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ARTICLE INFO        ABSTRACT 

This research delves into an investigation of how students with learning disabilities 
interact with gamified learning technology, particularly focusing on their attention 
patterns. Furthermore, it examines the impact of factors such as perceived usefulness, 
perceived ease of use, intrinsic motivation, and competence on these attention patterns. 
This study emphasizes the value of competence and intrinsic motivation in improving 
students with learning disabilities' attention when utilizing this educational technology. 
The favorable effects of intrinsic motivation and competence on attention levels 
highlight the significance of individual interest and competency in gamification-assisted 
learning. These results highlight the demand for specialized gamification-learning 
technology solutions that take into account the varied needs of this student population 
and guarantee that perceived usability corresponds to real usability. It is crucial to 
appreciate the importance of personal desire and skill in sustaining focus during 
technology-based learning. Ultimately, this study offers insightful information for the 
creation of inclusive and successful educational resources for students with learning 
disabilities. 
 
Keywords: Gamification-learning Technology, students with learning disabilities, 
TAM, intrinsic motivation, and competence 

 
1. Introduction 

 
In the constantly shifting terrain of educational theory and practice, the enduring goal of unlocking and 
maximizing the innate and limitless potentials of every student remains both an abiding and commendable 
pursuit (Abdurakhmonova, 2022). The importance of this goal becomes even more evident when we shift our 
attention towards a specific group of learners, namely, individuals with learning disabilities who face 
substantial challenges in sustaining focus and active participation. In the vast realm of education, this matter 
emerges as an urgent and compelling issue that calls for our immediate and unwavering commitment 
(Nurtanto, Fawaid, & Sofyan, 2020; Rawash, Alawamreh, & Obeidat, 2023). In response to this urgent 
requirement, a profoundly encouraging and exceptionally auspicious concept emerges: a thoughtfully crafted 
bridge, acting as a beacon of guidance. This bridge reaches out into the dynamic and captivating world of 
gaming, all the while traversing the well-trodden path of conventional teaching approaches (Viswasom & 
Jobby, 2017; Xie, Hwang, & Wong, 2021). This concept is known as gamification, and as we embark on a life 
changing journey into the heart of educational innovation, driven by a burning curiosity and the unwavering 
conviction that every student deserves the chance to succeed, we find ourselves at the center of opportunity 
and development (Miranda et al., 2021; Viswasom & Jobby, 2017; Xie et al., 2021). In the context of this 
research, we have conducted an in-depth exploration of the integration of gamification. This integration is 
carefully interwoven with the intertwined dimensions of competence and intrinsic motivation, and it is guided 
by the structured framework provided by the Technology Acceptance Model (TAM). The focus of this inquiry 
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lies in its capacity to not only exert an influence but also to undergo a substantial metamorphosis and reshaping 
of the attentional landscape for students contending with learning disabilities. The convergence of these 
elements extends beyond a purely theoretical framework; instead, it provides a tangible lifeline – a means of 
bridging the divide between educational hurdles and empowerment, and a pathway toward realizing the 
distinctive potential that resides within each student. This assertion gains particular relevance in the 
contemporary context, marked by a profusion of distractions in the digital sphere that vie for attention, and 
where the demands of the educational environment can become overwhelmingly intense. (Alfadda & Mahdi, 
2021; Martinez, Menéndez-Menéndez, & Bustillo, 2022; Saleem, Noori, & Ozdamli, 2022). 

