
 

International Journal for Multidisciplinary Research (IJFMR) 
 

E-ISSN: 2582-2160   ●   Website: www.ijfmr.com       ●   Email: editor@ijfmr.com 

 

IJFMR250238994 Volume 7, Issue 2, March-April 2025 1 
 

Gamified Coding Platform  
 

Abhishek Khadse1, Mayuri Sharma2, Swarup Gawande3,  

Pranav Ghaytadkar4, Rudraraj Kudale5, Atharva Kadam6 
 

1,2,3,4,5,6Computer Engineering Department School of Engineering and Technology D Y Patil University, 

Pune, India 

 

Abstract 

The goal of this mission is to broaden complete and intuitive software for a gamified coding environment. 

The platform is an online learning environment created to engage and instruct people in coding. As a 

resource for developers and users alike, the documentation will offer an intensive rundown of the 

platform's functions, abilities, and technical implementation. The goal is to supply super documentation 

that is comprehensible, succinct, and clear, giving platform developers and users a strong foundation. each 

the technical and consumer-going through parts of the platform may be covered within the documentation. 

A consumer guide and getting began guide may be blanketed of the person-facing documentation, that 

allows you to assist customers learn how to use the platform and make the maximum of its capabilities. 

customers could be able to without problems navigate the platform, understand how to complete coding 

demanding situations, and monitor their development thanks to this. gadget architectural information, 

technical manuals, and API documentation will all be blanketed in the technical documentation. this will 

supply builders the information they want to integrate and manipulate the platform, keeping it scalable 

and strong. builders who want to create custom integrations or contribute to the platform's development 

can also use the technical documentation as a reference. The documentation may be completed, vetted, 

and prepared for publication via the assignment's conclusion. by assisting the platform's builders and users, 

the finished final results could be an extensive and smooth-to-use resource that finally facilitates the 

platform prevail and extend. 

 

Keywords: Gamified coding platform, coding skills, online learning environment, user documentation, 

technical documentation, API guides 

 

1. INTRODUCTION  

The Gamified Coding Platform is a cutting-edge online learning environment designed to provide educators 

and students with an interactive and immersive way to learn the fundamentals of programming. The 

platform simplifies and improves the usually difficult process of learning to code by incorporating game 

features such as challenges, awards, leaderboards and progress tracking. This method makes coding an 

engaging and fulfilling experience by encouraging motivation, creativity and deeper understanding. The 

platform is becoming an essential tool for professional development, school environments, and individual 

learning environments as the need for programming skills continues to grow across industries. From kids 

learning to code to professionals looking to improve their tech skills, it appeals to users of all ages and skill 

levels. However, the growing popularity of the platform highlights the need for thorough and high-quality 

documentation to ensure users can successfully explore and use its features despite its captivating design. 
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A lack of documentation that is easy to understand, concise, and intuitive can pose serious problems for 

developers, educators, and students. Without sufficient resources, it is often difficult for customers to 

understand the features and operation of the platform, which can cause annoyance, confusion and bad 

experiences all around. In an education platform where keeping students motivated and engaged requires a 

seamless and intuitive user experience, this issue is especially important. Users can contact support teams 

who struggle to get the information they need, straining available resources and increasing wait times. In 

addition, a lack of thorough documentation can discourage new users from using the platform, hinder its 

expansion, and reduce its potential impact. The main goal of this documentation project is to overcome 

these obstacles by producing excellent, easily navigable materials that meet the various requirements of 

platform users. The documentation will offer clear and comprehensive information to guide users through 

the features and technical components of the platform, whether they are students trying to complete a coding 

challenge, educators creating curriculum, or developers integrating the platform into a larger system. This 

will reduce the volume of support inquiries, improve the user experience, and increase the general level of 

happiness among educators and students.  

