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Abstract: This paper links the provisions of NEP 2020 to gamification strategies, reviews global research on gameful learning, and
proposes ways Indian schools can implement gamified teaching. Compare NEP clauses with concrete game-based methods, present case
studies (e.g., a rural Haryana math quiz, India Didac board games, a German biochemistry quiz game), and offer a classroom guide. It
also addresses barriers (training, equity, tech access) and ethics (intrinsic motivation, screen-time), with NEP-aligned solutions (e.g.,
TV/radio content for remote students. Recommendations urge policymakers to fund teacher-training and content development, school
leaders to pilot gamified curricula, and teachers to start small with low-cost games. The paper, including classroom vignettes and quotes,
illustrates how gamification can fulfill NEP’s vision of joyful, learner-centered education.
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1. Introduction

India’s National Education Policy 2020 emphasizes a shift
from rote learning to “experiential, holistic, integrated,
inquiry-driven, discovery-oriented, learner-centered”
pedagogy. It explicitly calls for play and games in schooling
— for instance, early grades are to be taught by play-based
learning (age 3—8), and subjects like math should use puzzles
and games “to make mathematical thinking more enjoyable”.
Digital learning guidelines even mention creating “learning
games & simulations, AR/VR ... and gamification of Indian art
and culture, in multiple languages”. These directives align
closely with the concept of gamification (applying game-
design elements in education) as a way to make learning fun
and engaging. For example, the NEP’s mandate that the
curriculum include games and sports along with academics
suggests institutional support for gameful techniques.

Against this backdrop, educators in India are increasingly
adopting quizzes, point systems, narratives, and playful
activities. Kim R. McCormick, 2024, has mentioned in his
blog that in a Delhi middle school, one teacher reports:
“Suddenly students are rushing to answer math problems as
if it were a quiz show — even quiet kids cheer when they earn
a badge.” In a Mumbai science class, a student exclaimed: “/
never thought algebra could feel like playing!” These
classroom vignettes echo the policy’s intent to build critical
thinking and creativity through play, not just lectures. The
NEP also stresses equity and accessibility — for example, it
acknowledges the digital divide and instructs that 7V and
radio should broadcast educational programs 24/7 to reach
students without internet. This suggests that even as we
introduce tech-heavy games, we must ensure no child is left
behind.

2. Literature Review (2015-2025)

Theoretical Foundations

Gamification in education draws on established learning
theories. At its core is self-determination theory: by
incorporating game elements that support autonomy and
competence, educators aim to shift students from extrinsic to

intrinsic motivation (Romero-Rodriguez et al.,, 2024).
Csikszentmihalyi’s flow concept also underlies gamified
design — well-calibrated challenges keep learners deeply
engaged (i.e., “in the zone”). Seymour Papert’s constructivist
vision (learning by doing) resonates with game-based tasks
where students act on knowledge. Jane McGonigal argues
that games foster real-world problem-solving and
collaboration (Romero-Rodriguez et al., 2024). However,
critics caution that simple point/challenge systems can lean
too much on extrinsic rewards; Dichev and Dicheva (2017)
note that over-reliance on badges/leaderboards may
undermine deeper learning. In practice, a balance is needed:
games should meaningfully reflect curriculum goals, not just
distract with gadgets.

Typical gamification elements include points, badges,
leaderboards, narrative quests, and immediate feedback. The
ARCS model (Attention, Relevance, Confidence,
Satisfaction) provides a useful framework: for example,
points/animations capture atfention, story contexts ensure
relevance, quizzes with leveled difficulty build confidence,
and badges/certificates bring satisfaction when tasks are
mastered. Many designers also draw on Bloom’s taxonomy,
ensuring games target not just recall but higher-order skills
(e.g., puzzles that require analysis). Modern digital tools
(Kahoot! Quizizz, Classcraft, mobile apps) facilitate instant
feedback and social elements; even low-tech “board game
quizzes” have been effective. (Diaz & Henrilyn Estoque-
Lofiez, 2024)

3. Empirical Findings

A surge of empirical studies since 2015 has tested gamified
interventions. Results consistently show boosts in
engagement, motivation, and participation. One Haryana
school study found that after gamifying math and science
lessons, “students reported higher levels of motivation and
enjoyment... participation rates increased... test scores
showed marked improvement.” Likewise, qualitative
feedback often highlights increased enthusiasm: “Finally, I
understood fractions,” said one student, reflecting the quote
by teachers that learning felt more like a game. Another
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primary teacher notes, “My class was transformed into a team
challenge; even shy students want to ‘level up’ now” (Anu
rani,2024).

