
Results of the survey
„The Fun Factor: Gamification 

for Inclusive Education“



Teacher
54%

Teacher Assistant
16%

Student Support Specialist
15%

Parent (guardian) of a SEN child
15%

Other
0%

1. SURVEY RESPONDENTS



Yes
73%

No
27%

2. DO YOU KNOW WHAT GAMIFICATION IS?



Games; 2; 5%

Integrating games or 
game elements into 
education ; 18; 50%

Teaching differently; 1; 3%

Presenting and mastering 
learning content through 

digital games ; 2; 5%

Applying play elements in 
education to increase 

students' motivation and 
activity ; 2; 5%

Facilitated programme 
for children; 1; 3%

Gamification of 
learning content and 

tasks; 2; 6%

Incorporation of game 
elements in lessons and 

other activities ; 3; 8%

Use of the logic and patterns 
of computer game thinking 
in non-game areas ; 1; 3%

Certain playful game applications to help 
children develop learning tasks ; 1; 3% Something with multimedia; 1; 3%

Don't know; 2; 6%

3. WHAT DO YOU THINK IT IS?



Yes
54%

No
16%

Somewhat
15%

I don't know
15%

4. DO YOU THINK THAT GAMIFICATION ARE EFFECTIVE 
FOR TEACHING STUDENTS WITH SEN?



Large
7%

Small
7%

Easier to understand, 
clearer, more attractive 

educational content
10%

Improves emotions, 
confidence, de-stresses 

and helps learning
5%

Motivates, engages, adds value
37%

Easier and faster absorption of 
learning material

17%

Improves thinking, problem-
solving and cooperation skills

7%

Helps students to concentrate 
and keep their attention longer

5%

Makes learning engaging, fun, enjoyable
5%

5. HOW DOES GAMIFICATION AFFECT
THE DEVELOPMENT OF SEN STUDENTS?



At all stages of the lesson
38%

Gamification helps every 
pupil to succeed

6%

By visualising, adapting and/or 
personalising the information conveyed 

6%

Creating interactive content
9%

Adding variety to lessons to 
engage students and keep 

their attention until the end of 
the lesson

20%

Digitising teaching 
content and tasks

9%

The use of gamification depends 
on the creativity of the teacher 

6%

Don't know
6%

6. HOW CAN GAMIFICATION BE USED IN LEARNING
FOR STUDENTS WITH SEN?



All
56%

Formal and non-formal education, 
independent learning at home

11%

In science subjects
6%

Mathematics lessons
9%

Language lessons
12%

History lessons
3%

The needs of each child must be taken into account
3%

7. IN WHICH AREAS OF SEN EDUCATION SHOULD
ELEMENTS OF GAMIFICATION BE USED?



Up to 20 minutes
58%

Up to 30 minutes
18%

Depends on age, ability, 
nature of impairment

15%

The duration of the gamification depends on the 
aim of the lesson, the objectives to be achieved

6%

Time is not of the essence, it is more important not to 
play around to the detriment of education

3%

8. HOW MUCH GAMIFIED CONTENT SHOULD BE INCLUDED
IN A 45-MINUTE LESSON / ACTIVITY?



Homework revision
8%

To explain the lesson material
16%

For exercises to deepen knowledge
17%

For reinforcing the material
20%

For reflection
14%

For pedagogical breaks
19%

For self-learning
6%

9. WHAT ARE THE MOST APPROPRIATE MOMENTS IN A 
LESSON FOR GAMIFICATION?



Not being able to read
3%

Not everyone can use IT tools
10%

Do not understand the 
rules of the game

10%

Weak school IT tools
13%

No difficulties
5%

Difficult to answer
11%

Character traits, emotional 
disorders

3%

Difficulty in getting away 
from the game and returning 

to class
24%

Different needs, abilities and 
interests of children in one 

class/group 
13%

Illnesses and disorders limiting 
the use of IT tools

8%

10. IDENTIFY AT LEAST A COUPLE OF DIFFICULTIES IN
USING GAMIFICATION IN SPECIAL EDUCATION.



Paper games 
(crosswords, puzzles, 

Sudoku, etc.
27%

Table
25%

Digital
31%

Online
16%

Other
1%

11. WHICH EDUCATIONAL GAMES DO YOU PREFER?



Educational
24%

Table
5%

For life skills 
2%

Interactive, digital
10%

Geographical
2%

Don't know
12%

For reading, writing, speaking skills
21%

Mathematical
14%

Suitable for children of different abilities
10%

12. WHAT TYPE OF DIGITAL GAMES WOULD YOU PREFER?



On a platform specifically 
designed for gamification

23%

Leaflets with links 
to gamified content

4%

Colleagues' blogs 
16%

Materials distributed at conferences, seminars
20%

Internet search engines
30%

I have no opinion
4%

Other
3%

13. WHERE IS THE MOST CONVENIENT PLACE TO FIND
GAMIFICATION MATERIALS?



Novice
16%

Exploratory
51%

Deployer
22%

Expert
5%

Leader
3%

Initiator
3%

14. WHAT ARE YOU DIGITAL COMPETENCES?



Very likely
28%

Likely
14%

Depends on its content
55%

Unlikely
0%

Absolutely unlikely
0%

Difficult to answer
3%

15. HOW LIKELY IS IT THAT YOU WILL USE THE MATERIAL
PRODUCED BY THE PROJECT?
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