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— Abstract—

In education, Gamification has emerged as a preferred strategy due to the dy-
namism it provides to classes, increasing student engagement and motivation. 
This last reason has inspired the present article, whose aim is to identify the 
motivational impact this teaching technique has had on Higher Education within 
the Hispanic Community during the 2023-2024 period. By applying the inclusion 
and exclusion criteria, nine articles from the Mendeley database were analyzed. 
For this, the information corresponding to the analysis categories was collected, 
which underwent a transformation process into a relational scheme. This data 
management model was useful in providing the exploratory analysis process, 
aided by the Power BI tool, offering a thorough view through its interactive dash-
board that enriched the accurate description of the impact. The results highlight 
how factors such as the type of motivation evidenced, the educational modality 
developed, and the presence or absence of technologies, among others, contrib-
uted to the improvement of elements like responsibility, active participation, the 
sense of flow, and other findings, along with the acquisition of transversal skills 
that are useful for employability today.
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Gamification is a versatile strategy that has been used in different sectors 
including the business sector, human resources, education, among others. 
According to Contreras and Eguia (2016), it is defined as the use of game 

design elements to enhance participant engagement and motivation, aspects that 
prove relevant to the achievement of the established objectives.

In the field of education particularly, gamification emerges as an innovative 
strategy that seeks to break away from the traditional model of instruction, in which 
the educational setting revolves around a teacher responsible for transmitting 
knowledge to students, who in turn assimilate it and ultimately construct their 
own understanding. Through gamification, the educational setting is transformed, 
fostering discovery-based learning as well as the incidental comprehension of 
content, within a creative and engaging environment that blends the educational 
experience itself with play (Parra et al., 2020). It is therefore regarded as a learning 
tool that can be employed across different subjects with the aim of developing 
attitudes, collaborative behaviors, and autonomous study, as emphasized by Ortiz 
et al. (2018), cited in Caponetto (2014).

Motivation in education is a fundamental factor in enabling students to 
achieve satisfactory performance throughout their teaching-learning process, 
since a motivated student more effectively assimilates shared knowledge and 
takes responsibility for constructing their own understanding. In this regard, Pico 
(2017), as cited by Soledispa et al., (2020), defines motivation as the student’s 
genuine interest in learning how to learn, in order to create their own knowledge 
through active, dynamic, and critical activities that foster the commitment to 
sustain a constant desire to learn.

Given that motivation is a determining factor in education, it becomes an 
aspect that educational institutions must nurture through their teaching staff, 
since direct contact with students allows educators to identify those who are 
disengaged and, consequently, at risk of failing to properly acquire knowledge a 
situation that may jeopardize both their academic performance and their continued 
enrollment at the institution. This is particularly relevant given that, according 
to Calatayud and Morales (2018, p. 185), “at universities this has manifested as 
a lack of interest in coursework, absenteeism, limited participation, and even 
a gradual withdrawal from studies”, all of which ultimately translates into poor 
academic performance.

In their research, Mendel et al., (2020, p. 25) identify two types of motivation: 
intrinsic motivation, cited by Raffini (1998), which occurs when “a student is mo-
tivated by the simple process of learning, as well as the interest generated by the 
subject matter, without expecting anything in return or being compelled to do 
so.” On the other hand, extrinsic motivation, according to the authors and cited 
by Campanario (2002), “arises when the stimulus bears no direct relation to the 
subject matter being studied, or when the sole reason for studying is the need to 
pass the course.” It is thus understood that intrinsic motivation can foster genuine 
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student engagement beyond the reward obtained through interaction with game 
dynamics, whereas extrinsic motivation is assumed to be self-evident, as the 
student participates with the expectation of obtaining something in return.

