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Abstract 
This study explores the utilization 
of educational games and their 
effects on the development of 
learning skills among primary 
school students aged 6 to 8 
years in both public and private 
schools in Basra. In an era where 
traditional teaching methods 
struggle to engage a generation 
accustomed to the fast-paced 

interaction of digital media, this 
research addresses the challenges 
educators face in maintaining 
student motivation and attention. 
The study is rooted in the context 
of the primary education sector in 
Basra, which is characterized by 
limited resources in governmental 
schools and a socio-economic 
landscape that often prioritizes 
immediate economic needs over 
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long-term educational goals. 
Drawing on the Engagement 
Theory, Cognitive Load Theory, 
and the Technology Acceptance 
Model (TAM), this research 
emphasizes the importance of 
integrating play-based learning 
strategies into early childhood 
education. Through a stratified 
sampling technique, a sample 
of approximately 200 students 
from diverse socio-economic 
backgrounds were selected to 
examine how educational games 
can bridge the engagement gap and 
support cognitive development in 
a digital age. 
This study examined the challenges 
faced by pupils in Basra’s 
government and private schools, 
particularly regarding engagement 
and technological integration. It 
revealed a strong link between 
teachers’ experiences, and obstacles 
such as overcrowded classrooms, 
inadequate infrastructure, and 
socio-economic disparities, which 
hinder the use of educational 
games. To address these issues, a 
multifaceted approach is needed 
to enhance teachers’ capabilities 

as well as to improve resources. 
By leveraging technology and 
fostering collaboration, educators 
can create a dynamic learning 
environment that supports 
children’s development in Basra.

ملخص
تســتعرض الدراســة الحاليــة اســتخدام 
الألعــاب التعليميــة وتأثيرهــا في تنميــة 
مهــارات التعلــم لــدى طــاب المرحلــة 
ــن  ــراوح أعمارهــم ب ــن ت ــة الذي الابتدائي
الحكوميــة  المــدارس  6 و8 ســنوات، في 
والخاصــة في البــرة. في زمــن تعجــز فيــه 
ــذب  ــن ج ــة ع ــس التقليدي ــرق التدري ط
السريــع  التفاعــل  عــى  معتــاد  جيــل 
مــع الوســائط الرقميــة، يركــز البحــث 
ــن  ــه المعلم ــي تواج ــات الت ــى التحدي ع
الطــاب  دافعيــة  عــى  الحفــاظ  في 

وتركيزهــم.
تســتند الدراســة إلى واقــع قطــاع التعليــم 
ــن  ــاني م ــذي يع ــرة، ال ــدائي في الب الابت
ــة،  مــوارد محــدودة في المــدارس الحكومي
تعطــي  واقتصاديــة  اجتماعيــة  وبيئــة 
ــة  ــات الاقتصادي ــا للاحتياج ــة غالبً الأولوي
التعليميــة  الأهــداف  عــى  المبــاشرة 

ــد. ــة الأم طويل
اعتــادًا عــى نظريــة المشــاركة، ونظريــة 
قبــول  ونمــوذج  المعــرفي،  العــبء 
البحــث  يؤكــد   ،)TAM( التكنولوجيــا 
عــى أهميــة دمــج اســراتيجيات التعلــم 
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ــة  القائمــة عــى اللعــب في تعليــم الطفول
المبكــرة. وباســتخدام أســلوب العينــات 
ــو  ــم نح ــة تض ــار عين ــم اختي ــة، ت الطبقي
اجتماعيــة  مــن خلفيــات  200 طالــب 
واقتصاديــة متنوعــة لدراســة دور الألعاب 
التعليميــة في تعزيــز المشــاركة ودعــم 

التطــور المعــرفي في العــر الرقمــي.
التــي  التحديــات  الدراســة  تناولــت 
البــرة  مــدارس  التلاميــذ في  يواجههــا 
فيــا  خاصــة  والخاصــة،  الحكوميــة 
يتعلــق بالتفاعــل والتكامــل التكنولوجــي. 
بــن  وثيقــة  علاقــة  وجــود  وأظهــرت 
مثــل  والعوائــق  المعلمــن  تجــارب 
التحتيــة،  البنيــة  وضعــف  الاكتظــاظ، 
والفــوارق الاجتماعيــة والاقتصاديــة التــي 
التعليميــة.  الألعــاب  توظيــف  تعيــق 
ــوصى  وللتغلــب عــى هــذه المشــكلات، يُ
يركــز  الجوانــب  متعــدد  نهــج  باتبــاع 
عــى تطويــر مهــارات المعلمــن وتحســن 
المــوارد. ومــن خــال توظيــف التكنولوجيا 
وتعزيــز التعــاون، يمكــن للمعلمــن خلــق 
بيئــة تعليميــة ديناميكيــة تدعــم نمــو 

الأطفــال في البــرة.