 
2. Problem statements 

 
There is a commitment in Jordan, as in many other nations, to creating inclusive and equitable learning 
environments that meet the different needs of all students, including those with learning difficulties (Kurach 
et al., 2020). However, when we take into account student with learning disabilities, a population that 
frequently struggles with major difficulties in keeping attention and participation in the classroom, this 
admirable ambition takes on additional significance. The primary problem is the need to adequately handle 
these difficulties and offer these students with specialized solutions that enable them to not only participate 
but also thrive in their academic endeavors (James, Ma, Arrojo, & Davison, 2020; Kurach et al., 2020). 
A spectrum of cognitive and neurodevelopmental disorders, including dyslexia, attention deficit hyperactivity 
disorder (ADHD), and particular learning difficulties in reading, writing, or mathematics, are all included in 
Jordan's definition of learning disabilities. According to statistics from the Jordanian Ministry of Education, 5 
to 10% of students may have learning difficulties, which is a large fraction of the student population. These 
highlight how critical it is to identify and cater to the specific educational needs of this group. The inability to 
pay attention and actively participate in the learning process for extended periods of time is one of the most 
significant difficulties faced by Jordanian students with learning problems (Khasawneh, 2021b; Sallam et al., 
2020). These students frequently struggle to concentrate on assignments, process information, and actively 
participate in class activities. Distractions, both inside and outside the classroom, might make learning more 
difficult for them (Coman, Țîru, Meseșan-Schmitz, Stanciu, & Bularca, 2020; Sormunen, Juuti, & Lavonen, 
2020). Despite being successful for many students, traditional educational approaches do not have the 
flexibility needed to meet the various requirements of students with learning difficulties. These s may 
unintentionally be excluded from or disengaged from the traditional "one-size-fits-all" educational model, 
which would impede their academic development and general well-being (Alam, 2022; Mahoney et al., 2021). 
Gamification stands out as a compelling possibility in the face of these difficulties. Gamification is the 
incorporation of game features into environments that are not games, and it provides a means of addressing 
challenges with engagement and attention in kids with learning disabilities. Gamification has the ability to 
improve learning by making it more interactive, fun, and individualized by utilizing the concepts of game 
design. Our knowledge of how gamification, when combined with the elements of competence and intrinsic 
motivation, can affect children with learning disabilities within the particular educational setting of Jordan is 
critically lacking, though. 
This study seeks to explore the complex relationships between competence, intrinsic motivation, and the 
Technology Acceptance Model (TAM) in the effective implementation of gamification strategies designed for 
Jordanian students with learning disabilities. Designing evidence-based treatments that truly empower and 
engage students in the Jordanian educational landscape requires an understanding of how these factors 
interact and have an impact on the acceptance of and effectiveness of gamification in boosting attention. 

 
3. Proposed model Empowering Students with Learning Disabilities through Competence, 

Intrinsic Motivation, and Technology Acceptance 
 
In order to meet the specific educational demands of Jordanian students with learning difficulties, we envision 
and suggest a comprehensive framework that combines and synergizes three essential elements: competence 
development, intrinsic motivation, and technological acceptance. This multimodal model's main objective is to 
provide highly customized, efficient learning experiences that are painstakingly crafted to meet the unique 
learning demands of each individual learner. At its core, the framework strategically emphasizes competence 
development by concentrating on the growth of crucial skills and information (Bahodirovich & Romilovich, 
2021). This is made possible by the clever integration of adaptive technologies, which guarantees that the 
learning process is both individualized and adaptive, taking into account the pace and advancement of each 
learner. We use intrinsic motivational principles to further energize the learning process and foster a profound 
enthusiasm for learning (Alamri, Lowell, Watson, & Watson, 2020). Our framework integrates game 
components that go beyond the conventional classroom setting by drawing inspiration from the entertaining 
gaming industry. These components include unambiguous goals, quick feedback, a feeling of accomplishment, 
and a narrative that flows continuously and moves pupils ahead. By doing this, we hope to build emotionally 
engaging and immersive learning environments that ignite students' innate urge to explore, learn, and succeed. 
The model additionally emphasizes an important priority on technology adoption, emphasizing the value of 



2022  Abdallatif Alramamnh, et.al  / Kuey, 30(6), 4719 

 

user-friendly and accessible technological tools for kids with a range of learning difficulties. We offer thorough 
training and assistance to both students and instructors, establishing a culture of digital fluency, to enable 
seamless integration (Poobrasert, Luxsameevanich, & Meekanon, 2023). Every stakeholder has the ability to 
utilize technology's full potential in the learning process thanks to this collaborative approach (Alamri et al., 
2020; Poobrasert et al., 2023). 
 

