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ABSTRACT 

This study explores the use of Classcraft, a gamified learning platform, in economics education to increase 

student engagement and improve learning results. Traditional methods of teaching economics frequently 

struggle to keep students interested, owing to the subject's abstract and theoretical nature. Gamification, as 

implemented by platforms such as Classcraft, provides a novel solution by adding game mechanics such as 

prizes, competition, cooperation, and narrative. These features encourage active involvement, critical thinking, 

and the practical application of economic principles. This study investigates Classcraft's effectiveness in 

altering the economics learning experience, increasing student motivation, and enhancing academic success. 

Previous research indicates that gamification dramatically improves student engagement and cognitive 

learning results. Classcraft's immersive, team-based structure provides a dynamic environment where students 

can apply economic concepts through interactive quests and challenges. The study contributes to the growing 

body of literature on gamification in education, highlighting the potential of Classcraft to revolutionize 

economics teaching by making it more engaging, accessible, and effective. 
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INTRODUCTION 

In the past few years, traditional methods of teaching economics have been unable to maintain students' 

interest and motivation. The abstract and at times theoretical nature of economics has led to disinterest among 

students, causing educators to seek new ways of teaching. A study done by Tan et al. (2018) argued that game-

based learning evokes emotional engagement often absent in traditional educational settings. However, 

aligning commercial games with specific learning objectives poses significant challenges, particularly when 

considering design constraints and development costs associated with serious games. In this context, 

gamification emerges as a compelling alternative in leveraging game elements, mechanics, and logic while 

maintaining educational content at its core. Unlike full-scale serious games, gamification integrates enjoyment 

without compromising pedagogical intent, thereby enhancing student engagement across diverse learning 

environments (Fu et al., 2009; Filippou et al., 2018; Roy & Zaman, 2018). Gamification is one such innovation 

that has been incorporated into the learning process and its application of game design in non-game 

environments maximizes participation and motivation (Deterding et al., 2011).  

Recent advancements in educational technology have demonstrated the effectiveness of gamification in 

improving learning outcomes across various disciplines. By incorporating elements such as teamwork, 

competition, rewards, and storytelling, gamification can create a more immersive and engaging learning 

environment. Unlike conventional lecture-based methods, which often rely on passive learning, gamification 

fosters active participation, encouraging students to engage with the material in a more meaningful way. 

Motivation is a crucial internal factor affecting students' academic performance. Despite its importance, many 

students experience a loss of interest and motivation due to various factors, one of which is the lack of 
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perceived support within the classroom environment. As a result, students may become bored, disengaged, and 

uninterested in classroom activities. This boredom can have significant repercussions, including increased 

absenteeism, diminished attention to important material, and incomplete assignments. While boredom in the 

classroom is challenging to avoid, even with the incorporation of group work, discussions, or other active 

learning strategies, lecturers can mitigate its effects by engaging students in ways that enhance the overall 

interest and engagement of the class.  

Engaging students and enhancing the appeal of classroom learning posed a significant challenge for the course 

instructor (Ramesh, Azzah, Habiba & Pauline, 2025). Economics education, in particular, can benefit from 

gamification due to the subject’s reliance on abstract models, quantitative analysis, and theoretical 

frameworks. Traditional teaching methods may struggle to capture students' interest or effectively develop 

their problem-solving skills. However, by integrating game mechanics, educators can simulate real-world 

economic scenarios, allowing students to apply theoretical knowledge in practical, decision-making contexts. 

This experiential learning approach aligns with constructivist educational theories, which emphasize active 

learning and student-centered instruction. While most research on gamification in education has focused on 

high school students, gamified instruction in university classrooms remains relatively uncommon 

(Dehghanzadeh et al., 2024; Dehghanzadeh et al., 2021). In addition, the increasing prevalence of digital 

learning tools and the shift towards blended and online learning environments make it crucial to explore 

innovative pedagogical methods. The COVID-19 pandemic further accelerated the adoption of digital 

education, emphasizing the need for interactive and engaging learning strategies that can be implemented in 

both physical and virtual classrooms. 

In comparing the suitability of gamification platforms, Quizlet offers diverse quiz formats such as flashcards, 

gravity games, tests, matching activities, and spelling exercises, fostering individual learning engagement. 

