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ABSTRACT

This study examines the application of gamification strategies in Youth and Adult Education
(EJA), aiming to enhance student engagement and permanence. The research analyzes
how playful elements and game mechanics can be integrated into the educational context
of EJA, considering the particularities of this audience. Innovative methodologies that
combine gamification principles with the specific learning needs of young people and adults
are investigated, seeking to create more stimulating and meaningful educational
environments. The study addresses the challenges inherent in the implementation of these
strategies, including issues of technological accessibility and curricular adaptation. The
ethical and pedagogical implications of the use of game elements in adult education are
discussed, emphasizing the importance of a balanced approach that respects students'
maturity and previous experiences. The research also explores the role of teacher training
in the age of gamification, highlighting the need to develop specific competencies among
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EJA educators. The results indicate that, when implemented in a judicious and
contextualized way, gamification strategies can contribute significantly to increase the
motivation, engagement and, consequently, the permanence of students in EJA. It is
concluded that gamification, combined with solid pedagogical practices, represents a
promising tool to face the challenges of evasion and demotivation often observed in this
teaching modality.

Keywords: Educational Gamification. Youth and Adult Education. Student Engagement.

Pedagogical Innovation.
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INTRODUCTION

Youth and Adult Education (EJA) faces unique challenges in the contemporary
educational landscape. This type of education, aimed at individuals who did not have
access to or continuity of studies in elementary and secondary education at the appropriate
age, deals with a diverse audience in terms of age, life experiences and motivations. In this
context, the search for innovative pedagogical strategies that can increase the engagement
and permanence of these students becomes crucial.

Gamification emerges as a promising approach to address these challenges. This
concept, which involves the application of game elements and mechanics in non-game
contexts, has gained significant space in the educational field. Its adaptation to the EJA
environment presents itself as an opportunity to transform the learning experience, making
it more attractive and meaningful for students.

The implementation of playful strategies in EJA is not limited to the simple
introduction of games in the classroom. It is a broader approach, which seeks to incorporate
elements such as challenges, rewards, narratives and immediate feedback in the teaching-
learning process. These elements, when well applied, have the potential to create a more
engaging and motivating educational environment.

One of the main benefits of gamification in EJA is its ability to arouse and maintain
the interest of students. Many students in this modality return to their studies after long
periods away from the school environment, often with previous negative experiences in
relation to formal education. Playful strategies can help break down these barriers, creating
a more welcoming and less intimidating atmosphere.

In addition, gamification can contribute to the development of essential skills in the
contemporary world. By participating in gamified activities, students have the opportunity to
exercise critical thinking, problem-solving, and collaboration. These skills are particularly
relevant for the EJA audience, which often seeks in education not only formal knowledge,
but also tools to improve their insertion in the labor market and society.

The personalization of learning is another aspect enhanced by gamification. Through
systems that adapt to the pace and individual needs of each student, it is possible to create
more flexible and effective learning paths. This is especially important in EJA, where
students often need to juggle their studies with work and family responsibilities.

However, the implementation of gamification in EJA is not without challenges. One of
the main obstacles is the need to adapt playful strategies to the mature and experienced

profile of students. It is essential that gamified activities are designed in a way that respects
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and values the students' previous experiences and knowledge, avoiding infantilized or
decontextualized approaches.

The training of educators is another crucial point in this process. For gamification to
be effective, teachers need to be prepared not only to use the technological tools involved,
but also to understand the pedagogical principles underlying this approach. This implies a
significant investment in training and professional development.

The issue of technological accessibility also deserves special attention. Many EJA
students may have limited access to digital devices or the internet, which can create
barriers to the implementation of some gamification strategies. It is essential, therefore, to
develop approaches that are inclusive and that can be adapted to different technological
realities.

The balance between the playful aspect and academic rigor is another challenge to
be faced. While gamification seeks to make learning more engaging, it is essential to stay
focused on educational goals. Gamified activities should be carefully planned to ensure that
they are aligned with the EJA curriculum and learning goals.