1.	Introduction
In the present-day context, 
capturing and maintaining the 
attention of the children in the 
primary school stage has become 
an increasingly daunting task 
for educators. Teachers face the 

challenge of competing with the 
allure of electronic games and 
smartphones, especially in the 
early stages of primary education 
where children’s foundational skills 
are developed. Their engagement 
and interaction with teachers and 
other students in the classroom 
have been radically altered by the 
extensive use of technology in day-
to-day life.  Studies have shown that 
children aged 6 to 8; often referred 
to as in the first three stages of 
primary education, exhibit shorter 
attention spans and a preference 
for fast-paced, interactive media 
(Goleman, 2013; Rosen, 2010). 
Research indicates that children 
are addicted to the instant 
satisfaction provided by electronic 
games and social media, where 
they see traditional instructional 
methods as slow and uninspiring 
(Kirkland, 2015). This can lead 
to disengagement and a lack 
of motivation to participate in 
traditional learning activities. For 
instance, a study conducted by 
Buttimer and Azzopardi (2015) 
revealed that elementary students 
frequently express frustration with 
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lessons that did not incorporate 
interactive or technology-driven 
elements, and these researchers 
highlight the need for educators 
to adjust their teaching strategies 
to accommodate more student 
engagement in their lessons.
At the same time, the American 
Academy of Pediatrics (2016) 
indicates that overexposure to 
digital devices has implications 
for cognitive development, and 
expresses concerns about attention 
deficits related to prolonged screen 
time. Young learners, who are 
used to dynamic environments 
provided by the digital world, 
may look for the same inspiration 
and excitement in the classroom 
contect too, and lack of it may make 
it difficult to capture their focus on 
educational content. This creates 
a critical need for using modern 
technology-based innovative 
pedagogical strategies to foster 
students’ essential learning skills.
In this context, integrating 
educational games into the 
curriculum presents an 
opportunity to bridge the gap 
between students’ interests and the 

educational objectives of primary 
education. Educational games 
offer an approach that merges play 
and learning, renewing classroom 
experiences and keeping students 
engaged (Gee, 2007). Instead 
of competing against electronic 
games and smartphones, young 
learners’ digital familiarity can 
be used to boost the learning 
process more enjoyable through 
educational games.  

As this study seeks to explore 
the impact of educational games 
on developing learning skills 
among primary pupils in Basra, 
it is essential to acknowledge the 
specific context in which these 
learners operate. A recent study 
conducted by Al-Ghawi (2021) has 
indicated that increasing reliance 
on technology for entertainment 
necessitates re-evaluating teaching 
practices in Basra’s public primary 
schools, especially considering the 
unique challenges posed by limited 
resources and varying levels of 
access to technology. 
The present study focuses 
on comparing the effects of 
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educational games versus 
traditional instructional methods, 
and aims to contribute valuable 
insights into effective teaching 
strategies in a modern context. The 
investigation will address crucial 
questions such as how educational 
games can facilitate stronger 
engagement among primary school 
students who are used to electronic 
environments, and whether these 
tools can significantly enhance 
their learning experiences.
It is expected that this study 
would provide evidence-
based recommendations for 
incorporating educational games 
into the primary curriculum, that 
supports fostering a more dynamic 
and practical learning experience 
for students in Basra’s primary 
schools, may be beyond.

1.1	Background
The milieu of Education in 
government schools in Basra is 
marked by several challenges, 
seriously impacting the 
effectiveness of teaching and 
learning. These schools have 
limited resources, including 

inadequate infrastructure, 
insufficient educational materials, 
and shortage of trained teachers. 
According to Al-Ghawi (2021), the 
scarcity of resources hampers the 
ability of educators to implement 
innovative teaching methods and 
engage students meaningfully.
One prominent challenge is 
the large class sizes in many 
governmental schools, making it 
difficult for teachers to provide 
individualised attention to students 
(Rosen, 2010). This issue is further 
intensified by the diverse learning 
needs present in each classroom. 
Students display varying degrees 
of technological literacy and 
motivation, making it difficult to 
use traditional strategies that may 
not comply with the interests of 
today’s ‘digital natives’ (Goleman, 
2013).
The socio-economic context in 
Basra also affects educational 
experiences. Research indicates that 
many families prioritise immediate 
economic rewards over long-
term educational advancement, 
impacting student motivation 
and attendance (Kirkland, 2015). 
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The detachment between school 
curricula and students’ interests 
can further disengage learners 
from the educational process 
(Buttimer & Azzopardi, 2015).
Given the increasing reliance on 
technology, integrating educational 
games into the curriculum could 
provide a valuable solution. As 
Gee (2007) highlights, educational 
games can foster a more engaging 
learning environment by 
merging play with educational 
objectives. However, the successful 
implementation of these tools is 
wholly dependent on addressing 
infrastructural challenges, such as 
access to technology and internet 
connectivity in government 
schools (American Academy of 
Pediatrics, 2016).
Moreover, teachers must receive 
adequate training and professional 
development to incorporate 
educational games effectively into 
their pedagogical practices. A study 
by Al-Ghawi (2021) emphasises 
the necessity of supporting 
teachers in understanding how 
to use digital tools to enhance 
student engagement and learning 

outcomes. 
These facts explain that 
transforming the educational 
landscape in Basra’s governmental 
schools requires a multifaceted 
approach; addressing resource 
limitations, aligning curriculum 
with student interests, and 
providing essential training for 
educators. Through these efforts, 
it is possible to cultivate an 
educational environment that 
equips students with the critical 
skills necessary for their future.