Kahoot, on the other hand, motivates students through competitive point-based quizzes that reward accuracy 

and speed. Classcraft uniquely integrates gamification with classroom management by encouraging students to 

follow class rules through interactive role-play. Students create personalized avatars with special powers and 

collaborate in teams within time constraints, emphasizing the importance of teamwork, mutual respect, and 

collective responsibility. In response, Classcraft was strategically implemented as a gamified platform to foster 

student motivation and engagement in learning economics. Classcraft, an education-based gaming system, is a 

dynamic and interactive platform that enhances the learning process beyond the standard classroom. Moreover, 

game-based learning platforms such as Classcraft provide real-time feedback, enabling students to track their 

progress and make adjustments to enhance their understanding. 

In this context, gamification through platforms  in particular, Classcraft represents a promising avenue for 

enhancing student engagement, motivation, and overall learning outcomes in economics education. 

Gamification emerges as a valuable tool for improving classroom management, fostering active participation, 

and boosting student motivation. Hence, to enhance students' motivation to learn Economics, this game was 

proposed to create a more engaging and interactive learning experience. Classcraft leverages motivational 

gaming principles to create a positive learning experience for students who enjoy role-playing games. Thus, 

the objective of this paper is to enhance the effectiveness of the learning process and improve students' 

motivation in learning Economics by integrating innovative gamification methods. This study aims to 

introduce a game-based approach as an interactive and enjoyable method for teaching Economics, thereby 

increasing student engagement and making learning more enjoyable. 

LITERATURE REVIEW 

Gamification in education has gained significant attention as an effective pedagogical tool. which integrates 

game elements into learning, and has proven effective in boosting student motivation and attention (Wang & 

Tahir, 2020), particularly in social sciences such as economics and business (Gravalos-Gastaminza et al., 

2022). Based on Kapp (2012) study, gamification can improve students’ motivation, engagement, and learning 

outcomes by incorporating elements such as competition, rewards, and collaboration. Similarly, Hamari et al. 

(2014) suggest that game-based learning enhances intrinsic motivation, leading to better knowledge retention 

and application.  
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The use of Classcraft as a gamification tool in education has been explored in various disciplines. For example, 

studies by Rodríguez et al. (2019) indicate that Classcraft fosters student engagement, teamwork, and a sense 

of responsibility. More recent research by Wang and Tahir (2020) highlights that digital gamification 

platforms significantly improve student engagement and cognitive learning outcomes, particularly in higher 

education settings. Additionally, a study by Bai et al. (2021) found that gamification tools, including 

Classcraft, can enhance the effectiveness of online and hybrid learning environments by increasing student 

participation and motivation. 

Economics, as a subject, involves complex theories and abstract concepts that require a high level of cognitive 

engagement. Traditional lecture-based methods often fail to cater to diverse learning styles (Becker, 2001). 

Gamification strategies, like those employed in Classcraft, offer an alternative approach to traditional methods. 

By incorporating elements such as storytelling, role-playing, and reward mechanisms, they make learning 

more interactive and enjoyable (Gee, 2003). Studies by Cheong et al. (2013) support the idea that 

incorporating game-based learning can improve comprehension and application of economic principles. 

Furthermore, a study by Domínguez et al. (2022) emphasized that gamification significantly enhances 

problem-solving skills and conceptual understanding in economics courses, reinforcing its value as an 

educational tool. 

The potential advantages of gamification, including enhanced motivation, engagement, and learning outcomes, 

have been extensively explored in academic literature (Kapp, 2012; Hamari et al., 2014). However, there 

remains a need to substantiate these theoretical claims with empirical evidence, particularly in evaluating the 

effectiveness of gamified platforms such as Classcraft in specific subject areas like economics. For example, 

Rodríguez et al. (2019) conducted a study demonstrating that students utilizing Classcraft experienced a 25% 

increase in engagement compared to those in a traditional, non-gamified economics course. This improvement 

was especially evident in students' participation in class discussions and completion of assignments, supporting 

the theoretical premise that gamification promotes active learning and involvement. Furthermore, a study 

conducted by Wang and Tahir (2020) reported a substantial increase in student satisfaction, along with a 15% 

higher average grade in gamified economics courses compared to conventional lecture-based instruction. This 

empirical evidence reinforces the argument that gamification, particularly through platforms such as 

Classcraft, can yield measurable improvements in learning outcomes. 