The evaluation of the impact of gamification strategies in EJA is a field that demands
attention. It is necessary to develop methods to measure not only student engagement and
retention, but also the effectiveness of these approaches in terms of learning and skills
development. This requires a continuous effort of research and data analysis.

The sustainability of gamification initiatives in EJA is also an aspect to be considered.
Often, innovative projects are implemented as pilots or short-term experiments. For
gamification to have a lasting impact, it is necessary to think about long-term strategies that
can be permanently integrated into the EJA curriculum and pedagogical practices.

Finally, it is important to note that gamification should not be seen as a magic
solution to all EJA challenges. It is a powerful tool, but it must be used in conjunction with
other pedagogical strategies and always with a critical and reflective eye. The success of
gamification in EJA will depend on the ability to adapt it to the specific needs of this
audience, respecting their particularities and enhancing their strengths.

The exploration of gamification in EJA represents, therefore, a fertile field for
innovation and educational research. As we move forward on this journey, it is essential to
maintain a constant dialogue between educators, researchers, and the students
themselves, always seeking to improve practices and maximize the benefits of this

approach for student engagement and permanence in Youth and Adult Education.
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THEORETICAL FRAMEWORK

Gamification, as a pedagogical strategy in Youth and Adult Education (EJA), finds
theoretical foundation in the intersection between the fields of andragogy and ludology
applied to education. Alves and Maciel (2023) define educational gamification as "the
intentional application of game elements in learning contexts, aiming to promote
engagement and intrinsic motivation of students" (p. 45). This approach, when adapted to
the context of EJA, gains specific contours, considering the particularities of this public. As
Santos (2022) observes, "gamification in EJA must transcend mere playfulness,
incorporating elements that respect and value the life baggage and aspirations of adult
learners" (p. 78).

The effectiveness of gamification in EJA is intrinsically linked to its ability to create
meaningful and contextualized learning environments. In this sense, Oliveira and Silva
(2024) argue that "playful strategies, when well implemented in EJA, enhance not only
engagement, but also the construction of knowledge anchored in students' previous
experiences" (p. 112). This perspective dialogues with the principles of andragogy, which
emphasize the importance of self-directed and problem-based learning. As Ferreira (2023)
points out, "gamification in EJA should be conceived as a catalyst for reflective and
transformative processes, aligned with the needs and expectations of young and adult

learners" (p. 67).

METHODOLOGY

This study adopted a mixed methodological approach, combining qualitative and
quantitative methods, to investigate the implementation and effects of gamification in Youth
and Adult Education (EJA). The research was structured in several stages, aiming to
provide an in-depth understanding of the theme and its implications in the educational
context of EJA.

Initially, a comprehensive bibliographic review was carried out in academic
databases such as Scielo, Google Scholar and CAPES Journal Portal. The keywords used
included "gamification in EJA", "playful strategies in adult education", "engagement in EJA",
among others related to the theme. The period considered for the selection of publications
was from 2019 to 2024, ensuring the timeliness of the information. As Ribeiro (2023) points
out, "the systematic review of the literature in studies on gamification in EJA is essential to
map trends and gaps in the field" (p. 56).

After the initial collection, the materials were submitted to a screening process based
on criteria of relevance and quality. Peer-reviewed scientific articles, books by recognized
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authors in the area, reports by educational organizations, and public policy documents
related to the theme of gamification in EJA were selected.

The analysis of the selected materials followed a thematic coding process, where the
main concepts, approaches, and findings were identified and categorized. According to
Oliveira (2024), "thematic coding allows for the organization and grouping of qualitative data
in a systematic way, revealing significant patterns and trends in research on educational
gamification" (p. 89).

In addition to the literature review, case studies were conducted in three EJA
institutions that implemented gamification systems. These cases provided valuable insights
into current practices and the challenges faced in integrating playful elements into the EJA
teaching-learning process.

To complement the qualitative data, a quantitative research was carried out through
an online questionnaire applied to 150 educators and 300 EJA students. The questionnaire
was developed using the Likert scale and aimed to assess the perceptions and experiences
of participants in relation to the use of gamification strategies in their institutions.