This behavioral pattern in students is confirmed by Carbajal (2020), cited by 
Song et al., (2017) and Kiryakova et al., (2024), who recognize gamification as a 
powerful tool in which through play students can be driven toward commitment 
and motivation in learning of their own volition. Likewise, it has been noted that 
the integration of gamification into the teaching process has demonstrated im-
provements in students’ mood, as well as greater participation in task completion, 
enhanced attitudes, and better academic performance (Zepeda et al., 2018). This makes 
gamification a viable strategy given the ease with which it integrates into the educational 
process and the promising results it can yield across any educational discipline.

Nevertheless, despite the efforts already identified in which gamification has 
demonstrably fostered student motivation as a teaching-learning strategy, it remains 
of interest to explore, from the perspective of instructional strategy design, the 
specific aspects that have collectively contributed to making this possible.

This exploration aims to acknowledge the efforts of Spanish-speaking researchers 
in designing their educational experiences, even in countries lacking adequate 
infrastructure or where gamification has been implemented with large student 
groups, while also identifying innovative data analysis tools or procedures that 
allow for a visual understanding of the relationship between gamification, the type 
of motivation exhibited, and other study variables.

It is for this reason that the objectives driving this research seek to identify 
the motivational impact of gamification on higher education students through a 
review of peer-reviewed articles published between 2023 and 2024 in Spanish, 
from the students’ perspective, alongside the need to employ data analysis pro-
cedures or tools that allow for an accurate identification of results regarding the 
motivational impact of gamification. Accordingly, the following research ques-
tions are addressed: What has been the motivational impact of gamification on 
Spanish-speaking higher education students from 2023 to 2024? What data analysis 
procedure or tool can be employed for the accurate identification of results regarding 
the motivational impact of gamification on Spanish-speaking higher education 
students from 2023 to 2024?

The answers to the research questions that give rise to this study allow for 
the analysis of the categories that comprise the review, and contribute to building 
a comprehensive overview of the efforts made by higher education institutions 
in implementing gamification, including the instructional modality in which 
it was carried out. That is, whether face to face, virtual or hybrid, the type of 
motivation observed, whether intrinsic or extrinsic, the subjects in which it has 
been implemented; the tools used to carry it out; and other findings related to 
gamification that emerged during the implementation of the strategy, as well as 
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the motivational outcomes it has yielded for students in Spanish-speaking higher 
education during the period in question. 

Another aspect to highlight with this exploration is to apply a novel data analysis 
procedure or tool capable of providing a visual and compact resource of the results 
in order to understand the relationship of the types of motivation achieved with 
gamification with respect to the rest of the categories of analysis, findings that, 
within of this research, reflect in itself the motivational impact of gamification.

METHOD

A literature review was conducted following a quantitative positivist paradigm, 
under a descriptive, non-experimental, cross-sectional approach, aimed at address-
ing the research questions outlined in the previous section. To this end, the search 
criteria were defined through the identification of keywords, as well as inclusion 
and exclusion criteria, which are described below.

Search strategy

The Mendeley search engine, owned by Elsevier Global, was selected as the research 
repository, with the aim of analyzing the design of instructional strategies developed 
through the use of gamification and evaluated among higher education students.

To this end, the identifies studies were examined with regard to the perspective 
of the positivist or interpretative approach under which they were conducted, that 
is, whether such works were grounded in students’ perceptions of the gamified 
experience or in experimental evidence, in which instruments were employed to 
capture students’ appraisals and in which motivation was highlighted as one of 
the primary outcomes during the development of the activity, thereby recognizing 
recurring methodological processes.

The choice of this research engine is grounded in the fact that Mendeley has 
a database built on the active participation of its users (approximately 10 million 
users and researchers) meaning that the publications available on the platform 
are those that have been validated by its community. Search results are delivered 
through criteria of scientific popularity, such as the number of citations obtained or 
readings performed on the articles, thereby generating search algorithms based on 
the frequency of use of a given study. Mendeley is also regarded as a social network 
for researchers in the academic sphere, enabling feedback and visibility, and thus 
consolidating the reputation of researchers (Arévalo, 2021).

