Impact of Gamification on Enhancing Education for Students with Autism in Jordan
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Introduction. Emotion recognition is a critical component of social communication, yet individuals with Autism Spectrum Disorder (ASD) often face significant challenges in this area. These deficits can hinder interpersonal relationships and participation in educational and social contexts (Celani et al, 1999). In Jordan, as in many regions, support for adolescents with ASD is often limited by traditional educational methods that may not engage or address their specific needs effectively. Gamification, using game design elements in non-game contexts, has emerged as a promising approach to enhance learning and engagement (Seixas et al 2016), especially among neurodiverse populations (Rodríguez et al, 2024). However, research evaluating gamified interventions for emotion recognition in adolescents with ASD, particularly within the Jordanian context, remains limited.
Aims. This study aimed to develop and evaluate EmotionMap, a web-based, gamified, and technology-driven educational platform designed to improve emotion recognition skills in adolescents with ASD in Jordan. The primary objective was to determine whether this gamified approach could enhance emotion recognition performance more effectively than traditional, non-gamified educational methods. The study also sought to assess user engagement and the perceived educational value of the platform.
Methods. A mixed-methods, within-subjects repeated-measures design was employed, involving nine adolescent participants diagnosed with ASD. Over a period of two months, the EmotionMap platform was co-designed in collaboration with a special-education expert to ensure educational relevance and accessibility. Participants engaged with the platform in structured, caregiver-supported sessions conducted in pairs. Each session featured interactive, gamified emotion-recognition scenarios. The platform collected detailed interaction data, including millisecond-level task completion times, while researchers gathered observational notes and conducted a post-intervention interview with the lead educator to capture qualitative insights.
Results. Quantitative findings demonstrated statistically significant improvements across all primary outcome measures. Mean task completion time decreased substantially from 144.56±5.29 seconds to 15.97±1.78 seconds (n = 9, p < 0.001). Participants also showed notable gains in both response speed and accuracy (n = 9, p < 0.05), alongside a reduced number of attempts required to achieve correct responses (n = 9, p < 0.05). Importantly, these improvements were consistent across participants regardless of ASD severity level, with no significant variation in effect magnitude by spectrum classification. Qualitative data reinforced the quantitative results, indicating high levels of user engagement, positive reception by students, and strong perceived educational value by the educator.
Discussion. This study provides compelling evidence that a teacher-supported, gamified platform such as EmotionMap can significantly enhance emotion recognition performance among adolescents with ASD. The use of engaging, interactive scenarios appeared to facilitate learning and retention more effectively than traditional methods, suggesting a valuable direction for educational innovation in special education settings. Furthermore, the consistency of improvement across severity levels supports the platform’s broad applicability. These findings offer practical implications for educators, therapists, and policymakers seeking to integrate technology and gamification into autism education. Future research should examine long-term retention of skills, generalization to real-world social interactions, and scalability of the platform across more diverse and inclusive populations.
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