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ABSTRACT 

 

This research focuses on grade 5 elementary schools with the main aim of increasing students' interest 

in literacy through the application of gamification technology concepts. The implementation method is 

descriptive qualitative: 1) identifying the needs and preferences of students in elementary schools 

through surveys and observations. Based on these findings, a gamification platform was designed that 

combines game elements with literacy material according to the curriculum. 2) Integrating 

gamification into learning activities for grade 5 elementary school students. The implementation 

process is carried out collaboratively involving teachers, students and parents. The research was 

conducted at SD Negeri Pasar Baru 03, Central Jakarta. The results of the research can provide 

valuable input for improving teaching methods in elementary schools, especially literacy, and provide 

a basis for similar approaches in other schools. This research not only creates positive changes in 

elementary school students' literacy interest, but also contributes to the literacy of society in general 

by fostering a culture of reading and critical thinking from a young age. Furthermore, the integration 

of gamification in literacy education could serve as a model for enhancing other educational subjects, 

promoting a more engaging and effective learning environment across different disciplines. 
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INTRODUCTION 

Literacy is currently in high demand among news readers, articles and literacy activists, 

because the PISA 2022 results were released on December 5 2023. According to the Program 

for International Student Assessment (PISA), Indonesia's reading literacy score will fall in 

2022. This assessment was carried out by the Organization for Economic Cooperation and 
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Development (OECD). In 2022 Indonesia's PISA reading literacy score will reach 359 points, 

a decrease of 12 points compared to 2018 (Alfin, 2019). In Indonesia, this program involves a 

sample of 14,340 students aged 15 years who were randomly selected from 413 

schools/madrasahs. The sample is considered to represent the entire demographics of Indonesia, 

including disadvantaged areas. This is an urgency for academics to always concentrate on 

improving student literacy. 

In the context of Indonesia's independent curriculum, literacy is not just about reading 

skills but encompasses broader language and cognitive abilities, including listening, reading, 

viewing, speaking, and writing (Mustadi et al., 2021). Literacy as a goal in language learning 

aims to develop these integrated skills, as emphasized in various educational theories and 

research. By mastering these skills, students are better prepared to think critically, communicate 

effectively, and engage with diverse forms of information. Research supports the importance 

of literacy as a fundamental component of learning, as it enhances students' abilities to process 

and analyze complex ideas, ultimately improving academic performance across disciplines. 

Therefore, improving literacy is not just an academic task but a crucial element in preparing 

students for future challenges in a globalized world. 

Literacy as a basic skill in reading, writing and understanding information, plays a central 

role in educational development, especially at the elementary level. However, we cannot close 

our eyes to the challenges faced by elementary school students in developing an interest in 

literacy. These challenges can hinder their learning potential and, ultimately, affect the 

formation of the foundation of intelligence throughout life. Seeing the complexity of this 

problem, research and innovation in the field of education are becoming increasingly urgent. 

Additionally, balancing school and community goals is also a significant challenge. 

In an effort to strengthen literacy interest, several crucial challenges arise that require in- 

depth attention. Study A. Vasalou et al, highlighting that the development of technology users' 

intrinsic motivation is a key aspect (Vasalou et al., 2015). The results demonstrate the need to 

incorporate the concept of privacy in efforts to increase user engagement with information 

literacy. According to the research results of Hope Longwell-Grice and Ellen McIntyre, the 

success of a literacy project depends on the ability to design and implement a program that 

achieves alignment between school goals and community expectations (Longwell-Grice & 

Mclntyre, 2006). Limited professional autonomy, conflict between educational theory and 

classroom practice, and lack of social and institutional support for teacher professional 

development initiatives are other obstacles (Syed, 2008). Additionally, challenges include 

workplace intensification, implementation failures, and differences between classes (Johnson 

& Scull, 1999), creates complexity in efforts to foster literacy interest. 

Learners' ability to construct knowledge from multiple points of view is also a significant 

challenge. S. Barzilai and Y. Eshet-Alkalai found that evaluativism played an important role in 

positively predicting viewpoint understanding, indicating the need to focus on developing 

knowledge construction abilities (Barzilai & Eshet-Alkalai, 2015). Literacy challenges facing 

EFL (English as a Foreign Language) teachers include student interest, technical challenges, 

lack of teacher understanding, and time management, Dewi (Dewi, 2022) emphasized that a 

holistic solution is needed to address the various aspects that influence literacy interest among 

EFL students and teachers. 