1.2 Purpose and Research 
Question of the Study
The aim of this study is to 
explore effective methods for 
integrating play-based learning 
into the early years of primary 
education in government schools 
in Basra. It seeks to identify 
strategies that enhance children’s 
educational development, promote 
engagement, and foster essential 
skills such as creativity, and social 
interactions in a culturally relevant 
context.
In Basra, government schools play 
an important role in educating 
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young children. The local culture 
and social environment necessitate 
the use of effective teaching 
methods. One popular method is 
play-based learning, which keeps 
children engaged and helps them 
develop their capacity for thinking, 
expressing feelings, and improving 
social skills. As teachers in Basra 
work to improve learning results 
despite various challenges, it is 
important to find practical ways 
to use this approach. So, the key 
question is: 
-What strategies can be used to 
include play-based learning in the 
early years of primary education 
in government schools in Basra 
to support children’s educational 
development?

1.3 Significance of the Study
The significance of this study lies in 
its potential to improve educational 
practices in government schools in 
Basra. By focusing on play-based 
learning, the study aims to provide 
insights that can help educators 
create more engaging and effective 
learning environments for young 
children. This approach not only 

addresses the needs of children’s 
development, but also aligns with 
current educational trends that 
recognise the value of play-based 
learning. Additionally, the findings 
can inform policymakers, teachers, 
and parents about the importance 
of incorporating play into the 
curriculum, ultimately benefiting 
children’s overall educational 
experience and fostering lifelong 
learning skills.

 1.5 Overview of Chapters
This research paper is organised 
into five sections, each serving a 
distinct purpose in the exploration 
of the research question.
1.	Introduction: lays the ground-
work for the study by providing 
essential background information 
that contextualizes the research. 
It articulates the purpose of the 
study, outlining the motivations 
behind the inquiry and the spe-
cific research questions that guide 
the investigation. Additionally, this 
section discusses the significance 
of the study, highlighting its po-
tential contributions to the field, 
and concludes with an overview of 
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the subsequent chapters to orient 
the reader.
2.	Theoretical Framework: pres-
ents a comprehensive literature 
review that lays the theoretical 
foundation of the research. It ex-
plores selected theories relevant to 
the study, including; Constructiv-
ist Learning Theory, Engagement 
Theory, Cognitive Load Theory, 
and the Technology Acceptance 
Model. By examining these theo-
retical perspectives, this chapter 
establishes a framework for un-
derstanding the variables and phe-
nomena under investigation.
3.	Methodology: details the re-
search design employed in the 
study, including the identifica-
tion of participants, the sampling 
method, and the data collection 
processes. The section elaborates 
on various instruments used, such 
as interviews and observation 
checklists, and outlines the strate-
gies for data analysis. Ethical con-
siderations and study limitations 
are also discussed, accompanied 
by a timeline that reflects the re-
search progression.
4.	Data Analysis: systematically 

presents the findings derived from 
the data collection phase. This sec-
tion interprets the data in align-
ment with the research questions 
and theoretical framework, pro-
viding insights that emerge from 
the analysis.
5.	Conclusion and Recommenda-
tions: synthesizes the study’s find-
ings, drawing conclusions based 
on the accumulated evidence. This 
final section emphasizes the im-
plications of the research, offering 
recommendations for future re-
search and practical applications 
that stem from the results.
The study is supplemented by 
references and an appendix that 
includes English versions of the 
questionnaires and the consent 
letter, ensuring transparency and 
accessibility for diverse readers.
2.	Theoretical Framework
  2.1 Literature Review
A comprehensive literature review 
is crucial for understanding the 
features of primary education, in 
governmental schools in Basra. 
This section will outline existing 
research on children’s engagement 
with technology, the effectiveness 
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of educational games, and the 
specific challenges faced by 
governmental schools in Basra.
Children’s Engagement with 
Technology
Children in their early stages of 
primary education, especially 
those in the age group 6-8 are 
becoming increasingly familiar 
with technology,reshaping their 
expectations for school education.
Goleman (2013) highlights that 
children in this age group exhibit 
shorter attention spans, often prefer 
rapid and interactive activities that 
align with the instant satisfaction 
provided by digital media. This 
tendency is a challenge for 
educators in Basra’s governmental 
schools, as traditional teaching 
methods used by them may not 
captivate students’ interest (Rosen, 
2010).
However, the varying socio-
economic backgrounds of children 
in Basra determines the access 
to technology at home, leading 
to discrepancies in familiarity 
and engagement levels in the 
classroom. Children who are used 
to electronic devices may find 

