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Introduction  
The word “gamification” has emerged 

in recent years as a way to describe 

interactive online design that plays on 

people’s competitive instincts and 

often incorporates the use of rewards 

to drive action. ‘The concept 

gamification involved game-design 

thinking to non-game applications to 
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This paper accessed GAMIFICATION A TEACHING PEDEGOGY: An 

Effective Ways in Changing Office Technology and Management Students 
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engagement or disengagement. The paper employ popular techniques used 

across a variety of contexts to motivate students to engage in particular 

targeted behaviors. Keyboarding is choosing as subject selected for the 
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teachers may find it easier than ever before to teach their students to type a 

little faster. 
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create fun and engaging experiences, converting students, customers or 

employees into players’ (Jesus, 2013). The effective used of gamification as a 

teaching pedagogic approaches uphold high quality teaching and promote 

lifelong learning in higher institutions especially, a desired change for office 

technology and management students for job creation in Nigeria. 

Plato has rightly said “Do not train students to learning by 

force and harshness, but direct them to it by what amuses their 

mind, so that you may be better able to discover with accuracy 

the peculiar bent of the genius of each.” (Ritu, 2015).  

 

Gamification is an effective approach to make positive change in students, their 

behavior and attitude towards learning as well as to improve their motivation 

and engagement changes to office technology and management for job creation 

in Nigeria. Office technology involves the use of new inventions or devices in 

an office to transform, or change the process of office work (Ekpenyong in 

Sunday, 2017). It is this rapid change in the technology of office work through 

the use of machines to do the work that was previously done by hand that 

demand the gamification pedagogy for teaching and learning to OTM students 

for job creation in Nigeria. However, the Gamification a teaching pedagogy are 

based on techniques use in order to gives reward point to people on different 

task they have completed. Some of the techniques include achievement 

“badges”, achievement levels, leaderboards, progress bars, and virtual currency. 

The ultimate goal of any teaching pedagogy is to develop student learning. 

In a Global Monitoring Report on quality conducted by UNESCO in 

Westbrook, Durrani, Brown, Orr, Pryor, Boddy, and Salvi, (2013) sees 

gamification to includes creative, emotional and social development as 

indicators of quality learning and in practical terms teaching pedagogy in 

educational institutions should find effective ways to select contents based on 

what instructors intend to teach, leave behind concerns about the past and pay 

attention, effort and energy on what is coming  OTM students for job creation 

in Nigeria. (Fava, in Graziela de Souza, Vania & Waléria, 2014). 

 
Source: Leadership Summaries (Jesus, 2013) 
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Therefore, gamification brings the game logic to classroom, incentivizing 

creative behaviors and practical results as it’s a powerful tool for delivering 

corporate training and education and is an effective approach to make positive 

change in students’ behaviour, attitude towards learning, and to improve their 

motivation and engagement (Kiryakova, et al. in YanFi, Yogi, & Azani, 2017) 

The use of these approaches as learning tools look promising due to 

characteristics of the 21st century learner the fact that they reinforce not only 

knowledge but also important skills such as problem solving, collaboration, and 

communication of OTM students for job creation in Nigeria. 

Definition of Gamification: Gamification as the name understood, is the 

application of game elements into non-game settings. The purpose of 

gamification is to increase employees, students and customer engagement and 

motivation through the introduction of game elements such as leaderboards, 

badges and levels. Gamification can be defined as “the use of game elements in 

non-game contexts” (Deterding et al., in Per-Anders, Matthew, & Cecilia, 

2016). The definition makes a distinction between gaming and playing as well 

as game and game elements to conceptualize gamification as depicted below 

 
Source: ResearchGate (Per-Anders et, al, (2016) 

 

According to Huotari, and Hamari, (2012) “define gamification as a process of 

enhancing a service with affordances for gamely experiences in order to support 

user's overall value creation”. It has become a popular technique used across a 

variety of contexts to motivate people to engage in particular targeted behaviors 

especially, OTM students for job creation in Nigeria. Brownhill, (2013) opined 

that, ‘gamification as the ugly new word that has been coined to describe the 
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use of gaming arena.’ The gaming is remarkable motivational power; they 

utilize a number of mechanisms to encourage people to engage with them, often 

without any reward, just for the joy of playing and the possibility to win. 