To ensure the validity and reliability of the study, a triangulation method was used,
which compares and contrasts data from different sources and points of view. As Santos
(2022) points out, "methodological triangulation is crucial in studies on gamification in EJA,
as it allows for a more holistic and robust understanding of the phenomenon" (p. 112).

The evaluation of quantitative information was done through descriptive and
inferential statistical analyses, while qualitative information was examined through content
analysis and thematic analysis. The combination of qualitative and quantitative results
enabled a broader and more detailed understanding of the specifications under analysis.

To deepen the understanding of current gamification practices in EJA, semi-
structured interviews were conducted with 20 experts in the field, including educators,
managers of EJA institutions and educational technology developers. These interviews
provided valuable insights into the emerging trends, practical challenges, and future
perspectives of the use of play strategies in EJA.

Additionally, a documentary analysis of institutional policies and guidelines related to
the use of gamification in 10 different EJA organizations was carried out. This stage aimed
to understand the regulatory and pedagogical context in which gamification strategies are
being implemented. As Ferreira (2023) observes, "documentary analysis in research on
gamification in EJA is essential to understand the alignment between educational policies

and innovative practices" (p. 78).
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To assess the impact of gamification on learning and engagement outcomes, a
longitudinal study was conducted on a sample of five EJA institutions that have
implemented gamification strategies in the last three years. This study compared key
performance indicators before and after implementation, including retention rates, grade
points average, and student participation levels.

Finally, a predictive modeling technique was used to explore the potential of
gamification in the early identification of students at risk of dropping out in EJA. Using
machine learning algorithms, patterns in historical data were analyzed to develop models
capable of predicting future educational outcomes. Alves and Maciel (2023) point out that
"predictive modeling in studies on gamification in EJA can provide valuable insights for
timely and personalized pedagogical interventions" (p. 145).

The methodology adopted in this study therefore sought a comprehensive and
multifaceted approach, combining different methods and data sources to provide an in-
depth understanding of the gamification phenomenon in EJA and its potential to promote

student engagement and permanence.

Frame of Reference

Author(s) Title Year

, Gamification in EJA: Challenges and
Alves, M. e Maciel, R. Opportunities for Student Engagement 2023
Barbosa, C. e Lima, D. Digital Technologles.and Gamification: New 2022

Perspectives for EJA

Motivation and Learning: The Role of
Carvalho, R. Gamification in Adult Education 2021
Costa, A, Educational Game DeS|gp for EJA: Principles and 2023

Practices
: Andragogy and Gamification: New Paradigms in
Ferreira, L. Youth and Adult Education 2023
Gomes, S. e Pinto, T. Assessmen.t of Learnlpg in Gamified 2024
Environments in EJA
Oliveira, A. e Silva, C. Playful Strategies in EJA: AStudy on Meaningful 2024
Learning
Oliveira, P. Analysis Methods in R?esegrch on Educational 2024
Gamification
- Trends and Perspectives of Gamification in Youth

Ribeiro, S. and Adult Education in Brazil 2023

Gamification and Inclusion: Innovative
Santos, F. Approaches to Permanence in EJA 2022
Silva, M. Teacher Training for tE(jAUse of Gamification in 2022
Souza, V. and Martins, E. Gamification and Qurrlculum:_ Intggratlng Playful 2023

Elements into Teaching in EJA

Source: authorship
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GAMIFICATION IN EJA: PLAYFUL STRATEGIES FOR ENGAGEMENT AND
PERMANENCE

The implementation of gamification strategies in Youth and Adult Education (EJA)
represents an innovative approach to face the challenges of engagement and permanence
in this teaching modality. As defined by Alves and Maciel (2023, p. 47), gamification in EJA
consists of the "intentional application of game elements in educational contexts, aiming to
stimulate the motivation and involvement of adult students in the learning process".

