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Abstract 
Educational innovation involves transforming the role of university professors, who must abandon traditional 
methods to assume new roles of support and motivation. Thus, the goal is for students to develop the self-
management necessary to achieve meaningful learning. To achieve this goal, it is essential to incorporate 
methodologies that facilitate this process. One such methodology is gamification, whose use has grown 
significantly in basic and higher education. In this context, this study aims to identify how gamification can enhance 
independent learning. To this end, the PRISMA method was applied in a systematic review, selecting a total of 26 
relevant articles. The analysis of these articles led to the conclusion that gamification effectively increases 
motivation for independent learning among university students. Furthermore, it was evident that the value of this 
methodology increases significantly when integrated with information and communication technology (ICT) tools. 
Therefore, it is essential for professors to carefully plan and develop its implementation, adapting it to different 
fields of study. In this way, gamification is consolidated as an effective teaching strategy for strengthening 
autonomy and motivation in university educational processes. 
 
Keywords: autonomous learning, gamification, motivation. 
 

Resumen 
La innovación educativa implica transformar el rol de los docentes universitarios, quienes deben abandonar 
métodos tradicionales para asumir nuevas funciones de acompañamiento y motivación. Así, se busca que los 
estudiantes desarrollen la autogestión necesaria para alcanzar un aprendizaje significativo. Para lograr este 
objetivo, es fundamental incorporar metodologías que favorezcan dicho proceso. Una de estas metodologías es 
la gamificación, cuyo uso ha crecido notablemente en la educación básica y superior. En este contexto, el presente 
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estudio se propone identificar cómo la gamificación puede potenciar el aprendizaje autónomo. Para ello, se aplicó 
el método PRISMA en la elaboración de una revisión sistemática, seleccionando un total de 26 artículos 
relevantes. El análisis de estos trabajos permitió concluir que la gamificación efectivamente incrementa la 
motivación en el aprendizaje autónomo de estudiantes universitarios. Además, se evidenció que el valor de esta 
metodología aumenta significativamente cuando se integra con herramientas tecnológicas de la información y la 
comunicación (TIC). Por tanto, resulta esencial que los docentes planifiquen y desarrollen cuidadosamente su 
implementación, adaptándola a los distintos campos de estudio. De esta manera, la gamificación se consolida 
como una estrategia didáctica eficaz para fortalecer la autonomía y la motivación en los procesos educativos 
universitarios. 
 
Palabras clave: aprendizaje autónomo, gamificación, motivación. 

 

Introduction 
Currently, education is conceived as much more than a simple transmission of information; it is a 

motivating process that, at its various stages, aims to propel students toward meaningful knowledge, which 
involves a transformation in the traditional role of the educator (Sanjuán & Martínez, 2025). This process should 
focus on establishing foundations that guide individuals' behavior in various contexts, aligned with the information 
and technology society from a systemic perspective (Barrientos, 2018). 

In this context, educators are called to continuously renew their teaching strategies, adapting their 
pedagogy to stimulate problem-solving abilities and promote skills such as analysis and synthesis of complex 
situations. Therefore, they must prioritize methodologies that prepare students to face the challenges of a 
constantly changing society while fostering a proactive attitude toward learning (Mena et al., 2024). 

In this way, educators should encourage the development of autonomous learning in their classrooms, 
awakening in students the ability to organize their knowledge and "learn to learn." Consequently, they will be able 
to set their own goals, select resources and methods, and adopt an active role in their education that strengthens 
their creativity, responsibility, and objectivity (Romero et al., 2024). 

In higher education, promoting autonomous learning enhances critical thinking, collaborative work, and 
problem-solving in professional contexts, which increases professional competitiveness and strengthens personal 
self-efficacy. This transformation implies that individuals must modify their study habits and adopt a new learning 
culture (Pérez, 2020). In light of this, the question arises: How can dynamic and autonomous learning be achieved 
in the university context? 

To address this, gamification emerges as a complementary pedagogical strategy with significant benefits 
at all educational levels (Bernal et al., 2024). It is a methodology based on planned games that foster specific 
behaviors and the active participation of students (Sarabia & Bowen, 2023). In particular, during the COVID-19 
pandemic, gamification was instrumental in practical courses to maintain motivation and learning despite social 
restrictions (Sarabia & Bowen, 2023). However, despite its innovative value, limited scientific evidence regarding 
its impact and sustainability in the post-pandemic context persists, especially in higher education. 

