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Title in English (The effectiveness of employing the gamification strategy in developing cognitive 
achievement and motivation towards technology learning among tenth grade students in Gaza 

governorates) 
Abstract: 
The study aimed to identify the effectiveness of employing a gamification strategy in  developing of an 
academic achievement and motivation towards learning the technology among female students of the 
tenth grade academic in Gaza, To achieve the objectives of the study, the researcher used the 
experimental method where it was applied to a randomly selected sample consisting of (70) female 
students of the tenth grade in the Sabra and Shatila Secondary School, divided into 35 groups for the 
experimental group and 35 for the control group. The experiment was implemented in the second 
semester of the academic year (2017 - 2018), where the researcher prepared an achievement test in 
the field of technology. The validity of the test was verified by referees validity and internal 
Consistency.  It also prepared the motivation scale towards learning the technology and confirmed. 
The results showed statistically significant differences in student achievement in technology for the 
group studied in the gamification method. The result of the motivation scale towards learning the 
technology showed positive results for the gamefication method. 
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