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ABSTRACT

Gamification is a teaching-learning process technique that applies the concept
of games and integrates game mechanics to create learning activities based on fun,
motivating learners to participate and motivate learning. Knowing gamification and
results in education helps make the classroom alive. Reduce the stressful atmosphere
in the classroom It can be applied to all levels of teaching and learning And In addition,
game environment design has an effect on students 'condition and quest, affecting
learners' learning outcomes. Learning to learners Involvement of learners' problem-
solving potential and increase participation in the learning process by motivating
learners. On the negative side, the game cannot be used as a substitute for all content.

If not required What students should receive It will not create the connection of ideas,
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and the gamification teaching method is a time consuming and expensive teaching. It
requires knowledge, understanding and preparation. Teachers must have high
development skills.

Keywords: gamification, motivation, results in the field of education
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