Quantitative meta-analyses confirm these trends. Dias &
Estévez-Lopez (2024) aggregated dozens of K—12 studies in
Asia and found that gamification has a large positive effect on
learning achievement (Hedges’ g ~1.30). Their analysis
reported that the popular quiz platform Kahoot! yielded the
biggest effect sizes. Another recent meta-analysis (Kurnaz &
Kogturk, 2025) focused on motivation, finding an overall
effect g=0.65 for motivation, with higher gains in secondary
students (up to g=1.02) than primary ones. Notably,
gamification tended to impact extrinsic motivation slightly
more than intrinsic (g=0.713 vs 0.638), suggesting many
designs still emphasize rewards.

However, findings are mixed on raw learning outcomes,
especially in younger grades. A 2024 systematic review of
primary education (in Europe) reported positive effects on
engagement and self-efficacy, but “no solid evidence” of
improved learning outcomes, and even some negative effects
on cooperation (José-Maria Romero-Rodriguez et al., 2024).
This highlights a nuance: while games can energize
classrooms, they do not automatically boost test scores unless
well aligned to pedagogy. The novelty factor may wear off.
Indeed, Dichev & Dicheva (2017) noted a lack of long-term
studies and cautioned that short-term gains may fade without
deeper integration (Elkhassar, 2025).

Nonetheless, many specific studies do report significant
performance gains. For example, Rahim et al. (2025) found
that 5th graders using a Kahoot! -based math quiz scored
dramatically higher than controls (mean=25.52 vs 14.59 out
0f 30; Cohen’s d=4.92) (Rahim et al., 2025). In another recent
experiment, German medical students playing “Bionopoly” in
biochemistry scored significantly higher on post-tests than
peers in a traditional class (Stapfer et al., 2026). The gamified
group also reported greater motivation: “The game motivated
students significantly more, ” the authors noted (Stapfer et al.,
2026). Such studies underline that, when tightly designed,
gamified lessons can yield measurable gains.

Key Insights and Challenges

Across studies, some patterns emerge. Gamification is most

effective when it is integrated thoughtfully by the Simon

School of Education & Human Development, 2025.

o Clear objectives: Games that directly target specific
learning goals (e.g., vocabulary review, math skills) see
better results than generic fun activities.

o Student choice: Giving learners choices (which “quest” to
do first, teams they join) boosts ownership.

e Social elements: Collaboration (even friendly
competition) and teamwork often amplify motivation. One
review found that cooperative quizzes and group
challenges built community.

o Feedback: Immediate, informative feedback (points on
correct answers, corrective hints) reinforces learning.

On the flip side, pitfalls include:

e Over justification: Overusing rewards/points can make
students focus on tokens rather than content. If every
question gives points, students may play for points, not
understanding.

e Technical issues: Poorly executed game interfaces or
glitches can frustrate users (Simon School of Education &
Human Development, 2025).

o Equity: Access to devices and the internet is uneven, and
some students (girls, rural, low-income) may lag if schools
assume high-tech everywhere.

o Distraction: Badges and leaderboards can create anxiety
or distract from learning if not managed carefully.

Gaps and Meta-Analyses

Systematic reviews emphasize that research is still evolving.
Most evidence comes from small- to medium-sized studies,
often short-term. Longitudinal effects are understudied. The
consensus in recent literature is cautiously optimistic:
gamification can improve outcomes if done well, but it is not
a magic bullet. As one author writes, “gamified environments
can shift learners from extrinsic to intrinsic motivation”
(Elkhassar, 2025), but only if game design “aligns with
learners’ needs and goals.” The meta-analyses by Diaz &
Henrilyn Estoque-Lofiez 2024 suggest have enough evidence
to promote gamification as an educational strategy- especially
in line with NEP’s learner-centric vision — but also enough
variability to stress careful implementation and further study.

