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ABSTRACT

In today’s world, soft skills such as problem-solving, critical thinking,
effective communication, and collaboration are considered essential
components of success in the 21st century. Despite growing emphasis on
their importance, there are still challenges in teaching these skills effectively.
The integration of mobile learning technologies with gamification can
provide an engaging and motivating environment that fosters the
development of soft skills and increases student participation in the learning
process. The present study aimed to review existing research on the impact
of gamification-integrated mobile learning on soft skills development. This
research employed a systematic review methodology. The study population
included peer-reviewed articles published between 2017 and 2024 in
databases such as Scopus, ScienceDirect, ERIC, and Google Scholar. A total
of 142 articles were identified; after applying inclusion and exclusion critetia
and conducting initial screening based on the PRISMA guideline, 20 eligible
articles were selected and analyzed. Findings revealed that gamified mobile
learning fosters time management, self-regulation, and responsibility by
participation,
interaction, and self-directed learning. Moreover, collaborative activities,

enhancing intrinsic motivation, active goal-oriented
immediate feedback, and competitive structures were found to enhance skills
such as collaboration, critical thinking, and problem-solving. In conclusion,
gamification in mobile learning environments holds significant potential for

cultivating key 21st-century competencies.
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Introduction

Soft skills such as critical thinking, problem-solving, and collaboration are
increasingly important in the 21st century, yet effectively teaching them remains
challenging. Emerging technologies, especially mobile learning and gamification,
provide interactive and motivating environments that help strengthen these
skills. Mobile learning enables education anytime and anywhere through portable
devices, while gamification uses game elements to boost learner motivation and
engagement. A successful example of this integration is the Duolingo app, which
leverages game-based design to enhance skills like time management and critical
thinking. This study explores how the integration of gamification in mobile
learning can improve the development of soft skills.

Literature Review

Research indicates that skills such as teamwork, work ethic, time management,
problem-solving, creativity, and leadership are essential for ensuring students'
success in their chosen professions (Madhura, 2025). In this regard, mobile
learning, which enables learning anytime, anywhere, has created an effective
environment for the development of communication skills, critical thinking,
problem-solving, and teamwork, as confirmed by studies from Jemson et al.
(2023) and Claros-Perdomo et al. (2022).

Furthermore, Apandi (2019) states that gamification is a learning approach
that can be an excellent strategy for teaching the necessary skills in the 21st
century. The combination of mobile learning with gamification in educational
settings can increase interaction, collaboration, and the effectiveness of the
learning process, serving as a useful method for improving knowledge
acquisition and long-term retention. It can also be used as a supplement to core
educational materials (Sujarwo et al., 2023; Kodyalamoole & Jacob, 2024;
Hamdan et al., 2020). Gamification tools such as points, experience, badges, and
progress bars can lead to enhanced learning, motivation, and student
participation (Pretorius, 2024). Additionally, they improve interaction and
motivation by providing immediate feedback (Mohtar et al., 2022).

Gamified education in mobile learning stimulates students to focus on real-
world scenarios and enables them to interact with course materials during
learning (Wu Ya-Ling, 2016).
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Methodology

This study employs a systematic review method to investigate the impact of
gamification in mobile learning on improving soft skills. Following the PRISMA
guidelines, a search was conducted in the Scopus, ScienceDirect, ERIC, and
Google Scholar databases using keywords related to mobile learning,
gamification, and soft skills. The search covered articles published between 2017
and 2024, initially retrieving 142 articles. After removing duplicates, 126 articles
were screened based on their titles and abstracts according to inclusion and
exclusion criteria. Ultimately, 38 articles were selected for full-text review, of
which 20 peer-reviewed articles with accessible full texts were analyzed.

Conclusion

This research aimed to explain how the integration of gamification in mobile
learning enhances soft skills. The results indicated that this integration can
significantly contribute to soft skill development through a series of educational
and psychological processes. An analysis of selected studies revealed that
mobile-based gamification, by providing immediate feedback, progress levels,
individual and group challenges, and interactive learning structures, increases
learners' intrinsic motivation, cognitive engagement, and active participation.

This engagement fosters the practice and reinforcement of skills such as
critical thinking, decision-making, responsibility, and effective social interaction,
aligning with findings from Hsiu Li (2024), Hamdan et al. (2020), Jemson et al.
(2023), Apandi (2019), Sujarwo et al. (2023), and Altomari & Valent (2023)

One of the achievements of this approach is facilitating the formation of
structured collaboration among learners. Designing collaborative activities based
on shared mission challenges and group goal-setting in gamified learning
environments encourages learners to exchange ideas, collectively solve
problems, and share responsibilities within a purposeful framework. This type
of collaboration goes beyond superficial interactions, providing a suitable
ground for practicing interpersonal skills and strengthening a sense of social
participation, as confirmed by Altomari & Valent (2023).

Furthermore, the learning experience in mobile learning combined with
gamification, due to its immersive, challenging, and meaningful nature, can lead
to a more effective transfer of learned skills to real-life and professional contexts.
This approach elevates soft skill training from a theoretical to a practical level by
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transforming learning into a dynamic, creative, and participatory experience,
aligning with the findings of McGowan et al. (2023) and ElAzab & Ab-Hashima
(2024).

Overall, when gamification is combined with mobile learning approaches, it
not only enhances the quality of the learning experience but also provides a
powerful capacity for developing soft skills, which are essential for success in
today's complex and evolving educational and employment environments.

Despite the efforts made in conducting this research, the study faced certain
limitations that should be considered when interpreting and generalizing the
results. A significant portion of the conducted studies focused on university
student samples and did not include groups such as school students. Most
existing studies were reviewed within short timeframes, whereas assessing the
stability of soft skills in real-life situations requires long-term and longitudinal
studies. Due to the limited scope of article searches to English sources, selected
databases, and incomplete access to the full text of some articles, there is a
possibility that other relevant research was overlooked.

Considering these limitations, it is suggested that future research utilize
longitudinal and experimental research designs to investigate the stability of the
impact of integrating gamification in mobile learning on soft skills. Additionally,
studies focusing on analyzing the role of individual factors such as learning style,
gender, educational level, personality traits, and different age groups in the extent
of gamification's impact on soft skills in mobile learning can contribute to
enriching existing knowledge.
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