrarli ve siirekli olarak gozden gecirilmis ve veri
tutarlilig saglanmstr.

Bulgular

AS1: Calismalarin yontemsel egilimlere gore dagilimlar: nasildir?
Calismalarin Tiirlerine Gore Dagilimlar

Meta-senteze, sekiz yiiksek lisans tezi, yedi doktora tezi ve 19 makaleyi igeren toplam 34 calisma
dahil edilmistir. Calismalarin sayis1 ve dagilimi Sekil 1’de gosterilmistir:

Sekil 1

Calismalarin Tiirlerine Gore Dagilim

M Yiksek lisans tezleri B Doktora tezleri

B Makaleler

Kullanilan Dile Gére Calismalarin Dagilimi

Meta-senteze dahil edilen 34 ¢alisma igerisinde, 19 makalenin 17’si, sekiz yiiksek lisans tezinden ikisi
ve yedi doktora tezinden besi Ingilizce olarak yazilmistir. Sekil 2, aragtirmalarm dillerine gore
dagilimini gostermektedir.
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Sekil 2

Kullanilan Dile Gore Calismalarin Dagilim

20

15

10

B Tlrkce

5 l ingilizce
0 I I

Makaleler Yuksek lisans Doktora
tezleri tezleri

Yayin Yilina Gore Calismalarin Dagilim
Meta-senteze dahil edilen ¢alismalarin yayn yillarina gore dagilim, Sekil 3'te grafikte gosterilmistir.

Sekil 3
Yayin Yilina Gore Calismalarin Dagilimi
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2013 y1lindan 6nce mobil 6grenmede oyunlastirma ¢alismalarina dair uygun bir yayin bulunmadig:
icin grafikte yer almamistir. Sekil 3 incelendiginde, bu konudaki arastirmalarin 2018 ve 2019
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o N B O 0

2015 ummm

I W Calisma sayisi
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2013 gm

yillarinda belirgin bir artis gosterdigi agikga goriilmektedir.
Arastirma Yontemlerine Gore Calisma Dagilimlar

Sekil 4, incelenen ¢alismalarin arastirma yontemlerine gore dagilimini gostermektedir.
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Sekil 4

Arastirma Yontemlerine Gore Calismalarin Dagilimi

14
12

10
M Aragtirma Yontemi

Grafige gore en sik kullanilan yontemin nicel arastirma oldugu (n=19), daha sonra en sik kullanilan
yontemin 12 aragtirma ile karma yontem oldugu goriilmektedir. Anket, vaka calismas1 ve
korelasyonel desenler ise en az kullanilan yontemler olup her biri yalnizca birer kez tercih edilmistir.

Calismalarin Kullanilan Veri Toplama Araglarina Gére Dagilin

Tablo 1, galismalarda kullanilan veri toplama araglarinin ve bu araglara karsilik gelen yayin
kodlarmin dagilimin gostermektedir.

Tablo 1

Kullanilan Veri Toplama Yontemi ve Araglarina Gore Calismalarin Dagilimi

Veri Toplama Kullanilan Olciim Araclar Caligmalar f
Yontemi
Anket Alg M1, M3, Te, T10 19
Degerlendirme M4, M6, M19
Icsel motivasyon T10
Hedef yonelimi M5
Ogrenci goriisii M8, M9
Deneyim M10, M13, M17
Oyunlagtirma degerlendirmesi M1i2
Katilim M16
Ogrenci memnuniyeti M16
Ogretim yontemleri ve motivasyon T3
Oyunlagtirma incelemesi T8
Olgek Ogrenme stilleri M2 18
Anlamli 6grenme M2
Motivasyon M3, T9, T12
Cevrimici 6grenmeye hazir bulunusluk M14
Tutum M14, T7
Rozet etkisi M15
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Sistem kullanilabilirligi M15
Akademik 0z-diizenleme M15
Ogretim araglar1 kullanim motivasyonu M17
Oryantasyon T5
Oyuncu tiirleri T9
Yabanci dil 6grenme motivasyonu T11
Ogrenci katilim1 T12
Motivasyon ve 6z diizenleme T14
Mobil 6grenme araci kabul T14
Test Basari testi M1, M7, M17, M19, T1, Te, T8, 13
T11, T12, T13, T14, T15
Yeterlilik testi M13
Gortisme Yar1 yapilandirilmis goriisme M1, M3, M10, M11, M14, M17, T1, 16
T2, T4, T14, T15
Odak grup goriismesi M10, M17, T11
Gortisme formu T12
Ders degerlendirme formu T14
Sistem Veri Sistem giinliigii M7, M9 8
Gunligii @grenme verisi kaynaklari M15, M18, T1, T2, T8, T12
Giinliikler Ogrenci giinliikleri M11, T2
Gozlem Saha gozlemi T2 1
Grup Tartismasi Tartisma M4 1

Tablo 1, veri toplama yontemleri arasinda en sik kullanilanlarin anketler (f = 19) ve 6lgekler (f = 18)
oldugunu gostermektedir. Bu yontemleri goriismeler (f = 16) ve testler (f = 13) izlemektedir. Sistem
kayitlari, giinliikler, gozlemler ve tartismalar gibi diger yontemler ise daha az kullanilmaktadir.

Sonuglar, arastirmalarda nicel ve nitel yontemlerin birlikte kullanildigini ortaya koymaktadir.

Calismalarin Veri Analiz Yontemlerine Gore Dagilim

Tablo 2'de, calismalarin kullandiklari veri analiz yontemlerine gore dagilimi yer almaktadur.

