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ABSTRACT: The work aims to study the application methods and effects of gamification design components in mo-
bile-end children's mathematics education APP, so as to put forward corresponding design points. Based on DMC pyramid
elements, a comparative study on typical APP in preschool mathematics education at home and abroad was conducted, and
the utility of the gamification components was tested through experiments. In such designs, the design of dynamic ele-
ments should maintain children's interest in learning and the design key of mechanisms elements is the cooperation of
challenges, rewards and opportunities. In the component elements, the badges and collections are more attractive, while
the tasks, achievements and content unlocking elements are more conducive to improve learning. The two types of com-
ponent elements should be used reasonably to balance the attractiveness and improvement of learning outcomes of chil-
dren who use mathematics education APP.
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Fig.1 The DMC pyramid
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Tab.1 Contrast of the gamification components and merits in four applications
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Tab.3 The test scores before and after child using
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