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A Meta-Analysis of Gamification on Achieving Some Learning Outcomes
in Arab Countries
Dr. Hamad Al-Tayyar Al-Enezi

Assistant Professor of Curricula and Instructional Technologies, Department of Curricula and
Instructional Technologies, College of Education and Arts, Northern Border University

Abstract:

The aim of the current research is to reveal the effect of gamification on achieving some learning
outcomes in Arab countries, as well as to reveal whether this effect differs according to: the academic
stage, the field of study, and the type of application used. To achieve this, Meta-Analysis method was
used for the results of previous relevant studies, which used gamification to achieve learning outcomes
for different subjects. It underwent (39) studies that represented the final meta-analysis sample, where
(69) effect sizes were calculated using the Hedges g index, the heterogeneity test, publication bias
assessment, and subgroup analysis using the program Comprehensive Meta Analysis (CMA, v3). The
results of the search revealed a high effect of gamification according to the random effects model in
the learning outcomes, as the average value of the effect size was (ES = 1.51), with a standard error
of (SE = 0.12), and the value of Confidence interval about the average effect size (lower limit 1.275,
upper limit 1.746), and the research results also indicated that there are similar effects of gamification
on the learning outcomes of different subjects, regardless of the academic stage, and the research results
also indicated that the effectiveness of gamification It differs according to the field of study, as well as
the type of application used in primary studies, and in the light of the research results, the researcher
recommends the importance of adopting a gamification in different academic disciplines to achieve
learning outcomes.

Keywords: Gamification, Learning Outcomes, Meta-Analysis, Effect Size.
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