Tablo 2

Calismalarin Veri Analiz Yontemlerine Gore Dagilimi

Analiz YOntemi

Calismalar f
Betimsel analizler M4, M6, M8, M12, M14, T1, T2, T4, 12
T8, T9, T10, T14
Nitel analizler 1(;erik analizi M10, M14, M17, T1, T2, T4, T11, 9
T12, T14

Nicel analizler Korelasyon analizi M2, M7, M17, T3, T9 5
Varyans analizi (ANOVA) M2, M15, M17, T8, T9, T13 6

Kovaryans analizi (ANCOVA) M1, M2, M3, M11, T12 5

t-testi M5, M10, M12, M16, M17, T1, T4, 14

T5, T6, T7, T8, T10, T12, T14
Wilcoxon testi M5, M18, T1, T11, T15 5
Kismi En Kiiciik Kareler yontemi M13 1
(Partial Least Square — PLS)
Cok degiskenli varyans analizi M15, T3, T4 3

(MANOVA)
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Regresyon analizi M15, T4, T9, T10 4
Mann-Whitney U testi M19, T1, T5, T11, T15 5
Temel bilesenler analizi (Principal T3 1

Component Analysis — PCA)
Ki-kare testi (Chi-square) T5 1

Tablo 2’ye gore, veri analizi yontemleri arasinda en ¢ok kullanilan yontem t-testi olmustur. Betimsel
analiz 12 ¢alismada kullanilmistir. Bunu takiben, igerik analizi ve varyans analizi (ANOVA) en sik
tercih edilen ikinci yontem olarak yer almaktadir. Buna karsilik, Kismi En Kiigiik Kareler (PLS)
analizi, Temel Bilesenler Analizi (PCA) ve Ki-kare testi veri analizinde en az tercih edilen yontemler
olmustur.

Orneklem Diizeyi ve Orneklem Biiyiikliigiine Gore Calismalarin Dagilimi

Tablo 3, incelenen calismalarin Orneklem diizeylerini ve bu ¢alismalara ait yaym kodlarim
gostermektedir.

Tablo 3
Orneklem Diizeyine Gére Calismalarn Dagilimi
Orneklem Diizeyi Calismalar f
Ilkokul M1, M3 2
Ortaokul M2, M11, T15 3
Lise T13 1
Meslek yiiksekokulu (MYO) T14 1
Lisans M4, M5, M7, M10, M12, M13, M14, M15, M16, M17, M18, M19, 19
T1, T2, T3, T6, T7, T11, T12
Lisansiistii Me, T4
Diger M8, M9, T5, T8, T9, T10

Tablo 3 incelendiginde, oyunlastirma arastirmalarinin agirlikli olarak lisans diizeyinde yiirtitildagi
goriilmektedir. Bu kategoride yer alan 19 galismanin 12’si makale, kalan 7’si ise tez olarak
siiflandirilmistir. “Diger” 6rneklem grubunda ise uygulama kullanicilari ve sirket galisanlar yer
almaktadir.

Incelenen calismalarin rneklem biiytikliiklerine iliskin sonuglar ve bu ¢calismalara ait yayin kodlar:
Tablo 4’te sunulmustur.

Tablo 4
Orneklem Biiyiikliigiine Gére Calismalarin Dagilim:
Orneklem Buytikligi Calismalar f
1-50 M2, M5, M6, M8, M14, M18, T1, T2, T4, T5, T6, T11 12
51-100 M9, M10, M11, M12, M17, M19, T12, T14, T15 9
101-250 M1, M3, M13, M15, M16, T3, T7, T10, T13 9
251-500 M4, M7 2
501-999 T8 1
1000 ve tizeri T9 1
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Tablo 4’te, incelenen arastirmalarda orneklem biytikliginiin 1 ila 50 kisi arasinda degistigi
goriilmektedir. Bu kategoride, on iki ¢alismanin yaris1 makale, diger yarisi ise tezdir. Bulgular, 500
veya daha fazla katilimciya sahip arastirmalarin en az sayida oldugunu gostermektedir.

AS2: Calismalarda hangi tiir oyunlastirma égeleri ve teknolojileri kullamlmaktadir?
Oyunlastirma Ogelerine Gore Calismalarin Dagilim

Tablo 5, calismalarda kullanilan oyunlastirma ogelerini gostermekte ve bu ogeleri ii¢ ayr1 grupta
siiflandirmaktadir: bilesenler (components), mekanikler (mechanics) ve dinamikler (dynamics).
Tabloda her bir 6geye iliskin ¢alisma kodlari1 ve galisma sayilari da sunulmustur.

Tablo 5
Oyunlagtirma Ogelerine Gére Calismalarin Dagilimi
Oyunlagtirma Ogeleri Calismalar f
Bilesenler Puanlar M5, M6, M7, M8, M9, M10, M11, M13, M16, M17, 21
M18, T1, T5, T6, T7, T9, T11, T12, T13, T14, T15
Seviyeler M1, M7, M9, M10, M13, M16, M17, T3, T5, T6, T7, T8, 16
T10, T12, T13, T14
Rozetler M3, M4, M5, M6, M7, M8, M9, M10, M14, M15, M16, 22
M17,T1, T2, T3, Te, T7, T9, T11, T12, T13, T14
Liderlik tablolar M3, M5, M6, M7, M8, M9, M10, M11, M12, M13, M16, 21
M17, M18, T1, T8, T9, T11, T12, T13, T14, T15
Basarimlar M9, T13 2
Zaman / Takvim M17, T10, T15 3
Avatar T4, T14 2
Hedef veya Gorev M2, M19, T14 3
Hediyelesme M11, M12, M17, T7, T10, T13 6
Sanal tirlinler M5 1
Mekanikler Meydan okumalar M2, T8, T11 3
Rekabet M2, M13, M17, M19, T10, T13 6
Geri bildirim M2, M6, M10, M17, M19, T2, T4, T10, T13, T14 10
Odiiller M11, M12, M17, T7, T10, T13, 6
Sans T10 1
Dinamikler Ilerleme M1, M4, M10, M14, M17, T1, T2, T4, T13 9
Kisitlamalar T13 1
Anlatilar M2, T4, T10 3
Iliskiler T13 1

