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Abstract 
This study examined the role of gamification in enhancing the academic performance of Business 

Education students in higher institutions in Anambra State, Nigeria. Three specific purposes and 

three research questions guided the study. The descriptive survey research design was adopted. 

The study population comprised 158 Business Educators across four public higher institutions 

offering Business Education in Anambra State. No sampling was done, as the entire population 

was studied using the census approach. A 20-item structured questionnaire was the instrument for 

data collection. The instrument was validated by three experts from the Faculty of Education, 

Nnamdi Azikiwe University, Awka. A pilot test was conducted using Business Educators in a 

different institution, yielding a reliability coefficient of 0.73 using Cronbach's Alpha. Data were 

analyzed using mean and standard deviation. The findings revealed that gamification enhances 

academic performance by increasing student engagement, promoting collaboration, and 

facilitating mastery learning. Strategies such as point systems, leaderboards, group challenges, 

and personalized learning paths were identified as effective gamification practices. The study 

concluded that integrating gamification into Business Education can significantly improve 

academic outcomes. It was recommended that educational stakeholders incorporate gamified 

elements into curricula to foster participatory and skill-oriented learning. 
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Introduction  

Gamification, the application of game design elements and mechanics in non-game 

contexts such as education, has emerged as a powerful pedagogical tool for transforming 

traditional learning environments. It is the strategic attempt to enhance systems, services, 

organizations, and activities by creating similar experiences to those experienced playing games 

to motivate and engage users (Mirzaie-Feiz-Abadi et al., 2022). This is generally accomplished 

by applying game-design elements and game principles (dynamics and mechanics) in non-game 

contexts. By integrating features like points, leaderboards, badges, challenges, and interactive 



storytelling into educational activities, gamification promotes a more engaging and participatory 

form of learning (Sabornido et al., 2022). In recent years, educators and researchers have 

increasingly recognized its capacity to enhance students’ academic outcomes by fostering 

motivation, engagement, and sustained interest in learning tasks (Natalia et al., 2022; Ibáñez & 

Delgado-Kloos, 2018). As institutions of higher learning seek innovative strategies to improve 

the quality of instruction and students’ performance, gamification has proven particularly useful 

in creating meaningful and enjoyable learning experiences. 

One of the primary ways gamification enhances academic performance is by increasing 

student engagement. Engagement, defined as the level of interest, enthusiasm, and commitment a 

student shows toward learning, is crucial for academic success (Dikcius et al., 2021). Gamified 

activities, through interactive elements and real-time feedback, can foster both intrinsic and 

extrinsic motivation, encouraging students to participate actively and persist in tasks that would 

otherwise seem monotonous or difficult (Bai et al., 2022; Li et al., 2023). Gamification makes 

learners want to achieve the learning objectives of a course. They want to know what comes 

next. Zainuddin et al., (2020) submitted that gamification increases learner engagement by 

making learning more entertaining and interactive. Using game mechanics like points, badges, 

and leader boards encourages students to actively participate in the learning process and rewards 

them for their accomplishments Gamification makes ensuring that students are engaged in 

learning that is relevant to and meaningful to them by giving those choices, feedback, and 

tailored learning routes. In university contexts, especially among Business Education students, 

sustained engagement is vital for grasping complex and abstract concepts. 

Gamification also promotes collaboration, an essential skill in contemporary education 

and workplace settings. Collaborative learning environments help students exchange ideas, 

support each other’s learning, and develop communication and problem-solving skills. Game-

based learning activities can be structured to encourage teamwork, collective goal setting, and 

peer accountability (Wijaya et al., 2022; Kabilan et al., 2023). Games that require students to 

collaborate to achieve a common goal can help them improve their communication, problem-

solving, and decision-making skills, all of which are important in skill development. Lorena et 

al., (2024) noted that creating a collaborative educational environment can build a community of 

caring individuals who are all working toward one common goal: increasing the students'positive 

outcomes. Through this dynamic, group or individual collaboration is encouraged, and creativity 

or sharing ideas are stimulated, always with the aim of reaching that common target. Zijun et al., 