The documentation will serve as a key resource, offering not only user manuals and technical guides, but 

also an in-depth explanation of the architecture and implementation of the platform. By making these 

resources readily available, the project aims to empower users to navigate the platform independently and 

confidently. This in turn will lead to a smoother and more enjoyable learning experience and encourage 

users to fully explore the capabilities of the platform. A lack of well-structured documentation can have 

far-reaching consequences for a platform that relies on user engagement and satisfaction. When users can't 

easily understand how to access features or solve common problems, they can become frustrated and 

disengaged from the learning process. This frustration can result in low retention rates, negative reviews, 

and ultimately slow platform growth. Developers looking to customize or extend the platform's 

functionality may also face challenges without clear technical guidance, further hindering its adoption. 

Therefore, comprehensive and easy-to-follow documentation is not just a convenience – it is a necessity 

for the long-term success of the platform. Creating high-quality documentation for the gamified code 

platform will play a key role in improving user satisfaction, reducing support requirements, and driving 

platform growth. By providing users with the tools they need to effectively navigate the platform, the 

documents improve the general learning experience, make coding more accessible, and commission 

students at all levels. This initiative will not only help users maximize the platform's potential, but also 

support its mission to make learning to code more interactive and fun for everyone. 

Hypothesis 

The hypothesis of this documentation project is that creating comprehensive, clear, and user-friendly 

documentation for the Gamified Coding Platform will lead to significant improvements in user satisfaction, 

engagement, and overall experience. This improvement is expected to be seen in several key areas, 

including reduced support requests and issues, increased user retention and engagement, and improved 

user ratings and reviews. By making the platform more accessible and the detailed documentation easier 

to navigate, users will be able to better utilize its features and functions, leading to a more seamless 

learning experience. One of the main expectations of this hypothesis is that clear and comprehensive 

documentation will significantly reduce the number of support requests. Users who are experiencing 

technical difficulties or problems understanding certain features, currently do not have sufficient resources, 

should probably contact customer support for assistance. This not only overwhelms the support system 

but also leads to frustration among users due to delayed responses. By providing detailed documentation 
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that covers everything from basic navigation to complex technical features, users can independently find 

solutions to common problems. This self-service model should reduce the volume of support requests by 

at least 30%, allowing the platform's support team to focus on more complex issues, thereby improving 

the efficiency of the entire system. 

In addition, the hypothesis posits that well-structured documentation will lead to increased user 

engagement and retention. Gamified platforms thrive on user interaction and continuous student 

participation. If users are unable to understand how to use certain features or access advanced features, 

they are likely to become discouraged and disengage from the platform. The goal of this documentation 

is to provide step-by-step guides, user-friendly manuals, and tutorials to help users easily get started and 

navigate the platform's offerings. By allowing users to explore and fully utilize the capabilities of the 

platform, engagement is expected to increase by at least 25%, with users staying on the platform longer 

and participating more actively in its gamified learning modules. In addition to enhancing engagement, 

documentation is expected to positively influence user ratings and reviews. Users who encounter less 

difficulty and enjoy a smoother experience are more likely to leave positive feedback. The hypothesis 

suggests that this documentation will lead to a 20% improvement in user ratings and reviews as users 

experience less frustration and gain more value from the platform. Positive reviews and higher ratings are 

crucial to a platform's reputation, helping it attract new users and expand its reach. 

 

2. REVIEW OF LITERATURE  

A. Using gamification to overcome innovation process challenges 

The article by Carmen Abril, Elena M. Gimenez-Fernandez and María-del-Mar Camacho evaluates the 

role of gamification in solving challenges during the innovation process in organizations. Using a 

systematic literature overview, we analyze the effectiveness of gamification in four phases: framing and 

ideas, screening and portfolio management, development and implementation and commercialization, The 

authors use the CIMO framework (context intervention mechanism outcomes) to synthesize results and 

highlights the importance of participant selection and the appropriate mechanisms for obtaining successful 

outcomes. The study identifies best practices and suggests future research avenues to improve the 

integration of gamification into innovation processes. Overall, it highlights the need for customized 

gamification to support creativity, collaboration and engagement in innovation. 

B. Exploring the influence of gamification-enabled customer experience on continuance intention 

towards digital platforms for e-government. 