In comparison to other gamified learning tools such as Kahoot! or Quizlet, Classcraft distinguishes itself 

through its immersive narrative and team-based features. While Kahoot! primarily emphasizes quizzes and 

immediate feedback, Classcraft incorporates role-playing elements, enabling students to create avatars and 

collaborate in teams to earn points based on their academic progress. This emphasis on storytelling and 

teamwork has been found to have a more significant impact on student engagement in economics courses (Bai 

et al., 2021), as it facilitates the application of economic principles in a dynamic, real-world context rather than 

relying solely on rote memorization. 

Considering the growing interest in gamified learning, this study explores the integration of Classcraft into 

economics education in higher learning institutions as a means to enhance university student engagement and 

foster a more dynamic, interactive learning environment. While gamification has shown promise across 

various disciplines, there is a notable gap in empirical research on its application within economics, 

particularly to engaging students with abstract and complex economic concepts. By examining both student 

experiences and academic performance, this study aims to provide a comprehensive analysis of how 

gamification, specifically through Classcraft which can support deeper learning and sustained motivation in 

economics classrooms in higher learning institutions. The findings contribute to the evolving discourse on 

innovative pedagogical strategies and offer practical insights for educators zooming into higher learning 

institutions seeking to transform traditional economics instruction into a more participatory and impactful 

educational experience. 

DESIGN AND METHODOLOGY  

This study adopted a quantitative research design involving undergraduate students enrolled in science policy 

and public administration courses at one of the public universities in Malaysia. To enhance engagement and 
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promote active learning, a customized Classcraft-based gamification intervention was integrated into the 

economics component of the curriculum. The gamified instructional approach was strategically developed to 

make abstract economic concepts more accessible and to foster a more interactive learning environment. In 

this game, students are also required to answer questions using the Quizizz and Kahoot apps. 

Data were collected through structured instruments to evaluate students’ comprehension, motivation, 

engagement, and perceptions of the economics course. The implementation of Classcraft served not only as an 

instructional tool but also as a mechanism to assess the effectiveness of gamification in transforming the 

economics classroom into a more dynamic and student-centered space.  

The respondents of this study comprised 150 undergraduate students enrolled in an Economics course at 

Universiti Teknologi MARA, Negeri Sembilan Branch, Seremban 3 Campus, Malaysia. Of the total 

participants, 16.0% (n = 24) were male and 84.0% (n = 126) were female, with a median age of 20 years. As 

part of the study, the respondents were given the opportunity to engage with an educational economic game 

specifically designed to align with the course syllabus. Following the gameplay session, a questionnaire 

(adapted from Ibrahim et.al, 2011) was administered to collect data on students' perceptions regarding the 

effectiveness of the game in motivating them to study Economics. 

FINDINGS 

The result of the reliability test is shown in Table I. Cronbach’s Alpha reliability for all variables indicated the 

range of good, very good and excellent internal consistency with reading 0.873. The widely-accepted cut-off is 

that alpha should be 0.600 or higher (Hair, Black, Babin, & Anderson, 2010). Thus, this indicates that the data 

and the measuring instrument are excellent and therefore, the data obtained for this research are reliable. 

 

Motivation refers to an internal condition that prompts or energizes individuals to act. In this study, motivation 

was measured using seven items, each rated on a five-point Likert scale ranging from 1 (mostly disagree) to 5 

(mostly agree). The detailed results are presented in Table 2. 

For the first item (M1), which assessed whether the game enhanced students' knowledge of the subject matter, 

68.7% (n = 103) agreed and 20.0% (n = 30) mostly agreed. A total of 10.7% (n = 16) were unsure, while none 

(n = 0) mostly disagreed, and only 0.7% (n = 1) disagreed with the statement. 

With regard to the second item (M2), 54.0% (n = 81) agreed and 17.3% (n = 26) mostly agreed that they 

preferred answering questions through games. About 21.3% (n = 32) reported being unsure, whereas 1.0% (n = 

1) mostly disagreed and 6.7% (n = 10) disagreed. 