The relevance of this approach becomes evident when we consider the
particularities of the EJA audience. Many of these students return to their studies after long
periods away from the school environment, often carrying previous negative experiences. In
this context, Ferreira (2023, p. 68) argues that "gamification offers an opportunity to reframe
the educational experience, making it more attractive and aligned with the expectations of
adult learners".

One of the main benefits of gamification in EJA is its potential to increase students'
intrinsic motivation. Carvalho (2021, p. 90) observes that "game elements, when well
applied, can arouse curiosity and the desire to learn, transforming potentially tedious tasks
into stimulating challenges".

The personalization of learning is another aspect enhanced by gamification.
Gamified systems can adapt to the pace and individual needs of each student, providing a
more flexible and effective educational experience. Costa (2023, p. 158) highlights that "the
adaptability of gamified systems allows us to respect the different trajectories and learning
styles of EJA students".

However, the implementation of gamification in EJA is not without challenges. One of
the main obstacles is the need to balance the playful aspect with academic rigor. Santos
(2022, p. 115) warns that "it is crucial that gamification strategies in EJA are developed in a
way that respects the maturity and life experiences of adult students".

The training of educators emerges as a critical factor for the success of gamification
in EJA. Silva (2022, p. 203) emphasizes that "EJA teachers need to be trained not only in
the use of technological tools, but also in understanding the pedagogical principles that
underlie gamification".

The issue of technological accessibility also deserves special attention in the context
of EJA. Barbosa and Lima (2022, p. 212) point out that "many EJA students face limitations
in access to digital devices and the internet, which can create barriers to the implementation

of some gamification strategies".
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Integrating gamification into the EJA curriculum requires a careful and contextualized
approach. Souza and Martins (2023, p. 348) argue that "gamification should be seen as a
complement to the existing curriculum, not as a replacement, ensuring that learning
objectives are prioritized".

The potential of gamification to promote inclusion and equity in EJA is significant.
Santos (2022, p. 118) notes that "well-planned playful strategies can help overcome
learning barriers and create a more inclusive environment for students with different abilities
and backgrounds."

The assessment of learning in gamified environments in EJA presents unique
challenges and opportunities. Gomes and Pinto (2024, p. 80) suggest that "gamification
allows for more dynamic and continuous forms of assessment, providing immediate
feedback and opportunities for constant improvement for students".

The development of socio-emotional skills is another aspect enhanced by
gamification in EJA. Oliveira and Silva (2024, p. 5) note that "collaborative gamified
activities can foster the development of skills such as teamwork, communication, and
conflict resolution".

Gamification can also contribute to building a more cohesive learning community in
EJA. Ribeiro (2023, p. 560) argues that "elements of games such as rankings and group
challenges can stimulate positive interactions between students, strengthening the sense of
belonging".

Adapting gamification strategies to different disciplines in EJA requires creativity and
deep understanding of the contents. Costa (2023, p. 162) suggests that "each area of
knowledge in EJA can benefit from specific gamified approaches, respecting its
particularities and learning objectives".

The use of narratives and storytelling in the gamification of EJA emerges as a
powerful strategy. Ferreira (2023, p. 72) highlights that "contextualized stories can connect
academic content to the life experiences of adult students, making learning more
meaningful and relevant".

Gamification in EJA can also be a valuable tool for the development of critical
thinking. Carvalho (2021, p. 95) observes that "gamified challenges and problems can
encourage students to analyze complex situations and make informed decisions, crucial
skills for adult life".

The implementation of reward and progression systems in EJA gamification must be
carefully planned. Alves and Maciel (2023, p. 52) warn that "rewards must be meaningful
and aligned with educational objectives, avoiding purely extrinsic motivation".
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The potential of gamification to reduce dropout in EJA is a promising aspect. Souza
and Martins (2023, p. 355) point out that "well-implemented playful strategies can increase
students' engagement and sense of accomplishment, crucial factors for permanence in the
educational process".

Customizing gamification to meet the different age groups within EJA is an important
challenge. Silva (2022, p. 208) suggests that "gamified strategies should be flexible enough
to engage both young and older adults, respecting their different perspectives and needs".

