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Abstract

Cultivating prosocial behavior among college students is of great significance in higher education
for promoting individual socialization and building healthy social relationships. As an instructional
approach that integrates game mechanics with educational objectives, gamification teaching has
demonstrated considerable potential in motivating student learning, enhancing classroom engage-
ment, and guiding positive behaviors. By incorporating game elements such as reward systems, task
challenges, and interactive feedback, gamification creates a learning environment that encourages
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active participation and collaborative interaction, thereby supporting the development of prosocial
behavior. This teaching method not only helps improve students’ willingness to cooperate and their
sense of social responsibility in the short term, but may also positively influence their long-term
social adaptability. Based on a systematic analysis of the application value of gamification in moral
education, this paper proposes corresponding teaching strategies, aiming to provide theoretical
support and practical guidance for curriculum design and student behavioral development in higher
education.
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