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The Effect of Teaching Profession Class using Gamification on
the Academic self-efficacy and Learning Flow of
Pre-service Early Childhood Teachers
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Abstract The aim of this study is to examine the effect of teaching profession class using gamification on the
academic self-efficacy and learning flow of pre-service early childhood teachers. 75 freshmen in the 2022 Early
Childhood Education Department at A University located in Gyeonggi were participated and experienced 8
gamification-using classes over 12 weeks of 1% semester. To examine the effectiveness of the class using
gamification on academic self-efficacy and learning flow, a paired t-test for the pre-post test was conducted by
analyzing the data of 65 students who faithfully answered both tests. Results of this study illustrated teaching
profession class using gamification significantly improved the academic self-efficacy and its sub-factor,
confidence of pre-service early childhood teachers, moreover, it also had a positive effect on learning flow and
its sub-factor, cognitive learning flow of them. This study proved the effectiveness of the gamification-using
class and provided subsequent studies for improving the quality of the gamification-using class.
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