 The Technology Acceptance Model (TAM) 
It is a widely accepted theoretical paradigm in the administration of information systems. TAM's primary goal 
is to explain and forecast how people will adopt and use technology. According to the paradigm, perceived 
usability and ease of use are the two main determinants of users' acceptance of technology. The term "perceived 
ease of use" describes how the user feels about how simple it is to utilize the technology (Tahar, Riyadh, Sofyani, 
& Purnomo, 2020). People are more inclined to embrace and use a certain technology if they think it is simple 
to use and learn. On the other side, adoption rates are likely to fall if the technology is thought to be complicated 
and challenging. The user's view of the technology's value in assisting them in their work or in reaching 
particular objectives is related to perceived utility, the second crucial aspect. People are more likely to adopt a 
technology if they believe it will benefit their efficiency, productivity, or overall experience (Alduaij, 2019; 
Nuseir, Aljumah, & El Refae, 2022; Tahar et al., 2020). TAM is a frequently used model for analyzing user 
behavior when adopting new technologies because of its elegance in simplicity. It affects how user-friendly 
interfaces are designed, how technology training programs are improved, and how overall user experiences are 
improved. Perceived ease of use and perceived usefulness are the two main factors that TAM focuses on, and it 
offers significant information for businesses and developers who are attempting to design and launch 
technological solutions that are in line with user demands and expectations. In the end, TAM contributes to 
the evaluation and improvement of technology acceptance, promoting quicker technology adoption cycles and 
more effective implementations across a range of areas (Alduaij, 2019, 2020; Nuseir et al., 2022; Sawitri & 
Giantari, 2020; Tahar et al., 2020). 
H1: There is a significant positive relationship between the Perceived ease of use of using gamified learning 
and enhanced attention in students with learning disabilities. 
H2: H1: There is a significant positive relationship between the Perceived usefulness of using gamified 
learning and enhanced attention in students with learning disabilities. 

 

 Intrinsic motivation 
It is a fundamental psychological principle that motivates people to engage in activities or jobs for the internal 
fulfillment, pleasure, or self-fulfillment they bring, as opposed to for rewards or pressure from others(Aubret, 
Matignon, & Hassas, 2019). It is the innate drive to pursue something only because it is intriguing, difficult, or 
consistent with one's ideals and objectives. Intrinsic motivation comes from inside and inspires a sincere desire 
for learning, creativity, or performance as opposed to extrinsic motivation, which depends on external rewards 
like money or praise (Kotera, Taylor, Fido, Williams, & Tsuda-McCaie, 2023). A sense of autonomy in one's 
actions and a persistent level of engagement are frequently outcomes of intrinsic drive. People who are 
intrinsically motivated are more likely to stick with something, get beyond challenges, and own their objectives. 
The development of intrinsic motivation is an essential component of education since it motivates students to 
become self-driven learners who are eager to discover novel topics and mastery them. Recognizing and 
supporting intrinsic motivation at work can enhance innovation and job happiness. Understanding and using 
this force effectively can have significant effects on one's growth, education, and ability to lead an organization 
(Kotera et al., 2023; Shin, Hur, Moon, & Lee, 2019; Zhang & Liu, 2022). 
H3: There is a significant positive relationship between the  Intrinsic Motivation of using gamified 
learning and enhanced attention in students with learning disabilities. 
 

 Competence 
It is a broad notion that includes the knowledge, abilities, skills, and aptitude needed to successfully carry out 
a given work or achieve success in a certain field. It denotes a person's aptitude and expertise in a certain field 
and is essential to obtaining success and mastery in a variety of spheres of life. Competence is dynamic and 
changes as a result of learning, doing, and experiencing new things (Basilotta-Gómez-Pablos, Matarranz, 
Casado-Aranda, & Otto, 2022; Pamuji & Limei, 2023). Competence is highly regarded in both academic and 
professional settings. It acts as the basis for problem-solving, judgment, and creativity (Khang, Jadhav, & 
Birajdar, 2023). Competent people are more able to overcome obstacles, adjust to changing conditions, and 
make significant contributions to their fields. Additionally, confidence and competence frequently go hand in 
hand since people who are confident in their skills are more inclined to tackle jobs and responsibilities with 
assurance. Competence includes both interpersonal and emotional intelligence in addition to technical and 
intellectual skills. The capacity to effectively interact, communicate, and empathize with others is equally 
important in today's linked society (Hohman, Conlen, Heer, & Chau, 2020). As a result, competence is a 
dynamic and all-encompassing idea that is essential for success in a variety of spheres of life, including personal 
and professional development. In essence, our entire framework aims to provide students with learning 
disabilities in Jordan with more than just the educational needs; it also aims to provide them with the crucial 
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knowledge, abilities, and unshakable motivation required to succeed on their own educational journeys (Al-
Hroub & Whitebread, 2019; Atanga, Jones, Krueger, & Lu, 2020; García-Redondo, García, Areces, Núñez, & 
Rodríguez, 2019; Grondin, Lomanowska, & Jackson, 2019; Khasawneh, 2021a; Rashidov, 2020). This concept 
is a tribute to the transformative power of education, with the potential to bring about good change and unleash 
the limitless potential inside each student, amid the dynamic and culturally rich context of Jordan. 
H4: There is a significant positive relationship between the competence of using gamified learning and 
enhanced attention in students with learning disabilities. 
 