In relation to future use of games for learning (M3), 58.0% (n = 87) agreed and 20.0% (n = 30) mostly agreed 

that they were very interested. Approximately 19.3% (n = 29) were unsure, with no respondents (n = 0) 

selecting mostly disagree, and only 2.7% (n = 4) disagreeing. 

For the fourth item (M4), 66.0% (n = 99) agreed and 20.7% (n = 31) mostly agreed that they preferred 

completing exercises through games. Only 9.3% (n = 14) were unsure, none mostly disagreed, and 4.0% (n = 

6) disagreed. 

When asked whether games made the Economics subject more interesting (M5), 61.3% (n = 92) agreed and 

26.7% (n = 40) mostly agreed. A smaller proportion, 10.7% (n = 16), were unsure, while both mostly disagree 

and disagree responses were low at 0.7% (n = 1) each. 
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Regarding better understanding of the subject through games (M6), 64.7% (n = 97) agreed and 28.0% (n = 28) 

mostly agreed. Meanwhile, 14.7% (n = 22) were unsure, with no respondents indicating mostly disagree and 

2.0% (n = 3) disagreeing. 

Finally, for the item measuring whether games attracted students' interest in learning (M7), 58.7% (n = 88) 

agreed and 28.0% (n = 42) mostly agreed. About 10.7% (n = 16) were unsure, while only 0.7% (n = 1) mostly 

disagreed and 2.0% (n = 3) disagreed. 

 

The level of the study variables was determined based on the five-point Likert scale, with response options 

ranging from 1 (mostly disagree) to 5 (mostly agree). To categorize the scores into low, moderate, and high 

levels, the range between the highest and lowest possible scores (5 – 1 = 4) was divided into three equal 

intervals (4 ÷ 3 ≈ 1.33). Accordingly, mean scores were interpreted as follows: 1.00 to 2.33 indicated a low 

level, 2.34 to 3.67 indicated a moderate level, and 3.68 to 5.00 indicated a high level. 

 

Table 3 presents the results for the seven items measuring motivation. Overall, the findings indicate that the 

level of motivation towards the use of educational games was high, as reflected by the mean scores for each 

item falling within the high-level range. Among the items assessed, the highest motivation was associated with 

the perception that games make subjects more interesting (M5; Mean = 4.1267), followed by the belief that 

games attract students' interest (M7; Mean = 4.1133), enhance knowledge of the subject matter (M1; Mean = 

4.0800), and encourage preference for doing exercises through games (M4; Mean = 4.0333). Additionally, 

games were perceived to aid in better understanding of the subject (M6; Mean = 4.0000). Students also 

expressed considerable interest in using games for future learning (M3; Mean = 3.9533). The item with the 

lowest mean, though still within the high motivation range, was the preference for answering questions 

through games (M2; Mean = 3.8067). 
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Based on the analysis, the majority of respondents indicated that educational games motivated them to learn 

Economics, as evidenced by an overall mean score of 4.0162 (SD = 0.52169), as shown in Table 4. 

 

DISCUSSION AND CONCLUSION 

Classcraft is an educational approach uses game-based learning to enhance understanding of subjects. It was 

developed to promote student engagement in the classroom and with their teachings, promote positive 

behaviour, and foster the development of skills such as cooperation and communication. Students will build 

characters and collaborate in this game. They can gain and employ special "powers" to aid in their academic 

study and assist their comrades in times of need. Additionally, they receive some fantastic rewards for their 

efforts, such as new equipment and pets to let them customize their character.  

The incorporation of Classcraft into economics education transforms the learning process by utilizing 

gamification elements to enhance accessibility and engagement with complex economic concepts. 

Conventional teaching approaches often face challenges in maintaining student interest, particularly when 

addressing abstract topics such as supply and demand, inflation, opportunity costs, and market structures. By 

converting these concepts into interactive quests and challenges, Classcraft provides students with 

opportunities to actively apply their knowledge in a dynamic and contextually meaningful manner. 

Classcraft’s gamified approach fosters student motivation through the use of rewards, competition, and 

collaborative learning. Instead of passively absorbing information, students actively participate in scenarios 

where they must make decisions that mirror real-world economic situations. These activities encourage critical 

thinking, problem-solving, and strategic planning, all of which are essential skills for understanding and 

applying economic principles. 