Consequently, autonomous learning must become a central objective for both students and educators, 
particularly in university settings, which demand greater dynamism and active participation from learners (Fuentes 
et al., 2023). In this framework, the present research aims to identify how gamification can promote and enhance 
the benefits of autonomous learning, thereby contributing to the theoretical and practical development of its 
application in Latin America. 
 

Methodology 
This research is grounded in the procedures of a systematic review, which consists of a planned and 

organized search for scientific documents in official and reliable repositories to gather evidence on the study topic 
(García, 2022). Based on the stated objective, the study sought to answer the question: How has gamification 
been used to motivate autonomous learning in Latin American universities over the past six years? 

To conduct this search, the PRISMA method was applied, establishing a series of selection criteria 
presented in Table 1. 
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IDENTIFICATION OF STUDIES VIA DATABASES AND RECORDS 

Identified records: (n = 218) 
Databases: 

SciELO: (n = 16) 
Dialnet: (n = 62) 
Redalyc: (n = 71) 
Latindex: (n = 69) 

Records eliminated before 
screening: (n = 11) 

Duplicate records: (n = 11) 

Excluded records: (n = 69) 
Outside the stablished time frame:  

(n = 30) 
In a language other than Spanish:  

(n = 39) 

Records screened: (n = 207) 

Records evaluated for eligibility: (n 
= 138) 
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Excluded records: (n = 112) 
Papers from conferences, doctoral 
theses, and book chapters: (n = 49) 
Studies unrelated to gamification in 

higher education: (n = 29) 
Studies without methodology: (n = 

34) 

In
c

lu
s
io

n
 

Studies included in the review:  
(n = 26) 

Table 1 
Selection criteria 
 

Aspect Items 

Language Spanish 

Scope Latin America 

Period 2020-2025 

Source Research focus 

Type Indexed journal articles 

Methodology Scientific articles 

 
The consulted sources included Latindex, SciELO, Dialnet, and Redalyc, platforms recognized for their 

extensive and valuable catalog of research in the humanities and education. The search was conducted using the 
following keywords: gamification and higher education OR autonomous learning and higher education OR 
gamification and autonomous learning. 

As a result, 218 articles were initially identified, which were subjected to the established inclusion and 
exclusion criteria, ultimately selecting 26 articles for analysis (see Figure 1). 
 
Figure 1 
PRISMA method 
 
 
 
 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Results and discussion 
After applying the established selection criteria, 26 documents that met the outlined requirements were 

identified (see Table 2). 
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Table 2 
Selected intellectual production 
 

Author(s) / 
Year 

Title 
Platform - 
Database 

Country Methodology Findings 

Reyes 
(2022) 

Gamification and 
Collaborative 

Learning Online: 
An Analysis of 
Strategies in a 

Mexican University 

Redalyc Ecuador Quantitative 

Different gamification strategies 
provide the social opportunity to 
build knowledge through student 

community interaction. 

Olivo & 
Moreno 
(2023) 

Gamification and 
Ubiquitous 

Learning in Higher 
Education: 

Applying Learning 
Styles 

Redalyc Mexico Quantitative 

It is essential to employ practices 
such as gamification and ubiquitous 

learning to enhance academic 
performance, particularly student 

motivation. 

Armesto et 
al. (2021) 

Remote Teaching 
in Autonomy for 

Learning of 
Students from 
Latin American 

Universities 

Redalyc Peru 
Systematic 

Review 

After the pandemic, training 
processes have tended toward 
virtuality as an important tool; 

however, teacher planning aimed at 
achieving meaningful learning is 

necessary. 

Marrufo et 
al. (2023) 

Autonomous 
Learning in 
Distance 

Education for 
Psychology 

Students during 
COVID-19: A 

Systematic Review 

Redalyc Cuba 
Systematic 

Review 

Since 2020, there has been an 
increased interest in Latin America 

in research on autonomous 
learning, key for contextualizing 
changes defining contemporary 

society. 

Saucedo et 
al. (2023) 

Autonomous 
Learning and ICT 
as a Foundation in 
a Training Model 

Redalyc Mexico Quantitative 

The current educational model at all 
levels must promote autonomous 
learning, be based on the use of 

ICT, and genuinely seek to prepare 
for life. 