Therefore, the challenges in fostering interest in literacy involve aspects of technology, 

relationships between schools and communities, teacher professional autonomy, workplace 

complexity, development of knowledge construction abilities. To overcome these challenges, 

steps that need to be taken include framing literacy by including the concept of technology to 

increase the involvement of students, teachers and parents. This, helps professional teachers by 

providing support for their development and students' literacy interests. This research was 

conducted in a collaborative spirit, involving teachers, students and parents, and was 
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implemented at SD Negeri Pasar Baru 03, Central Jakarta. In this community service, the aim 

is to make a real contribution to increasing literacy, open up opportunities for similar 

approaches in the future, and encourage reflection on more effective and inclusive teaching 

methods by introducing gamification to students. 

Gamification in learning has shown a positive impact in various aspects. Research shows 

that gamification can improve interactions between teachers and students as well as between 

students (Dewi et al., 2022). It is considered a valuable tool to increase student engagement and 

interactivity in the learning system (Bouchrika et al., 2021). Gamification tailored to learning 

objectives can increase student motivation and engagement (Rutledge et al., 2018) and have a 

positive impact on student motivation in online learning. The research results also support that 

educational gamification has the potential to influence students' academic achievement, 

commitment and motivation (Barzoki et al., 2015 and Manzano-León et al., 2021). 

However, although gamification is increasingly accepted as a useful learning tool, some 

challenges and benefits need to be considered in implementing it in online education 

(Lampropoulos et al., 2022). Research also shows that gamification is an effective method of 

instruction, although the factors that contribute to the success of gamification are still not fully 

understood (Sailer & Homner, 2020). Additionally, there are indications that evidence 

supporting the long-term benefits of gamification in educational contexts is lacking (Dichev & 

Dicheva, 2017). The application of gamification to elementary school (SD) students has 

significant relevance in increasing student interest and involvement in the teaching and learning 

process. By combining game elements in a learning context, gamification is able to create 

interesting and motivating learning experiences. 

Elementary students, who generally have different attention levels, can be better 

accommodated through literacy gamification. This is because literacy gamification involves 

students in challenges, prizes, and competitive or cooperative interactions that can trigger 

intrinsic motivation, which in turn can increase their interest in literacy. The competitive nature 

and achievements of gamification also create a fun learning atmosphere, reduce boredom, and 

change the perception of literacy activities into an enjoyable challenge. In addition, 

gamification aligns learning in a way that is more in line with the understanding of the digital 

world that is familiar to elementary school students. 

Several studies on gamification have demonstrated its effectiveness in improving learning 

outcomes and increasing student engagement. For example, Korosidou et al. (2021) explored 

gamification in enhancing student motivation in language learning (Korosidou & Bratitsis, 

2021), while Lutrario et al. (2021) focused on the role of gamification in fostering collaborative 

learning in primary education (Lutrario et al., 2021). Marsano & Bocci (2020) and Silva et al. 

(2020) examined the impact of gamification on critical thinking skills and learning retention, 

particularly in digital environments (Marsano & Bocci, 2020). Meanwhile, research by Vagele-

Kricina (2018) and Wook et al. (2021) discussed gamification in the context of creating more 

interactive and enjoyable learning processes (Wook et al., 2021 and Vagele-Kricina, 2018). 

Although these studies show the positive effects of gamification, most have been limited to 

exploring its impact on general learning outcomes, motivation, or specific subject areas, 

without a particular focus on literacy in the context of elementary education. 

The current research will provide novelty by specifically integrating literacy gamification 

into elementary school literacy programs, aiming to directly address students' literacy skills 

while taking into account their developmental needs and digital familiarity. Unlike previous 

studies that have focused on more general or secondary-level applications of gamification, this 

research will emphasize the unique challenges and opportunities in elementary school literacy 

education, contributing a fresh perspective on how gamification can reshape early literacy 

development. 
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In a literacy context, this approach can create a stronger connection between lesson 

material and students' daily lives, increase information absorption, and stimulate curiosity about 

theworld of words and knowledge. Thus, the use of gamification not only provides a creative 

solution to increase elementary school students' literacy interest, but also creates a learning 

environment that is fun and relevant for their literacy development. Therefore, researchers 

applied gamification to 5th grade students at Pasar Baru Elementary School, Central Jakarta to 

increase students' literacy interest through a literacy gamification Android application. 

The research problem formulation is centered around how the integration of gamification 

into literacy instruction can effectively improve students' literacy interest and skills. 

