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Abstract

This study examines the effectiveness of a gamified
approach in teaching JavaScript programming logic compared to
a traditional approach. A web-based game application,
Classroom Game-On, was developed to incorporate gamification
techniques for teaching programming concepts. Results
indicated that the gamified approach significantly improved
student performance, highlighting its potential as an
engaging and effective instructional method. Recommendations
include conducting larger-scale replications to validate the
findings across diverse populations and further exploring the
impact of cultural and social factors on the acceptance and
success of gamified approaches in programming education.
These findings contribute to advancing educational strategies
and informing the development of interactive and immersive

learning environments in programming instruction.
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