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ARTICLE HISTORY: Abstract: The growing use of digital technology in higher education
Keywords: has opened new possibilities for reshaping traditional teaching
Academic methods. One innovative strategy gaining attention is gamified
Performance, micro-learning, which blends brief, well-structured learning units
Attention Span, with game-like features such as points, badges, and instant feedback.
Gamification, This study explores how gamified micro-learning influences
Higher Education, undergraduate students’ attention span and academic performance. A
Micro-Learning structured questionnaire was distributed to 80 students, and the data

were analyzed using descriptive statistics. The results revealed that
DOL: students reported a high average score for attention span (4.2) and a

positive average score for academic performance (4.0). Attention
levels showed consistent improvement throughout the learning
sessions, rising from 3.5 to 4.3. Similarly, academic performance
scores steadily increased from 3.8 to 4.1. These findings suggest that
structured and interactive micro-learning experiences can strengthen
focus and support academic growth. Overall, the study highlights the
value of incorporating gamified approaches in higher education to
boost engagement and encourage lasting learning outcomes.to
academic improvement. The study supports the integration of
gamified strategies in higher education to promote engagement and
sustained learning outcomes.

INTRODUCTION

Digital technology has rapidly reshaped the way teaching and learning take place in
higher education. Universities now rely heavily on online platforms, learning
management systems, and interactive digital tools to deliver course content. Even with
these advancements, keeping students consistently attentive in the classroom remains a
significant challenge. Many learners struggle to maintain focus during long lectures,
particularly when instruction is largely passive. When engagement declines,
comprehension, retention, and overall academic performance can suffer.

Attention span is a critical factor in successful learning. Students who are actively
involved in the learning process tend to grasp concepts more thoroughly, contribute more
meaningfully to discussions, and apply theoretical ideas in practical contexts. However,
today’s learners are surrounded by constant digital distractions, including social media
alerts and the pressures of multitasking. Ongoing exposure to these interruptions can
weaken cognitive focus and fragment sustained attention. In response, educators are
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exploring instructional approaches that better reflect the behaviors and preferences of
modern students.

One promising strategy is gamification. Gamification involves incorporating game
design elements such as points, leaderboards, badges, rewards, and progress tracking into
non-game environments to increase motivation and engagement (Deterding et al., 2011).
In educational contexts, gamification transforms routine academic tasks into more
dynamic and participatory experiences. Features like immediate feedback, visible
progress, and achievement recognition can foster a sense of accomplishment that
encourages students to stay engaged.

Another important approach is micro learning, which delivers content in short,
structured segments focused on specific learning objectives. Rather than presenting large
amounts of information in a single session, micro learning breaks material into smaller,
more manageable units. This approach aligns with cognitive load theory, which suggests
that limiting and organizing information improves understanding and retention (Sweller,
1988). Research in multimedia learning also supports the value of clear and structured
content presentation for enhancing knowledge acquisition (Mayer, 2009).

When combined, gamification and micro learning create an instructional model that
is both engaging and cognitively accessible. Gamified micro learning encourages students
to complete targeted learning tasks while receiving feedback and recognition along the
way. This integrated approach has the potential to strengthen concentration and steadily
improve academic performance by promoting consistent involvement.

Although gamification and micro learning have each been studied separately, fewer
studies have examined their combined effect on measurable attention span patterns and
perceived academic outcomes among undergraduate students. This study therefore seeks
to explore the impact of gamified micro learning on attention span and academic
performance. By analyzing student feedback and performance data, the research aims to
provide clearer insight into how technology-driven instructional strategies can enhance
engagement and learning effectiveness in higher education.

LITERATURE REVIEW

The growing use of digital technologies in education has prompted researchers to explore
innovative teaching strategies that can boost student engagement and improve learning
outcomes. Among the most widely discussed approaches are gamification and
microlearning. While both aim to enhance motivation, focus, and academic performance,
they are rooted in distinct theoretical foundations.

