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Extended Abstract
1. Introduction

earning disability is a type of
neurodevelopmental disorder where
there’s a noticeable deficiency in
language,  speech, or  writing
processing. It shows up as difficulties in
understanding,  speaking, reading,
writing, spelling, or performing mathematical
calculations (APA, 2022). Therefore, even with a
suitable educational environment, they struggle with
some educational skills like reading, writing, and math.
(Narimani et al., 2023). In recent years, various
interventions have been implemented to assist and treat
students with learning disabilities, aiming to improve
their challenges. Notable methods include the Davis
method (Sheydaei Firoozabadi et al., 2017), the
Fernald multisensory approach (Karimi Thani et al.,
2022), emotion regulation training (Gholamzadeh et
al., 2012), the Kepart cognitive-motor method
(Changizi et al., 2022), and the play-based remediation
method (Deterding et al., 2011).
One of the methods that has been used in recent years
for students with learning disabilities is gamification.
Nowadays, gamification is employed in various
industries including marketing, sales, and education.
Gamification is defined as "the use of game design
elements in nongame contexts," aimed at creating fun,
play, and enthusiasm for completing tasks and
processes (Tolks et al., 2024). A review of the research
background shows that recently, the impact of games
on the education of children with learning disabilities
has been proven, and the number of studies in this area
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has increased. Researchers conducted tests on 20
children with dyslexia to see if video games would
affect their reading abilities, and they ultimately found
that this approach led to improvements in reading
fluency among students with dyslexia (Franceschini et
al., 2013). it is necessary to conduct a meta-analysis
regarding the effectiveness of gamification on specific
learning disabilities to investigate the impact and
combine the results of various studies on this
intervention. Thus, this study aims to address the
question of how much gaming interventions correlate
with the improvement of specific learning disabilities
in students based on the combined findings of these
researches.

2. Materials and Methods

Given the title and nature of this research, the method
used is meta-analysis. In this method, the researcher
combines the results of a set of similar studies and utilizes
inferential statistics to draw conclusions about all the
results of the studies (Cohen, 2013). Additionally, studies
related to the subject of this research were searched in
international databases such as Springer, Science Direct,
PubMed, and Google Scholar, which examined the
impact of gamification on learning disabilities through
experimental and quasi-experimental methods. The
inclusion criteria for this research included studies with
sufficient data to determine effect sizes and those
published in scientific journals from 2007 to 2023.
Ultimately, based on the specified criteria, 138 studies
were identified, of which 116 were removed from the
review process according to the inclusion and exclusion
criteria, leaving a total of 22 studies with 48 effect sizes
suitable for further meta-analysis.
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3. Results

According to the table 1, by applying entry and exit
criteria, a total of 22 studies related to evaluating the
effectiveness of gamification on specific learning
disabilities were included in the meta-analysis using
experimental and quasi-experimental methods, from
which 48 effect sizes were obtained. The combined effect
size of the studies in the fixed model is 1.38 and in the
random model is 1.59, both of which are statistically
significant at the 0.001 level. Therefore, it can be
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concluded that gamification has an impact on specific
learning disabilities in students. The meta-analysis
findings revealed that the combined effect size in studies
that examined learning disabilities in general was 1.24,
for reading disabilities was 1.23, for writing disabilities
was 1.12, and for mathematical disabilities was 1.14, all
of which were statistically significant at the 0.001 level.
The effectiveness of gamification on specific learning
disabilities is considerable since the effect size is greater
than 0.5, which Cohen (2013) considers large.

Table 1. Combined effect size of the effectiveness of gamification on specific learning disabilities (after sensitivity analysis)

Confidence interval 95%

| Model Effect size Mixed Effect size 4 P
Lower Upper
Fixed 48 1/38 1/22 1/49 21/47  0/001
Randomized 48 1/59 1/30 1/74 12/32  0/001

4. Discussion and Conclusion

The aim of the present study was to conduct a meta-
analysis on the effectiveness of gamification for
specific learning disabilities. Twenty-two studies were
selected for meta-analysis after applying the entry and
exit criteria. The effect size measures indicated that the
meta-analysis of the effectiveness of gamification for
specific learning disabilities, according to Cohen
(2013), is significant and high in both fixed and
random models. Therefore, it can be said that the play
therapy method is fairly effective for addressing
specific learning disabilities among students. The
findings of this study align with the results of
AmirTahmash & et al (2018) as well as the findings of
Abbariki & et al (2017), which demonstrated a strong
effect size of gamification on specific learning
disabilities. In explaining this overall finding, it can be
said that play therapy essentially has emotional,
cognitive, and social benefits (Dubey, 2024).
Developing positive  social relationships and
promoting a sense of belonging are key social
advantages that can be envisioned for play therapy.
The role of gender was not examined in this study
because most of the reviewed studies did not consider
the results separately between the two genders. This
finding aligns with the research results of Derikvand
& et al (2023). To explain this finding, it can be said
that introducing game elements into the learning

process helps motivate and foster creativity in learning
(Dymora & Nimic, 2019). Motivational support in
long-term speech therapy, particularly for elementary
school students prone to dyslexia, is of special
importance. It should be noted that game-based
learning relies on having quality educational content,
such as digital games. Nowadays, there are many
software and platforms that can assist modern speech
therapists. This aids in achieving prerequisite and
developmental goals when working with children with
speech disorders, especially in the prevention and
treatment of dyslexia (Mystic & Babichenko, 2024).
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