Tablo 5 incelendiginde, analiz edilen ¢alismalarda en sik kullanilan oyunlastirma bilesenlerinin
“rozetler”, “puanlar” ve “liderlik tablolar1” oldugu goriilmektedir. Buna kargilik, “sanal esyalar” ve
“avatarlar’in ise en az uygulanan bilesenler arasinda yer almaktadir. Bu bilesenlere sirasiyla
yalnizca bir ve iki ¢calismada rastlanmistir. Oyun mekanikleri baglaminda ise en yaygin uygulanan
mekanigin “geri bildirim” oldugu (10 ¢alisma) tespit edilmistir. Bunu altisar ¢alismada goriilen
“odiiller” ve “rekabet” mekanikleri takip ederken, “sans” mekanigine yalnizca bir ¢alismada yer
verildigi gozlemlenmistir. Oyun dinamikleri igerisinde ¢énemli bir konuma sahip olan “ilerleme”
mekaniginin ise dokuz ¢alismada kullanildig1 saptanmistir. “Hikayeler”, “kisitlamalar” ve “iliski
dinamikleri” gibi diger mekaniklerin ise daha seyrek olarak uygulandig: goriilmiistiir. Genel olarak,
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incelenen calismalarin ¢cogunlukla iki veya daha fazla oyunlastirma 6gesini bir arada kullandigs, en
yaygin kombinasyonun ise puanlar, seviyeler, rozetler ve liderlik tablolarindan olustugu tespit
edilmistir.

Oyunlastirma Teknolojileri Uzerine Calismalarin Dagilim

Bu boliimde, incelenen calismalarda kullanilan oyunlastirma teknolojilerine iliskin bulgular
sunulmaktadir. Tablo 6, bu teknolojilerin tiiriinii (mobil veya web) ve ilgili ¢alisma kodlarmi
belirterek genel bir bakis saglamaktadir.

Tablo 6
Oyunlagtirma Teknolojileri Uzerine Caligmalarin Dagilima
Oyunlastirma Teknolojileri Mobil Web Calismalar f
Versiyon  Versiyon
Mobil oyunlastirma 6grenme v M1, M3 2
sistemi
Mobil 6grenme uygulamasi v M2 1
Moodle v v M4, M10, M14, M15, M16, M17, M18, 12
T1, T2, T5, T6, T13
Coursera v v M5 1
Udacity v M5 1
edX v v M5 1
TalentLMS v v M6, M8, T12 3
Mobil Ingilizce Kelime v v M9 1
Ogrenme Sistemi (EVOLS)
Edmodo v v M11 1
Kahoot v v M7, M12, M19, T11, T15 5
Cuadernia v M19 1
Quizizz v v M19 1
Socrative v v M19, T11 2
Blackboard v v T3 1
Oyunlastirilmis kodlama v T7 1
uygulamasi
Quizgame v v T8 1
Anadolum eCampus v T9 1
Duolingo v v T11 1
ClassDojo v v T11 1
Classcraft v v T14 1
Canvas LMS v v T4 1

Tablo 6 incelendiginde, oyunlastirmanin popiilaritesinin artmasina bagli olarak ¢ok sayida mobil ve
web uygulamasinin gelistirildigi goriilmektedir. Incelenen calismalarda web tabanli uygulamalar,
mobil uygulamalar veya her iki teknolojiden birlikte yararlanilmistir. Ozel bir mobil siiriimii
bulunmayan, ancak web platformlar1 aracilifiyla mobil cihazlardan erisilebilen uygulamalar da
calisma kapsamina dahil edilmistir. "Moodle", 12 ¢alismada kullanilmis olup en popiiler
oyunlastirma teknolojisi oldugu tespit edilmistir. Bes ¢alismada hem mobil hem de web tabanl
"Kahoot!" teknolojisinden yararlamildig1 goriilmiistiir. Iki calismada "Mobil Oyunlastirma Ogrenme
Sistemi" kullanilmis, bir calismada ise "Mobil Ogrenme Uygulamasi" tercih edilmistir. Bazi
calismalarda birden fazla uygulamanin bir arada kullanildig1 gézlemlenmekle birlikte, cogunlukla
tek bir uygulamadan yararlanildig1 belirlenmistir. Arastirmalarda Ogrenme Y&netim Sistemleri‘ne
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(LMS) yonelik teknolojilerden siklikla faydalanildig1 dikkat cekmektedir. Ozellikle "Moodle" ve
"Talent LMS"in ¢alismalarda yaygin olarak tercih edilen LMS'ler arasinda yer aldig1 gortilmiistiir.
Bu durum, arastirmacilarin ve egitimcilerin 6grenme y6netim sistemlerinin sundugu 6zelliklerden
yararlanma egiliminde oldugunu gostermektedir.

AS3: Oyunlastirma ve oyun oOgeleri bilissel ve duyussal 6grenme ¢iktilar iizerinde nasil bir
etkiye sahiptir?

Degiskenlerine Gére Calismalarin Dagilimi

Tablo 7, incelenen Ogrenme ciktilar1 ile bu c¢alismalara ait yaym kodlarini ve frekanslarini

gostermektedir.
Tablo 7
Degiskenlerine Gore Calismalarin Dagilimi
Degiskenler Caligsmalar f
Motivasyon/ilgi M1, M3, M4, M8, M9, M12, M13, M14, M15, M17, M19, T2, T4, T9, 19
T10, T11, T12, T13, T14
Katilhim/ilgilenim M7, M10, M11, M15, M16, M17, M18, M19, T1, T2, T8, T12, T14 13
Akademik basar1 M1, M2, M3, M5, M7, M13, M15, M16, T1, T3, T5, T6, 19, T10, T11, 19
T12,T13, T14, T15
Algi/tutum Me, M8, M10, M13, M14, Te6, T7, T10, T13, T15 10
Etkilesim M12, M13, M16, T12 4
Ogrenme diizeyi M2, M9, M12, M13, M19, T4, 15, T15 8

Not: Alti gizili ¢alisma kodlari, istatistiksel olarak anlamli bir farkin bulunmadigi ¢alismalar1 géstermektedir.