traditional lessons that often rely 
heavily on rote memorization, and 
the passive learning environment, 
uninspiring. This can lead to 
students’ disengagement from 
classroom education reducing 
the effectiveness of educational 
practices implemented in these 
schools.
Impact of Educational Games
Incorporating educational games 
into the curriculum can boost 
interest in education and enhance 
classroom engagement among 
young learners. A study conducted 
by Buttimer and Azzopardi (2015) 
demonstrates that elementary 
students engaged with interactive 
learning tools exhibit improved 
motivation and participation. 
Gee (2007) declares that educational 
games can foster deeper learning by 
absorbing students in interactive 
environments that require 
critical thinking and problem-
solving skills. This is particularly 
applicable to Basra’s governmental 
schools, where educators struggle 
to maintain student interest 
in the conventional classroom 
settings. Introducing educational 
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games could regenerate the 
learning environment, capturing 
the attention of students used 
to the fast-paced engagement of 
digital games. Moreover, these 
games can be designed to align 
with local educational standards 
and curricula, ensuring that they 
support learning objectives while 
appealing to students’ interests.
Challenges in Governmental 
Schools
Many researchers have highlighted 
several challenges faced by 
governmental schools in Basra. 
These schools often struggle 
with inadequate infrastructure, 
lack of teaching materials, and 
insufficient trained personnel 
(Al-Ghawi, 2021).  This situation 
constraints educators’ ability to 
incorporate innovative strategies, 
such as educational games, into 
their teaching. Varying socio-
economic contexts in Basra too 
pose a serious challenge, where 
immediate economic contributions 
may be preferred over educational 
advancement by some families, 
impacting students’ motivation 
and attendance (Kirkland, 2015). 

These challenges necessitate 
critically evaluating teaching 
practices within Basra’s 
governmental schools. There is 
a pressing need for educational 
reform that addresses resource 
limitations while also embracing 
technology to enhance engagement 
among pupils in the early stages of 
education.
Pedagogical Strategies for 
E n g a g e m e n t
Effective pedagogical strategies 
are essential for bridging the gap 
between student interests and 
curricular goals in Basra’s schools. 
Training educators on modern 
technology and interactive 
learning methods will be crucial 
in this aspect (American Academy 
of Pediatrics, 2016). Educators 
need to be equipped with the skills 
to create learning experiences 
that not only incorporate 
educational games, but also foster 
an environment that promotes 
student engagement. Further, 
contextualising educational games 
within the curriculum complement 
the traditional methods of teaching 
rather than replace it (McFarlane 
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et al., 2002). By using games as a 
supplementary tool, teachers can 
better engage students, making 
learning more relevant and 
enjoyable. This approach aligns 
with the notion that students are 
more likely to engage with material 
that feels related to their lives and 
interests.

2.2 Selected Theories
2.2.1 Engagement Theory
Engagement theory proposed by 
Kearsley and Shneiderman (1999), 
declares that learners must be 
meaningfully engaged in their 
activities to achieve better outcomes 
of learning. This theory underlines 
the significance of integrating 
educational games that represent 
students’ interests, promoting 
active participation and sustained 
engagement. For teachers in Basra, 
adopting this approach could 
lead to more dynamic classroom 
environments and improved 
learning experiences.

2.2.2 Cognitive Load Theory
Sweller’s (1988) Cognitive Load 
Theory highlights the importance 

of managing ‘working memory’ 
to optimize learning. Educational 
games can be designed to provide 
a platform that allows children 
to engage with content without 
exhausting them, thus facilitating 
a more effective learning process. 
The diverse learning needs of 
primary school students in 
Basra, necessitates adopting such 
strategies for maintaining student 
engagement and enhancing 
educational efficacy.

2.2.3 Technology Acceptance 
Model (TAM)
The Technology Acceptance 
Model (Davis, 1989) assumes 
perceived ease of use and perceived 
usefulness as key determinants of 
technology adoption. This model 
is relevant in Basra’s government 
schools, where educators’ 
acceptance and familiarity of 
educational games significantly 
influences their adoption. In this 
sense, understanding teachers’ 
perceptions and addressing 
any barriers they may face will 
be crucial for promoting the 
integration of digital technology in 
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the classroom effectively.
In summary, the educational 
reality for students in government 
schools in Basra is characterised 
by unique challenges related to 
engagement and technological 
integration. An understanding of 
the theories related to educational 
games and learning is essential to 
determine the effectiveness of these 
games. By exploiting these theories 
and related research, educators can 
develop innovative strategies that 
comply with students’ interests and 
needs to foster a more dynamic 
learning environment.

3. Methodology 
  3.1 Research Design
This study employed qualitative 
research methods to explore the 
impact of play-based learning 
through educational games on 
learning outcomes in primary 
pupils. A qualitative approach is 
useful for gaining an in-depth 
understanding of how these 
play-based learning methods 
affect student engagement 
and educational achievements 
(Creswell, 2014).

3.2 Participants
The target population for this 
study consisted of primary school 
students aged 6 to 8 years in Basra’s 
primary schools. The research 
involved six teachers from Halimat 
Alsadiyyah government School and 
Al Awa’eel Private School. These 
teachers facilitated the researcher’s 
observation of their classroom 
practices. The study’s sample 
size included approximately 200 
students drawn from these two 
distinct schools to ensure a diverse 
representation of demographics 
and access to technology (Marshall 
& Rossman, 2016).

3.3 Sampling Method
A stratified sampling technique 
was used to select participants, 
both from government and 
private schools in Basra, 
facilitating representation of 
students across various socio-
economic backgrounds and levels 
of technological access (Babbie, 
2020).