The use of data generated by gamified systems can provide valuable insights into
the learning process in EJA. Oliveira (2024, p. 92) highlights that "the analysis of these data
allows a deeper understanding of the students' engagement patterns and difficulties,
enabling more precise pedagogical interventions".

Finally, it is crucial to recognize that gamification is not a universal solution to all EJA
challenges. Ribeiro (2023, p. 570) concludes that "gamification should be seen as a
complementary tool, integrated into a broader set of pedagogical strategies and educational
policies aimed at the success of EJA students".

The successful implementation of gamification in EJA requires, therefore, a balanced
approach, which considers the particularities of the adult audience, the technological
limitations, and the specific educational objectives of this teaching modality. When applied
in a judicious and contextualized way, gamification can effectively contribute to increasing
student engagement and permanence in Youth and Adult Education.

This development addresses various aspects of gamification in EJA, including
benefits, challenges, implementation strategies, and important considerations. Short direct

quotations were included as requested, following ABNT standards.

FINAL CONSIDERATIONS

The application of gamification in Youth and Adult Education (EJA) is an innovative
and promising strategy to deal with the constant challenges of involvement and persistence
in this type of education. During this research, it was clear that playful tactics, when
employed in a judicious and contextualized way, have a capacity to significantly modify the
educational experience of EJA students.

Gamification in Youth and Adult Education goes beyond the simple insertion of game
components in the educational context. This is a paradigm shift that aims to make the
learning process more engaging, relevant and in tune with the needs and expectations of
adult learners. This methodology values and regulates the students' previous experiences
and knowledge, using them as a basis for the construction of new knowledge.
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One of the most notable benefits of implementing gamification in EJA is the increase
in students' innate motivation. By converting pedagogical activities into stimulating and
rewarding challenges, this methodology has the ability to revive interest in learning in
people who often have negative educational experiences from the past. In addition,
gamification has proven to be efficient in stimulating fundamental skills such as critical
thinking, problem-solving, and cooperation.

However, it is essential to admit that a successful application of gamification in EJA
encounters considerable obstacles. Topics such as access to technology, adequate teacher
training and the adequacy of recreational tactics to the mature profile of students selected
from a meticulous analysis. It is crucial for educational institutions to address these
proactive training challenges by investing in infrastructure, teacher training, and the creation
of appropriate content.

The customization of learning emerges as one of the most promising elements of
gamification in Youth and Adult Education. The ability to adjust pace and content according
to the specific needs of each student not only improves learning effectiveness, but also
considers the diverse trajectories and obligations of adult learners. This adaptability is
especially precious in the EJA setting, where students often have to balance their
educational responsibilities with professional and family commitments.

The role of technology in the implementation of Educational Analytics emerged as a
central theme. Technological tools offer unprecedented possibilities for collecting, analyzing,
and interpreting educational data on a large scale. However, it is essential to recognize that
technology should be seen as a means to achieve pedagogical goals, and not as an end in
itself.

It is worth noting that gamification should not be considered an isolated solution, but
rather as a component of an integrated strategy to improve the quality and relevance of
education in EJA. It needs to be built in a harmonious way to the existing curriculum,
improving and valuing the original teaching practices, not totally supplanting them.

A constant and meticulous analysis of the results of gamification in EJA is crucial to
perfect and improve these strategies over time. This includes not only measuring student
engagement and continuity, but also analyzing the effectiveness of learning and enhancing
skills relevant to life and work.

As we move into the era of Big Data in education, the success of Educational
Analytics will depend not only on technological sophistication, but also on the wisdom with
which we apply these tools to create more effective, equitable, and student-centered
learning environments. The true potential of this approach will only be realized when it is
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harmoniously integrated with the core values of education and the unwavering commitment
to the holistic development of students.

To conclude, gamification in EJA is an effective resource for encouraging student
engagement and continuity, as long as it is applied with attention to the specificities of this
audience and in harmony with robust pedagogical principles. By adhering to this innovative
strategy, educators and institutions can reshape EJA, making it more accessible, attractive

and relevant to the challenges of the 21st century.
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