Istatistiksel olarak anlamli pozitif etkiler raporlayan calismalarin dagilimi su sekildedir:
Motivasyon/ilgi degiskeni {izerine yapilan 19 calismadan 15i, oyunlastirilmis mobil 6grenme
ortamlar1 ve uygulamalarinin olumlu bir etki yarattigini gostermistir. Katilim/etkilesim degiskeni
13 calismada incelenmis ve 12’si anlamli etkiler bildirmistir. Akademik basar1 tizerine 19 ¢alisma
yapilmis, bunlardan 13’1 belirgin iyilesmeler gostermistir. Algi/tutum degiskeni 10 ¢calismada ele
alinmis ve dokuz calismada anlamli etkiler gozlemlenmistir. Etkilesim tizerine yapilan dort
¢alismanin tamami olumlu etki bildirmis, 6grenme diizeyi degiskeninde ise sekiz ¢alismadan altisi
anlamli sonuglar vermistir. Genel olarak, Tablo 7 oyunlastirmanin mobil 6grenme iizerinde bir¢ok
faktor agisindan genellikle pozitif etkisi oldugunu gostermektedir. Bununla birlikte, bazi
calismalarda anlaml degisiklikler gozlenmemistir. Bu durum, incelenen degiskenlerin gesitliliginin
dikkate alinmasmin 6nemini ortaya koymaktadir.
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Oyunlastirma Ogelerinin Ogrenme Ciktilar: Uzerindeki Etkisine Gore Calismalarin Dagilimi

Tablo 8

Oyunlagtirma Ogelerinin Etkilerine Gore Calismalarm Dagilim

Oyunlastirma
Ogeleri

Puanlar

Seviye

Rozetler

Liderlik
tablolar1

Basarimlar

Zaman /
Takvim
Avatar

Hedef veya
Gorev
Hediyelesme

Sanal tiriinler

Meydan
okumalar
Rekabet

Geri bildirim

Odiiller

Sans
flerleme

Kisitlamalar

Degiskenler
Motivasyon Katilim / Basar1 Algt/ Etkilesim  Ogrenme
/ Tlgi lgilenim Tutum
M8, M9, M7, M10, M5, M7, M13, M6, M8, M13,M16, M9, M13,
M13, M17, Ml11, M16, Mle6, T1, TS, M10, M13, T12 T5, T15
T9, T11,T12, MI8,T1,T12, T6,T9,Tll,  T6,T10,T15
T13, T14 T14 T12, T13, T14,
T15
M1, M9, M7, M10, M1, M7, M13,  MI10,M13,  MI3,M16, M9, MI3,
MI3,M17, MI6, T8, T2, MIl6,T3,T5,  Té6, T7,T10, T12 T5
T10, T12, T14 T6, T10, T12, T13
T13,T14 Ti3,Ti4
M3, M4, M8, M7, M10, M3, M5, M7, M6, M8, M16, T12 M9
M9, M14, M15, M16,T1, MI15,Ml6, T1, M10, M14,
M15, M17, T2,T12,T14 T3, T6, T9, T6,T7,T13
T2,T9,Tl1, T11,TI12,T13,
T12,T13,Ti4 Ti4
MS, M9, M7, M10, M3, M5, M7, M6, M8, MI2,M13, M9, M12,
M12, M13, Ml11, M16, M13,Ml16, T1, M10, M13, M16, T12 M13, T15
M7, T9, MI8, T1, TS,  T9,Tll, TI2, T13, T15
T11, T12, T12, T14 T13, T14, T15
T13,T14
M9, T13 ; TI3 T13 _ M9
M17, T10 - T10, T15 T10, T15 - T15
T4, T4 T14 T4 - - T4
M19, T14 M19, T14 M2, T14 - - M2
MI2, M17, MI1 T10, T13 T10, T7, T13 MI12 MI12
T10, T13
- - M5 - - -
T11 T8 M2, T11 - - M2
MI13, M17, ; M2, M13,T10,  MI3, T10, M13 M2, M13
T10, T13 T13 T13
MI17,M19, MI10,MI19, T2, M2, Tl14,T10, M6, M10, - M2, T4
T2, T4, T10, T14 T13 T10, T13
T13,T14
M12, M17, M1l T10, T13 T7,T10, T13 M12 M12
T10, T13
T10 - T10 T10 - -
M19 19 - - - M19
M1, M4, M10,T1, T2  MI,Tl, TI3 M10, M14, ; T4
M14, M17, T13
T2, T4, T13
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Anlatilar T13 - 13 T13 - -

Mliskiler T4, T10 - M2, T10 T10 - M2, T4
Not: Alt1 ¢izili calisma kodlary, istatistiksel olarak anlamli bir farkin bulunmadig1 calismalaridir

Tablo 8, oyunlastirma 6gelerinin gesitli degiskenler tizerindeki etkilerini sunmaktadir. Tabloya gore,
oyunlastirma ogeleri cogunlukla 6grenme ciktilar: {izerinde pozitif ve anlamli etkiler gostermistir.
Bununla birlikte, bazi g¢alismalarda anlamli bir fark gozlemlenmemistir. Bu durum, baz
oyunlastirma Ogelerinin etkisinin sirli veya istatistiksel olarak anlamli olmadig1 anlamina
gelmektedir. Bu ¢alismalara ait kodlar tabloda alt1 ¢izili olarak gosterilmistir.