Furthermore, the platform’s interactive nature enhances student engagement and retention. Research has 

shown that students learn best when they are actively involved in the learning process, and Classcraft’s format 

aligns perfectly with this philosophy. The game-like environment helps reduce anxiety associated with 

traditional assessments, allowing students to experiment with economic concepts without fear of failure. By 

making mistakes and learning from them in a controlled setting, students develop a deeper comprehension of 

the subject matter. 

Beyond its educational benefits, Classcraft also holds strong commercial potential. As the demand for 

innovative and technology-driven educational tools continues to grow, this platform provides a valuable 

solution for educators looking to modernize their teaching methods. Schools and institutions that implement 

Classcraft may see improved student performance and engagement, making it a worthwhile investment in the 

future of education. 

In conclusion, Classcraft presents a promising approach to teaching economics by combining traditional 

learning with gamification. It enhances student engagement, fosters critical thinking, and improves retention 

rates, ultimately making economics more accessible and enjoyable. With its strong potential for both 

educational impact and commercial success, Classcraft represents a modern and effective tool for 

revolutionizing the way economics is taught. 

http://www.rsisinternational.org/


INTERNATIONAL JOURNAL OF RESEARCH AND INNOVATION IN SOCIAL SCIENCE (IJRISS) 

ISSN No. 2454-6186 | DOI: 10.47772/IJRISS | Volume IX Issue IIIS May 2025 | Special Issue on Education 

Page 3374 
www.rsisinternational.org 

 

 

 

REFERENCES 

1. Abramovich, S & Wardrip, P. (2016). Impact of badges on motivation to learn. Digital Badges in 

Education. Edited by Muilenburg, Lin Y. and Zane L. Berge. Kindle Edition. New York: Routledge.  

2. Bai, S., Mo, D., Zhang, L., & Rozelle, S. (2021). The impact of gamification on student engagement 

and learning in online and hybrid education. Educational Technology Research and Development, 

69(4), 567-586. 

3. Bicen, H. & Kocakoyun, S. (2017). Educational Technology: Current Issues, World Journal on 

Educational Technology.  

4. Becker, W. E. (2001). Teaching economics in the 21st century. Journal of Economic Perspectives, 

15(1), 69-79. 

5. Cameron, KE., & Bizo, LA. (2019). Use of the game-based learning platform KAHOOT! to facilitate 

learner engagement in Animal Science students. Research in Learning Technology.  

6. Cheong, C., Filippou, J., & Cheong, F. (2013). Towards the gamification of learning: Investigating 

student perceptions of game elements. Journal of Information Systems Education, 24(3), 233-244. 

7. Choo, T.W., Ahmad, N., Nisa, Z., Mohd Ramli, I & Abd Ghani, R. (2017). Fundamental of Economics, 

Oxford Fajar.  

8. Dehghanzadeh, H., Farrokhnia, M., Dehghanzadeh, H., Taghipour, K., & Noroozi, O. (2024). Using 

gamification to support learning in K‐12 education: A systematic literature review. British Journal of 

Educational Technology, 55(1), 34-70. 

9. H. Dehghanzadeh, H. Fardanesh, J. Hatami, E. Talaee, O. Noroozi, Using gamification to support 

learning English as a second language: a systematic review, Comput. Assist. Lang. Learn. 34 (7) (2021) 

934–957. 

10. Dellos, R. (2015). Kahoot! A Digital Game Resource for Learning. International Journal of 

Instructional Technology and Distance Learning.  

11. Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From game design elements to gamefulness: 

Defining “gamification.” Proceedings of the 15th International Academic MindTrek Conference: 

Envisioning Future Media Environments, 9-15. 

12. Domínguez, A., Saenz-De-Navarrete, J., De-Marcos, L., Fernández-Sanz, L., Pagés, C., & Martínez-

Herráiz, J. J. (2022). Gamification for learning: A review of the empirical literature. Computers & 

Education, 172, 104291. 

13. Filippou, J., Cheong, C. and Cheong, F. (2018), “A model to investigate preference for use of 

gamification in a learning activy”, Australasian Journal of Information Systems, Vol. 22, pp. 1-23. 

14. Fu, F.L., Su, R.C. and Yu, S.C. (2009), “EGameFlow: a scale to measure learners’ enjoyment of e-

learning games”, Computers and Education, Vol. 52 No. 1, pp. 101-112. 