In a paper presented by Christine, (2019) the words “Pedagogy is often confused 

with curriculum”. According to him, the latter defines what is being taught, 

while pedagogy actually refers to the method in how we teach theory and 

practice of educating. While, Alexander in Nishad and Anjali (2014) sees 

pedagogy as an art and act of teaching of its attendance discourse in order to 

make learners to get experience. Others argued that pedagogy is a discipline and 

a practice (Watkins and Mortimor in Langendah, et al, 2016). As a discipline 

covers the theories of teaching and learning OTM for job creation in Nigeria 

while, as a practice refers to the doings in teaching and learning. Therefore, 

gamification a teaching pedagogy is an effective way in changing OTM for job 

creation in Nigeria as a result of changes in modern technology that changed 

the traditional role of office workers as it has also changed the way offices 

operate.  The clerical worker of yesterday has become the information manager 

of today.  

 

Methodology  

The effective used of gamification as a teaching pedagogy uphold high quality 

teaching and promote lifelong learning in higher institutions with a desire 

change for office technology and management students for job creation in 

Nigeria. In the framework of this paper “GAMIFICATION A TEACHING 

PEDEGOGY: An Effective Ways in Changing Office Technology and 

Management Students for Job Creation in Nigeria.” The study employed case 

method of instruction which focus on the problems, the context, the issues that 

are learned through direct participant observations, interviews, archival records 

or documents, physical artifacts, and audiovisual materials (Creswell in 

Williams, 2011). The case method is an instruction strategy that enhance teacher 

problem solving and decision making skills and by applying the cases, teachers 

are able to acquired knowledge of classroom organization and behaviour 

management in a real life situation (Regina & Daniel, 2007). Burkhardt, et al, 

(2010) opined that, the case approach involves an in-depth learning of an 

individual or group of individual’s which encompassed data gathering methods 

either direct participatory observations or semi-structured interviews. In a 

nutshell, using the case method of instruction is a best choice that make up, 
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several types of data and information collected which are mainly secondary’s 

data adapted to suit its unique purposes.  

 

Gamification a Teaching Pedagogy as an Innovative Methods 

The gamification a teaching pedagogy as an innovative methods referred to as 

any teaching maneuver that can be used to facilitate students learning and 

satisfaction. Different teaching methods may elicit different types of changes in 

learning outcomes to suits OTM students for job creation in Nigeria. Teaching 

methods are many and varied and could be used in different ways, considering 

among others the age of the learners, body configuration or physique of 

learners, (able or disabled learners). However, for gamification a teaching 

pedagogy to be ‘successful most depends on several factors including rapid 

feedback, praise or encouragement, and an approach that continually 

encourages the learner or participant to work toward the next level for job 

creation in Nigeria’ (Morris et al, Wood & Reiners, in Terrell, 2016). 

Therefore in these regards the innovating methods of using gamification as a 

teaching pedagogy help in strengthening students, employees or customer 

engagement that lead to attainment of self-improvement objectives. Brownhill, 

(2013) assumed that, for gamification to improve students or employee 

engagement an effectiveness in a set of techniques have to emerged which are 

rather easy and affordable for organizations to get started by grafting game 

mechanics onto existing systems and processes such as:   

1. Awarding points for engaging in desired behavior and keeping score  

2. Using leader boards to create friendly competition 

3. Providing badges and other forms of recognition when users reach 

defined performance levels.   

 

Motivation and Gamification Theory for Job Creation in Nigeria 

The study in some literatures shows how game elements work in practice as a 

means to improve teaching and learning in particular and understood 

gamification as a pedagogy to engage and motivate students. In the work of 

Sailer, et al, in Jorge, (2016) opined that, there are six principal perspectives in 

motivational research that has been linked to Gamification includes: Trait, 

Behavioristic Learning, Cognitive, Interest, Emotion and Self-determination. 

However, in the course of this above topic, the paper would looked into Self-

determination theory 
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Self-Determination Theory on Gamification: The self-determination theory 

focus on the method that lies around the usage of game mechanics for managing 

with real life challenges and to address the goals of gamified stage which may 

rise to the engagement of employee and OTM students for job creation in 

Nigeria.  Berchtold, (2014), ‘suggested for OTM students to be successful in 

creating job in Nigeria, teachers should be careful in selection of tools to be put 

in place to support a self-renewing cycle of increasingly deeper engagement in 

world of work’.  

