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Abstract

This study examines the effects of Traditional Tackwondo and TaekFunDo on discipline, confidence, and motor
skill development in young children. A between-subjects design was used, involving participants aged 4—7 with
no previous martial arts experience, who were assigned to either the Traditional Tackwondo group (control) or
the TaekFunDo group (experimental). The Traditional Tackwondo program followed a structured, discipline-
focused approach, whereas TackFunDo incorporated gamification elements such as storytelling, reward systems,
and interactive drills. Data on attendance, skill acquisition, behavioral changes, and enjoyment levels were
collected over a 20—22 week period through instructor assessments, parental reports, and child-friendly surveys.
Results show that TaekFunDo participants had higher attendance rates (85%-90%) compared to Traditional
Taekwondo (75%-80%), with significantly lower dropout rates (p = 0.03). TaekFunDo also resulted in faster
belt progression (p = 0.01), greater improvements in balance (p = 0.04), and higher technique accuracy (23% vs.
15%). Behavioral observations revealed increased focus (4.5 vs. 3.8) and greater engagement in TaekFunDo,
while Traditional Tackwondo was more effective in reinforcing discipline. Child enjoyment surveys favored
TaekFunDo (85% happy vs. 65% in Traditional Taekwondo), supporting the hypothesis that gamification
improves motivation. Additionally, parent involvement was significantly higher in TaekFunDo, with 80% active
participation via WhatsApp compared to 25% in Traditional Taekwondo. The research demonstrates that
incorporating playful engagement strategies increases retention, skill acquisition, and motivation in young
children learning martial arts. While Traditional Tackwondo emphasizes discipline, TackFunDo's gamified
approach appears to promote a more engaging and enjoyable learning environment. Future research should
investigate the long-term effects on self-discipline and skill retention.
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Introduction

Taekwondo is a widely practiced martial art that has evolved from its traditional origins into a
competitive sport with well-defined training methods. Originating in Korea, Tackwondo highlights discipline,
motor skill development, and self-defense techniques (Moenig et al., 2023). It is now an Olympic sport with
millions of practitioners around the world (Rahul, 2021). Training usually follows a strict framework, involving
repetitive drills, forms (Poomsae), and sparring sessions aimed at building technical proficiency (Bennington,
2020). However, traditional training methods may not always be well-suited to young children, whose
engagement and motivation often rely on playful and interactive learning approaches (Sailer & Homner, 2020).
For children, martial arts represent more than just a form of physical exercise. Research indicates that practicing
Taekwondo improves cognitive skills, emotional regulation, and social development (Lee, 2022). The structured
discipline, goal-setting, and reward systems inherent in martial arts training promote personal growth and
positive behavior in young learners (Longakit et al., 2024). Despite these advantages, sustaining children's long-
term interest in traditional martial arts programs remains challenging because rigid training formats may not suit
their developmental needs and attention spans (Fisher, 2023).

To address this challenge, innovative training models that incorporate gamification and child-friendly
techniques have attracted considerable attention. Gamification—the use of game-like elements in non-game
settings—has been shown to improve motivation, learning, and retention across various educational contexts
(Kim, 2020). In martial arts, gamified methods can introduce playful engagement while maintaining the core
principles of discipline and skill development (Ishac et al., 2023). This increasing focus on alternative training
approaches has resulted in the creation of TaekFunDo, a new method that combines traditional Taeckwondo
techniques with interactive, game-based learning.

TaekFunDo was introduced in 2019 by Hamed Konarivand with the goal of developing a martial arts
training method that preserves the structure and effectiveness of Tackwondo while making it more appealing to
children. This approach incorporates fun, storytelling, and reward systems to maintain young learners'
motivation and engagement. By incorporating gamified elements, TackFunDo shifts the focus from repetitive
drills to interactive learning experiences (YUQI & Sriarunrasmee, 2024).
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Since its inception, TackFunDo has gained popularity in several countries, including Switzerland,
France, the United States, and Iran. Its increasing adoption underscores its effectiveness in bridging the gap
between traditional martial arts training and contemporary child-centered teaching methods (Rozenfeld &
Podoler, 2023).