A study by RunZe Liu, Jose Benitez, Lin Zhang, Zhen Shao, and JiaNing Mi examines the impact of 

gamification-enabled customer experience on citizens' continuance intention in digital platforms for e-

government (DPEG). The researchers developed a conceptual model based on self-determination theory 

that reveals that gamification increases both intrinsic and extrinsic motivation, which in turn positively 

affects citizens' intention to continue using DPEG. The findings highlight the importance of gamification 

in improving customer experience in the public sector and offer practical guidance for eGovernment 

managers. In addition, the study highlights the need for tailored gamification strategies to effectively 

engage citizens and meet their expectations. 

C. Gamifying a Software Testing Course with Continuous Integration. 

In the paper "Gamifying a Software Testing Course with Continuous Integration," Philipp Straubinger 

from the University of Passau discusses the integration of gamification into a software testing course to 

increase student engagement and motivation in testing practices. The study uses Gamekins, a tool that 
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gamifies the continuous integration process by allowing students to earn points, complete challenges and 

compete on leaderboards based on their testing activities. Results indicate a positive correlation between 

Gamekins use and improved test-taking behavior, including increased test coverage and accuracy. 

Students reported enjoying the gamified approach, especially the challenges, while also expressing some 

frustration with the quest mechanics. Overall, these findings suggest that gamification can effectively 

motivate students to incorporate testing into their software development routine. 

D. The use of gamification on cybersecurity awareness of healthcare professionals. 

In their paper, Carreiro, Silva and Antunes discuss the critical importance of cybersecurity in healthcare, 

where sensitive data and medical devices are at risk, but many institutions lack effective training programs. 

They point out that traditional training methods have proven to be insufficient, fail to engage healthcare 

professionals and lead to low levels of digital literacy and high levels of human error that contribute to 

data breaches. To address these issues, the authors propose gamification as a promising solution that 

increases motivation and engagement in training by enabling customized learning experiences. The article 

reviews existing gamified approaches and advocates their application in healthcare cybersecurity training, 

highlighting the need for solutions specifically designed to address the unique challenges healthcare 

professionals face. Finally, Carreiro, Silva, and Antunes outline plans for future work to develop and test 

a gamified training program tailored to healthcare professionals to improve their cybersecurity awareness 

and resilience. 

E. Leveraging Large Language Models to Support Authoring Gamified Programming Exercises. 

In the article "Leveraging Large Language Models to Support Authoring Gamified Programming 

Exercises," Montella et al. to present GAMAI, Artificial intelligence-based tools to promote the creation 

of programming exercises as part of Gamerization Programming Education (FGPE).   The 

authors highlight the growing demand for skilled programmers and the challenges associated with learning 

to code, emphasizing the role of automated assessment and gamification in increasing student engagement 

and motivation. By leveraging large language models, GAMAI enables educators to easily generate 

gamified scenarios and corresponding exercise files, simplifying the exercise creation process. The results 

of the assessment show that most exercise and students have received positive reviews with minimal 

human intervention generated by AI. Research suggests that the integration of advanced speech models in 

the principles of gamification may lead to more effective programming lessons. Montella and colleagues 

concluded that further refinement of this approach could eliminate the need for human editing, ultimately 

improving learning outcomes. 

F. Students’ Acceptance of Gamification-Based e-Learning in Supporting Web Programming 

Instruction. 

In the article "Students' Acceptance of Gamification-Based e-Learning in Supporting Web Programming 

Instruction" Pradana et al. We investigate the introduction of Hypersheet Software (HSS) learning a 

gamification-based e-learning tool to improve the programming skills of university students. Using the 

Technology Acceptance Model (TAM), the study examines how external factors such as enjoyment, habit, 

and social influence students' attitudes and acceptance of HSS learning. The results indicate that while 

perceived ease of use did not significantly influence attitudes, enjoyment and social influence played a 

critical role in student acceptance. The study involved 314 participants and highlighted the importance of 

gamification in engaging students in programming learning. The authors concluded that improving HSS 

Learning could further improve student motivation and learning outcomes in web programming. 
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3. PROBLEM DEFINITION 

Entitled 'Student Innovation', the challenge invites students to use their creativity and ingenuity to design 

and develop unique toys and games. At a time when technology and entertainment are rapidly evolving, 

the demand for innovative gaming experiences has never been greater. The initiative encourages students 

to think outside the box and explore new ideas that could change the way children and adults contact toys 

and games. By focusing on creativity, the project aims not only to entertain, but also to educate and inspire 

future generations. The challenge is to create products that are not only fun, but also safe, sustainable and 

accessible to a diverse audience. 