Gamification refers to the integration of game design elements into non-game
contexts to increase engagement and motivation (Deterding et al., 2011). In educational
environments, this often includes features such as points, badges, rewards, levels, and
leaderboards embedded within learning activities. These elements are designed to
encourage participation and foster a sense of achievement and progression. Hamari et al.
(2014), in their comprehensive review of empirical research, concluded that gamification
generally has positive effects on motivation and engagement, although results depend
heavily on context and implementation quality. Likewise, Dominguez et al. (2013) found
that students in gamified courses showed higher participation rates and performed better
on practical assignments compared to peers in traditional settings.
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Theoretical support for gamification can be found in motivation theory. Deci and
Ryan (2000) argue that intrinsic motivation is strengthened when individuals experience
autonomy, competence, and relatedness. Game-based elements such as achievement
badges and progress tracking can reinforce learners’ sense of competence, which in turn
promotes sustained engagement. Research consistently links higher engagement levels to
improved academic outcomes (Fredricks et al., 2004). Students who are behaviorally and
cognitively invested in their learning are more likely to achieve stronger academic results
and persist in their studies.

In contrast, microlearning focuses on delivering content in brief, highly focused
segments. This method aligns with cognitive load theory, which posits that working
memory has limited capacity (Sweller, 1988). By breaking content into smaller,
manageable units, educators can reduce cognitive overload and improve knowledge
retention. Mayer (2009) further emphasizes the importance of well-structured multimedia
instruction in facilitating meaningful learning. Segmenting information into concise
modules supports active processing and strengthens long-term retention.

Research on attention span also highlights the value of microlearning. Studies
indicate that sustained attention tends to decline during lengthy lectures, particularly
when students are passively receiving information (Rosen et al., 2013). Short, interactive
learning sessions can help maintain focus by minimizing monotony and encouraging
consistent engagement.

Although gamification and microlearning have each been examined extensively on
their own, interest is growing in understanding their combined potential. Embedding
game elements within short learning modules may create an educational experience that
is both motivating and cognitively efficient. However, empirical research investigating
their joint impact on measurable attention patterns and academic performance in
undergraduate education remains limited. Many existing studies emphasize student
perceptions or engagement levels without directly connecting improvements in attention
to concrete academic outcomes.

For this reason, further investigation is needed to determine whether gamified
microlearning can simultaneously enhance attention span and improve academic
performance. This study aims to fill that gap by examining student responses and
performance trends within a structured undergraduate learning environment.

METHODOLOGY

Research Design

This research employed a descriptive design to explore how gamified microlearning
influences undergraduate students’ attention span and academic performance. A
descriptive approach was selected because the study aimed to observe, assess, and
interpret students’ perceptions and learning outcomes without experimentally
manipulating any variables. This design enabled the researcher to gather structured
feedback and examine patterns in attention and performance over a specific period of
learning sessions.
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The primary objective was to determine whether exposure to gamified
microlearning modules corresponded with observable improvements in attention levels
and perceived academic achievement. Quantitative data were collected to ensure an
objective evaluation and a systematic interpretation of the findings.

Sample and Data Collection

The study involved 80 undergraduate students selected through convenience sampling.
Participants were included based on their accessibility and willingness to take part in the
research. They engaged with learning modules that combined concise, well-structured
content with interactive gamified features such as point systems, progress indicators, and
activity-based tasks designed to enhance engagement.

Data were gathered using a structured questionnaire specifically developed for this
research. The instrument contained statements addressing attention span and academic
performance. Responses were measured using a five-point Likert scale ranging from
strongly disagree to strongly agree. The questionnaire was distributed after participants
had completed several learning sessions to ensure that their responses reflected actual
experiences rather than initial reactions.

Data analysis
The collected data were systematically organized and analyzed using descriptive
statistical methods. Mean scores were computed to assess overall perception levels
regarding attention span and academic performance. Trend analysis was conducted to
track variations in attention levels across different learning sessions. Findings were
presented through tables and graphical illustrations to enhance clarity and facilitate
interpretation.

Descriptive analysis was deemed appropriate because the study focused on
identifying central tendencies and recognizing patterns, rather than establishing causal
relationships through advanced statistical techniques.

FINDINGS AND DISCUSSION

Data gathered from 80 undergraduate students were examined using descriptive statistics
to assess how gamified microlearning influenced attention span and academic
performance. The findings reveal an overall positive student response across both areas.
The results indicate that integrating interactive and well-structured learning modules
helped students maintain better focus and experience consistent academic improvement.

The mean score for attention span was 4.2, reflecting strong agreement among
participants that gamified microlearning improved their concentration during learning
sessions. Many students noted that short, organized modules combined with interactive
features enabled them to stay attentive for longer periods. This highlights the importance
of thoughtful instructional design in promoting sustained engagement.