Therefore, the keywords employed in the initial selection process of related works 
were: gamification, motivation, and higher education, followed by the formulation of 
the Boolean search expression: gamification AND motivation AND higher education.
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Inclusion criteria

Based on the results obtained in the database, the election was filtered taking into 
account the following criteria: 

•	 Articles were required to be scientific in nature, ensuring they had 
undergone a peer review process in which results were verified by a 
double- or triple-blind committee.

•	 The publication period of the articles had to fall within the range of 2023 to 
2024, as these represent the most recent findings on the subject and help 
complement the systematic reviews already identified, such as those referenced 
by González (2023), Morocho et al. (2023), and López et al. (2023).

•	 The selection considered exclusively contributions in the Spanish language, 
which collaborate in the analysis of trends and contributions from the 
Spanish-speaking community, with the purpose of highlighting their par-
ticipation in recent years and identifying challenges and recommendations. 

•	 The article was situated in the context of higher education across any field 
of study or subject, which allowed for an enriched discussion from the per-
spective of different disciplines and the strategies employed within them. 

•	 The scientific article was required to be available in full, meaning complete 
access was necessary for its thorough review, given that it was essential to 
examine in detail the gamification-based strategy or educational experience 
designed, taking into account the definition of the categories of analysis.

•	 The established categories of analysis allowed for the identification of 
relevant aspects pertaining to the gamified strategy employed in the se-
lected studies, which are outlined below.

o	 Country in which the experience took place: refers to the place of 
origin where the educational experience was conducted, in order to 
identify trends in its use across publications.

o	 Education modality: refers to the learning environment in which the 
strategy was implemented, that is, whether it was carried out in a 
virtual learning environment, a face-to-face setting, or a hybrid mo-
dality, and thereby identify particularities or commonalities among 
the different teaching modalities.

o	 Type of motivation achieved or emphasized in the study: allows for 
verification of whether the proposed strategy emphasized, through 
its implementation, the acquisition of intrinsic motivation, extrinsic 
motivation, or both.

o	 Type of study: aimed at identifying the applied research approach, 
which allowed for the recognition of recurring patterns and 
methodological styles in the proposals (qualitative, quantitative, 
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or mixed), with the objective of identifying the mechanisms most 
frequently chosen by authors to demonstrate the acquisition or 
increase of motivation among students.

o	 Nature of the population: refers to the characteristics of the students 
as the subject of study, such as population size, gender distribution, 
academic semester, and relevant contextual aspects that helped infer 
contributions associated with the strategy employed. 

o	 Subjects used as case studies: corresponds to specifying the name 
of the course or subject that was the focus of the study within the 
student’s professional training.

o	 Technological tools employed to support gamification: where men-
tioned, the names of the digital applications integrated into the gami-
fied experience were identified, with the aim of highlighting those of 
greatest recurrence.

o	 Other non-technological strategies integrated into gamification: in 
cases where the design of the gamified experience included the inte-
gration of other active methodologies aimed at achieving motivation, 
these would be specified in this category.

o	 Additional findings discovered by the authors during the gamified 
experience: refers to viewpoints noted by the authors or students that 
stood out during the analysis of the results and that complement the 
validation of the increase or achievement of motivation among the 
students themselves, as well as future improvements and challenges 
to be considered.

Exclusion criteria

In addition to the screening process that guided the acceptance of articles, a further 
selection level was incorporated, taking into account additional grounds for 
discarding any previously identified publication, based on determining whether it 
adhered to the following criteria:

• 	 The articles offered a perspective from the teacher’s point of view, in 
which the study surveyed educators regarding the effectiveness of the 
educational experience based on their impressions of student perfor-
mance. This was considered redundant given that, due to a lack of consis-
tency, the teacher would simultaneously act as both judge and participant 
in the verification of said educational experience.

•	 The article was developed as a systematic review, given that the intention of 
the subject of study was to substantiate the categories of analysis through 
the description of the gamification strategy employed, merely describing 
it was insufficient. This established a rich and well-considered discussion 
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form the perspectives of the different authors, one that could even yield 
unforeseen findings related to the subject of study in question.