Calismalarin Temel Bulgularina Gore Dagilimi

Bir sonraki asamada, galismalar, kodlar1 ve ana bulgular1 Tablo 9’da derlenmistir. Tablo iki boliime
ayrilmistir: Ik bolim, oyunlastirmanin genel olarak ilgili 6grenme ¢iktilar1 tizerindeki etkilerini
degerlendirirken; ikinci boliim, belirli oyunlastirma ogelerinin bu ¢iktilar tizerindeki etkilerini
incelemektedir.

Tablo 9
Caligmalarin Temel Bulgularina Gore Dagilimi
Kategoriler Sonuglar Calismalar f
Oyunlastirma, 6grencilerin motivasyon/ilgi diizeyini M1, M3, M4, M8, M9, 15
olumlu etkilemektedir M12, M13, M14, M19,
T2, T9, T10, T11, T12,
T13
Oyunlastirma, akademik basari {izerinde olumlu bir ~ M1, M2, M3, M5, M7, 12
etkiye sahiptir M13, M16, T5, Te, T11,
T12, T15
Oyunlastirma, katihimcilarin derse katihm ve M7, M10, M11, M16, 12
etkilesim diizeyini artirmaktadir M17, M18, M19, T1, T2,
T8, T12, T14
Oyunlastirma, 6grencilerin alg1 ve tutumlarimi M6, M8, M13, M14, Té, 9
olumlu yonde etkilemektedir T7,T10, T13, T15
Degiskenler Oyunlastirma, 6grenme ortaminda dgrenciler M12, M13, M16, T12 4
arasindaki etkilesim diizeyini artirmaktadir
Oyunlastirma, 6grenme diizeylerinde anlaml M2, M9, M12, M13, 6
farkliliklar olusturmaktadir M19, T15
Motivasyon/ilgi diizeyinde anlaml bir fark M15, M17, T4, T14 4
gozlemlenmemistir
Akademik bagarida anlaml bir fark M15, M17, T1, T3, T9, 7
gozlemlenmemistir T10, T13
Katilim ve etkilesim diizeyinde anlamli bir fark M15 1
gozlemlenmemistir
Alg1 ve tutumda anlamli bir degisim M10 1
gozlemlenmemistir
C)grenme diizeylerinde anlamh bir fark T4, T5 2
gozlemlenmemistir
Oyunlastirma Puan 6gesi motivasyonu artirmaktadir M8, M9, M13, T9, T11, 7
unsurlari T12, T13
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Seviye 0gesi motivasyonu artirmaktadir M7, M10, M11, M16, 7
M18, T1, T12
Puan 0gesi katilim ve etkilesimi 6nemli dlciide M7, M10, M16, T1, T2, 7
artirmaktadir T12, T14
Puanlar akademik basarty1 6nemli 6l¢iide M5, M7, M13, M16, T5, 9
artirmaktadir Te, T11, T12, T15
Seviye 0gesi akademik basariy1 artirmaktadir M1, M7, M13, M16, T5, 8
T6, T12, T15
Rozet 6gesi motivasyonu anlamli sekilde M3, M4, M8, M9, M14, 10
artirmaktadir T2, T9, T11, T12, T13
Rozet 6gesi katilim ve etkilesimi 6nemli dl¢iide M7, M10, M16, T1, T2, 7
artirmaktadir T12, T14
Rozet 6gesi akademik basariy1 6nemli 6l¢iide M3, M5, M7, M16, Té6, 7
artirmaktadir T11, T12
Liderlik tablolar1 katilim ve etkilesimi 6nemli dl¢lide M7, M10, M11, M16, 9
artirmaktadir M18, T1, T8, T12, T14
Liderlik tablolar1 akademik basariy: artirmada M3, M5, M7, M13, 8
anlamli bir fark gostermektedir Mile, T11, T12, T15
Rekabet 6gesinin kullanimi motivasyon ve ilgiyi M13, T10, T13 3
artirmaktadir
flerleme Ogesi motivasyonu artirmaktadir M1, M4, M14, T2, T13 5
Geri bildirim motivasyonu olumlu yénde M19, T2, T10, T13 4
etkilemektedir
Liderlik tablolar1 kullanicilarin katihm diizeyini M12, M13, M16, T12 4
artirmaktadir
Liderlik tablolar1 6grenme diizeyini artirmaktadir M9, M12, M13, T15 4
Puan, seviye ve liderlik tablolarinin kullanimi M17, T14 2
motivasyonu anlamli sekilde etkilememektedir
Puan, rozet ve liderlik tablolarinin kullanimi T1,T9, T13 3

akademik basariy1 anlamli sekilde etkilememektedir

“Degiskenler” kategorisindeki bulgulara gore, incelenen arastirmalar oyunlastirmanin 6grencilerin
motivasyon ve ilgisini artirabilecegini, akademik basariy gelistirebilecegini, ders katilimi, etkilesim
ve cevredeki iletisimi iyilestirebilecegini ve olumlu algi ve tutumlari destekleyebilecegini
gostermektedir. Ancak, bazi ¢alismalar motivasyon, ilgi, katilim, etkilesim ve akademik basar1
acisimdan anlamli farkhiliklar bulmamigtir. ”Ogeler” kategorisi incelendiginde ise, puanlar,
seviyeler, rozetler ve liderlik tablolar1 gibi oyunlastirma ogelerinin motivasyonu artirabildigi,
katilim ve etkilesimi onemli Olglide gelistirebildigi ve akademik basari {izerinde olumlu etkiler
yaratabildigi goriilmektedir. Bununla birlikte, baz1 durumlarda bu 6gelerin motivasyon, katilim
veya akademik performans iizerinde anlamli bir etkisi olmamistir. Ozetle, Tablo 9'da sunulan
bulgular, iyi tasarlanmis oyunlastirmanin mobil 6grenme iizerinde pozitif bir etkisi olabilecegini
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gostermektedir. Oyunlastirma, motivasyonu artirarak, akademik basariy1r gelistirerek ve
ogrenenlerin derse katilimini giiglendirerek 6grenmeyi desteklemektedir. Ayrica, etkilesim, is birligi
ve rekabet gibi olanaklar, 6grencilerin daha aktif katilimini tesvik ederek daha etkili bir 6grenme

ortamu yaratilmasina katkida bulunmaktadr.