(2024) explained that by joining others and devising strategies to play together, personal bonds 

can be created in the learning environment. Collaborative learning has been shown to not only 

develop higher-level thinking skills in students but boost their confidence and self-esteem as 

well. Plan activities give students the opportunity to work and collaborate to learn and grow from 

each other (Krath et al., 2021; Luarn et al., 2023). When properly implemented, gamified 

platforms offer social features such as group challenges and team rankings that foster a sense of 

community and shared purpose, which in turn supports improved academic outcomes. 

Moreover, gamification facilitates mastery learning, which ensures that students achieve 

a high level of understanding before moving on to new content. Unlike traditional methods that 

often allow students to progress with partial comprehension, gamified systems can incorporate 

progressive levels, feedback loops, and reward systems that require and reinforce mastery (Sailer 

et al., 2017; Xiao & Hew 2023). Gamification encourages learners to master skills by presenting 

them with incremental challenges and immediate feedback. This method can boost learners' self-

efficacy and motivation to keep learning and improving their skills (Mee Mee 2020; Panmei & 



Waluyo, 2022). This approach not only supports differentiated learning but also enhances 

retention and the practical application of knowledge which are key outcomes for Business 

Education students who are expected to apply theoretical principles in real-life business 

situations. 

Business Education is a programme designed to equip students with knowledge, skills, and 

competencies necessary for business operations, management, and entrepreneurship. As a 

discipline that blends theoretical instruction with practical skills, it stands to benefit immensely 

from gamification. The interactive and outcome-oriented nature of gamified instruction can help 

Business Education students better understand complex concepts such as accounting, marketing, 

and management by simulating real-world business scenarios (Hossein-Mohand et al., 2021). 

Ishaq et al., (2021) submitted that through these simulations and tasks, students can apply 

knowledge, make decisions, and experience consequences in a risk-free environment, thereby 

improving academic performance. 

Students' academic performance is the measurable expression of their learning 

achievement and is a key indicator of educational effectiveness. It reflects not only the mastery 

of subject matter but also the ability to apply knowledge in solving problems and making 

decisions (Adeyemo, 2010). Strong academic performance is essential for students' progression, 

graduation, and competitiveness in the job market. Consequently, any educational strategy that 

can improve academic performance warrants serious attention, especially in disciplines like 

Business Education that aim to produce job-ready graduates. 

Despite the growing evidence of gamification’s potential to transform learning, its 

application in Nigerian universities, particularly in Anambra State, appear to have remained 

limited and underexplored. Traditional instructional methods - largely teacher-centered and 

examination-focused - still dominate the classroom, often resulting in low student engagement, 

minimal collaboration, and superficial understanding of content. This study seeks to fill this gap 

by examining how gamification can be used to improve Business u Education students’ 

academic performance in universities in Anambra State. By focusing on engagement, 

collaboration, and mastery learning, the study aims to provide empirical evidence that supports a 

shift toward more innovative and student-centered approaches in higher education. 

 

Statement of the Problem 

Ideally, higher education should leverage innovative teaching strategies to foster active 

learning, collaboration, and mastery of complex concepts among students. Globally, gamification 

has emerged as a transformative pedagogical approach, integrating game-based elements such as 

points, leaderboards, and interactive storytelling to enhance motivation, engagement, and 

academic outcomes. In disciplines like Business Education, where both theoretical understanding 

and practical application are essential, gamification offers substantial promise in fostering 

student-centered, participatory learning environments. 

However, in the current reality of many Nigerian higher institutions, particularly in 

Anambra State, traditional, teacher-centered methods still dominate classroom instruction. These 

methods often emphasize rote memorization and high-stakes examinations while neglecting 

interactive learning, collaborative tasks, and skill mastery. As a result, student engagement 

remains low, collaboration is limited, and learning is often superficial—affecting the overall 

academic performance of Business Education students. 