69

Educational Gamification and Its Differential Impact on Pupil Engagement:
No

. 6
5 

/ J
an

ua
ry

  2
02

6

3.4 Data Collection
3.4.1 Observation Checklists
Classroom observations were 
conducted to assess student 
engagement, participation levels, 
and behaviour during lessons 
incorporating educational games 
compared to traditional teaching 
methods. The researcher employed 
structured observation checklists 
tailored to capture relevant 
aspects of student interaction and 
engagement (Fraenkel, Wallen, & 
Hyun, 2012).

3.4.2   Interviews
Semi-structured interviews were 
conducted with six teachers to 
explore their experiences and 
perceptions of implementing play-
based learning strategies. These 
interviews provided valuable 
qualitative insights into the 
effectiveness of educational games 
in enhancing student engagement 
and improving learning outcomes, 
as noted by Rubin and Rubin 
(2012). Before the interviews took 
place, the researcher provided 
a comprehensive explanation 
of the study’s objectives and 

methodologies to ensure that 
both the principals and teachers 
at the target school were properly 
informed. Additionally, prior 
consent letters were obtained from 
the participants to ensure ethical 
compliance.

3.5 Data Analysis
Qualitative analysis was conducted 
using thematic analysis to interpret 
the interview transcripts and 
observational notes. This approach 
allowed for the identification of 
common themes and patterns 
related to the perceptions of play-
based learning and its impact on 
student engagement (Braun & 
Clarke, 2006).
3.6 Ethical Considerations
Informed Consent: Written 
consent was obtained from the 
headmasters of the target schools 
and participating teachers, 
ensuring transparency and ethical 
compliance.
Confidentiality: All collected 
data was treated with strict 
confidentiality, and the identities 
of participants were anonymized 
in the study.
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Right to Withdraw: Participants 
were informed of their right 
to withdraw from the study at 
any time without facing any 
repercussions.

3.7 Timeline
The study period spanned to 
two months, aligned with the 
second course of the fourth 
stage of the college program. 
This timeline includes; initial 
planning, participant recruitment, 
implementation of the study, 
data collection, and subsequent 
analysis.

	 3.	 Data Analysis
The responses from the six teachers 
regarding the use of educational 
games in primary education yield 
a unanimous agreement on the 
positive impact of these tools 
on enhancing learning skills. 
All participants asserted that 
educational games could indeed 
improve the learning abilities 
of primary school students, 
reinforcing the idea put forth in 
the literature that such interactive 
tools foster active engagement and 

critical thinking.
As discussed under the literature 
review, Gee (2007), has 
emphasised the significance of 
educational games in creating 
interactive environments that 
stimulate problem-solving and 
deep learning. The unanimous 
“Yes” from participants of the 
current study correlates with 
Gee’s assertion, suggesting that 
educational games could serve as 
a crucial element in transforming 
the educational landscape in 
Basra’s schools by captivating 
students’ attention and facilitating 
deeper cognitive engagement.
Additionally, the comments from 
a private school teacher such as 
“Educational games provide a fun 
atmosphere that helps create an 
interesting learning environment” 
about incorporating educational 
games as part of a comprehensive 
and complementary educational 
strategy align well with Buttimer 
and Azzopardi’s (2015), who 
indicated that students using 
interactive learning tools 
displayed amplified motivation 
and participation. This suggests 
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that in Basra, the integration 
of educational games could not 
only meet the immediate goal 
of enhancing learning skills but 
could also refresh the learning 
environment too. The alignment 
of educational games with 
local standards and curricula, 
as mentioned in the literature, 
reconfirms the assumption that 
these tools can support educational 
objectives while catering to the 
interests of today’s technology-
proficient students.
In sum, interview data from the 
teachers supported the literature, 
indicating that educational games 
are not merely supplementary 
tools but essential components in 
creating an engaging and effective 
learning atmosphere, particularly 
in primary education settings. This 
emphasises the necessity for schools 
in Basra to adopt educational 
games into their curricula to foster 
a more interactive and productive 
learning experience for students.

3.1 Enhancing Learning through 
Engagement Theory with 
Educational Games
The findings from the study 
conducted among participants 
from selected government and 
private schools reveal a strong 
consensus regarding the potential 
of educational games to enhance 
student learning. Participants 
echoed a common theme: that 
these games foster an engaging and 
interactive learning environment, 
particularly beneficial for students 
in the formative years of primary 
education.
How educational games contribute 
to improved learning outcomes 
can be critically explored through 
Kearsley and Shneiderman’s 
Engagement Theory, which 
proposes that effective learning 
occurs when students are actively 
involved in activities that meet 
their interests and motivations. 
This theory emphasizes three 
key components: the necessity 
of collaboration, the relevance 
of tasks, and the importance of 
focused attention during learning 
experiences.
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Educational games often 
incorporate elements that require 
teamwork and social interaction. 
The collaborative nature of many 
games compels students to work 
together towards achieving 
shared goals, thus requiring 
communication and exchange of 
ideas among each other. This social 
aspect not only enhances learning 
through interaction but also 
cultivates a sense of community 
and belonging among students.
The integration of educational 
games that align with students’ 
interests and curricular objectives 
can significantly enhance their 
engagement. When students 
perceive the game content as 
relevant to their learning goals, 
their motivation to participate 
increases. For instance, a teacher 
from Al-Awael School emphasized 
the importance of careful design of 
educational games to ensure that 
they effectively meet educational 
standards while being appealing to 
students. This alignment leads to 
increased motivation and cognitive 
involvement among students.
Another requirement proposed 