1. Motivational interviewing techniques that help establish individual 

health priorities to a next step.  

2. Gamification platforms that allow users to choose or design their own 

activities, which challenge and provide reward elements like badges, 

points, and leader boards.  

3. Recognition rewards, and incentive programs that provide a mix of 

tangible and intangible, financial and nonfinancial benefits, and 

limelight or lowlight level of recognition. 

 

Self-determination theory according to Przybylski, et al, in Kalinauskas, (2014), 

‘contended as a basis, which revealed at least three factors that make an 

independent impact on game engagement in form of’  

1. Autonomy: Is a sense of choice and psychological freedom, ability to 

influence the gameplay 

2. Competence: Is the ability to feel of effectiveness in game 

3. Relatedness: It came in needs, the feel of connectivity and interaction 

with others 

Therefore the theory of self-determination foster OTM student engagement in 

gamified activities that encourages solving problems in various ways, and the 

range of the solutions may lead to innovative of valuable teaching pedagogy. 

 

Gamification Techniques that affect OTM Students 

The video games follow a design pattern, which integrate certain elements or 

components that are crucial at the time of designing a game and it’s essential 

towards the main objective of qamification a teaching pedagogy, which is 

motivation.  

The various gamification techniques have been used to gamify learning 

experiences such as points, prizes, badges, leaderboards, scoreboards, 
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challenges, levels, and feedback (Alomari, Al-Samarraie, & Yousef, 2019) 

while, in the same vein, Jorge, (2016) identified some of these components to 

include: points, badges, leaderboards, progress bars/progression, performance 

graphs, quests, levels, avatars, social elements, and rewards/rewards system. 

These game components are tangible and often used in non-game contexts to 

visualise the performance of participants in a gamified activity. 

 

A research conducted by Per-Anders, Matthew, and Cecilia, (2016) on 

gamification identified several game elements that are organized into three 

categories namely:        1. Surface elements 2. Underlying dynamics and 3. 

Gaming experience. This framework is depicted below 

 

 
Source: ResearchGate (Per-Anders, et al, 2016) 

 

Thus, the framework is aimed to explain the surface element as follows:  

Points:  Numeric accumulation based on certain activities. Are defined as 

numerical values that are used to evaluate individuals' performance metrics in 

game and non-game contexts. Many previous studies have addressed the 

potential of point-based system in increasing students’ motivation, particularly 

when performing computational tasks (Wang & Lieberoth, 2016). 

Badges: Visual representation of achievements for the use has shown online. 

Badges are defined as a visual representation of achievements that can be earned 

and collected in the gamified activity. Many studies used badges as a 

gamification technique to reinforce learners’ motivation, mainly by increasing 
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the individual’s sense of competence and self- determination (Van Roy & 

Zaman, in Alomari, et al, 2019). The application of badges in online learning 

tasks has been reported to help maintain students’ engagement in their learning. 

Leaderboards: How the players are ranked based on success. Leaderboards 

refers to the use of an electronic board to display the ranking of leaders (users) 

in a competitive learning situation. The use of leaderboards in online learning 

tasks have been found to promote students’ learning behaviors by creating a 

sense of competition between learners. This is believed to help sustain students’ 

motivation in the learning activity (Schreuders & Butterfield, 2016). 

Others to include:  

Progress bards/Progression: Shows the status of a player.  

Quests: Some of the tasks have to fulfil in a game.  

 Levels: A section or parts of the game.  