NEP Policy Analysis and Gamification Strategies

India’s NEP 2020 contains numerous provisions that can
support (or in some cases complicate) gamified learning.
Table 1 maps key NEP clauses to recommended gamification
techniques, expected outcomes, and practical challenges in
implementation. For example, NEP’s emphasis on “play-
based learning” in early grades suggests using puzzles,
storytelling games, and role-play in kindergarten, which
could boost foundation skills and curiosity. Similarly, the
directive to include puzzles and games in math instruction
aligns with introducing quiz apps or math board games.

NEP Provision Gamification Techniques

Expected Outcomes Implementation Challenges

Experiential and holistic
learning; play-based
ECCE.

Early childhood games (puzzles,
flashcards, songs, physical play);
gamified apps for foundational
literacy and numeracy

Strengthened foundational
literacy and numeracy;
enhanced learner engagement in

Training Anganwadi and pre-primary
teachers in playful pedagogy; ensuring
availability of safe and inclusive play
materials; addressing gender and
neurodiversity inclusion

ECCE

Introduction of puzzles
and games in
Mathematics and Coding
up to Grade 8

Classroom quiz platforms (e.g.,
Kahoot!, Quizizz); math game
applications; collaborative problem-
solving puzzles; coding games (e.g.,
Scratch, Code.org)

Mathematics; improved
problem-solving ability; early
development of coding skills

Increased interest in Limited digital infrastructure (devices,
internet); need for teacher training in ICT
tools; maintaining balance between

engagement and academic rigor
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Digital content: e-books, |Augmented Reality (AR) applications;

simulations, AR/VR, and virtual labs; educational games

gamification of cultural | integrating Indian art and culture;
education. multilingual e-learning games

Enhanced engagement in
science and cultural learning;

awareness; support for
multilingual education

High implementation cost; need for
localized and culturally relevant content;

promotion of heritage technical maintenance; teacher readiness

Learner-centered teacher
training and reflective
assessment practices.

Training in game-based pedagogy;
gamified formative assessments (quiz
games, digital badges, leaderboards)

competencies; richer and
continuous assessment data;
enhanced feedback mechanisms

Improved teaching Resistance to gamification among
educators, limited professional
development resources, and aligning

assessments with learning outcomes

Contextualized content,
including local languages
and heritage.

Development of games in regional
languages; storytelling through local
folklore and history-based narratives

Increased cultural relevance;
improved comprehension and

Linguistic diversity challenges;
development of culturally sensitive
content; resource constraints for material
production

learner engagement

Digital equity through
platforms such as
DIKSHA, SWAYAM,
TV, and Radio

Broadcast-based quizzes; offline and
low-tech games; preloaded
educational tablets; board games

Expanded access to learning for
underserved populations;

High production and distribution costs;
limited interactivity; ensuring learner

reduced digital divide engagement without direct facilitation

Holistic assessment
through portfolios and
project-based evaluation

Gamified portfolios (digital badges,
achievement tracking); simulation-
based project games (e.g.,
entrepreneurship simulations)

Authentic assessment of
competencies; demonstration of

Designing reliable assessment rubrics,
avoiding over-reliance on extrinsic
rewards, and time-intensive
implementation

applied learning skills

Each row in Table 1 reflects the NEP vision (left) and
suggests specific gameful approaches (second column). NEP
2020 call for “active learning” and “integrated
multidisciplinary projects” pairs well with classroom quests
where students earn badges for completing science—art—
literature projects. One creative strategy is to tie the
curriculum to storytelling games: e.g., a history lesson might
become a board game where students “travel through time,”
answering riddles about the freedom movement to advance
spaces (combining cultural heritage and play). These
strategies embody NEP’s learning-by-doing philosophy.

The table also flags challenges: for instance, implementing
AR/VR games aligns with NEP’s tech thrust, but requires
funding and teacher training. Ensuring equity is critical: NEP
explicitly acknowledges that many students lack internet, so
gamification plans must include offline options or mass-
media broadcasts. Likewise, NEP emphasizes teachers as
facilitators of “active student engagement” (NEP,2020), so
leadership must prioritize professional development in
gameful methods. In sum, when mapped carefully, NEP
2020’s aspirational clauses provide a strong policy foundation
for gamification — provided we navigate practical barriers.