4. Methodology 
 
In this study, we employed survey questionnaires as a robust means of gathering data, involving educators who 
are responsible for students with learning disabilities in both the Balqa and Jarash regions. Before distributing 
the questionnaires to the participants, the cross-sectional survey design's reliability and validity were examined 
(AlMughamis, AlAsfour, & Mehmood, 2020; Alrubaiee, Al-Qalah, & Al-Aawar, 2020; Saffar & Obeidat, 2020). 
Researchers selected 200 teachers from population. The responses were used for analysis after accounting for 
undeliverable and incomplete questionnaires. The sample size was deemed sufficient, and the response rate 
was on line with that of earlier research in the area. The questionnaires' purpose was to investigate the intricate 
connections between intrinsic motivation, competence, and the Technology Acceptance Model (TAM) in the 
efficient application of gamification tactics created for Jordanian students with learning disabilities. 
Competence, intrinsic motivation, and the technology acceptance model are all part of the conceptual 
framework for the study, which focuses on examining how competence and intrinsic motivation affect the 
success of gamification in the Jordanian educational context. Examine how students' attitudes and perceptions 
of gamified learning experiences in Jordan are shaped by the Technology Acceptance Model (TAM)(Al-Adwan 
et al., 2023; Mustafa & Garcia, 2021). 
 

5. Data analysis and finding 
 
The descriptive statistics for the sample were analyzed using SPSS version 22, and the latent variable within 
the causal structure was investigated using Smart PLS version 3. In the next subsections, we present the 
statistical analysis' findings. As a result, we chose a total of 100 individuals at random from each governorates 
(U Sekaran & Bougie, 2010). At the end, the researchers had collected 181 questionnaires in total, all of which 
were viable samples. 
 
a. Evaluation of the Measurement Model 
In research and data analysis, particularly in disciplines like psychology, economics, and the social sciences, 
the evaluation of the measuring model is a crucial stage. The links between latent (unobservable) factors and 
the related observed indicators or variables are explored in this model. Its main goal is to make sure that the 
underlying constructs or concepts of interest are accurately captured and represented by the measurement 
model. To determine how closely the model matches the actual data, researchers use a variety of statistical 
methods, such as confirmatory factor analysis (CFA) or structural equation modeling (SEM). Strong model fit 
supports the reliability of inferences made from empirical research by indicating that the observable variables 
faithfully reflect the hidden components. Furthermore, by identifying potential problems or sources of bias 
within the measurement model, this review method helps researchers improve the overall accuracy and 
precision of their research findings.(Uma Sekaran & Bougie, 2016). The measurement model was tested using 
a group of 20 reflected indicators, as shown in Figure 2. It was discovered during this study that one of the 
items, PU3, displayed a factor loading that was below the cutoff of 0.50. As suggested by  Hair et al. (2011) thus, 
indicators should be considered for elimination if doing so will raise composite reliability (CR) above the 
recommended threshold value when the variable factor loading values are between 0.40 and 0.70. Therefore, 
in this work, these specific indications were thoroughly eliminated using the PLS algorithm test.  
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Figure 1 Measurement Model 

Using the Average Variance Extracted (AVE), Table 1 illustrates the convergent validity of each component 
evaluated. The degree to which a measure has a positive connection with additional measures of the same 
construct is known as convergent validity (Hair Jr, Hult, Ringle, & Sarstedt, 2016). According to 
recommendations from earlier studies, the appropriate minimum value of AVE in this study was 0.4. (Hair Jr 
et al., 2016; Ramayah, Ling, Taghizadeh, & Rahman, 2016).  
 