Avatars: Visual representation of a player or alter ego 

 

The Keyboarding Perspective for Office Technology and Management 

There are a visually impaired school in Indonesia that began introducing 

computer lessons to fourth grade elementary students. The teacher asks students 

to remember each letter of the QWERTY keyboard format and practice typing 

in the right way, but this is a bit difficult because there is nothing to attract 

students. Therefore, gamification, lessons was introduced as in the competition-

based curriculum of 2013 and  YanFi, et al, (2017) observed that,  the basic 

model of the game would be based on sound with some features such as user 

guidance, timer, score, error typing, answer question, warning signal when 

excess quantities of words, and save features for name, time, error typing and 

assessment   

Therefore, with the above practical on blind students, keyboarding can be seen 

as a modern tools, learning resources, and individualized teaching materials, 

coupled with muscle memory training, is integral to guiding new keyboard 

users’ development and growth to its fullest potential. According to 

learning.com, Learning Keyboarding is a modern solution, with a gamified 

design that is pedagogically appropriate, focusing on accuracy, not speed. Per-

Anders, et al, (2016) had identified and further explored how gamification 

might work in practice in the aspects of teaching and learning of office 

technology and management in three perspective to includes; cognitive, 

performative and normative as depicted below: 
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Source: Gamiification in higher education (Per-Anders, et al, 2016) 

1. Cognitive aspects involves notions of psychology and the idea of mental 

models.  

2. Performative aspects involve the process of seeing and doing.  

3. Normative aspects relates to reflective evaluations, e.g. identifying what 

is good and bad in a particular context. 

The idea behind using gamification a teaching pedagogy to teach keyboarding 

is to introduce fun into an otherwise boring activity. Teachers can come up with 

their concepts for interactive games that keep the entire class involved. For 

example, they may come up with a racing game or a speed test to determine 

how quickly the students are catching on to the material. 
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Gamification is becoming a critical component for teaching core content to 

students in today’s classroom. Keyboarding is another major example that can 

benefit from this engaging method. Using some of these helpful suggestions, 

teachers may find it easier than ever before to teach their students to type a little 

faster. These has been translated the use of gamification a teaching pedagogy 

for OTM students as a way to effective increases, job creation per firm and to 

services sector in Nigeria 

 

Office Technology and Management for Job Creation in Nigeria  

Job creation involves the process of providing new jobs for the unemployed. 

When an individual is self-reliant, he can employ others. Job creation is one of 

the ways unemployment could be curtailed in a developing country like Nigeria. 

According to Nwokike, (2016) identified job creation ‘as an avenue for easy 

employment, increases a country’s output and raises the ratio of workers to 

pensioners.’ In Nigeria many job opportunities have been created for competent 

Office Technology and Management graduates and other office managerial 

operatives. A study conducted by Ejeka and Ebenezer-Nwokeji, (2016) opined 

that, OTM encourages employment creation given multifaceted skills 

embedded in it including: reprographics, word processing, micrographics, 

telecommunication, data processing and others. It is an academic programme 

that offers a wide-range of subjects related to jobs in modern offices and it also 

provides the Knowledge, Skills and Attitudes (KSAs) necessary to perform 

successfully in clerical and administrative management positions. 

Therefore, an effective ways in changing office technology and  management 

for job creation in Nigeria, is through gamification a teaching pedagogy as it 

may designed to equip recipients with practical knowledge and competencies in 

office applications, office management, record management, business 

communications, database management systems, advanced Web page design, 

advanced desktop publishing, Management Information Systems (MIS) and lots 

more (National Board for Technical Education and United Nations Educational, 

Scientific and Cultural Organization, in Ejeka and Ebenezer-Nwokeji, 2016). 

 

The Benefits of Gamification a Teaching Pedagogy  

There is a breath of research that identifies the range of benefits relating to 

gamification and it can be observed that in addition to benefiting learning, 



145   africanscholarpublications@gmail.com                                                                              
 2020 

  

gamification enhances learning, student engagement and as a technological 

approach which is necessary and relevant to today’s learner.  

1. Gamification is more than just surface level benefits granted by points, 

badges, reputation level as it can catalyze behavioral change, especially 

if combined with the scientific principles of cyclical learning and 

ensuring retention (Iulian. Cosmin & Uşak, 2017). 

2. Enhanced learning: Gamification not only engages students but also 

brings about learning situations and conditions that builds understanding 

through immediate and instructive feedback loops. Gamification can be 

an effective tools for enhancing learning and understanding complex 

subject matter. A research conducted by Surendeleg, et al, (2014) 

asserted that, gamification helps practical competencies and hinders 

theoretical concept. 

3. Student Engagement: Engagement in our view is the actual behavior and 

attitude of student towards undertaking school work. However, Morgan 

was of opinion that it is the use of gamification strategies providing 

students with an increased engagement in the area of collaborative 

learning, and student-teacher interaction Surendeleg, et al, (2014).  