15. Gee, J. P. (2003). What video games have to teach us about learning and literacy. Computers in 

Entertainment, 1(1), 20-29. 

16. Hair, J., Black, W. E., Babin, B. J., & Anderson, R. (2010). Multivariate data analysis (7th ed.). New 

Jersey: Pearson Education International. 

17. Gravalos-Gastaminza, ´ M. A., Hernandez-Garrido, ´ R., P´erez-Calanas, ˜ C., Gr´avalos-Gastaminza, 

M. A., Hernandez-Garrido, ´ R., & P´erez-Calanas, ˜ C. (2022). Laherramienta tecnologica ´ kahoot 

como medio para fomentar el aprendizaje activo: Un analisis ´ sobre su impacto en la docencia en el 

Grado de Administracion ´ yDireccion ´ de Empresas. Campus Virtuales,11(1). 

18. Hamari, J., Koivisto, J., & Sarsa, H. (2014). Does gamification work? A literature review of empirical 

studies on gamification. Proceedings of the 47th Hawaii International Conference on System Sciences, 

3025-3034. 

19. Ibrahim, R., Yusoff, R. C. M., Mohamed@Omar, H., & Jaafar, A. (2011). Students’ perceptions of 

using educational games to learn introductory programming. Computer and Information Science, 4(1), 

205–216. 

20. Kapp, K. M. (2012). The gamification of learning and instruction: Game-based methods and strategies 

for training and education. John Wiley & Sons. 

21. Karaaslan, İ. A., & Budak, L. (2012). Research on the use of mobile phone features by university 

students and its impact on their communication practices in everyday life. Journal of Yasar University.  

22. Normadiah Sheik Said. (2016). Gamifikasi pendekatan baharu dalam pengajaran. Serdang: UPM.  

http://www.rsisinternational.org/


INTERNATIONAL JOURNAL OF RESEARCH AND INNOVATION IN SOCIAL SCIENCE (IJRISS) 

ISSN No. 2454-6186 | DOI: 10.47772/IJRISS | Volume IX Issue IIIS May 2025 | Special Issue on Education 

Page 3375 
www.rsisinternational.org 

 

 

 

23. Papazoglou, K., Janikian, M., & Paizi, D. (2018). Gamification of learning and student engagement. In 

ICERI2018 Proceedings. IATED.  

24. Rodríguez, I., Santiago, R., & Peñalvo, F. J. G. (2019). Classcraft as an innovative gamification tool in 

education. International Journal of Emerging Technologies in Learning, 14(1), 34-45. 

25. Roy, R.V. and Zaman, B. (2018), “Need-supporting gamification in education: an assessment of 

motivational effects over time”, Computers and Education, Vol. 127, pp. 283-298. 

Ramesh, G., Azzah, A. M., Habiba, M. S. A. M., & Pauline, S. M. (2025). Gamification and students’ 

engagement in accounting courses–an experimental study. Learning and Teaching in Higher Education: 

Gulf Perspectives. 

26. Simões, J., Redondo, R. D., & Vilas, A. F. (2013). A social gamification framework for a K-6 learning 

platform. Computers in Human Behavior.  

27. Tan, D., Ganapathy, M. and Singh, M.K.S. (2018), “Kahoot! It: gamification in higher education”, 

Pertanika Journal of Social Science and Humanities, Vol. 26, pp. 565-582. 

28. Wang, X., & Tahir, R. (2020). The effectiveness of gamification in higher education: A systematic 

review of the literature. Interactive Learning Environments, 28(3), 319-334. 

https://doi.org/10.1080/10494820.2019.1683249  

29. Whitton, N. (2011). Game engagement theory and adult learning. Simulation & Gaming.  

30. Whitton, N. (2007). Motivation and computer game-based learning. Proceedings of the Australian 

Society for Computers in Learning in Tertiary Education, Singapore.  

31. Witari, I., Anwar, K., & Arifani, Y. (2021). The Effect of Classcraft on Enhancing Grammar 

Performance of Adult Learners. 1st UMGESHIC International Seminar on Health, Social Science and 

Humanities (UMGESHIC-ISHSSH 2020). 

http://www.rsisinternational.org/
https://doi.org/10.1080/10494820.2019.1683249