by the Engagement Theory for 
effective learning is maintaining 
students’ concentration on 
learning activities. Educational 
games often provide a captivating 
environment that grab students’ 
attention through its interactive 
nature that promotes active 
participation, while encouraging 
students to take initiative in their 
learning. This active engagement 
transforms passive learning into 
a more dynamic experience and 
serves a pivotal requirement for 
cognitive processing and retention 
of information.
The findings of the current study 
support the arguments put forth 
by the Engagement theory. Use 
of educational games in the 
classroom context can create a 
dynamic learning ecosystem. 
Teachers can cultivate an enriched 
educational environment that 
not only captures student 
interest but also supports deeper 
understanding and retention of 
knowledge.  Educators in Basra’s 
primary schools are encouraged 
to adopt educational games 
carefully designed to maximize 
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engagement, collaboration, and 
relevance, to achieve enhanced 
learning outcomes for students.
3.2 Educational Games for 
Curriculum and Equity 
Challenges in Basra Schools
The integration of educational 
games in primary school 
classrooms presents significant 
benefits, particularly for students 
in governmental schools facing 
various challenges. The current 
study reveals that these games 
serve as a vital tool to address both 
pedagogical and socio-economic 
obstacles.
Firstly, teachers highlighted how 
educational games can alleviate 
the complexities of lengthy and 
often complex curricula. This 
aligns with the previous study 
conducted by (Al-Ghawi, 2021), 
which underscores the struggles 
of governmental schools in 
Basra, especially their inadequate 
infrastructure and insufficient 
teaching materials. In such 
environments where traditional 
teaching methods may fail due to 
resource limitations, educational 
games offer an engaging alternative 

that can simplify learning concepts 
and grasp the attention of students. 
By transforming the learning 
experience into a more interactive 
and enjoyable process, educators 
can facilitate deeper understanding 
and retention of knowledge.
Furthermore, previous studies 
highlight the socio-economic 
disparities impacting students’ 
education in this region. Teachers 
noted that educational games can 
help bridge individual differences 
stemming from economic 
backgrounds. For instance, 
economically disadvantaged 
children often attend under-
resourced public schools, in 
contrast to the students from 
more affluent families who attend 
resource-rich private institutions. 
By implementing educational 
games in public schools, educators 
can create a more equitable learning 
environment ensuring that all 
students have the opportunity to 
benefit from education regardless 
of their socio-economic status.
As mentioned by Kirkland (2015), 
socio-economic pressures often 
compel some families in Basra to 
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prioritize immediate economic 
gains over chasing after educational 
goals. This reality can negatively 
impact students’ motivation to 
study and their attention, posing 
further challenges within the 
classroom. Educational games 
become helpful in this aspect too, 
as they can be designed in such a 
way to align with the pupils’ lived 
experiences. By incorporating 
elements of play and competition, 
these games can reshape 
students’ interest in learning and 
participation, thereby improving 
retention and attendance.
The benefits of using educational 
games in primary education, 
especially in governmental schools, 
extend beyond mere curriculum 
enhancement. They provide an 
innovative approach to engage 
students from diverse backgrounds, 
address resource limitations, and 
connect educational practices 
with the socio-economic realities 
of the students. The current 
study emphasizes the need for 
educational reform in Basra’s 
governmental schools to integrate 
educational games in the curricula, 

which may serve as a key strategy 
in fostering a more effective and 
inclusive learning environment.
3.3 Educational Games for Re-
ducing Cognitive Load and En-
hancing Engagement
The insights provided by teachers 
who participated in this study align 
closely with the principles outlined 
in Cognitive Load Theory (Sweller, 
1988), which highlights the 
importance of managing ‘working 
memory’ to optimize learning. 
The teachers’ observations suggest 
that educational games create an 
engaging and purposeful learning 
environment that supports the 
effective management of cognitive 
load.
One teacher from Al-Awael 
School noted, “Educational games 
provide a fun atmosphere that 
helps create an interesting learning 
environment”. This statement 
reflects the idea that a stimulating 
and enjoyable setting can facilitate 
better cognitive engagement 
without unnecessarily oppressing 
the students. This aligns with 
Sweller’s assertion that managing 
working memory is vital for 
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optimizing learning.
Similarly, a teacher from Halima 
Al-Sa’deyyah School emphasized 
the impact of instructional 
games on cognitive load by 
stating, “Providing purposeful 
instructional games such as 
solving puzzles, identifying 
cards, and competitions... 
stimulate brainstorming.” This 
highlights how these games not 
only challenge students but also 
promote critical thinking, thus 
echoing the need for strategies 
that reduce the irrelevant cognitive 
load on students while enhancing 
their genuine engagement.
Moreover, the incorporation 
of interactive and enjoyable 
educational experiences boost the 
thinking abilities of students. One 
teacher remarked, “By providing 
interactive and enjoyable 
educational experiences... we 
will have a clear strategy for 
reaching students’ thinking more 
quickly at these early stages.” 
This indicates a direct connection 
to the pedagogical strategies 
recommended by McFarlane 
et al. (2002), which emphasize 