Belisario & 
Hincapié 
(2024) 

Educational 
Games: Unlocking 

the Potential of 
Playful Learning 

Redalyc Colombia Documentary 

In recent years, tools facilitating 
meaningful learning have emerged; 
thus, the contributions of play from 

individual experiences were 
explored. 

Loáiciga & 
Chanto 
(2024) 

Strategies that 
Foster University 

Student Motivation 
in the Classroom 
through Emerging 
Online Learning 

Tools 

Redalyc 
Costa 
Rica 

Quantitative 

Emerging tools from communication 
and digitalization technologies are 
important for achieving significant 

learning at the university level. 
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Pinzón et al. 
(2024) 

Educational 
Practices Favoring 

Self-Regulated 
Learning of 
Students in 
Colombia 

Redalyc Colombia Qualitative 
Games, creativity, and teamwork 

develop metacognition. 

Dávila 
(2024) 

Implementation of 
Gamification 
Strategies to 

Improve 
Autonomous 
Learning in 

Agroindustrial 
Engineering 

Students 

Dialnet Peru Quantitative 
Gamification strategies allow for 
better outcomes in constructing 

significant knowledge. 

Villacis et al. 
(2023) 

Project-Based 
Learning and 

Gamification to 
Generate Active 

Learning in 
Students 

Dialnet Ecuador Quantitative 

It is key for educators to adopt 
innovative strategies that encourage 

project-based learning combined 
with gamified methodologies to 
create autonomous learning. 

Prieto 
(2020) 

A Systematic 
Review on 

Gamification, 
Motivation, and 

Learning in 
University 
Students 

Dialnet 
Costa 
Rica 

Systematic 
Review 

The gamification methodology is a 
powerful tool for university students 
to enhance decision-making based 

on their own reflective and 
significant knowledge. 

Gudiño et 
al. (2024) 

Gamification and 
Educational 

Ludification in the 
University 
Classroom 

Dialnet Peru Qualitative 

Gamification and ludification are 
techniques that awaken and foster 

motivation in the teaching and 
learning process. 

Cuba & 
Pérez 
(2021) 

Application of 
Gamification in 

Activity Design in 
Distance 
Education 

Dialnet Cuba 
Systematic 

Review 

Those responsible for the training 
process in universities face the 

commitment to educational 
innovation, thus they must 

incorporate strategies that allow for 
the development of autonomous 

and meaningful learning. 

Castillo et 
al. (2023) 

Gamification as a 
Tool for Developing 

Logical-Formal 
Thinking in 
University 
Students 

Dialnet Venezuela Qualitative 

Gamification is a methodology that 
demonstrates that teaching through 

planned play favors the 
development of logical and critical 
thinking, as well as autonomous 

learning. 
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Guamán et 
al. (2025) 

The Application of 
Active 

Methodologies with 
Technology in the 

Classroom to 
Improve Motivation 

and Academic 
Performance in 

Secondary, Higher, 
and Bachelor 

Levels 

Dialnet Paraguay 
Systematic 

Review 

It is essential to introduce 
technology into classrooms so that, 

through innovation, meaningful 
learning can be achieved more 

efficiently. 

Castellanos 
(2024) 

The Student 
Portfolio and 

Gamification for 
Promoting 

Autonomous 
Learning 

SciELO Honduras Quali-quantitative 

Gamification is a powerful tool for 
promoting autonomous learning and 

achieving professional practice 
framed in effective knowledge 

application. 

Cordero et 
al. (2024) 

 

Gamification in 
Higher Education 

as a Technological 
Tool in the 

Learning Process 

SciELO Paraguay Qualitative 

Gamification is an expression of ICT 
that has become a fundamental 
change as it promotes the self-

management of knowledge. 

Poveda et 
al. (2023) 

Gamification as a 
Learning Strategy 

in Higher 
Education 

SciELO Colombia 
Qualitative-
descriptive 

The application of gamification 
strategies, specifically based on 

game theory, allowed the students 
studied to experience a high level of 

motivation. 

Medina 
(2023) 

Ludification 
Mediated by ICT 
for Autonomous 

Learning of 
University 
Students 

SciELO Peru 
Systematic 

Review 

Ludification has proven to be an 
educational resource of marked 

interest and demonstrated utility at 
the university level. 

Ramos et al. 
(2024) 

Impact of 
Gamification on 

University 
Students' Learning 

SciELO Mexico 
Systematic 

Review 

Gamification is a strategy that 
undeniably increases motivation, 

engagement, and interaction. 