AS4: Calismalarda hangi sonuglar ve dneriler sunulmustur?

Sunulan oneriler ti¢ farkli gruba yoneliktir: oyunlastirma tasarimcilari, egitimciler ve aragtirmacilar.

Bu Onerilerin ilgili gruplar arasindaki dagilimi Tablo 10’da gosterilmistir.

Tablo 10
Calismalarin Sonuclar ve Onerilere Gore Dagilim

Oneriler Caligsmalar f
Yeni oyunlastirma mekaniklerinin kesfedilmesi ve M1, M3 2

uygulanmast
Ogrenme siireclerinde kisisellestirmeye olanak saglanmasi M10, T9 2
Oyunlastirma platformu igin 6zellestirilebilir eklentilerin T1, T14 2

tasarlanmasi
Yeni metodolojilerin kullanimini igeren ve mevcut programlari M1, M3, T15 3

bu dogrultuda gelistiren programlarin olusturulmasi

Ogrencilerin ilgi ve ihtiyaglarina éncelik verilmesi T9, T14 2
Oyunlastirma igin ihtiyag analizi yapilmasi T9 1
Rozet kazaniminda ekip caligmasina vurgu yapilmasi M15 1
Tasarimailar Oyunlastirma tasariminda gorsel tasarim ilkelerine uyum T1 1

saglanmasi
Oyunlastirma tasariminda tiim oyuncu tiplerinin dikkate T1 1

alinmasi
Deneysel ve uygulamali tasarimlarda hedeflenen davranislarla T5 1
dogrudan iligkili oyunlastirma 6gelerinin tasarlanmasi
Oyunlastirma bilesenlerinin farkli 6grenme ortamlariyla T13 1
birlikte kullanilmas1
Oyunlastirmanin belirli bir dénemle smirlandirilmamasi, tiim 17 1
ders siiresince kullanilmasi
Rekabetgi bir kullanict ortami olusturulmasi T1, T14 2
Sistemin tanitimini igeren bir oryantasyon siireci saglanmasi T1, T14 2
Uyarlanabilir oyunlastirma sistemlerinde 6grenciler i¢in uygun M6 1
uygulama stratejilerinin belirlenmesi
Oyunlastirma dgelerinin zorluk diizeylerinin bireylerin M10 1
yetkinliklerine gore ayarlanmasi

Egitimciler Igsel ve dissal motivasyon ile oyunlastirma arasindaki iliskinin T10, T12 2

incelenmesi
Gosterge panellerinin (dashboard) akademik bagar1 ve derse M18 1

yonelik motivasyon {izerindeki etkisinin aragtirilmasi
Oyunlagtirmanin basari tizerindeki etkisini degerlendirmek T12 1
i¢cin uzunlamasina c¢alismalar yapilmasi
Daha biiyiik 6rneklemler kullanilarak oyunlastirma M6, M8, M11, 9
arastirmalarinin yiiriitiilmesi M14, M15, T1, T2,
Aragtirmacilar T3, T15

Oyunlastirmanin etkisini incelemek igin farkli veri toplama M17 1

araglarinin kullanilmasi
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Her bir oyun mekaniginin bireysel motivasyonel etkilerini T6 1
karsilastirmak icin ayr1 ayr1 degerlendirilmesi
Potansiyel oyunlastirma mekaniklerini belirlemek tizere M5 1
uzunlamasina aragtirmalar yapilmasi

Tablo 10, mobil 6grenmede oyunlastirmanin etkisini inceleyen ¢alismalardan elde edilen onerileri
sistematik bigimde sunmaktadir. Oyunlastirma tasarimcilarma yonelik oneriler; yeni oyunlagtirma
mekaniklerinin kesfedilmesi ve entegrasyonu, 6grenme siireglerinde kisisellestirmenin saglanmasi
ve platform eklentilerinin 6zellestirilebilir bigimde tasarlanmasi {izerine yogunlagsmaktadir. Ayrica,
yenilik¢i yontemleri igeren programlarin gelistirilmesi, mevcut programlarin iyilestirilmesi ve
ogrenenlerin ilgi ile ihtiyaglarma oncelik verilmesi de 6neriler arasindadr.

Egitimcilere yonelik Oneriler arasinda, oyunlastirma bilesenlerinin farkli 6grenme ortamlarinda
kullanilmasi, rekabetgi bir kullanici ortaminin olusturulmasi ve oyunlastirmanin belirli bir stireyle
siirl kalmayip tiim ders siiresine yayilmasi yer almaktadir. Bununla birlikte, 6grencilerin bireysel
ihtiyaclarina uygun esnek oyunlagtirma stratejilerinin belirlenmesi, oyunlastirma 6gelerinin zorluk
diizeylerinin buna gore ayarlanmas: ve kullanicilar igin sistemi tanitan bir oryantasyon siirecinin
sunulmasi da onerilmektedir.

Arastirmacilar i¢in en sik dile getirilen Oneri, daha genis Orneklemlerle oyunlastirma
aragtirmalarmin yiiriitiilmesidir. Ayrica, oyunlastirma ile i¢sel ve digsal motivasyon arasindaki
iliskinin daha derinlemesine incelenmesi, gosterge panellerinin 6grencilerin akademik basaris1 ve
derse yonelik motivasyonu tizerindeki etkilerinin arastirllmasi da vurgulanmaktadir. Bunun yani
sira, oyunlastirmanin basar1 {izerindeki etkilerini degerlendirmek i¢in uzunlamasma calismalar
yapilmasi ve ¢oklu veri toplama yontemlerinin kullanilmas: 6nerilmektedir.

