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I demanding.
I Can traditional lectures alone  [Not always. Many students rely on
| ensure deep conceptual procedural problem solving instead of
understanding? conceptual reasoning.
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and learning? Ieérnlng, collallbora.non and gamification to
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Expected contributions Conclusions
Improve conceptual = Increase engagement Development of Transferable O Tiie ropesed eisationsl SxeRpe fobmibhidzes abirast ?q
understanding and motivation teamwork skills instructional m electrical theory and experiential learning through
2 I ° ° ° framework gamification and collaborative problem-solving.
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= Future work will focus on implementation and
Deeper comprehension Active learning and Collaboration is essential A scalable model that empirical validation to evaluate its impact on learning
of fundamental circuit gamification boost to solve challenges communicate to control, outcomes.
analysis concepts. student interest. successfully. engineering subjects.
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