The consequence of this gap is a mismatch between the potential of Business Education 

to produce job-ready graduates and the limited pedagogical tools in use. Without the strategic 



adoption of gamification, students may continue to underperform, disengage, or graduate without 

the necessary skills and competencies required in the 21st-century workforce. Therefore, this 

study investigates how gamification can enhance Business Education students' academic 

performance in Anambra State by examining its roles in increasing engagement, promoting 

collaboration, and facilitating mastery learning. 

 

Purpose of the Study 

The main purpose of this study is to investigate leveraging gamification for enhanced 

Business Education students’ academic performance in higher institutions in Anambra state. 

Specifically, the study sought to: 

1. Identify ways gamification increase student engagement for enhanced Business 

Education students’ academic performance in higher institutions in Anambra state. 

2. Assess ways gamification promotes collaboration for enhanced Business Education 

students’ academic performance in higher institutions in Anambra state. 

3. Investigate ways gamification facilitates mastery learning for enhanced Business 

Education students’ academic performance in higher institutions in Anambra state. 

 

Research Questions 

The following research questions guided the study: 

1. What are the ways gamification increases student engagement for enhanced Business 

Education students’ academic performance in higher institutions in Anambra state? 

2. In what ways does gamification promote collaboration for enhanced Business Education 

students’ academic performance in higher institutions in Anambra state? 

3. What are the ways gamification facilitates mastery learning for enhanced Business 

Education students’ academic performance in higher institutions in Anambra state? 

 

Method 

A descriptive survey design was adopted for the study. This was done by seeking the 

opinions of Business Educators on the problem of the study. The study was carried out in the 

four public higher institutions in Anambra state that offers Business Education- Nnamdi Azikiwe 

University Awka (NAU), Chukwuemeka Odumegwu Ojukwu University, Igbariam (COOU), 

Nwafor Orizu College of Education, Nsugbe (NOCEN) and Federal College of Education 

(Tech), Umunze (FCETU). The population is made up of 158 Business Educators, consisting of 

45 Business Educators in NAU; 30 Business Educators in COOU; 66 Business Educators in 

FCETU and 17 Business Educators in NOCEN. The whole population was used because the size 

was manageable, hence, census technique was used. 

The instrument for data collection was a questionnaire constructed by the researchers 

based on the research questions. The questionnaire was made up of 20 items and was divided 

into three parts 1, 2 and 3. Part 1 with 7 items to elicit information on ways gamification increase 

student engagement, Part 2 with 6 items to elicit information on ways gamification promote 

collaboration and part 3 has 7 items which covered ways gamification facilitate mastery learning. 

The instrument was validated by three experts from the Faculty of Education, Nnamdi Azikiwe 

University, Awka. The instrument was pilot tested to ensure its reliability and the data collected 

was analyzed using Cronbachs’ Alpha. This gave a coefficient reliability of 0.73 which was 

considered to be high. The questionnaire was administered by the researchers using direct 

administration method. Out of the 158 copies of the questionnaire administered the whole 158 



copies were retrieved but only 155 copies were used for analysis representing about 98.10%. The 

other 3 copies were not duly filled. 

The data obtained were analyzed using mean based on the 4-point scale ranging from 

strongly agree of 4 points to strongly disagree of 1 point. Any item with a mean response of 2.50 

and above was considered ‘agreed’ while anyone with a mean response below 2.50 was 

considered ‘disagreed’. 

 

Results 

The results from research questions are presented in the tables below 

Research Question 1 What are the ways gamification increases student engagement for 

enhanced Business Education students’ academic performance in higher institutions in Anambra 

state? 