Specifically, the research seeks to address the challenge of low literacy engagement among 

elementary school students and how gamification can act as a potential solution. The objectives 

of the research are to develop a gamified literacy application tailored for 5th-grade students and 

to measure its impact on improving students' literacy interest and motivation. 

The benefits of this research include providing teachers and educators with innovative 

teaching tools that utilize digital technology and gamification to enhance literacy learning. 

Additionally, the study aims to contribute to the field of education by offering a practical 

solution for addressing literacy challenges in elementary schools, which can be adopted more 

broadly in other educational settings. 

 

METHOD 

This study employs a qualitative descriptive research method with a Research and 

Development (R&D) approach. The purpose of this method is to describe and develop literacy 

teaching materials based on gamification pedagogy, as well as to assess their effectiveness in 

improving literacy interest among elementary school students. The research was conducted on 

December 10, 2023 in the East Jakarta State Middle School Hall, as SDN Pasar Baru 03 is 

currently under renovation. The research participants were teachers and 5th-grade students from 

SD Negeri Pasar Baru 03, Central Jakarta. The study involved a trial with 60 students and three 

5th-grade teachers. During the study, students were asked to bring Android phones, and the 

research began with an explanation of literacy and gamification, followed by downloading the 

GamPe (Gamification Pedagogy) Android application for use in the study. 

Data were collected through observation, interviews, and questionnaires. Observation was 

used to monitor students’ engagement and reactions during the use of the GamPe application, 

while interviews were conducted with teachers to gain insights into their perceptions of the 

app’s effectiveness. A questionnaire was distributed to both teachers and students to gather 

feedback on the usefulness and practicality of the gamified literacy teaching materials. The 

instruments used in this study include questionnaires for teachers and students, focusing on the 

usability and effectiveness of the teaching materials. Additionally, an observation sheet was 

used to record student engagement, while interview guides were prepared to structure 

discussions with teachers about their experiences with the application. 

The data were analyzed using qualitative descriptive analysis. Data from observations and 

interviews were categorized based on emerging themes related to student engagement, 

motivation, and literacy interest. The questionnaire responses were analyzed descriptively to 

determine trends and patterns in the feedback provided by teachers and students. To ensure the 

validity of the data, triangulation was employed, which involved cross-checking data from 

different sources, including observations, interviews, and questionnaires. This approach helped 

ensure the credibility and reliability of the findings. In addition, member checking was 

conducted by allowing participants to review and confirm the accuracy of the data 

interpretations. 
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RESULTS AND DISCUSSION 

Results 

In the ever-growing digital era, innovation in learning methods is becoming increasingly 

important, especially in supporting increased student literacy. This community service aims to 

implement technology in education, particularly through the use of literacy gamification, 

designed to enrich students' learning experiences. It is hoped that this literacy gamification 

will not only improve students' literacy skills but also trigger motivation and excitement in the 

learning process. By collecting response data from participating students, we can identify the 

extent to which literacy gamification is accepted in the student learning context. 

Based on the research results from the instruments used, it was found that the literacy 

gamification program had a positive impact on students' literacy interests. The data collected 

from the 30 students participating in the program show a significant increase in their 

engagement with various forms of literacy. Specifically, 85% of the students showed a high 

level of interest in listening literacy, particularly when engaging with audio-based content. 

Reading literacy also saw a strong response, with 78% of students indicating an increased 

interest in reading activities. Additionally, 70% of students expressed an appreciation for 

viewing literacy, engaging more with visual materials such as images and videos. Speaking 

literacy saw moderate interest, with 65% of students enjoying activities related to discussions 

and verbal communication. Lastly, writing literacy garnered the most notable improvement, 

with 90% of students demonstrating increased enthusiasm for writing tasks, both in creative 

writing and reflective activities. 

These findings are not only useful for assessing the success of current implementation, 

but also for developing future educational strategies and innovations. The following is a detailed 

description of the results obtained from the survey conducted. The results of the questionnaire 

will show the level of acceptance and areas that require improvement to ensure that every 

student can gain maximum benefit from the innovative learning resource, namely literacy 

gamification (Dinihari et al., 2024). 