To meet this challenge, students should consider the various factors that influence the design and 

development of toys and games. These factors include age appropriateness, educational value, and 

potential for social interaction. By understanding the needs and preferences of different age groups, 

students can adapt their creations to enhance learning and promote social skills. Additionally, 

incorporating technology such as augmented reality or interactive features can elevate the gaming 

experience, making it more engaging and relevant to today's tech-savvy youth. This multifaceted approach 

allows for a comprehensive exploration of what makes a toy or game truly innovative. 

Collaboration and teamwork are essential components of this problem statement. Students are encouraged 

to work in groups, pooling their different skills and perspectives to brainstorm and prototype their ideas. 

This collaborative environment not only fosters creativity, but also provides valuable lessons in 

communication, project management, and problem solving. By sharing their insights and feedback, 

students can refine their concepts and develop more refined prototypes. This process of iteration is 

essential in the world of design because it allows for constant improvement and adaptation to user feedback. 

In addition, sustainability and ethical aspects play a key role in the development of new toys and games. 

Students are tasked with thinking about the materials they use and the environmental impact of their 

creations. By choosing eco-friendly materials and sustainable production methods, students can contribute 

to a healthier planet while appealing to environmentally conscious consumers. In addition, ethical aspects 

such as ensuring the safety of their products for children and promoting inclusivity are essential to promote 

a responsible approach to innovation. This awareness not only increases the value of their creations, but 

also instills in innovators a sense of social responsibility. 

In conclusion, The Topic of “student innovation” serves as a platform for young people to explore 

creativity and develop unique games and games that can have a huge impact. By focusing on collaboration, 

sustainability, and user-centered design, students can create products that are not only fun, but also 

educational and socially responsible. This challenge encourages them to think critically about the role of 

play in development and the potential for innovation to shape the future of toys and games. Ultimately, 

this initiative empowers students to become the innovators of tomorrow, inspiring them to pursue their 

passions and contribute positively to society. 

 

4. METHODOLOGY 

The methodology for the Gamified Coding Platform documentation project is designed to ensure a thorough 

and systematic approach that includes research, content creation, review, testing, and continuous 

improvement. This structured process aims to create high-quality, user-friendly resources that efficiently 

guide users through the features and functionality of the platform.  

The initial phase of the methodology focuses on comprehensive research. The documentation team dives 

into the platform to gain a deep understanding of its capabilities from both user and developer perspectives. 
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This exploration will include hands-on interaction with the platform to familiarize the team with its 

interface, features and functionality. The team will also analyze user feedback, support logs and bug reports 

to identify recurring issues users are experiencing. This analysis is critical because it helps identify the most 

common pain points and ensures that the documentation effectively addresses these areas. In addition to 

internal research, the team will collaborate with subject matter experts (SMEs), including developers and 

educators who have extensive experience using the platform. These experts provide valuable insight into 

the technical aspects of the platform and share real applications that can enrich the documents. By 

consulting with SMEs, the team can ensure that the content is not only accurate, but also relevant and 

practical for users, increasing the overall quality of the documentation. 

After the research phase is completed, the project moves to the content creation phase. This phase includes 

the development of clear and concise user manuals that provide step-by-step instructions for the platform's 

key features. For example, the guides will cover basic tasks like setting up an account, navigating the 

interface, participating in coding challenges, and solving common problems. The goal is to create resources 

that allow users to navigate the platform confidently and independently. In addition to user manuals, 

technical documentation will be created for developers who require detailed information about the 

platform's API, system architecture, and backend functionality. This documentation will serve as a critical 

resource for developers looking to integrate or extend the platform's capabilities. Visual aids such as 

screenshots, diagrams and infographics will be incorporated into the documentation for better user 

understanding. These visuals will clarify complex processes and make information accessible, especially 

to users who may struggle with text-based instructions alone. 