Regarding academic performance, the mean score was 4.0. Although slightly lower
than the attention span score, it still represents a positive perception of enhanced
understanding and academic progress. The findings suggest that improvements in
attention may gradually translate into stronger academic performance over time.

JESP | Volume 1 Issues 2
December 2025

112



Fathima Raneesha, Impact of Gamified Micro-Learning on Attention Span and Academic

Attention Span 4.2
Academic Performance | 4.0

Figure 1. Summary Statistics of Attention Span and Academic Performance
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Discussion

The main purpose of this study was to investigate whether gamified microlearning has an
impact on undergraduate students’ attention span and academic performance. The
findings show a clear and consistent improvement in attention across sessions, along with
a steady rise in academic performance scores. These results suggest that combining

Figure 2. Attention Span Trend Graph
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structured short learning modules with interactive game elements plays a significant role
in maintaining student engagement and enhancing overall learning outcomes.

The increase in attention span scores from 3.5 to 4.3 indicates that students were
able to sustain higher levels of focus as they continued participating in the gamified
microlearning sessions. This upward trend highlights the value of repeated exposure and
well-structured interaction in strengthening concentration over time. The results are
consistent with existing research emphasizing the motivational benefits of gamification.
Hamari et al. (2014) explain that game-based elements can effectively boost engagement
when thoughtfully integrated into educational settings. In this context, the gradual
improvement in attention suggests that the gamified structure promoted active
involvement rather than passive consumption of content.

The findings also align with cognitive load theory, which states that learning is more
effective when information is delivered in manageable segments (Sweller, 1988).
Microlearning helps reduce the cognitive strain that often occurs when students are
presented with large amounts of information at once. By combining brief content
segments with interactive reinforcement, students likely experienced more efficient
information processing and sustained mental effort. This may explain why attention levels
showed a more immediate and noticeable increase compared to academic performance.

Although academic performance scores improved from 3.8 to 4.1, the growth was
gradual. This suggests that while engagement and concentration can improve relatively
quickly, measurable academic gains require consistent reinforcement over a longer
period. The steady increase in performance supports the idea that attention serves as a
foundational component of academic success. Fredricks et al. (2004) highlight that
students who are actively engaged tend to achieve better academic results due to deeper
cognitive involvement. The present findings reinforce this relationship by demonstrating
that improved focus can gradually lead to enhanced academic performance.

Importantly, the results indicate that gamified microlearning is more than just a
motivational technique; it represents a structured instructional strategy that fosters both
cognitive engagement and academic development. The integration of interactive elements
with concise content delivery appears to create a learning environment that encourages
sustained attention and continuous performance improvement. Overall, the discussion
supports the conclusion that incorporating gamified microlearning strategies in
undergraduate education can meaningfully enhance both student engagement and
learning effectiveness.

CONCLUSION

This study investigated how gamified microlearning affects undergraduate students’
attention span and academic performance. The findings suggest that incorporating
interactive game features into short, well-organized learning modules enhances student
engagement and supports steady academic progress. The consistent growth in attention
levels across sessions indicates that structured, interactive teaching approaches can
effectively maintain and strengthen students’ concentration over time. The results also
show that attention span achieved a higher mean score than academic performance. This
suggests that improvements in engagement and focus may occur before noticeable
academic gains become evident. The pattern highlights the critical role of attention as a
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foundation for meaningful learning. When students are attentive and actively
participating, they are more likely to understand concepts deeply and retain information
effectively. Although the increase in academic performance was moderate, the continuous
upward trend implies that sustained exposure to gamified microlearning may lead to more
significant long-term academic benefits. Furthermore, this study adds to the expanding
research on technology-integrated teaching methods by demonstrating that the thoughtful
combination of gamification and microlearning creates a balanced instructional approach.
This model addresses both motivational and cognitive aspects of learning. Instead of
replacing traditional teaching strategies, gamified microlearning enhances them by
increasing engagement while also minimizing cognitive overload through concise content
delivery. In conclusion, the evidence from this research supports the adoption of gamified
microlearning strategies in undergraduate education. By encouraging sustained attention
and active involvement, this approach can improve overall learning effectiveness and
gradually contribute to stronger academic performance over time.
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