•	 The article raised concerns regarding its methodological process, either 
because it did not explain the instrument employed, failed to reference 
the data analysis mechanism, or made assertions that could not be 
substantiated by the data obtained in the research.

•	 The article omitted the achievement of motivation from its metho-
dological process.

Upon conducting the search using the operators and keywords described above, 
a total of 22 candidate articles were retrieved. Once the inclusion criteria were 
applied, 19 studies remained, to which the exclusion criteria were subsequently 
applied through the corresponding filters, yielding a final total of 9 articles for 
thorough review and analysis.

RESULTS

The results of the analysis of the 9 selected articles are described in greater detail 
in Table 1. Based on this completed table, an exploratory analysis of the results was 
carried out using the Power BI tool.
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Table 1
Summary of analysis categories derived from the selected articles after applying the 
inclusion and exclusion criteria
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To begin the analysis of the obtained data, a relational database model was devel-
oped, as shown in Figure 1, using the data loaded in Table 1. In it, the multiplicity 
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relationships between the articles (the Id column within the table, referred to as 
article id) and each of the analysis categories (the table columns represented as 
attributes of the articles table and additional tables) were described, followed by 
the entry of data into an Excel file, in which each tab represented a distinct table 
of the database model, as can be observed in Table 2. 

Figure 1. Relational model from Table 1

Table 2
Data from Table 1 uploaded to Excel in different sheets
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Subsequently, the Excel file was loaded into Power BI to build a dashboard that 
allowed all charts to be grouped into a single view, one per category of analysis, 
and advanced filters were applied to understands the behavior of the data based on 
the selection of any value within any of the categorical variables. 

It was thus possible to observe the frequency of articles per category of analysis 
by selecting a value of interest in the histogram, which generated an effect on the 
frequencies of the remaining categories within the dashboard for those that met 
the specified filter. This allowed for the identification of, for example, how many 
articles reported the generation of intrinsic motivation, extrinsic motivation, or 
both, as well as those published in 2024, among other insights.

Through this data refinement process, an enriched discussion was established, 
in which the behavior of the data was described according to each categorical 
variables, and aspects of interest related to the motivational impact were identified, 
understood in this research as the effect of the remaining categories according to 
the type of motivation achieved (intrinsic, extrinsic, or both).

Furthermore, it enabled the exploration of certain data patterns that yielded 
interesting and conclusive information regarding the subject of study, supported 
by advanced filters and their propagation across the different categories of analysis, 
from which the following results were obtained:

•	 Among the reviewed studies in which gamification was implemented in the 
teaching-learning process, Spain was identified as the leading country with 
44.4% of occurrences, followed by Mexico with 33.3%, while Ecuador and 
Peru each accounted for 11.1%, as can be observed in Figure 2.

Figure 2. Frequency of items by country

•	 The predominant modality across the reviewed articles was face-to-face 
instruction, accounting for 55.5%, followed by the virtual modality with 
22.2%, in contrast to the hybrid modality and the face-to-face/virtual 
modality, each representing 11.1%, as can be seen in Figure 3. It is worth 
noting that this last modality was distinguished from the hybrid one, as 
it refers to studies that replicated the same educational experience across 

Country

Spain

Mexico

Ecuador

Peru
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two different modalities in order to assess the effects and determine 
differences; therefore, it was not considered hybrid, given that the 
hybrid modality alternated between both modalities throughout the 
educational experience.

Figure 3. Frequency of articles by teaching modality

•	 Upon integrating gamification into the teaching-learning process, the 
type of motivation most frequently evidence was intrinsic motivation, 
as can be observed in Figure 4, accounting for 44.4%, while extrinsic 
motivation represented 33.3%, followed by 22.2% of studies that generated 
both types of motivation.

Teaching modality

In person

Virtual

Hybrid

Face-to-
face/online

Figure 4. Article Frequency by Motivation Type

•	 It is noteworthy that 77.7% of the studies consulted for the development 
of this research were published in 2023, while 22.2% of the articles 
corresponded to 2024, as can be seen in Figure 5.

