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Design of a technological platiorm for teaching
children's musical initiation using gamification

PROBLEM

The need 1dentified 1s the creation of a software tool that
supports music teachers 1n the classroom and allows
children to learn while playing. It highlights the importance
of having interactive and attractive didactic material to
motivate students 1n learning music.

GENERAL OBJECTIVE

Design a music platform that allows teachers to generate
musical compositions based on children's active listening.
It seeks to facilitate the teaching-learning process of music
through technology and gamification, providing students
with a more dynamic and engaging educational
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The research results show that the structure of the
platform 1s functional and visually appealing to
children, which motivates them to use i1t. Concept tests
were conducted to assess the users' motivation to use
the platform and it was evident that the platform met
the expectations of the music teachers. The need for
extended testing 1n more school settings was 1dentified Y
to assess the relevance and pertinence of the platform
in different educational contexts.
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Figure. Musical midi platform architecture.

CONCLUSIONS
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* The study's outcomes demonstrated the effectiveness of * The mput and feedback from teachers and tutors at the
using controlled digital platforms with gamification institution were critical in 1dentifying the need for
elements 1n facilitating the teaching-learning process of musical materials and technological resources to enhance
music for children. music education for young learners.

* It was noted that teacher guidance was essential to * The study's success was also attributed to the support and
ensure successful use of the platform. contributions of the research team members involved 1n

* The platform was found to be visually attractive and the design and implementation of the musical initiation
engaging for children,promoting learning through platform.
interactive and understandable games. * Proyect collaboration with an Educational Unit of Basic

Education COPOL.