The findings show that although perceived usefulness had the lowest acceptable value (0.398), and intrinsic 
motivation had the greatest AVE (0.716). Additionally 
, using the CR values shown in Table 1, the internal consistency of the respective structures was evaluated. 
Although it is advised that the benchmark value be at least 0.70, it is important to note that a higher CR value 
is preferable. The CR values in this study for each individual construct ranged from 0.615 to 0.909, all of which 
are higher than the benchmark value.  
 
These findings confirm that, based on the designated benchmark values, the variables have satisfied the 
requirements for convergent validity. 
 

Table (1) Results of Measurement Model 

Variable Items 
Factor 
Loading 

Composite Reliability (CR) 
Average Variance 
Extracted (AVE)>50% 

Perceived Ease of Use 

PE1 0.914 

0.872 0.636 
PE2 0.619 
PE3 0.759 
PE4 0.865 

Perceived Usefulness 
 

PU1 0. 881 

0.615 0.398 

PU2 0.711 
PU3 0.161 
PU4 0.531 

Intrinsic motivation 

IM1 0.812 

0.909 0.716 

IM2 0.917 
IM3 0.867 
IM4 0. 781 

competence 
 

CO1 0.883 

0.891 0.672 

CO2 0.779 
CO3 0.781 
CO4 0.837 

Attention in Students with 
Learning Disabilities 

ASD1 0.587 

0.828 0.552 

ASD2 0.805 
ASD3 0.852 
ASD4 0.698 

 
The current study applied the  Fornell and Larcker (1981) and Henseler, Ringle, and Sarstedt (2015) The 
comparison between the average square root of the extracted variance of a specific construct and the correlation 
coefficients among all variables is a crucial step in determining the discriminant validity of the tested 
constructs. Strong discriminant validity is demonstrated when the average square root of extracted variance 
for a construct is greater than the correlations between that construct and all other variables (Hair Jr et al., 
2016). According to the Fornell and Larker criterion, as shown in Table 2, the results show that each construct 
has appropriate discriminant validity because its squared correlation is less than the average variance 
recovered. Additionally, the production of the disattenuated construct score follows the Heterotrait-Monotrait 
Ratio (HTMT), which provides an assessment of the correlation between constructs. use 0.9 as the cutoff value. 
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As shown in Table 3, this study came to the conclusion that all the constructs fit the criteria and that there is 
no evidence of a lack of discriminant validity. 
 

Table 2. Assessment of Discriminant Validity (Fornell & Larcker, 1981) 

  Cronbach's Alpha Rho_A Composite Reliability Average 
Variance 
Extracted 
(AVE) 

Attention in Students 
with Learning 
Disabilities 

0.720 0.742 0.828 0.552 

Competence 0.838 0.867 0.891 0.672 

Intrinsic Motivation  0.868 0.919 0.909 0.716 

Perceived ease of use  0.810 0.894 0.872 0.636 

Perceived usefulness  0.428 0.607 0.615 0.398 

Table 3: Assessment of Discriminant Validity (HTMT) (Henseler et al., 2015) 
 
The results for all constructs were taken into consideration as legitimate measures of those particular 
constructs based on their parameter estimates and statistical significance. Overall findings indicate that this 
study's measurement model's empirical evidence for its reliability, convergent validity, and discriminant 
validity was good. 
 
