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Examples of full-text exclusions due to being game-based learning or other educational games rather than gamification

	Autor (Year)
	Title
	Reason for Exclusion
	Short Description of Intervention
	Why It Is Not Gamification

	Barana et al. (2025)
	Serious Game for Higher Mathematics Education: Evaluation of the Learning Tool
	Serious game
	University students use a fully developed serious game (“The murderer at the High-Tech Institute”) to learn functions of a real variable.
	A standalone serious game used as the instructional method. 

	Chen & Tu (2021)
	The Effect of Digital Game-Based Learning on Learning Motivation and Performance Under Social Cognitive Theory and Entrepreneurial Thinking
	Game-Based Learning (GBL)
	Study uses a complete digital game-based learning system, with competitive and non-competitive game modes, to enhance student motivation and performance. 
	This is GBL, the learning happens through playing a full digital game. It does not represent gamification.

	Elizondo-Noriega et al. (2025)
	Enhancing Student Knowledge Confidence Through Digital Gamification in Engineering
	GBL
	Activity required students to create trivia/creative games for exam preparation.
	Students developed full video games using Nintendo Switch’s Game Builder Garage; Statistics learning occurred through playing a full game, not through integration of isolated game elements in a non-game context; does not meet gamification definition.

	Haase & Hanel (2025)
	Spillover Effects in Creative Thinking: The Impact of Gaming and Mathematics on Creativity and Emotions
	Commercial / entertainment gaming, no educational gamification
	Examines how playing digital games and doing mathematics tasks affects creativity and emotions.
	Focuses on entertainment gaming, not on adding game elements to an educational context. 

	Moll-López et al. (2025)
	Enhancing Student Motivation and Learning in Engineering Mathematics through Challenge-Based and Game-Based Learning
	Challenge-Based Learning (CBL) and GBL
	Integrates CBL and GBL in an engineering mathematics course, structured as a space exploration mission.
	Combines CBL and GBL as core pedagogical models; students learn inside a game-like narrative and challenge structure. This is game-based learning, not gamification.

	Szilágyi & Körei (2025)
	Exploring the Experiences of First-Year Engineering and IT Students with the LIM Digital Mathematical Card Game
	Digital card game for GBL
	LIM is a digital version of a didactic card game (LimStorm) used for practicing limits of sequences through gameplay.
	A full educational game (digital card game) designed for learning mathematics. This is game-based learning, not gamification.

	Telles et al. (2022)  
	Students’ perceptions about the influence of educational games on achievement and motivation, a study based on the Flow Theory
	Educational game / Serious game (“Space Race”)
	The study evaluates how an educational game called Space Race influences students’ motivation and perceived learning.
	Uses a GBL approach where students play an educational game to learn accounting content. Does not implement gamification (no integration of game elements into a non-game learning activity).