Tartisma ve Sonug

Bu ¢alisma, mobil 6grenme ortamlarinda oyunlagtirma teknolojisini inceleyen aragtirmalar1 analiz
etmektedir. Calismalar, yontemsel egilimler, kullanmilan oyunlastirma ogeleri ve teknolojiler, bu
ogelerin farkli degiskenler {izerindeki etkileri ile ulasilan sonuglar ve Oneriler agisindan
degerlendirilmistir. Analiz, belirlenen temalara dayali bir meta-sentez yaklagimiyla yapilmisgtir.

Calismalar incelendiginde aragtirmalarin biiyiik gogunlugu Ingilizce yayimlandig1 goriilmiistiir. Bu
durum, oyunlastirma konusunun diinya genelinde ilgi gordiigiinii gostermektedir. Yayin yillarina
gore yapilan inceleme, bu alandaki ¢calismalarin 2010 yilinda bagladigini ortaya koymaktadir. Mobil
cihazlarin 2013-2014 yillarinda yayginlasmasiyla birlikte, arastirmacilar mobil 6grenme ile
oyunlastirmayz iligkilendirmeye baslamistir. 2015'ten sonra ¢alismalarin sayisi artmis, 2018 ve 2019
yillarinda en yiiksek diizeye ulasmistir. Bu egilim, konunun giderek daha fazla 6nem kazandiginm
ve bu alandaki bilgi birikiminin arttigini gostermektedir.

Veri toplama yontemleri agisindan, arastirmalarda en ¢ok anketler, dlgekler, performans testleri ve
gortismeler kullanilmistir. Glinliik, gozlem ve grup tartismas: gibi yontemler ise daha az tercih
edilmistir. Arastirmacilar genellikle klasik veri toplama yontemlerini kullanmis, ancak bazi
calismalarda sistem kayitlar1 ve 0grenme verileri gibi yeni yaklagimlar da goriilmiistiir. Veri
analizinde en ¢ok nicel yontemler ve betimsel analizler tercih edilmistir. T-testi, ANOVA, ANCOVA
ve korelasyon analizi en sik kullanilan tekniklerdir. Bu bulgu, arastirmalarda karmasik istatistiksel
analizlere yeterince yer verilmedigini gostermektedir. Bunun nedeni, bu yontemlerin belirli kosullar
gerektirmesi ya da arastirma sorulariin bu tiir analizlere uygun olmamasidir.
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Orneklem biiyiikliikleri incelendiginde, calismalarin ¢ogunda 1 ila 50 katilimci arasinda degisen
kiigiik 6rneklemler kullanilmistir. Bu da oyunlagtirma arastirmalarmin genellikle smirli katilimcr
gruplariyla yiriitildiigiinii  gostermektedir. Kiigiik Orneklemler, bulgularn genellenmesini
zorlastirmaktadir. Daha giivenilir sonuglara ulasmak i¢in daha biiyiik 6rneklemlerle ¢alismalar
yapilmasi gerekmektedir (Alabbasi, 2017, 2018; Bovermann ve digerleri, 2018; Boyinbode, 2018; Lam
ve digerleri, 2018).

Oyunlastirma teknolojileri agisindan en ¢ok kullanilan sistemin 6grenme yonetim sistemleri (LMS)
oldugu gortlmiistiir. Bu sistemler, kullanici dostu araytizleri, kisisellestirilebilir secenekleri,
etkilesimli 6grenme deneyimleri ve kolay yonetim imkani sundugu icin tercih edilmektedir (Cavus
ve Zabadi, 2014; Demir ve digerleri, 2022).

Arastirma bulgular;, oyunlastirmanin mobil O6grenmeyi gelistirdigini gostermektedir.
Oyunlagtirilmis uygulamalar 6grencilerin motivasyonunu, ilgisini, katilimini, akademik bagarisini,
tutumlarmi ve genel Ogrenme deneyimini olumlu yonde etkilemektedir. Bu sonuglar,
oyunlagtirmanin 6grencilerin 6grenmeye yonelik ilgisini ve katilimini artirdigini vurgulayan 6nceki
arastirmalarla uyumludur (Johnson ve digerleri, 2016, Lee ve Hammer, 2011). Ancak bazi
calismalarda oyunlastirmanin motivasyon, katilim veya basar1 {izerinde anlamlh bir etkisi
bulunmamuistir (Bovermann ve digerleri, 2018; Hudiburg, 2016; Jacobs, 2016; Mese ve Dursun, 2018;
Moreno, 2019; Sargent, 2017; Senocak, 2020; Tunga ve inceoglu, 2020; Yasar, 2021). Bu farkliliklar
aragtirma tasarimi, 6rneklem o6zellikleri, uygulama siiresi veya kullanilan oyunlagtirma dgeleri gibi
etkenlerle agiklanabilir. Benzer sekilde, Saleem ve digerleri (2022) de bu durumu rapor etmistir. Bu
bulgular, oyunlagtirmanin etkisinin baglama gore degistigini, bu nedenle dikkatli bir tasarim ve
daha fazla arastirma gerektigini gostermektedir. Oyunlastirma, 0Ogrencilerin ilgisini,
motivasyonunu ve katilimini artirarak Ogrenme siirecine olan baghlig: giiclendirmektedir
(Bovermann ve digerleri, 2018; Poondej ve Lerdpornkulrat, 2019; Su ve Cheng, 2015). i§ birligi ve
rekabet gibi unsurlar, 6grenciler arasi etkilesimi artirmakta ve sosyal 6grenmeyi desteklemektedir.
Bu da oyunlastirmanin sadece motive edici degil, ayn1 zamanda sosyal bir 6grenme araci oldugunu
gostermektedir (Poondej ve Lerdpornkulrat, 2019). Kisacasi, oyunlastirma biligsel, motivasyonel ve
sosyal yonleriyle mobil 6grenme deneyimini zenginlestirmekte ve 6grenme ortamini daha etkili hale
getirmektedir (Nguyen, 2023).