Type of motivation

Intrinsic

Extrinsic

Both
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Figure 5. Frequency of articles per year of publication

•	 The predominant research approach was quantitative, accounting for 44.4%, 
the mixed approach was employed in 33.3% of the reviewed works, and the 
qualitative approach was applied in 22.2%, as can be observed in Figure 6.

Year of publication

Figure 6. Article Frequency by Research Type

• 	 Regarding the strategies integrated with gamification, as can be observed 
in Figure 7, Game-Based Learning (GBL) was mentioned in 55.5% of the 
studies, while 33.3% did not integrate any particular strategy into the 
gamified design. Finally, Project-Based Learning (PBL) predominated 
with 11.1%.

Quantitative

Type of investigation

Mixed Qualitative
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Figure 7. Frequency of articles by other strategies integrated to Gamification

•	 Among the subjects mentioned in which gamification was implemented 
to fulfill the objectives of the conducted studies, its application was high-
lighted across a wide variety of disciplines, including Computer Science, 
Electrical Systems, Physics, Physical Education, Oral and Written 
Communication, Algorithms and Data Structures, English Grammar 
Competence, Economics, Psychology, Electrotechnics, Mathematics, and 
National Reality. 

• 	 It was possible to confirm, from the students’ perspective, that among the 
findings identified in the reviewed articles, 100% demonstrated a positive 
impact on motivation, 55.5% evidenced improvements in Learning and 
Collaboration, 44.4% reported improvements in Engagement, and 33.3% 
developed Active Participation.

Content comprehension, Academic performance,  Emotional 
management, Interest in the subject, Improved attention, and Problem-
solving were each mentioned in 22.2% of the studies, while 11.1% reported 
finding such as: Adaptation to new situations, Flow, Stress generation, 
Ludic engagement, Critical thinking, and Constant feedback. It is 
noteworthy that 41.17% of these findings corresponded to the achievement 
of transversal competencies, as can be observed in Figure 8.

Other strategies integrated to gamification

ABJ None ABPy
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Figure 8. Frequency of articles by Additional Findings and which of them are Transversal Competencies

•	 Regarding the gamified activities employed, these were related to the 
objective pursued by the activity itself; 33.3% of the articles did not specify 
the name of the activity, while the “Scape Room” proved to be the strategy 
with the highest participation rate at 22.2%, followed by “Breakouts”, 
“Progression and Achievement Dynamics”, “Fictitious Company” and 
“Who Wants to Be a Millionaire?” each accounting for 11.1%, as can be 
observed in Figure 9.

Motivation 
Learning 

Collaboration
Compromise

Active participation
Content comprehension
Academic performance

Emotional management
Interest in the subject

Attention improvement
Problem solving

Adapting to new situations
Flow

Caused stress
Ludic

Critical thinking
Constant feedback

Additional findings
No Yes

Figure 9. Frequency of articles by Name of the integrated strategy to Gamification

•	 The nature of the population proved diverse, as can be observed in Figure 
10; 55% of the studies were conducted with a population of fewer than 
100 students, 22.2% involved a population of more than 100 and fewer 
than 200 students, while 11.1% of the related works involved a population 
exceeding 400, a percentage shared with those studies that did not specify 
their population size.

Name of the gamification strategy

None

Scape room

Breakouts

Progression and...

Fictitious Company

Who Wants to Be a...
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Figure 10. Frequency of articles by Nature of the population

•	 Finally, regarding the technological tools employed, 33.3% did not use 
any during the development of the gamified activity; of the 66.6% that 
did, the most frequently used were Genially and Quizizz, with Virtual 
Teaching/Learning Environments (VLE) accounting for 12.5%; the re-
maining less frequently used tools can be found in Figure 11. 