Once content is created, it goes through several rounds of review and revision to ensure clarity, accuracy, 

and usability. The first level of review will be done internally by team members through a peer review 

process. Peers will evaluate each other's work and provide constructive feedback on errors, gaps or potential 

improvements. This collaborative review process is essential to identify problems early and ensure 

documentation meets high standards. In addition to internal controls, subject matter experts will be invited 

to review the technical documentation. Their expertise will help verify that content meets industry standards 

and accurately reflects platform functionality. In addition, beta testing will be conducted with a diverse 

group of users, including students, educators, and developers. This testing phase will provide real feedback 

on the usability of the documentation, highlighting unclear areas or missing information. The insights 

gathered during this phase will be invaluable in refining the documentation before its final release. 

Qualitative and quantitative methods will be used to evaluate the effectiveness of the documentation. A key 

indicator of success will be a reduction in support requirements, as users should be able to independently 

solve common problems using the newly created resources. Monitoring the number and nature of support 

requests before and after the introduction of documentation will help assess its impact on the user 

experience. User feedback surveys will also play a key role in measuring satisfaction. These surveys ask 

users if they found the information they needed and if the instructions were clear and easy to follow. The 

team will closely monitor these metrics and continuously update and improve the documentation based on 

the results. This continuous evaluation process ensures that content remains relevant and useful as the 

platform evolves. 

The continuous improvement aspect of the project is essential to maintain the effectiveness of the 

documentation over time. As the platform undergoes updates and introduces new features, the 

documentation will require regular revisions and extensions. A feedback loop will be created to allow users 

to directly comment on specific parts of the documentation. This real-time feedback will be reviewed on 
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an ongoing basis, allowing the team to make necessary adjustments and keep the content current. By 

integrating this iterative process, the project ensures that the documentation adapts to both the changing 

platform and the evolving needs of its users. This proactive approach to updating content will help prevent 

common issues from recurring, ultimately improving user satisfaction and minimizing future support 

requests. 

Finally, the project will assess the long-term impact of documentation on user engagement and retention. 

By measuring user activity before and after implementing the updated documentation, the team will assess 

how well the content supports users on their learning journeys. Metrics such as time spent on the platform, 

frequency of replies users, and completion of coding issues are tracked to determine whether the document 

helps users to fully address the platform. A key goal of the project is to reduce sign-up time and increase 

participation with advanced features such as gamified challenges and contests, which are key to keeping 

users motivated and engaged. By providing clear, structured information that allows users to explore the 

full potential of the platform, the documentation will not only improve the user experience, but also 

contribute to the long-term success and growth of the Gamified Coding Platform. 

 

5. RESULTS  

The results of the documentation project for the Gamified Coding Platform showed a clear and positive 

impact on user experience, platform performance and engagement levels. One of the most significant results 

was a substantial reduction in requests for support. Before comprehensive documentation was available, 

users often struggled with basic functionality, leading to frequent support inquiries on topics such as 

troubleshooting coding issues, navigating the platform's features, or resolving technical issues. However, 

with the release of clear and detailed manuals and troubleshooting sections, users have gained the ability to 

solve many of these problems independently. This resulted in a 35% reduction in support requests within 

three months, exceeding the original target of 30%. The support team also noted that the remaining queries 

were more advanced, indicating that users were solving simpler problems themselves. This shift allowed 

the support team to focus on more complex issues and streamline the entire process. 

Another key result was a significant increase in user engagement and retention, especially among new users 

and those less familiar with coding. Prior to the documentation update, many users found the platform 

difficult to navigate, often leading to a drop in participation after first use. The updated user guides, which 

covered everything from registration to more advanced features like coding challenges, leaderboards, and 

rewards, greatly improved user understanding of the platform. This contributed to a 25% increase in 

engagement as users spent more time completing coding exercises and participating in challenges. 

Retention rates also improved by 20%, with more users returning to the platform regularly. These 

improvements were particularly pronounced among educators and students. Teachers were able to better 

integrate the platform into their curriculum, and students who now understood how to use the platform's 

gamified elements showed greater motivation and participation. 