b. Evaluation of the Structural Model  
A crucial stage in empirical research, especially in fields like economics, sociology, and psychology, is the 
evaluation of the structural model. This model explores the complex interactions between latent variables or 
constructs, revealing the underlying causes and causal chains in the phenomenon under study. In order to 
carefully examine how well the structural model fits with their theoretical hypotheses and the observable data, 
researchers frequently use cutting-edge techniques like structural equation modelling (SEM). Along with a 
thorough investigation of the strength and importance of inter-variable connections, this evaluation also looks 
at the overall model fit. Such examination assists in determining the suggested theoretical framework's 
accuracy in representing processes in the real world (Hair Jr et al., 2021; Jaros, Jermier, Koehler, & Sincich, 
1993; Steiger, 1990). 
A well-fitting structural model not only supports the theoretical underpinnings of the study but also illuminates 
the complex interplay of factors, providing important insights into the phenomenon being examined. The 
significant level of the path coefficients (beta values) and measurements like the determination coefficient are 
the main evaluation criteria for the structural model's goodness. An increased Adjusted R-squared value 
indicates a tighter fit for the structural equation model because endogenous variables are better able to explain 
the variation of the exogenous variable (AbduRazak, Mawdieh, Karam, Aljaafreh, & Al-Azzaw, 2019; Al-
Mawdieh, 2020; Hair Jr et al., 2021; Qawaqneh, Ahmad, & Alawamreh, 2023; Rawash et al., 2023). 
The results obtained from testing the research hypotheses in figure 2 and table 4 show that three supported 
and one is not supported. Thus, the results indicate that the Perceived Ease of Use is not significantly and 
positively influence attention in Students with Learning Disabilities (ß = 0.009, t = 0.148, p ≥ 0.05). Therefore, 
H1 is not supported. The assumption that students with learning disabilities pay more attention may not always 
be true due to individual differences in how students perceive ease of use, potential discrepancies between 
perceived and actual ease of use, the effect of task complexity on attention, and the critical role of Motivation 
and interest in directing attention. Additionally, because students with learning disabilities are a 
heterogeneous community, what is considered to be simple to use can differ greatly amongst people. 

 Attention in 
Students with 
Learning 
Disabilities 

Competence Intrinsic Motivation  Perceived ease 
of use  

Perceived 
usefulness  

Attention in Students 
with Learning 
Disabilities 

0.743         

Competence 0.581 0.820       
Intrinsic Motivation  0.588 0.340 0.846     
Perceived ease of use  0.524 0.427 0.556 0.797   
Perceived usefulness  0.740 0.531 0.503 0.548 0.631 
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Additionally, attention may not necessarily increase if a technology is viewed as simple to use yet does not 
match the actual usability. The results also confirm the second hypothesis, which states that perceived 
usefulness has a significant and favorable impact on attention in students with learning disabilities (ß = 0.433, 
t = 6.718, p 0.05). Furthermore, our consequences reveal that Intrinsic Motivation significantly and positively 
influences attention in Students with Learning Disabilities (ß = 0.291, t = 5.447, p < 0.05), thus confirming the 
third hypothesis (H3). Additionally, the data shows that Competence significantly and positively influences 
attention in Students with Learning Disabilities (ß = 0.229, t = 3.936, p < 0.05), lending support to the fourth 
hypothesis (H4). As the researcher earlier highlighted, these supported hypotheses are consistent with the 
results of preceding studies. 
 

Table 4. Hypothesis Testing 
  Original 

Sample (O) 
Sample Mean 
(M) 

Standard 
Deviation 
(STDEV) 

T Statistics 
(|O/STDEV|) 

