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A Study on the Impact of Gamified Teaching on UV Awareness and Learning Motivation in
Elementary Students
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Abstract: Excessive UV exposure poses significant health risks, but children’s sun protection knowledge is insufficient.

This study developed gamified UV protection materials using the TinyTap platform. A quasi-experimental design
compared two intact sixth-grade classes (experimental N=19, control N=19). The experimental group showed
significantly higher post-test knowledge scores (p=0.011) and greater learning immersion (p=0.047). No significant
differences emerged in motivation or perceived difficulty. Findings confirm that gamified materials effectively enhance
health knowledge acquisition and learning engagement in elementary students.
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