Article ID

Nature of population

Figure 11. Frequency of articles by technological tool and which of them are Virtual Learning 
Environments (VLEs)

is VLE
Technological tool

YesNo

None
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To address the research question related to the motivational impact on higher 
education within the Spanish-speaking community, the approach involved relating 
said impact to the behavior of the type of motivation evidenced (intrinsic, extrinsic, 
or both) with respect to the remaining categories of analysis, from which the 
following was obtained:

•	 Regarding intrinsic motivation achieved in relation to the remaining 
categories, a higher percentage was observed in publications from Spain; 
the predominant teaching modality was face-to-face instruction, with the 
majority carried out in 2023.

Regarding the type of research in which this motivation has been 
evidenced, the quantitative approach stood out, with Game-Based 
Learning being the strategy integrates into gamification. 

The studies corresponding to intrinsic motivation have confirmed 
it in populations ranging from more than 50 students up to a maximum 
of 447, with Genially being the most frequently employed tool. As for 
the additional findings observed, the majority of students confirmed 
having acquired: Collaboration, Learning, Engagement, Emotional 
management, and Problem-solving skills, among others, which can be 
identifies in Figure 12.

Figure 12. Intrinsic Motivation with respect to the rest of the categories

Frequency of articles by category of analysis

Subjects
Electrical systems
PE
Grammar proficiency in English
Psychology
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•	 The results evidenced from the type of extrinsic motivation in relation to 
the remaining categories indicated an equal proportion of studies across 
Spain, Mexico, and Ecuador, where the predominant teaching modality 
was face-to-face instruction, while the year of publication was 2023.

The predominant research approach was mixed, without the inte-
gration of additional strategies into gamification, with only one study 
noted in which Game-Based Learning was employed; the nature of the 
population indicated that the studies were conducted with groups of 12 
and 54 students, with the Scape Room also incorporated as a strategy 
integrated into gamification.

Regarding the technological tools, Cerebriti, Quizizz, and Trivinet 
were mentioned. Finally, this type of motivation yielded additional 
findings such as: Engagement , Content comprehension, Learning, 
among others, which can be found in Figure 13.

Figure 13. Extrinsic Motivation with respect to the rest of the categories

•	 Upon analyzing the studies in which students reported having achieved 
both types of motivation, Intrinsic and Extrinsic, it was observed that 
these were present in publications developed in Spain and Mexico in 
2023, where the teaching modalities employed were face-to-face and 
hybrid instruction.

Frequency of articles by category of analysis

Subjects
Physics
Oral and written 
communication
Computer science
Economy
Electrical engineering
Mathematics
National reality
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Regarding the type of research that evidenced both types of motivation, 
the quantitative approach was observed, with Game-Based Learning and 
Project-Based Learning being the strategies integrated into gamification. 

The studies corresponding to both types of motivation were con-
firmed in population of 12 and 198 students, with Flippity, Kahoot, 
Moodle, Office 365, Perusall, and PowerPoint being the tools employed. 
As additional finding, the majority of students confirmed having 
achieved: Learning, Collaboration, Engagement, Interest in the subject 
matter, and Active Participation, as can be observed in Figure 14.

Figure 14. Intrinsic and Extrinsic Motivation with respect to the rest of the categories

	
	 Likewise, in addressing the second research question related to the 

procedure or tool for data analysis, a methodology was contributed for 
mapping the data from Table 1, drawing on foundational knowledge of 
databases to generate a relational model that considered the multiplicity 
relationships among them. Subsequently, the data were transferred into 
Excel and then read by the Power BI tool, from which the dashboard with 
the resulting histograms was constructed, employing filters that propa-
gated across the different categories of analysis.

Frequency of articles by category of analysis

Subjects
Electromagnetism
Data structures and Algorithms
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CONCLUSIONS

Through the appropriate definition of the inclusion and exclusion criteria, the 
identification and analysis of 9 research articles from the Mendeley repository 
was achieved, thereby allowing the following assertions to be made regarding the 
efforts carried out in recent years (2023-2024) by the Spanish-speaking community 
in employing gamification within the educational process.

