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Abstract

The conventional education methods
are often difficult to induce the learners’
motivation. As the result, the situation of
learning is inefficient. In order to improve the
situation, many scholars start to research the
possibility of combining education with
gamification mechanisms. The idea of the
gamification is to bring up motivation of
learners, then promotes learner's situation of
learning. Thereby, learning can be interesting
and incentive.

The focus of this paper is the literature
review of gamification for education. We
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study and discuss the current development of
the gamified education mechanism. Based on
our study, we propose a hybrid gamified
education method which combine both
competition and cooperation mechanisms of
gamification to improve the conventional
education method.
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