embedding games within the 
curriculum to complement 
traditional instruction.
The teachers’ comments underline 
the necessity of effective 
pedagogical strategies that engage 
students while acknowledging 
their cognitive limits. 
Incorporating teacher training 
focused on technology integration, 
as suggested by the American 
Academy of Pediatrics (2016), may 
equip educators to create dynamic 
learning experiences using 
educational games. This addition 
would not only facilitate a better 
connection to the material but also 
reduce cognitive overload, leading 
to a more optimized learning 
environment.
The teachers’ insights verify the 
principles of Cognitive Load Theory 
and underscore the importance of 
educational games as a tool for 
enhancing cognitive engagement 
among primary school students. 
By effectively combining gameplay 
with curriculum goals, educators 
can create a more engaging and 
less cognitively taxing learning 
experience.
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3.4 Teacher Challenges with Ed-
ucational Games in Primary 
Schools
The possibility of integrating 
educational games in primary 
education within Basra’s 
governmental schools faces 
many challenges shaped by 
the socio-economic realities of 
the region. These challenges 
or issues such as inadequate 
infrastructure, lack of teaching 
materials, and insufficiently 
trained personnel (Al-Ghawi, 
2021) were already discussed 
under the Literature Review. 
These constraints significantly 
intervene with educators’ ability 
to adopt innovative strategies like 
educational games, leading to a 
stagnant educational environment.
Teachers in these schools echo 
the sentiments documented in 
the literature. For instance, a 
teacher from Halima Al-Sadia 
school expressed her concerns 
over a pressing issue regarding 
classroom dynamics: “One of the 
most significant challenges facing 
teachers that prevents them from 
using educational games in the 

classroom in government schools 
is the large number of students in 
a single class, which may reach 40-
60 students sitting in a room that 
may be 20 square meters in size.” 
Managing overcrowded classrooms 
and maintaining discipline is a 
huge challenge, particularly when 
the use of interactive educational 
games requires students to move 
around and engage with one 
another.
The physical conditions of the 
classrooms further contribute 
to lack of concentration among 
students. One teacher noted, 
“Students’ lack of concentration 
results from uncomfortable 
seating, as one or four students 
may sit on one bench, causing 
them discomfort and an inability 
to hear the teacher and others 
easily”.  Such infrastructural 
deficiencies, combined with the 
high ratio of students to teachers, 
pose practical barriers to adopting 
more interactive pedagogies that 
could enhance engagement.
The socio-economic backgrounds 
of students also complicate the 
situation. In line with Kirkland 
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(2015), where families may 
prioritize immediate economic 
contributions over educational 
advancement, educators find 
it challenging to ignite student 
motivation and maintain 
consistent attendance. Adding to 
that, one teacher stated, “The large 
number of official and unofficial 
holidays and events disrupts the 
educational process and disrupts 
the communication of ideas for 
students, especially in the early 
stages of elementary school.” 
This disruption further detaches 
students from their learning 
journey, making it difficult for 
teachers to foster a conducive 
environment for using educational 
games.
In contrast, teachers from private 
institutions, such as Al-Awael 
School, reported different but 
no less significant challenges. A 
teacher remarked, “One of the 
most important challenges I face 
is the length of the curriculum, 
which contains many chapters 
that require students to memorize, 
even orally.” The intense focus on 
rote memorization leaves little 

room for the flexibility needed to 
incorporate educational games 
effectively. Another educator 
expressed difficulties in selecting 
appropriate games, stating, “I find 
it difficult to identify appropriate 
educational games that help develop 
learning skills based on the type of 
lesson and age group.” This issue 
arises due to lack of experience, 
with one teacher noting, “The 
teacher’s lack of experience is due 
to lack of training,” which indicates 
the importance of teachers’ 
professional development in 
facilitating innovative educational 
strategies.
Overall, inadequate infrastructure, 
limited time for lessons, and 
insufficient support from 
administration creates an 
environment less conducive to 
educational innovations, such as 
games. This reality necessitates 
a fundamental re-evaluation 
of educational practices and 
reform efforts that not only 
address resource limitations but 
also embrace culturally relevant 
strategies to enhance engagement 
and participation among students 
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in Basra’s primary schools.

4.	Implications and Recommen-
dations
Observational Insights
The observations indicate 
significant disparities between 
private and government 
schools in Basra, particularly 
concerning physical resources and 
qualifications and well-being of 
teachers. Teachers in government 
schools experience exhausting 
workloads, often managing more 
than 260 students daily without 
adequate support or resources. 
This situation contributes to a 
lack of engagement in play-based 
learning strategies due to high 
stress and insufficient educational 
tools. In contrast, private schools 
are equipped with modern 
technology and ample educational 
resources, facilitating a conducive 
environment for play-based 
learning.
The Technology Acceptance Model 
(TAM) posits that perceived ease 
of use and perceived usefulness 
are critical factors influencing 
technology adoption in education. 

