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Abstract

When analyzing the difficulties presented by students in school learning, it is noted that it can be of 

the most varied. Going from the lack of commitment of the student to traditional methodologies of the usual 

merely expository classes, which make the classes outdated and demotivating for students today. In this 

sense, inserting gamification in the school environment is a strategy that has yielded results, and for that 

reason, it has been successfully adopted in several schools, to encourage students in teaching and learning. In 

this article, possible paths to be followed in the use of gamification in teaching Geography in elementary 

school will be presented. The general objective was to carry out an overview of analyzing the contributions 

of gamification in the teaching of Geography in elementary school II. The methodology used was the 

collection of data through bibliographical research, based on materials already prepared, mainly composed of 

books and scientific articles. In the present study, we opted for a bibliographical research, consulting sources 

of materials already available and of notorious scientific value, such as books, scientific articles, electronic 

documents and encyclopedias, reports, and dissertations on government platforms, in research institutes, 

universities. It was concluded that gamification has great potential for didactic application in the teaching of 

Geography in Elementary School II classes. 
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1. Introduction 

With the popularization of computers, cell 

phones and the internet, new educational 

possibilities arise to expand the understanding of 

contents. This ends up generating investments in 

the research sector and in the development of the  
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information technology area, making the school 

take advantage of the student's knowledge in 

digital media and use it as a tool in teaching and 

learning (Fontanella, 2015). In this context, 

educational games show themselves as great allies 

of schools, because they end up providing 

entertainment for the student linked to practical 

study in a playful way, as it provides the most 

dynamic knowledge, in a fun and engaging way, 
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by influencing the “development of the playful 

aspect, facilitating learning, personal, social and 

cultural development, contributing to mental 

health” (Santos, 1997). For these reasons, it is 

noted that resorting to recreational activities in the 

area of teaching teenagers in Elementary School 

II, together with gamification in the classroom, is 

presented today as practical tools increasingly 

used in schools. 

Gamification can be used for a very wide 

range of purposes in teaching and learning within 

the school context. Among its main benefits, one 

of the basic uses, increasingly used and very 

important, is the possibility of building self-

confidence, dedication and increased motivation. 

An effective method that enables a significant 

practice of what is being learned in the school 

environment (Silveira, 1998). The reasoning is 

given, because it is clear that when tools that help 

in the absorption of knowledge are used, the 

evolution of learning expands and even the 

simplest of games can be used to provide factual 

information and practice skills that would not 

otherwise be known. in a conventional 

explanation, such as, for example, blackboard and 

book, thus conferring dexterity and competence to 

the student (Fernandes, 1995). 

2. Main Goal 

Make an overview of analyzing the 

contributions of gamification in the teaching of 

Environmental Education in the Geography 

discipline in elementary school II. 

3. Specific Objectives 

• Conduct a bibliographic survey on the use 

of games and gamification as a 

pedagogical tool. 

• Show the contributions of gamification to 

the Environmental Education approach in 

the Geography Discipline classes in 

Elementary School II classes. 

• Highlight the importance of Gamification 

in teaching Geography to Elementary 

School II students. 

 

4. Methodological Procedures 

Within the Research classification, in this 

article research of a basic nature was carried out, 

such as the one that seeks to update knowledge. 

Therefore, aiming to generate didactic knowledge 

for the remediation or solution of specific 

problems, which concern the target audience of 

this research, it is characterized as basic in nature. 

The research had a qualitative approach, with no 

statistical data to be presented, using the 

hypothetical-deductive reasoning that sought, 

from hypotheses, to present possible solutions to 

the problem. In this study, we opted for a 

bibliographical research, based on materials 

already prepared, consulting sources of materials 

already available and of notorious scientific value, 

such as books, scientific articles, electronic 

documents and encyclopedias, reports, and 

dissertations on government platforms, in research 

institutes, universities. A search related to the 

subject of study was also carried out, in indexed 

databases such as those of the Scielo (Scientific 

Electronic Library OnLine), Google Books and 

Pubmed platforms and official websites such as 

IBGE, Federal Senate, Inep, among others of 

equal importance. 

5. Development Approach to Environmental 

Education in the Subject of Geography in 

Elementary Education II 

The world begins to experience, in a broad 

and global way, the technological and scientific 

development (Sparemberguer, 2005), which starts 

to give priority to what generates more 

possibilities of monetary value, with that, the 

development and economic growth, starts to have 

priority to the detriment of environmental 

preservation, since in the short term the generation 

of profitability is lower. In order for the near 

future not to have a bleak horizon, something 

needs to be done so that we have an encouraging 

perspective. The school becomes a promising ally 

in the teaching and learning process about 

environmental issues, because it manages to work 

with young people from an early age in a playful 

and focused way, this topic that is so relevant for 

the future of the planet. Today's teenagers will be 
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tomorrow's decision makers, and making students 

critically aware of contemporary environmental 

problems is a big step towards practicing 

sustainability in the future (Da Silva, 2020). 