 

 
 

Figure 1. Response to Using Literacy Gamification 

Student results regarding the introduction of literacy gamification from 30 students, as 

many as 63.3% liked literacy gamification (see Figure 1). The majority of respondents (63.3%) 

indicated 'Strongly Agree' to the statement about their liking for literacy games, indicating the 
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high success of these games in attracting students' interest. These data suggest that literacy 

games introduced in community service programs are well received and enjoy high levels of 

approval. These results mean that the use of literacy gamification has the potential to be an 

effective tool for increasing student literacy. However, it is important to conduct further 

evaluation of specific aspects of gamification that have received less than positive responses 

to optimize the learning experience of all students.experience of all students. 

 

 
 

Figure 2. Response to Using Literacy Gamification to Increase Students' Literacy Interest 

 

The majority of respondents, accounting for 63.3%, stated 'Strongly Agree' to the 

statement, indicating high acceptance of literacy gamification as a method of improving 

literacy (see Figure 2). In research aimed at improving student literacy, the use of literacy 

gamification can be considered a successful strategy based on the positive response from the 

majority of participants. Positive recognition from students can be interpreted as an indication 

that this literacy game is effective in motivating students to engage in literacy learning. 

However, there needs to be further research to identify the causes of minority resistance and 

ways to overcome this. 
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Figure 3. Photo of Activity 

Photos of product trial activities reflect the successful implementation of the 

gamification concept in increasing literacy interest among 5th grade elementary school (SD) 

students. In these photos, the students' expressions of enthusiasm and joy can be clearly seen 

when they are involved in literacy activities combined with elements of play. Students look 

focused and enthusiastic when interacting with gamification, creating a dynamic and fun 

learning atmosphere. Teachers also appear to play an active role in supporting and guiding 

students during literacy gamification introduction activities. From these photos, it appears that 

the teacher succeeded in creating a collaborative learning environment, where positive 

interactions between teachers and students can occur. 

This reflects success in achieving the goal of increasing literacy interest through 

implementing literacy gamification strategies. Overall, through photos of community, it can be 

seen not only the success of implementing gamification in increasing students' interest in 

literacy, but also the creation of a positive and collaborative atmosphere between teachers, 

students and parents in supporting literacy in the school and home environment. This success 

is an important milestone, providing hope and inspiration for similar approaches in other school 

contexts. This is in accordance with research conducted by Sulistio. Research shows the 

importance of a deep understanding of language assessment literacy for prospective teachers to 

develop assessment skills that are effective and relevant to classroom practice (Sulistio, 2023). 

 

Discussion 

At the discussion stage, let's explore in more depth the results and impact of 

implementing literacy gamification in increasing elementary school students' interest in 

literacy. The research findings indicate that literacy gamification successfully increases 

students' intrinsic motivation and engagement in various literacy activities, such as reading, 

writing, and listening. These results are consistent with studies by Korosidou et al. (2021) and 
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Yiing & Mahamod (2021), which demonstrate that gamification fosters student motivation 

and engagement by introducing elements of play and challenge into the learning process 

(Korosidou & Bratitsis, 2021; Yiing & Mahamod, 2021). However, this study provides 

additional novelty by focusing on the integration of literacy gamification specifically tailored 

for elementary school students in Indonesia, thereby addressing cultural and contextual factors 

not explored in previous studies. 

Compared to research by Oliva et al. (2019), which emphasizes the role of gamification 

in improving cognitive skills, this study highlights the social and collaborative aspects, such 

as increased interaction between students, teachers, and parents, which were not deeply 

discussed in earlier research (Oliva et al., 2019). Furthermore, earlier studies like Marsano & 

Bocci (2020) identify gamification as a tool for enhancing student interest in isolated subjects 

(Marsano & Bocci, 2020). However, this research expands its application to a holistic literacy 

context, showing its broad impact on multiple literacy dimensions—reading, writing, 

listening, and speaking. 

In addressing the issue of low student interest in literacy, Self-Determination Theory 

(Deci & Ryan, 1985) provides a relevant framework (Deci & Ryan, 1985). The theory suggests 

that students are more motivated when they experience autonomy, competence, and 

relatedness in their learning. This study's use of literacy gamification aligns with these 

principles by offering students autonomy in choosing activities within the app, fostering a 

sense of competence through achievements and rewards, and encouraging relatedness through 

collaborative tasks. As a solution to low literacy interest, educators should consider 

implementing gamification strategies that align with these motivational principles, as this 

research demonstrates their potential to significantly enhance student engagement in literacy 

activities. The same as research conducted by Dinhari, et al (2020) exploring the preferences of 

elementary school teachers and students regarding the use of electronic technology in language 

literacy learning (Dinihari et al., 2020). The results show that the integration of technology in 

literacy learning can increase student motivation and engagement, as well as make it easier for 

teachers to deliver interactive and interesting literacy material. 