Applying TAM to the context 
of Basra’s government schools 
suggests that strategies to 
implement play-based learning 
must prioritize teacher training 
and resource allocation. By 
enhancing educators’ perceptions 
on the benefits and usability of 
play-based methods, we may 
facilitate a smoother integration 
of these practices. Effective 
training programs can empower 
teachers, equipping them with the 
necessary skills and confidence to 
incorporate interactive and play-
based strategies into their lessons.
Children’s engagement with 
technology, as highlighted by 
Goleman (2013), suggests that 
modern educational strategies 
must relate to students’ everyday 
experiences. To bridge the gap 
between traditional methods and 
students’ expectations, educators 
in Basra should consider the 
following strategies:
1. Integrating Technology in 
Play-Based Learning
Utilising educational apps and 
platforms that promote play-based 
learning can engage students 
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effectively. Interactive games that 
encourage collaboration and 
critical thinking can align with 
the digital experiences students 
encounter outside the classroom.
2. Professional Development for 
Teachers
Training teachers to adopt play-
based learning strategies focused 
on interactive and technology-
enhanced activities will address 
barriers identified in the TAM 
framework. This could include 
workshops on how to design and 
implement play-based activities 
that integrate educational 
technologies, that gives confidence 
to teachers to introduce and use 
them in the classroom.
3. Creating Engaging Learning 
Environments
Modifying classroom environments 
to give space for students to be 
more interactive can foster play-
based learning. This could involve 
providing designated areas for 
play and exploration, as well as 
ensuring classrooms are equipped 
with necessary resources and tools 
that facilitate active engagement 
rather than passive learning.

4. Collaborative Learning 
E x p e r i e n c e s
Structuring classroom activities 
to promote peer interactions can 
help manage the large number of 
students in classes. Implementing 
group work that utilizes play and 
collaboration can make lessons 
more engaging, help break down 
the traditional rote memorization 
approach, and encourage student 
participation.
5. Community and Parental 
Involvement
Engaging parents and the 
community in play-based 
learning initiatives can further 
enhance students’ educational 
experiences. Workshops or events 
demonstrating play-based learning 
methods can be beneficial, 
encouraging parents to support 
these strategies at home.
6. Incorporating Local Context 
and Culture
Tailoring play-based learning 
activities that reflect the cultural 
and social contexts of Basra 
can also increase relevance and 
engagement for students. Activities 
that incorporate local themes, folk 
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stories, or community issues can 
make learning more meaningful.
In summary, effective integration 
of play-based learning into the 
early years of primary education 
in Basra’s government schools 
requires a multifaceted approach 
that addresses resource limitations 
and enhances teacher capabilities. 
By leveraging technology, fostering 
engaging learning environments, 
promoting collaborative 
experiences, and involving the 
community, educators can create 
a vibrant educational landscape 
that not only aligns with modern 
expectations but also profoundly 
supports children’s educational 
development. It is expected 
that these strategies, grounded 
in the observations made in 
this study, and supported by 
theoretical frameworks, would 
present a pathway towards 
effective, engaging, and enriching 
educational experiences for young 
learners in Basra.
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Appendices

Appendix A:  Interview Questions
A questionnaire on the use of educational games and their impact on 
developing the learning skills of primary school students in Basra’s 
government and private schools.

Researchers’ Names: Zainab Hadi Hasan.
                                     Dr. Ali Hasan Khammat

Question 1: Can educational games improve the learning skills of 
primary school students?

1. Yes
2. No
3. Unsure

Question 2: How can educational games contribute to improving their 
learning?

Question 3:
What are the benefits of using educational games in classrooms for 
primary school students?

Question 4: Do you agree that educational games can motivate primary 
school students to learn?

1. Yes
2. No
3. Unsure
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Question 5: How can educational games affect the cognitive load of 
primary school students?

Question 6: What challenges might teachers face when using educational 
games in classrooms for primary school students?

Question 7: How can the social and economic context influence the 
use of educational games to develop learning skills for primary school 
students?

Thank you for participating.

Appendix B. Consent Letter

“Consent letter to Participate in the Research”

Title of Project: “ Educational Gamification and Its Differential 
Impact on Pupils Engagement: A Comparative Study of Government 
and Private Schools in Basrah”. 
Researchers’ Names: Zainab Hadi Hasan, and Dr.Ali Hasan Khammat 
Participant Number:  

Please Initial the spaces:  
I confirm that I have read the information sheet dated __________. I 
have had the chance to ask questions and understand everything about 
the study.  

I understand that my participation is completely voluntary. I can choose 
to withdraw at any time without explaining why. If I decide to withdraw 
before finishing the interview, the information I have already shared will 
be deleted. If the researchers have already made an anonymous data set, 
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I understand that my data cannot be removed from that analysis.  

I understand that the information about me can be used for future 
research and may be shared anonymously with other researchers.  

I would like to receive a summary of the results of the study: Yes, ___   
No ___  
I agree to participate in this study. 
Participant No.: ________________  
Date: ________________  
Signature: ________________  
Names of People Taking Consent: Zainab Hadi Hasan, and  Dr.Ali 
Hasan Khammat.  
Date: ________________  
Signature: ________________  
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