In Elementary School, teenagers are still 

forming their perception of the world and it can be 

said that their “attitudes” are still a blank book. 

With this, it becomes easier for a teenager to have 

an ecologically sustainable vision, when working 

on the theme from an early age (Fiorillo, 2017). 

Thus, it is not necessary to have a specific 

curricular unit on Environmental Education, but it 

implies the development of healthy habits and 

attitudes towards environmental conservation and 

respect for nature, based on daily life, school and 

society (Brasil, 1996). 

Contemporary society lives on the 

threshold of not being able to reverse the impacts 

caused to the environment and biodiversity 

(Bramorski, 2020). And this issue must be taken 

very seriously, because we need to leave a 

habitable planet for future generations. The study 

of Environmental Education becomes extremely 

important, because it refers to processes through 

which the subject and the community build social 

values, knowledge, skills, attitudes, competences 

aimed at the conservation of the environment, as 

well as of common use by the people, essential to 

a healthy quality of life and its sustainability 

(Brasil, 1999).It is noted that during classes, the 

lack of harmony in relation to a particular subject 

studied becomes a major hindrance in teaching 

and learning. Sometimes students are not 

interested and sometimes teachers feel 

unmotivated. This situation is repeated year after 

year and ends up showing that a change has to 

occur, in the way of taking and receiving 

knowledge (Da Silva, 2017). 

Over the course of the school year, it is 

clear that in the subject of Geography, various 

environmental problems and impacts are 

approached in different ways. When stimulated, 

students present curiosities about the problems 

that affect them on a daily basis, describing them 

in some detail, even describing the main 

environmental problems that guide the 

neighborhoods where they live. 'Some authors 

believe that the teaching of geography is essential 

for new generations to be able to follow and 

understand the changes in the world'. In this sense, 

'school geography can be an instrument of 

transformation' (Straforini, 2004). For Stefanello 

(2009), it is clear that the role of the teacher is of 

paramount importance for the student's 

participation in this learning process, causing the 

student's interest and enthusiasm for the content to 

“emerge”. In this sense, it is noted that students 

interact by describing and talking about the 

environmental problems that guided their 

neighborhoods. The conversations go on and on 

and the details about those issues that affect them 

are described in detail. At that moment, it can be 

seen that through the stimuli provoked by the 

teacher, what was previously “asleep” in the 

students, students jump with great enthusiasm, 

making clear the students' interest in the 

environmental issues in question. Through this 

finding, it is evident that the active participation of 

the teacher within the classroom and the 

implementation of mechanisms that help and 

encourage the student on the subject studied at that 

time, exerts a great influence on teaching and 

learning effectively. And this makes the 

understanding, detailing, enthusiasm and 

deepening to be achieved with excellence (Da 

Silva, 2021). 

6. Gamification as a Strategy for Teaching 

Environmental Issues in the Subject of 

Geography in Elementary School II. 

We currently live in an educational context 

in which, in many cases, they are unmotivated, 

reflecting the lack of engagement and protagonism 

of students, which ends up creating a big problem 

when it comes to promoting them to the following 

grades. To try to change this scenario and leave 

traditional teaching, looking for other more 

attractive ways to approach the didactic content 

becomes an option. Thus, presenting young people 

with problems in the school universe or 

opportunities for improvement, and proposing 

gamified interventions so that these students can 

solve them in a more playful, practical and 
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attractive way, becomes essential to stimulate 

these students. With the gamification, it is hoped 

to inspire them to develop proposals for solution 

and apply them in their daily lives, in a more 

autonomous and independent way (Santana, 

2017). There are several methodologies that aim to 

facilitate and streamline teaching and learning 

models. From Seymour Papert's Constructionism 

(1980) to Paulo Freire (1999) who stated that the 

educator needs to know that “teaching is not 

transferring knowledge, but creating the 

possibilities for its production or construction”. 

Regardless of the way in which knowledge is 

transmitted, what makes teaching and learning 

effective is not only the goodwill of educators, but 

mainly the engagement of students (Martins, 

2019). 

At first, gamification aimed to use the 

application of interfaces, whose appearances were 

similar to internet games and programs 

(Zichermann and Cunningham, 2012). 

Gamification was intended to create interaction 

between the company and customers, but over 

time it was realized that its use could be used in 

the field of education, to streamline teaching and 

learning. Currently, we can observe that 

gamification presents itself as multiple 

possibilities in teaching and learning, going 

beyond the simple implementation of game 

techniques in other environments (Werbach and 

Hunter 2012). This makes gamification become an 

ally of schools, streamlining learning and creating 

possibilities for expanding horizons in teaching, 

given the good results in the classroom, when the 

practice of using educational games is 

implemented. With the advancement of 

technology and the popularity of games, the 

intrinsic ability to motivate action, solve problems 

and enhance learning in different areas of 

knowledge and in the lives of individuals has 

expanded (Fardo, 2013). 