Implications of Using Gamification in Increasing Literacy 

The application of gamification to elementary school (SD) students has significant 

relevance in increasing student interest and involvement in the teaching and learning process. 

By combining game elements in a learning context, literacy gamification is able to create 

interesting and motivating learning experiences. Elementary school students, who generally 

have different levels of attention, can be better accommodated through this literacy 

gamification. Engaging students in competitive or cooperative challenges, rewards, and 

interactions can trigger intrinsic motivation, which in turn increases their interest in literacy. 

The competitive nature and achievements of gamification also create a fun learning 

atmosphere, reduce boredom, and change the perception of literacy activities into an enjoyable 

challenge. 

When comparing these findings with previous research, such as that by Yiing & 

Mahamod (2021), which shows that gamification can enhance motivation in language 

learning, this study further emphasizes the impact of gamification on literacy, particularly in 

younger students. Oliva et al. (2019) also found that gamification helps improve cognitive 

engagement, but this study provides a novelty by demonstrating its application in elementary 

schools to address different literacy aspects—reading, writing, listening, and speaking. This 

makes gamification an effective and versatile tool in increasing literacy interest across 

multiple dimensions. 

In line with Self-Determination Theory (Deci & Ryan, 1985), which posits that intrinsic 

motivation is fostered through autonomy, competence, and relatedness, gamification aligns 
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with these needs by offering autonomy in task selection, competence through goal 

achievement, and relatedness through collaborative learning experiences. To address low 

literacy interest, one solution drawn from this theory is to incorporate gamification into 

literacy learning, as it has been proven to meet these basic psychological needs, resulting in 

higher student motivation and engagement. Vygotsky's (1978) social development theory also 

supports this approach by emphasizing the importance of social interaction in learning. The 

gamification process allows for meaningful collaboration between students, which can further 

drive their engagement in literacy activities. 

In summary, by integrating game mechanics into literacy learning, this research offers 

an innovative and effective method to increase students' literacy interest, aligning with and 

extending existing theories and research. Thus, educators can implement similar strategies to 

solve the problem of low literacy interest among students, providing them with a learning 

experience that is both motivating and enjoyable. 

After applying the gamification concept to 5th grade elementary school (SD) students, 

the results reflected a positive increase in their literacy interest. Through identifying student 

needs and preferences, previously conducted surveys and observations yielded an in-depth 

understanding of the factors that influence literacy interest at this level. By designing literacy 

gamification that combines game elements with literacy materials according to the curriculum, 

students are involved in interactive and fun learning experiences. In the evaluation after 

implementation, a significant increase in student participation in literacy activities was seen. 

Students are more enthusiastic about taking part in literacy challenges, such as reading and 

writing, because there are game elements and reward systems integrated into learning. 

This positive response is not only reflected in the survey results, but also in daily 

interactions in the classroom, where students are increasingly active, sharing ideas, and showing 

a desire to engage in literacy activities. Apart from that, collaboration between teachers, 

students and parents is also the key to success. Parental support in encouraging literacy interest 

at home, in line with what is learned at school, strengthens the positive impact of gamification 

on students' literacy interest. These results provide concrete evidence that the application of 

gamification concepts not only creates positive changes in the literacy interests of 5th grade 

elementary school students, but also builds the basis for similar approaches that can be adopted 

in other schools. 

Similar Applications in Other Schools 

In considering the potential for expanding the use of gamification to increase interest in 

literacy, this discussion also extends to the possibility of similar applications in other schools. 

The innovative steps successfully implemented at SD Negeri Pasar Baru 03, Central Jakarta, 

provide inspiration and a basis for considering similar strategies in various educational contexts. 

For example, the concept of identifying student needs and preferences through surveys and 

observations, as used in this study, aligns with Lutrario et al. (2021), who emphasized the 

importance of understanding learner profiles to create personalized learning experiences that 

drive student engagement. 