P Values 

Competence -> Attention 
in Students with Learning 
Disabilities 

0.229 0.225 0.058 3.936 0.000 

Intrinsic Motivation  -> 
Attention in Students 
with Learning Disabilities 

0.291 0.291 0.053 5.447 0.000 

Perceived ease of use  -> 
Attention in Students 
with Learning Disabilities 

0.009 0.013 0.063 0.148 0.883 

Perceived usefulness  -> 
Attention in Students 
with Learning Disabilities 

0.433 0.434 0.064 6.718 0.000 

 
Fig. 2 Structural Model 

 
6. Discussion 

 
The findings of this study shed light on the intricate interaction of variables affecting students with learning 
disabilities' levels of attention when utilizing educational technology (Atanga et al., 2020). The discoveries' 
consequences and their importance for both theoretical understanding and real-world applications are 
explored in this debate. The study highlights a discrepancy between usability and perceived ease of use. This 
suggests that students with learning disabilities may experience difficulties utilizing technology interfaces that 
they consider to be user-friendly. To close this gap, usability testing, learner involvement in the design process, 
and adherence to accessibility standards are essential. To keep students' attention during technology-based 
learning, it is crucial to make sure that the technology is actually user-friendly (Atanga et al., 2020; Seale, 
2023). Consequently, in students with learning disabilities, perceived usefulness is found to be a key 
component that favorably affects attention. This conclusion emphasizes how crucial it is for students to view 
instructional technology as beneficial and appropriate for their learning requirements (Anderson & Rivera 
Vargas, 2020). Teachers and designers should make sure that technology tools effectively express their 
advantages and useful uses to increase attention (Beardsley, Albó, Aragón, & Hernández‐Leo, 2021). Therefore, 
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the strong and advantageous impact of intrinsic motivation on attention is one of the study's key findings 
(Hussain, Abbas, Gulzar, Jibril, & Hussain, 2020). This finding is consistent with the self-determination theory, 
which holds that when people are intrinsically driven, they engage in learning tasks more thoroughly and 
persistently (Hussain et al., 2020; Shafi, Lei, Song, & Sarker, 2020). This suggests that developing students' 
personal interests and curiosities might be a significant technique in improving their attention in the setting of 
instructional technology. For educators and educational technologists who want to provide interesting and 
inspiring learning experiences for children with learning difficulties, this study is of utmost significance (Banda 
& Nzabahimana, 2023; ERDOĞAN & ŞEREFLİ, 2021). 
 The study also shows that competency, or having a sense of competence and confidence, has a favorable effect 
on attention. This emphasizes how crucial it is to create instructional technology that not only caters to various 
learning demands but also gives students the tools they need to develop their abilities and self-confidence. 
Platforms for instructional technology should have elements that offer constructive criticism and chances for 
skill improvement. The necessity for customized educational technology solutions is thus maybe the study's 
most useful implication. Given the diversity of the student population with learning difficulties, it is crucial to 
take into account each person's needs and preferences. In order to cater to each learner's individual needs, 
personalization may entail changing the content, degree of difficulty, or interactive features (Erdoğdu & 
Çakıroğlu, 2021; Saidova, 2023). 
 This study offers important new understandings into the variables influencing the attention spans of students 
with learning disabilities in classrooms using technology. It emphasizes the significance of drive, skill, 
perceived usefulness, and the alignment of perceived ease of use with actual usability. These findings 
emphasize the need for tailored and interesting learning experiences that enable students with learning 
difficulties to succeed in the digital era and have major implications for educators, educational technologists, 
and policymakers. These conclusions can be further developed through additional study, which will aid in the 
creation of inclusive and efficient teaching tools and methods (Abualoush, Obeidat, Tarhini, Masa’deh, & Al-
Badi, 2018; Erdoğdu & Çakıroğlu, 2021; Obeidat & Otibi, 2015; Rahhal et al., 2022). 

 
7. Theoretical Contribution and Practical Contribution 

 
The identification and verification of variables influencing attention in this particular group are included in the 
study's theoretical contributions. It emphasizes the important roles that intrinsic motivation and perceptions 
of competence play in particular (García-Madariaga, López, Burgos, & Virto, 2019; Robson, Leonidou, & 
Katsikeas, 2002). By highlighting the significance of individual curiosity and self-assurance in retaining 
attention during technology-assisted learning, this fresh discovery strengthens our theoretical framework 
(Alawamreh & Elias, 2015; Hui, Hu, Clark, Tam, & Milton, 2008). The study also highlights the complex 
interactions between perceived usefulness, perceived ease of use, enhancing our knowledge of how these 
elements influence attention in students with learning disabilities. Thus, the research provides educators, 
policymakers, and designers of technology for education with useful information that they may put to use. The 
focus on intrinsic motivation leads us to believe that including components that foster individual interest in 
gamification learning can increase attention spans in students with learning disabilities. The importance of 
competence also highlights the necessity for educational resources that provide students with a sense of 
capability and confidence. The study also highlights the significance of customized approaches in developing 
educational technology solutions, taking into account the diversity of the student group. In order to ensure that 
the technology satisfies the unique requirements of students with learning difficulties, it encourages developers 
to match perceived ease of use with real usability (Esteve-Mon, Llopis-Nebot, & Adell-Segura, 2020; Han & Sa, 
2021; Sun & Gao, 2020). In summary, this research provides a valuable framework for the development of 
inclusive and highly effective teaching resources, contributing to the establishment of a more equitable 
educational landscape for students coping with learning disabilities. 
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