4. Better Learning Environment: Gamification offers an informal and 

effective learning environment, helping learners practice real-life 

situations in a safe environment. This makes the learner more engaged 

and facilitates more information retention (Iulian, et al, 2017) 

5. Instant Feedback: Gamification provides instant feedback. This kind of 

instant communication facilitates learner engagement and once again, 

greater recall and retention of knowledge 

 

Therefore, an effective gamification concept is one that captures and retains 

learners’ attention, engages, entertains and challenges them, and finally teaches 

them.  

The Effect of Gamification to Enployment: ‘the introduction of gamification 

in some institution of learning or an organization still it may causes lower 

employment share in some sector, and such has an impact on occupations that 

are continuously in nature or those requiring “low” level of education’ Krugman 

in Feng, et al, (2013) has rightly pointed out that the effect came as results of 

two new factors in the world economy which have made organizations more or 

less relevant: 
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1. The rise of China as a major exporting country  

2. The rapid development of manufacture fragmentation worldwide. 

Despite the effects of gamification on organization, we need to understand that 

the basic aims is to bring a mutual understanding between OTM students and 

organization employers to a new level, that goes beyond edges of wages and 

labor contract which are based on feedback, recognition, status and self-

fulfillment (Kamasheva, Valeev, Yagudin & Maksimova, 2015). 

 

Conclusion 

The gamification concept can be used to make teaching and learning more 

engaging and it should not be viewed in isolation to other tools of teaching 

pedagogy and the study identified some components of gamification to 

includes: points, badges, leaderboards, progress bars/progression, performance 

graphs, quests, levels, avatars, social elements, and rewards/rewards system. 

Due to limited words attached to this heading GAMIFICATION A TEACHING 

PEDEGOGY: An Effective Ways in Changing Office Technology and 

Management students for Job Creation in Nigeria, doesn’t clarified in details on 

a separate notes as in electrical, computers,  facility, building, plant, or 

assembling industries with strong relations that give an economic relevance 

well beyond Nigeria.  

The paper explained how gamification a teaching pedagogy promote OTM 

student in job creation or engagement along with the gaming industry. It’s 

difficult to create games or gamify instruction without proper understanding and 

knowledge of the approaches. However, the paper identify the critical role play 

by three key terms associated with the  gamification a teaching pedagogy with 

effect to OTM students as regard to job engagement or disengagement in a 

choosing career.  

 

Recommendations 

1. Office Technology and Management should inculcated these skills sets 

in their pedagogy for the overall development of the students’ conceptual 

knowledge and personality development. Therefore, the institution need 

to see that their games and pedagogy teaching should ignite students to 

perform these skills for job creation after their graduation   

2. No matter the use of gamification a teaching pedagogy, it is paramount 

for the instructor to realize that they increase the administrative overhead 
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for a course. This called for the government and the institution to spend 

more on gamification to equipped the students with practical skills for 

job creation after graduation in Nigeria 

3. Government and the institution concerned should fixed all necessary 

equipment and installing software and applications in place with constant 

power for smooth running of gamification a teaching pedagogy in 

teaching and learning for changing office technology and management 

students for job creation in Nigeria. 

 

REFERENCE 

Alomari, I., Al-Samarraie, H., & Yousef, R., (2019). The role of gamification techniques in  

promoting student learning: A review and synthesis. Journal of Information Technology 

Education:Research. http://www.jite.org/documents/Vol18/JITEv18ResearchP395-

417Alomari5520.pdf 

 

Berchtold, B. (2014). Employee Engagement: The New Currency of Wellness. Employee 

benefit  

plan review [online], 68(8), 13-16 

 

Brownhill, I. (2013). Does gaming have a role to play in employee engagement? Strategic HR  

Review [online], 12(1) 34-35  

 

Burkhardt, U., Erbsen, A. & Rüdiger-Stürchler, M. (2010). The hospitalist as coordinator: an  

observational case study. Journal of Health Organization and Management, 24(1)  

 

Christine, P. (2019). The Pedagogy: What the educators needs to know [online] available at:  

https://tophat.com/blog/pedagogy/ 

 

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. 