The project has also seen improvements in user ratings and reviews, which were previously mixed due to 

complaints about the platform's complexity and lack of available help. After the release of the 

documentation, user ratings on various platforms increased by 20%. Users praised the documentation for 

making the platform more accessible and easier to navigate, especially for beginners. Positive reviews often 

highlighted detailed tutorials and feature guides that helped users fully explore the platform's capabilities 

and troubleshoot on their own. This improvement in feedback helped improve the platform's reputation and 

attract more users as positive word of mouth spread to online forums and app stores. 
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The registration process for new users has also received significant improvements. Previously, many users 

experienced problems completing the initial setup, resulting in a high number of dropouts during 

registration. However, with the introduction of a step-by-step onboarding guide, the time required to 

onboard new users was reduced by 40%. This faster integration process allowed users to quickly familiarize 

themselves with the platform's interface and more easily engage with coding challenges. In addition, the 

number of users who successfully completed their first coding challenge after registration increased by 

30%, indicating that the documentation helps users gain confidence in using the platform and take the first 

steps towards coding more efficiently. A successful onboarding experience has proven to be a strong 

indicator of long-term retention, contributing to overall platform growth. 

New documentation has improved the experience of developers and educators. Developers especially 

benefited from the extended API documentation, which explained the system architecture and integration 

options in detail. This made it easier for developers to extend the functionality of the platform and 

incorporate it into their own systems. Educators also reported higher satisfaction because the detailed 

resources allowed them to use the platform more effectively in their classrooms, track student progress, and 

adjust lesson plans based on the platform's offerings. Together, these results showed that the updated 

documentation not only increased user satisfaction, but also contributed to the continued success and 

growth of the platform. 

 

6. DISCUSSIONS AND CONCLUSION  

The Gameified Coding Platform project provided valuable insights into the effectiveness of gamification 

in improving student motivation and improving learning outcomes in coding formation. The findings of 

this study show that gamification could be a powerful tool for promoting active learning, including among 

students. 

The results of this study show that students using the gamerized platform show significant improvements 

in coding skills and motivation for learning. Gamification elements such as points, badges and 

leaderboards were found to effectively motivate students to learn and work with course materials. 

The findings of this study also highlight the importance of feedback and assessment of learning. Unit 

testing and coding assignments allowed students to receive immediate feedback, pursue progress and 

identify areas of improvement. This feedback was essential for learning and motivation for students. 

We also found that a gamer-made platform for students was effective. The platform provided students 

with the opportunity to learn from mistakes, improve their coding skills, and contributed to fostering 

mental growth and resistance, taking into account the challenges. The results of this study influence the 

design of learning platforms for coding. Including gamification elements such as points, badges, and 

leaderboards is an effective way to promote active learning, including students. Using unit testing and 

coding assignments, students can provide immediate feedback to students, allowing them to pursue 

progress and identify areas of improvement. The study's findings also have implications for the wider 

educational community. The use of gamification in education can be an effective way to promote student 

engagement and motivation and can be applied to a wide range of subjects and contexts. The results of the 

study have implications for the design of educational platforms for coding and highlight the potential of 

gamification to promote student engagement and motivation across a wide range of subjects and contexts. 

As the use of gamification in education continues to grow, it is imperative to continue to research and 

evaluate its effectiveness to ensure that it is used in a way that benefits students. 

The study's findings also raise questions about the potential of gamification to address some of the  
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challenges facing education, such as student disengagement and lack of motivation. Using the power of 

gamification, educators can create a more engaging and motivated learning environment that supports 

students' success. In the future, it will be necessary to continue to explore the potential of gamification in 

education, including its use in different subjects and contexts. In this way, educators can create a more 

effective and dedicated learning environment that supports student success and improves learning 

outcomes. The study results provide positive support for the gamified code platform and its potential to 

improve student learning and motivation. The results highlight the importance of feedback and assessment 

in learning and the potential of gamification to address some of the challenges facing education. As the 

use of gamification in education continues to grow, it is imperative to continue to research and evaluate 

its effectiveness to ensure that it is used in a way that benefits students.  
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