Table 1 

Mean Ratings of Respondents on ways gamification increases student engagement for enhanced 

Business Education students’ academic performance in higher institutions in Anambra state 

S/N ITEMS X SD REMARK 

1 Point systems and rewards motivate students to participate and 

engage with the learning material 

2.83 .59 Agreed 

2 Gamification encourage students to strive for excellence 3.05 .59 Agreed 

3 Gamified challenges and quests make learning more engaging 

and fun 

2.93 .72 Agreed 

4 Gamification provides immediate feedback and progress 

tracking, helping students understand their strengths and 

weaknesses 

2.73 .67 Agreed 

5 Gamification elements can create an immersive learning 

experience that makes learning material more relatable and 

interesting. 

3.05 .59 Agreed 

6 Gamification elements that encourage social sharing foster a 

sense of community and teamwork 

2.92 .70 Agreed 

7 Gamification allow students to take ownership of their learning 

process and make decisions that align with their interests. 

2.78 .68 Agreed 

 Grand mean 2.90 .68  

 

In table 1, all the 8 items have mean ratings greater than or equal to 2.50, showing that they are 

ways gamification increases student engagement for enhanced Business Education students’ 

academic performance in higher institutions in Anambra state. The grand mean of 2.90 indicate 

that all the items are ways gamification increases student engagement for enhanced Business 

Education students’ academic performance in higher institutions in Anambra state. The grand 

standard deviation of .68 shows that the data points are closely clustered around the mean, 

suggesting low variation in the opinion of respondents. 

 

Research Question 2 In what ways does gamification promote collaboration for enhanced 

Business Education students’ academic performance in higher institutions in Anambra state? 

 Table 2 
Mean Ratings of Respondents on ways gamification promote collaboration for enhanced 

Business Education students’ academic performance in higher institutions in Anambra state 



S/N  ITEMS X SD REMARK 

1 Encouraging students to work together, share ideas, and 

collaborate to achieve a common goal. 

2.92 .70 Agreed 

2 Promoting shared goals and objectives which foster a sense of 

teamwork and collaboration among students. 

3.32 .63 Agreed 

3 Encouraging peer-to-peer feedback and support helping students 

learn from each other and improve their performance. 

3.24 .60 Agreed 

4 Motivating students to work together as they strive for collective 

success. 

3.24 .60 Agreed 

5 Incorporating discussion forums and chat to share ideas and work 

together on projects. 

2.96 .68 Agreed 

6 Offering joint rewards and incentives to motivate them to work 

together to achieve common goals. 

3.06 .79 Agreed 

 Grand mean 2.91 .69 Agreed 

 

Table 2 above shows that all the 7 items are above 2.50 which is the cut-off point. This means 

that they are ways gamification promote collaboration for enhanced Business Education 

students’ academic performance in higher institutions in Anambra state. The grand mean of 2.91 

indicate that all the items are ways gamification promote collaboration for enhanced Business 

Education students’ academic performance in higher institutions in Anambra state. The standard 

deviation of .69 shows that the data points are closely clustered around the mean, suggesting low 

variation in the opinion of respondents. 

 

Research Question 3: What are the ways gamification facilitates mastery learning for enhanced 

Business Education students’ academic performance in higher institutions in Anambra state? 

Table 3 

Mean Ratings of Respondents onways gamification facilitates mastery learning for enhanced 

Business Education students’ academic performance in higher institutions in Anambra state 

S/N ITEMS X SD REMARK 

1 Offering personalized learning paths to allow students to learn at 

their own pace, focusing on areas where they need improvement 

3.35       .69 Needed 

2 Ensuring that students demonstrate mastery of skills or 

knowledge before progressing to the next level or challenge 

3.29 .68 Needed 

3 Providing targeted feedback and assessment which help students 

identify areas where they need to focus their efforts 

3.01 .67 Needed 

4 Incorporating repetition and practice to help students reinforce 

their learning and develop mastery of skills and knowledge. 

3.09 .64 Needed 

5 Adapting to the student's level of mastery to provide an optimal 

level of challenge for mastery. 

