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ABSTRACT

This paper investigates the impact of
gamification on learning efficiency within
the context of typing practice platforms.
The study explores how game elements
such as points, leader boards, badges,
and progress bars influence user
motivation, engagement, and skill
acquisition. By analysing data from users
of popular gamified typing platforms, this
research aims to quantify the correlation
between the use of gamified features and
improvements in typing speed and
accuracy. The findings suggest that
incorporating game mechanics can
significantly enhance the learning process,
transforming a repetitive task into an
engaging and goal-oriented activity. This
research demonstrates the potential of
applying gamification principles to
educational technologies to improve
student outcomes and foster a more
positive learning environment.

INTRODUCTION

Traditional learning methods often rely on
repetitive drills and rote memorization,
which can lead to low student engagement
and motivation. In recent years, the
application of game design elements in
non-game contexts has emerged as a
promising

approach to address these challenges. This
paper focuses on a specific application of
gamification: typing practice platforms.
Typing proficiency is a fundamental skill
in the digital age, yet its acquisition
typically involves tedious and monotonous
exercises. By integrating features such as
real-time feedback, competitive
challenges, and virtual rewards, these
platforms aim to make the learning
process more dynamic and enjoyable. This
study hypothesizes that the inclusion of
such gamified elements will lead to a
demonstrable increase in learning
efficiency, measured by improvements in
typing speed and accuracy over time.

LITERATURE REVIEW

The concept of gamification in education
is built upon established psychological
theories of motivation. Self-Determination
Theory (SDT) posits that human
motivation is driven by three innate needs:
competence, relatedness, and autonomy.
Gamified elements like progress bars and
skill badges directly cater to the need for
competence by providing clear, visible
markers of mastery. Leader boards and
social features address the need
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for relatedness by fostering a sense of
community and competition among
learners. The ability to choose challenges
or unlock different levels provides a
degree of autonomy, further boosting
intrinsic motivation.

Previous research has explored the
application of gamification in various
educational settings. Studies by Sailer et
al. (2017) and Hamari et al. (2014) have
shown a general positive effect of gamified
systems on user engagement and
motivation. However, the effectiveness of
specific gamified elements can vary
depending on the context and target
audience. For instance, while leader
boards can motivate some learners, they
may demotivate others who perceive
themselves as falling behind.

In the specific domain of typing, research
has traditionally focused on ergonomic
and cognitive aspects of skill acquisition.
Little attention has been paid to the
motivational components of practice.
Typing tutor software has existed for
decades, but many older versions lack the
dynamic, real-time feedback and social
features that characterize modern gamified
platforms. The gap in the literature is a
comprehensive study that directly links
the use of specific gamification
mechanics to measurable improvements in
typing efficiency, thus providing a
quantitative basis for the design of future
educational tools.

METHODOLOGY

This study employed a quasi-
experimental design, comparing the
learning outcomes of two groups: a
control group using a non-gamified typing
platform and an experimental
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group using a gamified platform. The
study was conducted over a period of 12
weeks with 150 participants, all college
students with minimal prior typing
experience.

The non-gamified platform provided
standard typing exercises with a simple
display of words-per-minute (WPM) and
accuracy. The gamified platform included
several key features:

1. Points and Badges: Users earned
points for correct keystrokes and
received badges for achieving
milestones (e.g., reaching 50
WPM, completing a certain
number of lessons).

2. Progress Bars: A visual
progress bar tracked the
completion of each lesson and
overall skill mastery.

3. Leader boards: A weekly leader
board displayed the top performers
in the experimental group, ranked
by WPM and accuracy.

4. Audio-Visual Feedback: The
platform incorporated sound
effects and animations for
correct and incorrect keystrokes.

Typing speed (WPM) and accuracy
(percentage of correct keystrokes) were
measured at the beginning of the study and
then at bi-weekly intervals. Data was
collected through the platform's API and
analysed using statistical software to
identify significant differences between the
two groups. A post-study survey was also
administered to the experimental group to
gather qualitative feedback on their
experience with the gamified features.
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RESULTS AND DISCUSSION

The results of the study indicate a
statistically significant difference in
learning efficiency between the two
groups. The experimental group
demonstrated a 35% greater increase in
average typing speed and a 20% higher
gain in accuracy compared to the
control group over the 12-week period.

Analysis of the gamified features revealed
several key insights:

« Points and Badges: The points
and badges were particularly
effective in the initial weeks of the
study, providing immediate
positive reinforcement and a sense
of accomplishment for new
learners. Participants reported that
these features made the repetitive
nature of typing practice feel more
rewarding.

o Leader boards: The leader boards
proved to be a powerful motivator
for a subset of users, particularly
those who were already
competitive. This feature drove
higher engagement and more
frequent practice sessions among
top- ranked participants,
contributing to rapid skill
acceleration. However, the survey
data also indicated that some users
found the leader board
demotivating, suggesting that such
features should be optional.

e Progress Bars: The visual
progress bars were universally
praised. Participants cited them
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as being crucial for maintaining
motivation, as they provided a clear
visual representation of their long-
term progress and helped them feel
a sense of momentum towards their
goals.

These findings support the hypothesis that
gamification, when applied thoughtfully,
can enhance the learning process by
addressing core psychological needs for
competence and relatedness. The study's
results suggest that educational technology
developers should prioritize the integration
of such mechanics to improve user
outcomes.

CONCLUSION

The study successfully demonstrates that
gamification has a significant positive
impact on learning efficiency in the
context of typing practice platforms. The
data indicates that users of gamified
platforms showed faster and more
substantial improvements in both typing
speed and accuracy compared to those
using non-gamified methods. The
incorporation of game elements such as
points, badges, and leader boards fostered
a sense of achievement and healthy
competition, which directly contributed to
increased user engagement and sustained
practice.

This research provides strong evidence that
gamification is not merely a trend but a
powerful pedagogical tool that can
transform a mundane task into an effective
and motivating learning experience. Future
studies could explore the long-term effects
of gamification and its application in other
academic disciplines.
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