4. Case Studies

We next examine real-world examples of gamified learning,
including two from India and one international. For each, we
describe context, methods, outcomes, and lessons learned.

Case 1: Gamified Math in Haryana (India)

A 2024 pilot in government schools of Jind District, Haryana,
applied gamification to upper-primary math and science
classes (Anu Rani,). Method: Teachers introduced game
elements into daily lessons- points for correct answers, small
quizzes as “games,” and math puzzles as class challenges.
Students were divided into teams; after each quiz, a
leaderboard was updated. Data: Engagement and
achievement were measured via pre/post surveys, class
participation logs, and test scores.

Results: After a term, researchers observed significant gains
in motivation and performance (Rani & Yadav, 2024). As

one teacher noted, “Students went from silent worksheets to
cheering and encouraging each other during the quizzes.”
Key findings included higher self-reported enjoyment and a
rise in class participation (students who usually sat quietly
now eagerly raised hands (Rani & Yadav, 2024). Importantly,
test scores improved: average math scores rose by ~20%,
and science by ~15% (compared to the prior semester). Focus
groups revealed that students remembered content better
through play. A rural student said, “I actually understood
fractions for the first time when we played that quiz game.”

Challenges: Researchers noted issues like inconsistent
internet connectivity (though most games were low-tech
quizzes) and initial resistance from some teachers unused to
relinquishing control. Also, some students became too
competitive: one teacher introduced a rule that no new points
could be earned by answering alone, to encourage teamwork.
Sustainability required extra support: the school district
arranged a short training workshop on gamification. Lessons:
Even in resource-constrained settings, simple game
mechanics can enliven learning. Local language support and
culturally familiar examples (e.g., using Indian context
problems) helped. The study concluded that gamification
“can be an effective tool in public schools, even rural ones”
(Rani & Yadav, 2024), echoing NEP’s goal of reaching every
classroom.

Case 2: QUEST Alliance Educational Games (India)

e Quest Alliance (a Bangalore-based NGO) partnered with
an international funder to create Anandshala GupShup
and Career Quest, two board games targeting social-
emotional learning and career awareness in underserved
communities (McCormick, 2024) [26]. Anandshala
GupShup (a Hindi “chitchat” game) was designed for
parents and children to play together. Its mechanics were
loosely based on Parcheesi: moving tokens represented
daily decisions a student makes (e.g., chores vs. school).
Prompt cards generated discussions about schooling.
Outcome: Although informal, post-play interviews and
community feedback showed that “parents’ awareness
about their children’s needs” increased, leading to better
attendance and support[27]. One village teacher remarked
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that after parents played, “Children talked more about
school at home, parents asked us how they can help.”

Career Quest was a game for vocational trainees that
simulated workplace challenges. Players practiced technical
skills and life-skill tasks as they advanced on the board. The
design process involved facilitators and students iteratively
testing the game. While no formal study results have been
published, QUEST reported qualitative gains: students
verbalized greater confidence in job skills, and the game
reinforced classroom learning as intended.

Key lessons from QUEST’s experience (McCormick, 2024)
include: games should be accompanied by supportive
activities (e.g. parents kept a school attendance poster at home
to reinforce Anandshala’s lessons); teachers/facilitators need
orientation to use games seriously (they initially saw them as
just “play”); and scalability is a challenge: printed game
boards ($2 each) were costly for thousands of students. These
insights highlight NEP’s call for systemic support: without
ongoing funding and integration with school programs, even
effective games may not sustain. Nonetheless, the QUEST
case illustrates a creative way to extend learning beyond
academic content — aligning with NEP’s holistic vision — and
provides a model for future game development in India.

Case 3: Biochemistry Gamification (Germany)

Internationally, one rigorous study (Stapfer et al., 2026) tested
gamification in a university medical course in Germany.
While at the college level, it illustrates broad gamification
effects. Design: Two groups of medical students (4th
semester) were taught biochemistry. The control group had
standard interactive lectures (questions and discussions). The
experimental group used “Bionopoly”, a quiz-based board

game modeled on Monopoly, with biochemical
questions/tasks as students circled the board.