The concept of gamification (Kapp, 2012; 

Werbach and Hunter, 2012; Burke, 2015; Alves, 

2015), regardless of the area, permeates the idea of 

personal motivation, emotional involvement and 

engagement in the proposed project. The potential 

of using gamification in education is enormous, 

because it develops socio-emotional skills that will 

make all the difference in student learning. It is 

exciting to students, because it touches on the 

natural behaviors of human beings, such as 

competitiveness, socialization, the desire to be 

rewarded for a job well done and the feeling of 

victory. And all of this streamlines teaching and 

learning. 

When using the features of games in 

educational activities, the classroom becomes an 

attractive and challenging environment in the 

search for knowledge, which ends up encouraging 

the student to want to learn more. Going further, 

with gamification there is an increase in student 

participation, there is an improvement in creativity 

and autonomy, promoting dialogue and focus on 

solving problem-situations. In other words, the 

classroom becomes more attractive to students 

(Ventura, 2013). Another important point of using 

gamification in the classroom is that the teacher 

ends up becoming more dynamic and the use of 

this strategy becomes a fuel for learning. With the 

association of didactic contents within the 

proposed use of gamification, it ends up making 

students move dynamically to broaden the 

deepening of knowledge in the subjects (Prazeres, 

2018). With the advances in technology, the use of 

gamification becomes broader and bolder, 

expanding the way of interaction with the 

students. Interactive whiteboards, tablets and 

smartphones themselves are tools that can be 

associated with gamification, which makes the 

process even more interactive and productive 

(Alves, 2016). 

Even before the creation of PCNs, issues 

related to environmental preservation were already 

being addressed in legislation, but not specifically 

for the educational context (Burstyn and Burstyn, 

2013). And Geography classes have always 

worked on environmental themes in their 

curriculum. Which makes the course very 

dynamic as it addresses issues that are often part 

of the everyday life of students on issues related to 

the environment. In this way, schools can use 

more modern teaching methods in the Geography 
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discipline, to make teaching and learning more 

dynamic, leading to the reflection of these students 

on the environment in which they live. Among the 

various ways to make Geography classes more 

attractive, the teacher can use television, internet, 

data show, illustrative posters, photographs, 

debates, simulations, among other attractions, 

which would be relevant to the student's socio-

environmental awareness. 

As it already has a natural tendency to 

relate the Environment theme in its content 

approach, it becomes feasible to bring this subject 

up and promote environmental awareness in the 

teaching of Geography. In this way, it would have 

the objective of promoting actions and values that 

encourage the preservation of the natural 

environment and the mode of social organization, 

aiding in geographic knowledge for possible 

contributions to the way of life of communities 

through a harmonious relationship with Nature 

(Lima, 2020). Thus, the methods applied in the 

classroom start to contribute to environmental 

awareness in the teaching of Geography. As 

students at the age of attending elementary school 

II are still able to learn new things, as their actions 

are still in formation, teachers who teach 

Geography are able to make progress in modifying 

the attitudes and behavior of these students, about 

the ecological awareness of these citizens. It is in 

education that one of the main possibilities for the 

problem of the environment to be overcome lies 

(Bila, 2017). 

As the Geography subject works in many 

of its didactic subjects, the student's interaction 

environment contributes to the formation of 

conscientious citizens who can act in the socio-

environmental reality and in a committed way in 

relation to the management of the environment in 

which they live. And with targeted activities, the 

school passes on environmental information and 

concepts, working on the formation of values and 

changes in attitudes towards the lives of its 

students. Although the theme about the 

environment is addressed in a subject such as 

Geography, authors such as Santos (2007) and 

Cuba (2010) argue that the subject should be 

offered in the form of a specific subject to be 

introduced in school curricula. 

7. Final Considerations 

Literature demonstrates that resorting to 

recreational activities in the field of teaching and 

the use of educational games in the classroom are, 

nowadays, practices that generate positive results. 

Thus, it is observed that the contribution of 

gamification in the teaching and learning practices 

of students becomes of great importance as a 

didactic strategy with the object of learning and 

fixing knowledge related to environmental issues. 

As the Geography subject works in many of its 

didactic subjects, the student's interaction 

environment contributes to the formation of 

conscientious citizens who can act in the socio-

environmental reality and in a committed way in 

relation to the management of the environment in 

which they live. Gamification has shown itself to 

be an important ally of schools, boosting learning 

and creating possibilities for expanding horizons 

in teaching, given the good results in the 

classroom. 
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