Son olarak, calismalarin ulastigi sonuglar ve oOneriler ele alinmigtir. Arastirmalar, gelismis
oyunlastirma stratejilerinin kullanilmasinin ve 6grencilerin bireysel ihtiyaglaria gore uyarlanmis
ogrenme deneyimleri olusturulmasmin Onemini vurgulamaktadir. Kisisellestirme ve
Ozellestirilebilir eklentiler Ogrencilerin igsel motivasyonunu, katillmmi ve Ogrenmesini
destekleyebilir (Ryan ve Deci, 2000). Egitimcilerin oyunlastirma stratejilerini farkli 6grenme
ortamlarinda kullanmalari, bunlar1 dersin geneline yaymalar: ve zorluk seviyelerini 6grencilere gore
ayarlamalar1 Onerilmektedir (Khaldi ve digerleri, 2023). Arastirmacilara ise igsel ve digsal
motivasyonun iligkisini incelemeleri, gosterge panellerinin etkilerini arastirmalar1 ve farkli veri
toplama yontemleriyle uzun donemli ¢alismalar yapmalar1 6nerilmektedir.

Oneriler

Bu ¢alismanin bulgulari, oyunlastirmanin mobil 6grenmeye entegrasyonunu tesvik etmek ve egitim
uygulamalarmin etkililigini artirmak amaciyla egitimciler, oyunlastirma tasarimcilart ve
arastirmacilar i¢in asagidaki onerileri sunmaktadur.
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Uygulama ve Arastirma I¢in Oneriler

Oncelikle, oyunlagtirmanin insanlari motive etmek amaciyla egitim, psikoloji, oyun tasarimi ve
teknoloji gibi farkli alanlarda kullanilabilecegi sdylenebilir. Ayrica egitimciler, oyunlastirmay:
yalnizca 6gretim amagh degil, farkli egitim girisimlerinde de kullanabilir; puan, 6diil, seviye gibi
cesitli gelerden yararlanabilirler. Egitimciler, 6grencilerin ilerlemesini takip etmek, geri bildirim
saglamak ve Ogrenme eksikliklerini belirlemek icin oyunlastirilmis degerlendirme araglarmi
kullanabilir.

Bu ¢alisma, oyunlastirmada kisisellestirmenin kritik bir 6neme sahip oldugunu ortaya koymustur.
Bu nedenle, farkli 6grenme tercihlerini karsilayacak uyarlanabilir oyunlastirma ortamlarinin
kullanilmas: Onerilmektedir. Oyunlastirma, Ogrenme ¢iktilariyla uyumlu olacak sekilde
tasarlanmalidir; yani igerik, baglam ve 6grenme hedeflerinin birlikte degerlendirilmesi, daha etkili
sonugclar elde edilmesini saglar. Mevcut arastirmalar genellikle olumlu etkileri desteklese de
aragtirmacilar ve uygulayicilar, oyunlagtirmanin uzun vadeli etkilerini daha iyi anlamak igin uzun
siireli degerlendirmeler yapmalidir. Bu ¢alismalar, yalnizca lisans 6grencileri ile sinirhi kalmayip
farkli gruplar iizerinde de yiiriitilebilir. Ayrica oyunlastirmanin etkililigi, daha gelismis veri
toplama yontemleri kullanilarak olgiilebilir.

Bu ¢alismanin bazi sinirhiliklar: bulunmaktadir. Arastirma, 2010’dan 2023’e kadar yayimlanan, tam
metin erisimi saglanan Tiirkge ve ingilizce calismalarla sinirlidir. Sadece arastirmanin dahil edilme
kriterlerine uygun bilimsel makaleler ve tezler incelenmistir; veriler YOKTEZ, Google Scholar,
ProQuest ve Web of Science {izerinden erisilebilir kaynaklarla simirlandirilmistir. Ayrica ¢alisma,
egitim baglaminda mobil 6grenmeyle iligkili oyunlastirma arastirmalarina odaklanmakta ve
yalnizca bu arastirmada belirlenen degiskenlerden en az birini ele alan ¢alismalar: kapsamaktadir.

Ozetle, oyunlagtirmanin mobil 6grenme iizerindeki etkisi hala aktif olarak incelenen bir alandur.
Aragtirmacilar, egitimciler ve teknoloji uzmanlar1 arasindaki is birligi, potansiyelini kapsamli bir
sekilde kegfetmek icin hayati Oneme sahiptir. Bu siirecte oyunlastirmanin etkileri daha
derinlemesine anlasilmali, yenilikgi stratejiler ve yontemler gelistirilmelidir. Ayrica Ogretmen
egitimleri gliclendirilmelidir. Nihai olarak, bu ¢abalar mobil 6grenmeyi daha etkili, ilgi gekici ve
basarili hale getirebilir.

Etik Kurul Onay:: Bu arastirmada meta-sentez yontemi kullanilmis olup, konuya iliskin daha 6nce yapilmis
calismalarin sistematik analizi ve biitiinciil sentezi gerceklestirilmistir. Ayrica, calisma TR Dizin’in “Etik Kurul
izni Gerektiren Makaleler” kapsamina dahil degildir (https://bit.ly/3VEByYj)

Arastirmacilarin Katki Orani: E.S.: Kavramsallastirma, Yontem, Bicimsel Analiz, Inceleme, Ozgﬁn Taslak
Yazimi, Kaynak Saglama, Taslak Yazimi, Gozden Gegirme ve Diizenleme A.M.U.: Dogrulama, Gozden
Gegirme ve Diizenleme, Danismanlik

Catisma Beyan1: Yazarlar arasinda ¢ikar ¢atismas: yoktur.
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