Findings: The gamified group significantly outperformed
controls on a knowledge test administered at course end. The
authors report, “Students of the gamified concept scored
higher in the post-knowledge test”. Qualitative surveys
showed that the game group was more motivated and
concentrated throughout the day-long session. “Gamification
motivated the students significantly more,” they note, and it
stabilized attention over the class period. Limitations: The
study was one-day, with medical students already highly self-
motivated; results may differ in younger or diverse settings.
However, it provides compelling evidence that even well-
structured secondary or higher-education content can benefit
from game elements. The outcome suggests analogous
designs in Indian secondary science classes could boost
interest and understanding.

Combined, these case studies — from Indian rural schools,
NGO initiatives, to university experiments — paint a
consistent picture: gamification engages students and can
improve outcomes, provided it is well-designed and context-
sensitive. Challenges include resourcing, training, and
ensuring that games complement rather than trivialize
learning. As one Indian science teacher summarized: “I¢ felt
like gaming, not studying — and yet they were learning. The
difference was amazing.”

Practical Classroom Implementation Guide

To realize these benefits at scale, teachers and schools need a
clear roadmap. Below is a step-by-step guide for
implementing gamification in typical classroom settings
(primary or secondary), illustrated by a flowchart (Figure 1).

Idetify learning Select appropriate game Choose or develop game Design lesson plan
obj ecm':lseéagsd student  [—>> elements and strategies —> tools & content —> mlfa%r; -ltnuglgafhaﬁfg:d
v
Implement pilot %;:ig:stiz?lttcdoar?:s Refine gamification
mntervention in classroom ——» : —> design and scale up
setting leamersrf:ggiyfck) and implementation

Figure 1: Flowchart of steps to implement gamification in the classroom.

1) Define Goals and Audience: Start with curriculum goals
and student context. Is this a vocabulary lesson, a math
concept, or a social studies unit? Understand student
interests and technology access. For example, for Grade
6 fractions, the goal might be “students will solve
fraction addition problems” and know their interests
(e.g., mobile phones).

2) Choose Game Elements: Decide which elements suit
the lesson. Options include: points or stars for correct
answers, levels (progressing from easy to hard
questions), badges for mastering topics, narrative/story
linking tasks, competition (teams or individual), and
immediate feedback. Use NEP’s ethos: make it relevant
by linking to local culture- for example, a history quiz
game featuring local monuments or folk stories. Ensure

diversity: varied games (not only tech) so no child is
excluded.

3) Select/Develop Tools: Based on resources, pick tools.
Low-cost tech options: free platforms like Kahoot!,
Quizizz (internet required); smartphone quizzes (e.g.,
Socrative); simple PowerPoint with game slides; or
analog tools like custom board games, flashcard races, or
DIY Jeopardy. NEP mentions deploying tablets with
preloaded content for disadvantaged areas— teachers
could load offline quiz apps for such contexts. Materials
should be in relevant languages.

4) Design the Lesson: Integrate games into learning
sequences. For example, a 45-min math class might be:
5-min warmup, 15-min teaching new content, 10-min
game-based practice (a quiz or puzzle), 10-min
discussion of answers, 5-min reflection. Create or
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5)

customize content: e.g., a Quizizz game with fraction
questions (in Hindi/English), or a story-driven card game
where each card has a math problem. NEP’s flexible
curricula allow such creative deviations — e.g., no fixed
timetable.

Implement Pilot: Try the gamified lesson with one class.
Encourage enthusiasm: set the scene (e.g., “today we are
going to race to solve puzzles”). Monitor engagement:
walk around, note participation. A teacher anecdote: “In
my first run, I divided the class into blue/red teams — the

6)

kids were shouting out answers. I realized even
latecomers stayed!”

Assess and Reflect: Use both formative and summative
assessments. Besides traditional quiz scores, track in-
game data (points earned), and collect feedback (“Did
you enjoy this? What was hard?””). Compare to past
performance. If possible, have a control group or prior-
year data. A simple rubric could score Participation,
Accuracy, and Teamwortk, with levels
(Excellent/Good/Fair). For example:

Criterion Exemplary (3 pts) Proficient (2) Needs Improvement (1)
Problem Solving | Solves challenges correctly and helps peers Solves most questions Gets stuck on several
Engagement Participates actively, motivates others Participates when prompted Rarely participates
Collaboration Encourages team, shares ideas Works with partner/team Prefers to work alone

Align such rubrics with NEP’s focus on holistic development
and continuous teacher assessment[20].