Heredia et 
al. (2020) 

Gamification as a 
Technological Tool 

for Learning in 
Higher Education 

SciELO Mexico 
Qualitative-

documentary 

For educators, using interactive and 
game-based tools helps motivate 
students to develop competencies 
and achieve meaningful learning. 

Torres et al. 
(2022) 

Gamification in 
Higher Education 

Teaching for 
Correct 

Implementation: 
Conceptual 
Cartography 

SciELO Mexico 
Qualitative-

documentary 

Gamification and game-based 
learning must be planned to ensure 

their correct implementation. 
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Ulloa & 
Carcausto 

(2024) 

Effect of 
Gamification on 
Active Learning: 

Systematic Review 

SciELO Peru 
Systematic 

Review 

Gamification contributes to students 
developing self-motivation to 

achieve autonomous learning and 
acquire problem-solving skills. 

Rodríguez 
et al. (2020) 

Alliance Between 
Learning and Play: 
Gamification as a 
Methodological 
Strategy that 

Motivates English 
Learning 

Latindex Ecuador 
Explanatory 

quasi-
experimental 

Gamification is a useful 
methodology for awakening and 

maintaining student motivation for 
learning. 

Guevara et 
al. (2020) 

Digital Games 
through Mobile 

Applications as a 
Strategy in the 

Learning Process 

Latindex Ecuador 
Explanatory 

quasi-
experimental 

Student performance in university 
increases with the use of 

technology, making routines 
enjoyable. This enjoyment reduces 
the perception of difficulty regarding 

the content. 

Saucedo et 
al. (2021) 

Gamification: 
Pedagogical 

Strategy in Higher 
Basic Education 

Latindex Ecuador Documentary 
Gamification is the efficient use of 

technology to maintain active 
learning. 

 
As a consequence of the pandemic, distance education became the primary alternative to ensure 

continuity in teaching, which prompted significant educational innovation in the region. This circumstance 
motivated numerous research studies aimed at underpinning the application of gamification to promote dynamic 
and competitive learning across various university programs (see Table 3). 
 
Table 3 
Number of intellectual production by year 
 

Year Quantity 

2020 4 

2021 3 

2022 2 

2023 7 

2024 9 

2025 1 

Total 26 

 
The research focused on understanding the application of gamification and identifying its benefits for 

students in various fields. Figure 2 graphically presents the predominant methodological approach in the analyzed 
studies. The theoretical works and systematic reviews confirmed the importance of the topic and its contextual 
relevance, explaining that even with the return to in-person modalities, technological methodologies continue to 
be employed to foster student motivation. 
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31 %

34 %

23 %

8 %
4 %

Systematic review Qualitative-documentary Quantitative Quasi-experimental Mixed

Figure 2 
Trend of methodological approaches  
 

 

 

 

 

 

 

 

 

 

 

 

 
 
As gamified strategies became established in classrooms, research in this field intensified across various 

Latin American countries, with the intellectual production detailed in Table 4. 
 
Table 4 
Number of intellectual production by country 
 

Country Quantity 

Ecuador 5 

Mexico 5 

Peru 5 

Cuba 2 

Colombia 3 

Costa Rica 2 

Paraguay 2 

Honduras 1 

Venezuela 1 

Total 26 

 
Countries such as Ecuador, Mexico, and Peru stand out for their diverse application of gamified strategies 

in university teaching, aimed at achieving significant and contextualized knowledge for their students. This 
evidence shows that gamification has become a practical expression of educational innovation, leveraging 
technological tools to promote personalized and relevant learning in professionalization, in line with local and 
global demands. 

In the following figure, a summary of the analysis based on the information gathered from the selected 
articles is presented. 
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Figure 3 
Gamification in autonomous learning 
 
 
  
 
 

 

 

 

 

 

 

 
 

Educational innovation has been propelled since the pandemic by leveraging technological resources that 
ensure the delivery and acquisition of knowledge. Thus, distance education has been successfully established at 
the university level in the region (Reyes, 2022). However, it is essential for Latin American educational systems to 
continue deepening the use of these technological tools. 