3.07 .62 Needed 

6 Tracking students’ skill mastery to help students identify areas 

where they need to focus their efforts 

3.35 .69 Needed 

7 Providing review opportunities to help students reinforce their 

understanding of material they have struggled with 

3.02 .68  

 Grand mean  

3.03 

.68  

 



Table 3 above shows that all the 7 items are above 2.50 which is the cut-off point. This means 

that they are ways gamification facilitate mastery learning for enhanced Business Education 

students’ academic performance in higher institutions in Anambra state. The grand mean of 2.91 

indicate that all the items are ways gamification facilitate mastery learning for enhanced 

Business Education students’ academic performance in higher institutions in Anambra state. The 

standard deviation of .69 shows that the data points are closely clustered around the mean, 

suggesting low variation in the opinion of respondents. 

 

Discussion of Findings 
The first finding revealed that gamification significantly increases student engagement in 

Business Education. Respondents agreed that gamified learning environments—through point 

systems, rewards, challenges, and immediate feedback—enhance motivation and encourage 

active participation. This aligns with Bai et al. (2022) and Zainuddin et al. (2020), who 

emphasized that gamification makes learning entertaining and interactive, thereby deepening 

students’ interest. This finding supports the assertion by Dikcius et al. (2021) that student 

engagement is a key predictor of academic success, particularly when learners feel personally 

invested in their educational journey. The consistency of this finding with global literature 

reinforces the potential for gamification to replace passive, lecture-based instruction with 

dynamic and personalized learning experiences. 

The second finding showed that gamification promotes collaboration among Business 

Education students. Respondents highlighted that collaborative tasks, shared goals, joint rewards, 

and peer-to-peer interactions fostered by gamification encourage students to work together, share 

ideas, and improve collectively. This is in line with studies by Wijaya et al. (2022), Kabilan et al. 

(2023), and Lorena et al. (2024), which affirm that gamification encourages social interaction, 

team bonding, and a sense of academic community. The alignment with these studies affirms that 

gamified platforms can serve as a vehicle for nurturing interpersonal skills vital for business 

success. No contradicting studies were identified in this context, possibly because collaboration 

is a universally accepted benefit of gamification when properly implemented. 

The third finding confirmed that gamification facilitates mastery learning by allowing 

personalized pacing, targeted feedback, and iterative practice. Respondents noted that students 

could only progress after demonstrating understanding, thereby reinforcing learning and building 

confidence. This finding aligns with the works of Sailer et al. (2017) and Xiao & Hew (2023), 

who explained that gamification supports differentiated learning paths and mastery-based 

progression. However, it slightly contrasts with older traditionalist perspectives that view 

uniform pacing and curriculum coverage as sufficient. This discrepancy may be attributed to the 

growing demand for student-centered education, which gamification effectively meets by 

adapting to individual learning needs. 

 

Conclusion 

The study was premised on the observed limitations of traditional pedagogies in 

enhancing student performance in Business Education within higher institutions in Anambra 

State. While the ideal learning environment should foster engagement, collaboration, and 

mastery, the reality reflects a reliance on outdated methods with minimal student-centered 

innovation. Through empirical investigation, this study demonstrated that gamification 

significantly addresses these gaps by improving student engagement, promoting collaboration, 

and facilitating mastery learning. Thus, the objectives of the study were successfully achieved, 



providing clear evidence to support the integration of gamified strategies into Business 

Education curricula. 

 

Recommendations 

Based on the findings the following were recommended: 

1. The National Universities Commission (NUC) should develop and enforce policy 

guidelines encouraging the integration of gamification tools—such as point-based rewards, 

leaderboards, and interactive challenges—into Business Education curricula to foster student 

motivation and sustained interest in learning. 

2. Institutional curriculum developers and Heads of Departments of Business Education in 

higher institutions should redesign learning activities to include gamified group projects, peer 

interaction platforms, and joint incentives that nurture team collaboration and communication 

skills. 

3. Academic technologists and instructional designers in universities should adopt gamified 

learning management systems that provide personalized feedback loops, allow self-paced 

progression, and include mastery checkpoints to ensure students achieve conceptual depth before 

advancing. 
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