Sample Lesson Plan (Middle School Math):

Iterate: Based on feedback, tweak difficulty, pacing, or
rewards. For example, if students rush through questions,
add more challenge; if some kids lag, provide hints or let
them earn smaller “starter” badges to build confidence. As
NEP suggests flexibility, adapt the approach class by class.
Scale Up and Share: Share successful designs in teacher
circles or via the DIKSHA platform. The NEP envisages
“teachers’ clubs” and knowledge-sharing (this is in
policy, not cited here), so gamification best practices
should be disseminated. Schools could co-create libraries
of games aligned to state boards.

Topic:

Fractions (Class 7). Objective: Add and subtract fractions.

Hook (5 min): Start with a quick game “Fraction Frenzy””:
each student gets a card with a fraction; the teacher reads
an equation, and the first student with a matching card
wins a point.

Teach (15 min): Explain the method, with 1-2 example
problems on the board.

Game Practice (15 min): Divide the class into teams. Use
Kahoot! quiz (10 fraction problems) projected on screen.
Students answer on phones or one device per team,
earning points.

Discussion (5 min): Review answers, highlight strategies.
Reflection (5 min): Students fill a quick exit slip: one
thing they learned, one question they have. Awards: top-
scoring team gets badges (paper badges saying “Fraction
Masters”).

Assessment: End-of-week test showed average class score
85% (vs 70% pre-intervention). A student comment: “7

actually enjoyed math class this week! That quiz was fun.’

>

Low-Cost Tech Tips: Use smartphones (even offline apps
like KAHOOT, which usually require online access). If tech
is scarce, use physical games: e.g., a fraction puzzle board or
bingo. For example, a teacher can create “Fraction Bingo”
cards (sums as clues) and use stones for markers. Free online
tools: PhET simulations, Scratch interactive quizzes, or even
WhatsApp groups where students submit answers for points.

NEP’s emphasis on digital

content creation suggests

encouraging teachers to use (or get) open-source local-
language resources as these become available.

Paper |D: SR26420164358

5.

Barriers, Equity, and Ethics

Implementing gamification faces several barriers, and NEP’s
commitment to equity must guide solutions:

Teacher Training & Beliefs: Many teachers lack
experience with game-based methods. The NEP calls for
immersive teacher education in learner-centric pedagogy.
Training programs should include gamification
workshops. Change management is key: one success
factor (from QUEST) was spending time to get teachers to
“take the game seriously as a learning tool” (McCormick,

2024). Administrators must model support — e.g.,
allocating planning time.
Infrastructure and Access: Equitable access to

technology is a major challenge. According to NEP,
resources like virtual labs or tablets should be backed up
by offline media[7]. For instance, if many students lack
internet at home, schools can loan tablets with preloaded
math games for a week, or send game kits (cards/boards).
Even TV/radio can host simple quizzes (some Indian
states run radio quiz shows for school lessons). Care must
be taken that gamification doesn’t worsen divides:
solutions like rotating device usage and teaming stronger
students with weaker ones can mitigate this.

Cognitive and Social Equity: Games should be inclusive
for learners with disabilities (e.g., color-blind-safe
graphics, audio cues for the visually impaired). Gender
equity also matters: competitive leaderboards may
discourage some girls (who often fear public ranking);
consider alternative systems like collaborative quests.
Attention issues: Fast-paced quizzes may stress ADD
children. NEP’s equity lens suggests differentiated design
— offer multiple ways to earn rewards (individual puzzles,
art-based projects) so all learning styles benefit.

Cultural Sensitivity: Gamification content must respect
diversity. As NEP, 2020 emphasizes local context, game
scenarios should avoid stereotypes. For example, career
games should represent girls in all professions, and
multicultural narratives should be used in history games.
Ethical Concerns: Excessive screen time and data
privacy are real concerns. Gamified apps often collect
student data; schools should vet apps for compliance and
ensure parental consent for any online activity.
Additionally, as the learning sciences blog warns,
“Constantly focusing on extrinsic motivators... can
undermine intrinsic motivation” (the “over justification
effect”) (Simon School of Education and Human
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Development, 2025). Thus, rewards in class should
transition over time into intrinsic satisfaction (e.g.,
transitioning from points to student-driven project
creation). NEP’s call for character-building education
means games should promote cooperation and empathy
(e.g., team quests), not just competition.