 

Ejeka C. A & Ebenezer-Nwokeji C. C. (2016). Current Issues and Challenges in the  

Acquisition of Office Technology and Management Skills. International Journal of 

Vocational and Technical Education Research 2(3), 12-18 

 

Elyria, K. Lauri, P & Kimberly W (2014) Get Your Head in the Game: Using Gamification in  

Business Education to Connect with Generation Y 

https://repository.usfca.edu/cgi/viewcontent.cgi?article=1006&context=ml 

 

Feng, L., Hu, W. and Li, Z. (2013) The Effects of Globalisation on the US Labour Mark'et:  

Service Sectors Considered. The World Economy [online], 36(12), 1542-1565.  

 

Graziela de Souza S., Vania R. U & Waléria K. H (2014). Games and Gamification: A 

Proposal  

http://www.jite.org/documents/Vol18/JITEv18ResearchP395-417Alomari5520.pdf
http://www.jite.org/documents/Vol18/JITEv18ResearchP395-417Alomari5520.pdf
https://tophat.com/blog/pedagogy/
https://repository.usfca.edu/cgi/viewcontent.cgi?article=1006&context=ml


148   africanscholarpublications@gmail.com                                                                              
 2020 

  

for a Creative Learning Process in Education.  Journal of Education and Human Development 

3(4) 117-129 

 

Huotari,K. & Hamari,J. (2012). Defining gamification: a service marketing perspective  

Proceeding of the 16th International Academic MindTrek Conference.17-22.  

 

Iulian F., Cosmin T & Uşak, T (2017). Pros and Cons Gamification and Gaming in Classroom 

BRAIN: Broad Research in Artificial Intelligence and Neuroscience 8(2), 

 

Jesus G. H (2013). Leadership Summary https://jesusgilhernandez.com/gamification/ 

 

Jorge F. F., (2016). Gamification and Game-Based Learning: Two Strategies for the 21st  

Century Learner World Journal of Educational Research 3(2), [Online] 

https://www.researchgate.net/publication/310393133  

 

Kalinauskas, M. (2014) Gamification in Fostering Creativity. Socialines Technologijos 

[online],  

4(1),  

 

Kamasheva, A., Valeev, E., Yagudin, R.K. and Maksimova, K. (2015) Usage of Gamification  

Theory for Increase Motivation of Employees. Mediterranean Journal of Social Sciences 

[online], 6(3), 77.  

 

Langendah, P., Cook, M & Mark-Herbert, C. (2016). Gamification in higher education. 

Toward  

a pedagogy to engage and motivate. 

https://www.researchgate.net/publication/303843160_Gamification_in_higher_educatio

n_Toward_a_pedagogy_to_engage_and_motivate/link/5757e55908ae04a1b6b95066/do

wnload 

 

Learning.com Excel in a digital world. Guiding Hands: towards an Adaptive Keyboarding  

Classroom 

https://cdn2.hubspot.net/hubfs/2336109/Marketing/Whitepapers_and_Reports/GuidingH

ands-AdaptiveKeyboardingWhitepaper.pdf 

 

Nishad M. N & Anjali M. G (2014). An Effective Teaching Pedagogy in Changing Business  

Education. Journal of Education and Practice 5(19) [online] www.iiste.org 

  

Nwokike, F. O (2016). The Imperatives of Teaching Methods in Improving the 

Entrepreneurial  

Competencies of Business Education Students in Universities in South East and South South 

States of Nigeria. British Journal of Education 4(13) 59-69.[online] 

http://www.eajournals.org/ 

 

Per-Anders, L., Matthew, C & Cecilia, M., (2016). Gamification in Higher Education    

- Toward a pedagogy to engage and motivate students.   Sveriges lantbruksuniversitet, 