Spain is the country of origin with the highest number of recent publications; 
the articles were most frequently published in 2023; the variation in the nature of 
the population ranged from 12 to 447 participants; the tools most frequently em-
ployed by the community to build gamified resources were Genially and Quizizz, 
corroborating what was noted by Vergara Rodríguez et al. (2019), who indicate that 
these tool are popular due to their ludic approach, fostering participation through 
the interactive and creative activities that can be developed with them.

Moreover, it was demonstrated that gamification has been applied across a 
diverse range of disciplines and professional profiles, thereby validating that this 
educational strategy can be employed in any field of professional development within 
higher education, which is confirmed by Ortiz et al. (2018), cited by Caponetto 
(2014), who regard gamification as a learning tool that can be employed across 
different subjects for the development of attitudes, collaborative behaviors, and 
autonomous study.

Furthermore, Game-Based Learning using the Scape Room represented the 
most frequently employed option as a teaching-learning tool linked to gamification, 
which confirms the assertions made by Piñero Charlo (2019), who notes that a 
strong interest has emerged in the educational sphere for developing this type of 
strategy, in addition to what is emphasized by Rodríguez-Oroz et al. (2019), who 
highlight the compatibility of gamification with other teaching strategies.

Nevertheless, gamification has identified a series of challenges and complexities 
in its design, according to the perspective of the participants in the related works 
analyzed. Among them, Vides and Alvarez-Diaz (2023) noted that during their 
educational experience, students reported feeling stressed when working on timed 
activities, which may obscure the true intention of learning through play. In 
addition, Álvarez-Alonso and Echeverria-Bonet (2023) highlighted the importance 
of taking group size into account when implementing a gamified experience, as 
the feedback process can be demanding and exhausting; therefore, the design of 
the experience must consider the effects that the frequent use of time pressure and 
even group size may produce.

For this reason, future work is expected to address this study by considering a search 
and selection of articles exclusively in English, in order to verify whether the findings 
remain consistent or whether new learning strategies or concepts emerge that are related 
to the contexts of use within communities where English is the native language.
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Likewise, among the categorical variables examined to analyze the motivational 
impact of gamification in higher education, the following was found: the preferred 
teaching modality for gamification has been face-to-face instruction: the most fre-
quently reported type of motivation was intrinsic, as supported by Lomba et al. 
(2021), who assert that gamification in higher education has been characterized 
by achieving this type of motivation; and the research approaches most frequently 
employed to demonstrate improvements in motivation were quantitative in nature.

Besides, the concept of flow was mentioned by the students and refers to a 
state of complete concentration on the activity while maintaining active participation 
in it (García Lázaro, 2019). This invites consideration of this variable as a relevant 
aspect of study when implementing gamification.

Addressing the second objective of this research, the data analysis procedure 
suggested alongside the Power BI tool proved useful in optimizing the time required 
for data preparation and descriptive analysis, as its filtering capability streamlines 
the counting of value occurrences and, consequently, aids in the formulation of 
assumptions and data-driven decision-making.

Finally, valuable finding derived from the impact of gamification was the 
identification, within student perceptions, of impressions expressed during the 
educational experience, such as: learning, active participation, content comprehen-
sion, academic performance, interest in the subject matter, improved attention, 
and flow; as well as aspects related to varying degrees of transversal competency 
or soft skill development, as listed by Galdeano Bienzobas and Valiente Barderas 
(2010), including: motivation, collaboration, engagement, emotional management, 
problem-solving, adaptation to new situations, and critical thinking. This demon-
strates, according to Bassi, Busso, Urzua, and Vargas (2012), as cited in Gontero 
and Albornoz (2019), the capacity of gamification to develop in students these life 
skills that are in high demand in today’s labor market.

This allowed for the assertion that gamification is not only an educational 
strategy that motivates students to generate their own knowledge, but that, with the 
support of the Power BI analysis tool, it was evidenced as a powerful alternative for 
developing the transversal competencies demanded by the global villages.
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