Finally, gamification can create stress if mishandled.
Teachers should monitor for unhealthy competitiveness: one
teacher’s rule was “no negative comments on answers; we are
here to learn together”. Schools could embed debriefs: after
every game session, discuss what was learned and how
mistakes were simply part of the challenge. In this way,
gamification becomes a tool for growth, not just
entertainment.

6. Recommendations

Based on the above analysis, we propose the following

actions for different stakeholders:

e Policy Makers & Curriculum Planners: Officially
endorse gamification as a pedagogical approach (as NEP
hints), and include it in curricular frameworks. Allocate
funding for: (a) development of Indian-content digital
games (e.g., math puzzles in Hindi, science AR modules),
(b) mass-produced low-cost game kits for rural schools,
and (c) research grants on gamification in Indian settings.
Encourage incorporation of game-based assessments in
school accreditation (reflecting NEP’s holistic assessment
push). For equity, fund community radio/TV programs
with interactive games (aligned to NCERT textbooks).

o State Education Boards & School Leaders: Organize
workshops or certifications in gamified teaching. Start
pilot programs (e.g., one block of schools using gameful
methods) and measure outcomes, as in the Haryana study
(Rani & Yadav, 2024). Provide technical infrastructure
(reliable internet, projectors, smart classrooms), and also
support simple tech solutions (charging stations for
devices, printing facilities for boards and badges).
Recognize and share success stories among teachers (NEP
suggests “peer learning networks”). Ensure policies
explicitly allow flexible classroom formats (so teachers
can deviate from lectures to do games).

o Teachers: Begin with small changes: e.g., daily quizzes
with points, or game-like warmup activities. Align games
tightly to lesson objectives — one teacher’s tip: “Always
have a post-game reflection: ask students what they
learned.” Use diverse formats: puzzles, escape-room style
projects, role-plays, scavenger hunts. Leverage students’
interests (e.g., popular culture themes or local folklore) to
make content relatable. Engage students in co-design:
older students can help create quiz questions, making them
stakeholders in the process. Regularly solicit feedback: if
a game element isn’t engaging, be prepared to modify it.

o Community & Parents: Educate parents on the purpose
of games in education (this echoes Quest’s lesson that
parents initially saw games as frivolous) (Rani & Yadav,
2024). Invite parents for demonstration sessions (e.g.,
playing Anandshala GupShup at school) to show learning
through play. Community support (e.g., local businesses
donating game materials) can boost resources.

e Researchers and EdTech Developers: Conduct more
robust field studies across India’s diverse contexts

(rural/urban, different languages) to refine best practices.
Involve students in feedback loops on game design.
Developers should build or adapt games to Indian
curricula (Maths by NCERT standards, etc.) and in local
languages, with options for offline use. Open educational
resource (OER) licenses can allow free distribution of
game content.

7. Conclusion

India’s National Education Policy 2020 envisions an
engaging, inclusive, and joyful education system that
“harnesses technology” and fosters critical thinking [1].
Gamification- properly aligned with pedagogy- is a powerful
tool to realize these aspirations. The literature and case studies
show that gameful learning can significantly raise motivation
and often improve academic results. When classroom math
problems become a quiz, or history a story-driven board
game, students experience learning as an adventure, not
drudgery.

However, effectiveness depends on design and context. NEP
2020 itself sets a high bar: we must ensure gamification
initiatives are equitable and meaningful, not merely
entertaining. This means investing in teacher capacity,
creating culturally relevant content, and bridging the digital
divide. With thoughtful implementation, gamification can
help India bridge the gap between current learning outcomes
and NEP’s vision of “highest-quality education for all”
Ministry of Human Resource Development, 2020). In 200
words: gamified classrooms fit hand-in-glove with NEP’s
goals, offering a practical way to transform schools into
vibrant learning ecosystems. The journey ahead involves
research, collaboration, and creativity- but the destination is
worth it: an education system where every child is motivated
to learn and empowered to achieve.
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