Institutionen för ekonomi Working Paper Series Swedish  

 

https://jesusgilhernandez.com/gamification/
https://www.researchgate.net/publication/310393133
https://www.researchgate.net/publication/303843160_Gamification_in_higher_education_Toward_a_pedagogy_to_engage_and_motivate/link/5757e55908ae04a1b6b95066/download
https://www.researchgate.net/publication/303843160_Gamification_in_higher_education_Toward_a_pedagogy_to_engage_and_motivate/link/5757e55908ae04a1b6b95066/download
https://www.researchgate.net/publication/303843160_Gamification_in_higher_education_Toward_a_pedagogy_to_engage_and_motivate/link/5757e55908ae04a1b6b95066/download
https://cdn2.hubspot.net/hubfs/2336109/Marketing/Whitepapers_and_Reports/GuidingHands-AdaptiveKeyboardingWhitepaper.pdf
https://cdn2.hubspot.net/hubfs/2336109/Marketing/Whitepapers_and_Reports/GuidingHands-AdaptiveKeyboardingWhitepaper.pdf
http://www.iiste.org/
http://www.eajournals.org/


149   africanscholarpublications@gmail.com                                                                              
 2020 

  

Regina M. O & Daniel, J. R (2007). Effective Classroom Management: The Teacher 

preparation  

and Professional Development. National Comprehensives Centre for Teacher Quality 

 

Sederstrom, J. (2014). DEVELOP A GAMIFICATION GAME PLAN. Managed Healthcare  

Executive [online], 24(6), 46-47 

 

Surendeleg, G., Murwa, V, Yun, H & Kim, Y.S. (2014). The role of gamification in  

education - a literature review. Contemporary Engineering Sciences. 

[https://www.researchgate.net/publication/287480678_The_role_of_gamification_in_ed

ucation_-_a_literature_review/citation/download 

 

Sunday H. (2013). Office Technology and Management: I.T. Career Opportunities for 

its Trainees [online]  

https://sundayhabila.wordpress.com/2013/04/23/office-technology-and-management-i-t-

career-opportunities-for-its-trainees-2/ 

 

Schreuders, Z. C., & Butterfield, E. (2016). Gamification for teaching and learning computer  

security in higher education. Proceedings of the 2016 USENIX Workshop on Advances in 

Security Education (ASE )‘16. Retrieved from 

https://www.usenix.org/system/files/conference/ase16/ase16-paper-schreuders.pdf 

 

Terrell, J. E, (2016). Instructional Methods and Engagement: The Impact of Gamification on  

Student Learning of APA Style" Theses and Dissertations. 

http://scholarworks.uark.edu/etd/1502 

 

Theresa E. D. (2015). Different Teaching Methods: A Panacea for Effective Curriculum  

Implementation in the Classroom. International Journal of Secondary Education. Special 

Issue: Teaching Methods and Learning Styles in Education. 3(6-1), 77-87.  

 

Wang, A. I., & Lieberoth, A. (2016). The effect of points and audio on concentration,  

engagement, enjoyment, learning, motivation, and classroom dynamics using Kahoot! 

Proceedings of the European Conference on Games Based Learning, 20. Academic 

Conferences International Limited. 

 

Williams, C. (2011). Research methods. Journal of Business & Economics Research (JBER) 

5(3).  

 

YanFi, Yogi, U and Azani C. S (2017). A Gamification Interactive Typing for Primary School  

Visually Impaired Children in Indonesia. 2nd International Conference on Computer Science 

and Computational Intelligence 13-14 Bali, Indonesia 

https://pdf.sciencedirectassets.com/280203/1-s2.0-S1877050917X0015X/1-s2.0-

S187705091732077X/main.pdf?X-Amz-Security- 

  

https://www.researchgate.net/publication/287480678_The_role_of_gamification_in_education_-_a_literature_review/citation/download
https://www.researchgate.net/publication/287480678_The_role_of_gamification_in_education_-_a_literature_review/citation/download
https://sundayhabila.wordpress.com/2013/04/23/office-technology-and-management-i-t-career-opportunities-for-its-trainees-2/
https://sundayhabila.wordpress.com/2013/04/23/office-technology-and-management-i-t-career-opportunities-for-its-trainees-2/
https://www.usenix.org/system/files/conference/ase16/ase16-paper-schreuders.pdf
https://pdf.sciencedirectassets.com/280203/1-s2.0-S1877050917X0015X/1-s2.0-S187705091732077X/main.pdf?X-Amz-Security-
https://pdf.sciencedirectassets.com/280203/1-s2.0-S1877050917X0015X/1-s2.0-S187705091732077X/main.pdf?X-Amz-Security-

