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ABSTRACT

The aim of this study was to design asystemic framework of gamification-
based school. The design of this research is a qualitative, using the six-step
method of Sandlowski and Barroso. In the first step, after selecting the meta
synthesis team, the research questions were set up to extract asystemic
framework of gamification-based school and the criteria for including the
articles were determined. In the second step, a systematic search of
resources in databases was performed. In this step, 71 preliminary articles
were provided and all the articles were thoroughly reviewed. In the third
step, the quality of the articles was evaluated and finally, 37 original articles
were selected according to the exclusion criteria. In the fourth step, open-
source themes was extracted using the classification technique and
extracurricular writing technique. In the fifth step, all factors extracted from
the research were considered as open source, according to the reduction
rules, considering the concepts, it was summarized and finally reduced to
125 basic themes. After exploring among these themes, 18 first level
organizing themes and finally 3 second level organizing themes (input,
process, and output) were obtained. Then, the obtained themes in the global
theme of the gamification-based school. Finally, in the sixth step, the
findings were validated using validation and transferability techniques.
After conducting the research process, the framework of gamification-
based school was introduced, which could be the headline of educational
policy makers at the level of education to design and teach schools based
on gamification or gamification at the national-regional level.
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EXTENDED ABSTRACT

1. Introduction
The school is the first and the most important gateway for students to enter the field of education. The amount and type of students'
interaction in school is the motivation for continuous learning and how they view their identity as learners (Williamson, 2019).
Therefore, recognizing the characteristics of technology and its conscious management can be one of the most important strategies
for educational planners in the country and an opportunity to rebuild the education system and change the teaching-learning process
(Perienen 2020).

Scholars believed that using games as a learning method in the teaching process will significantly increase student motivation (Nah
etal., 2017).

Gamification in school education intends to enter the academic life of students by integrating imagination, creativity, and game
mechanics in meaningful ways. Attractive play environments can use and combine visual, auditory, and tactile modes to exchange
information with players while creating an interactive learning environment that is key to success (Kaplan et al., 2021).

Therefore, the importance of leaving traditional methods and strategies in education and attention to new strategies and methods in
schools becomes apparent. Furthermore, in Iran, so far, no written framework has been prepared to study and evaluate the feasibility
of starting a gamification-based school. Therefore, the present study seeks to design a school system framework based on educational
gamification.

2. Research Method

This applied research is among the qualitative and synthetic research studies, which have been carried out using the six-step method
of Sandlowski and Barroso (2007). After selecting the meta-synthesis team, in order to extract the school system framework based
on gamification, the including criteria of articles were determined and the resources were systematically searched in the databases.
The first 71 articles were provided to the members of the meta-synthesis team, and all the articles were thoroughly examined. The
quality of the articles was evaluated and finally, according to the exclusion criteria, 37 original articles were selected as the research
sample.

3. Findings

Using the findings classification technique and the abstracting technique, the extracted themes were summarized according to the
reduction rule with regard to the concept of themes and finally were reduced to 125 basic themes. After exploring these themes, 18
first-level organizing themes and finally three second-level organizing themes (input, process, and output) were obtained (Table 1).
Validation of data was determined by using the techniques of credibility and transferability through investigator self-monitoring and
data triangulation and dependability with precise guidance of data collection and investor triangulation (Lincoln and Guba, 1985),
and the research results are highly reliable.

Table 1. The Final Classification of the First and Second-Level Organizing and Global Themes of the School based on
Gamification

Global theme Second-level organizing theme First-level organizing theme
A gamification-based school Input Purpose

Teacher

Attraction and acceptance
Content

the budget

Place and time
Equipment and technology

Infrastructure and facilities

Political-economic  and  social
factors
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Process Teacher teaching strategies

Teacher-student interactions
Allocation of facilities

Decision making of domestic and
foreign policymakers
Technical-specialized processing
Output Technology-oriented student

The  game-oriented intelligent
learning system

Teachers and technology-oriented
school

Technology-oriented community

4. Conclusion Gamification in education and educational games are new achievements that provide a suitable environment for the
active learning of students in different subjects. The purpose of designing a school framework based on gamification is to study the
feasibility of its application at schools by estimating and maintaining all the basic elements in the dimensions of input, process, and
output and create a fundamental change in line with the teaching-learning system in the 21st century. Therefore, before any action,
all the existing conditions and facilities should be considered as input, all the steps of implementing this method as a process, and
what results from the implementation of the gamification plan in school as output, and should be studied consciously. Naturally,
each country, province, and city will be different according to cultural, economic, and educational conditions. However, in general,
to formulate a framework, the extracted components are largely fixed, pervasive, and universal.
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