In comparison with existing research, Korosidou et al. (2021) highlighted that 

gamification increases both motivation and retention in learning environments, particularly in 

digital contexts. This study contributes a new dimension by demonstrating how gamification can 

be adapted to local school contexts, involving not only students but also the collaborative 

engagement of teachers and parents. This integrative approach aligns with Vygotsky's (1978) 

social constructivist theory, which emphasizes the importance of social interaction in cognitive 

development. By involving the broader school community, literacy activities become more 

meaningful and embedded in the students' daily lives. 
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Moreover, the inclusion of gamification in literacy activities, as linked to the curriculum, 

reflects the ideas from Self-Determination Theory (Deci & Ryan, 1985), where student 

autonomy and choice are central to fostering intrinsic motivation. The novelty of this study lies 

in its ability to bridge theoretical concepts with practical applications, showing that gamified 

learning, when adapted to specific student needs and school cultures, can significantly increase 

literacy interest. By engaging students through challenges, rewards, and collaborative tasks, 

schools can address the issue of low literacy interest that has been identified in various studies. 

One key solution from these findings is the importance of ensuring that literacy activities are 

flexible and adaptable to different educational contexts. As suggested by Silva et al. (2020), 

gamification must remain dynamic to respond to the varying interests and technological 

competencies of students. Schools looking to replicate this approach can tailor the gamified 

learning content to the unique needs of their students, while also fostering sustained involvement 

from teachers and parents to create a holistic learning environment that encourages literacy 

growth. Thus, the successful implementation of gamification at SD Negeri Pasar Baru 03 

provides a valuable model for other schools, showing how theory-based strategies can lead to 

practical outcomes. It also opens the door for future research and collaboration between schools 

nationwide to further explore and refine gamified literacy learning approaches. 

  

CONCLUSION  

In considering the potential for expanding the use of gamification to increase interest in 

literacy, this discussion also extends to the possibility of similar applications in other schools. 

The innovative steps successfully implemented at SD Negeri Pasar Baru 03, Central Jakarta, 

provide inspiration and a basis for considering similar strategies in various educational 

contexts. For example, the concept of identifying student needs and preferences through 

surveys and observations, as used in this study, aligns with Lutrario et al. (2021), who 

emphasized the importance of understanding learner profiles to create personalized learning 

experiences that drive student engagement (Lutrario et al., 2021). 

The research shows that gamification can effectively address various forms of literacy 

interest among students, including listening, reading, viewing, speaking, and writing. Through 

gamified activities, students engage in interactive tasks that cater to these different literacy 

skills. For instance, gamified reading challenges can enhance reading comprehension, while 

interactive speaking tasks can improve verbal communication skills. This approach allows 

students to experience a more holistic development of their literacy abilities, catering to diverse 

learning preferences and needs. 

In comparison with existing research, Korosidou et al. (2021) highlighted that 

gamification increases both motivation and retention in learning environments, particularly in 

digital contexts. This study contributes a new dimension by demonstrating how gamification 

can be adapted to local school contexts, involving not only students but also the collaborative 

engagement of teachers and parents. This integrative approach aligns with Vygotsky's (1978) 

social constructivist theory, which emphasizes the importance of social interaction in cognitive 

development. By involving the broader school community, literacy activities become more 

meaningful and embedded in the students' daily lives (Moore & Piaget, 1971). 

Moreover, the inclusion of gamification in literacy activities, as linked to the 

curriculum, reflects the ideas from the Self-Determination Theory (Deci & Ryan, 1985), where 

student autonomy and choice are central to fostering intrinsic motivation. The novelty of this 

study lies in its ability to bridge theoretical concepts with practical applications, showing that 

gamified learning, when adapted to specific student needs and school cultures, can significantly 

increase literacy interest. By engaging students through challenges, rewards, and collaborative 

tasks, gamification addresses the issue of low literacy interest identified in various studies, 

providing students with a more engaging and interactive learning experience. 
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One key advantage of gamification is its ability to create a dynamic and motivating 

learning environment. According to Silva et al. (2020), gamification must remain flexible and 

responsive to students' interests and technological competencies. By incorporating elements 

such as points, badges, and leaderboards, gamification not only makes learning more enjoyable 

but also provides immediate feedback and rewards, which can sustain student motivation. 

Schools looking to replicate this approach can tailor gamified learning content to meet the 

unique needs of their students while fostering sustained involvement from teachers and parents. 

This creates a comprehensive learning environment that promotes literacy growth through both 

intrinsic motivation and active engagement. 

Thus, the successful implementation of gamification at SD Negeri Pasar Baru 03 

provides a valuable model for other schools, showing how theory-based strategies can lead to 

practical outcomes. It also opens the door for future research and collaboration between schools 

nationwide to further explore and refine gamified literacy learning approaches. 
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