To achieve this, it is imperative that educators effectively incorporate these resources, promoting 
interaction and collaborative learning (Olivo & Moreno, 2023). In this regard, teachers must transform their 
perspective, focusing on developing competencies that respond to current competitiveness through the use of 
technologies (Cuba & Pérez, 2021). Therefore, educational planning should be oriented toward fostering autonomy 
and critical thinking in students (Armesto et al., 2021; Bernardo et al., 2023). 

The path involves directing the teaching model toward contextual approaches, preparing students for life 
(Saucedo et al., 2023). Thus, the trend to promote autonomous learning in university students—both in-person 
and distance—has grown from basic education to higher education, including health sciences (Marrufo et al., 
2023). This type of learning is closely linked to active motivation (Poveda et al., 2023; Rodríguez et al., 2020), 
making it necessary to identify technological tools that maintain interest and facilitate effective communication 
among students (Castillo et al., 2023). Moreover, these tools must entertain so that the process becomes real 
learning (Loáiciga & Chanto, 2024; Gudiño et al., 2024), an objective that gamification can achieve (Ulloa & 
Carcausto, 2024; Bernal et al., 2024). 

For all these reasons, educators are called upon to design effective methodologies that leverage the 
advantages of gamification and creativity to achieve collaborative and autonomous learning in the professional 
realm (Reyes, 2022; Castellanos, 2024; Mena et al., 2024). Play facilitates enriching individual experiences for 
students (Belisario & Hincapié, 2024) and promotes self-regulation and metacognition (Pinzón et al., 2024), 
contributing to the construction of meaningful learning (Dávila, 2024; Sanjuán & Martínez, 2025; Rodríguez et al., 
2022). Additionally, gamification fosters the development of soft skills (Villacis et al., 2023) and enhances decision-
making, allowing students to build knowledge from their experiences, interactions, and personal emotions (Prieto, 
2020). This strengthens individual commitment to learning (Ramos et al., 2024). 

The overall assessment of gamification indicates that play is highly beneficial. Therefore, since the goal is 
for the knowledge constructed by the student to be useful in improving their quality of life in the current context, it 
is essential that this strategy of entertainment and teaching is supported by the use of information and 
communication technologies (ICT) (Guamán et al., 2025; Saucedo et al., 2021). 

In higher education, gamification represents a channel through which technology transforms into 
knowledge (Saucedo et al., 2021; Flores et al., 2024), aimed at achieving professional excellence (Cordero et al., 
2024; Medina, 2023). Thus, educators must not only select gamified tools to plan meaningful strategies but also 
capture students' interest using the ICT that they themselves use daily (Heredia et al., 2020; Torres et al., 2022). 
The results of this combination will be evident in academic performance, as students find learning more accessible 
and less difficult when they enjoy the process (Guevara et al., 2020). 
 

Conclusions 
Educational systems worldwide have undergone transformations that respond to the cognitive demands 

inherent in their contexts. Currently, knowledge requires not only to be systematized but also applied immediately. 

 

GAMIFICATION 

 
Games 
Use of applications 
Use of ICT  
 

 

AUTONOMOUS LEARNING 
 

Knowledge construction 
Learning experience 

Development of competencies 
and skills 

Problem-solving 
Metacognition  

Interaction, participation, 
teamwork, self-management, 

emotional regulation, 
autonomy 
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Therefore, it is fundamental for today's professionals to develop skills such as synthesis ability, reflective thinking, 
solid mastery of theories, and the strengthening of competencies, among other aspects, to successfully face the 
challenges posed by a constantly evolving society. From this perspective, it is indisputable that educators must 
abandon traditional teaching paradigms and empower students to actively manage their own learning process. 
This goal can be achieved through gamification, a strategy that keeps students interested, entertained, and, above 
all, motivated to aspire to and achieve excellence. 

In Latin America, various studies agree on the benefits that this methodology brings to the development 
of autonomous learning, showing positive results. The most significant aspect of its application is that it allows 
students to interact, foster proactivity, develop soft skills, and address complexity in a motivated and playful 
manner, contributing to substantial and relevant learning in the face of contemporary challenges. 

Furthermore, research indicates that the impact of gamification at the university level is not consolidated 
if it is not integrated into the digital ecosystem. Therefore, it is essential for educators to plan and execute gamified 
strategies supported primarily by information and communication technologies (ICT). In this sense, evidence 
demonstrates the positive impact of this methodology on academic performance. Consequently, the challenge for 
current educators is to achieve technological mastery that allows them to guide students in an entertaining and 
effective manner in constructing their knowledge. 
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