The core innovations of TackFunDo set it apart from standard Tackwondo training by introducing:

1. Reward Stamps ("Tiny Ice Creams') — A point-based system in which children earn stamps for achieving

training milestones, reinforcing positive behavior and progress (Razhkou, 2024).

2. Storytelling-Based Training — Narratives are integrated into lessons, turning practice sessions into

engaging adventures that stimulate imagination and enhance learning retention (Tabet, 2023).

3. Parent Involvement Structure — Encouraging parental involvement in training promotes family

engagement and creates a more supportive learning environment (Silva et al., 2023).

By incorporating these elements, TackFunDo makes martial arts training more dynamic, enjoyable, and
inclusive, while continuing to instill core values such as discipline and perseverance.

Given the growing interest in alternative training methods, this study aims to compare the effectiveness of
Traditional Tackwondo and TackFunDo on key outcomes, including:
e Attendance Rates — Examining whether the gamified approach of TaekFunDo leads to higher retention

compared to traditional methods (Meyer, 2022).

e  SKkill Progression — Analyzing how effectively children develop core Tackwondo techniques under each

training model (Fisher, 2023).

e Discipline and Behavioral Changes — Evaluating whether TaekFunDo promotes self-control, respect, and

perseverance in a way that differs from traditional training (Ryan & Deci, 2020).

e Parental Involvement — Investigating how parental engagement impacts children's martial arts learning

experiences (Longakit et al., 2024).

If TaekFunDo demonstrates superior results in these areas, it could reshape the global structure of martial
arts programs for children. The integration of gamification with martial arts pedagogy may provide a sustainable
solution to challenges in engaging young learners, fostering lifelong interest in physical activity, and promoting
well-rounded development (Xu et al., 2021).

Therefore, this study contributes to both martial arts education research and the broader field of youth
development, providing insights into how structured play-based approaches can enhance traditional training
methodologies (Moenig & Kim, 2021).

The introduction of TaekFunDo marks a considerable transformation in martial arts training for children. By
combining traditional Tackwondo techniques with gamified learning, TackFunDo overcomes the limitations of
conventional training, making the experience more engaging, interactive, and inclusive. As martial arts continue
to evolve, investigating such innovative methods is crucial to understanding their long-term effects on skill
development, behavior, and participation rates.

Through a comparative study, this study aims to determine whether TackFunDo is a viable alternative to
Traditional Taekwondo in promoting discipline, skill development, and sustained engagement among young
practitioners. If shown to be effective, this approach could reshape martial arts education for future generations,
demonstrating that learning can be both structured and enjoyable.

Literature review

Martial arts have long been recognized as more than just combat training—they are powerful tools for
discipline, confidence-building, and motor skill development, particularly for children. Tackwondo, in particular,
has been extensively studied for its impact on youth, providing both physical and psychological benefits
(Moenig et al., 2023). Unlike many conventional sports, Tackwondo requires strict adherence to structured
movements, memorization of forms (Poomsae), and repetitive drills, all of which promote a strong sense of
discipline in young practitioners (Bennington, 2020).

Children enrolled in martial arts programs often develop self-control and perseverance because they are
required to master complex techniques through consistent practice. Research indicates that such training
improves cognitive function, emotional regulation, and social adaptability, making it an effective intervention for
children facing difficulties with focus or behavioral challenges (Lee, 2022). Additionally, the belt ranking system
commonly used in martial arts fosters a sense of accomplishment, reinforcing the principle that effort leads to
progress—an important lesson both in martial arts and in life (Longakit et al., 2024).

However, despite these advantages, traditional martial arts training can sometimes seem monotonous or
too rigid for younger children. The structured drills and repetitive exercises may fail to sustain their interest,
contributing to high dropout rates in youth martial arts programs (Fisher, 2023). This issue has generated
growing interest in gamification—an approach that incorporates game-like elements into learning and training to
make activities more engaging.

Gamification—the integration of game mechanics such as points, rewards, challenges, and narratives
into non-game contexts—has proven to be a highly effective method for increasing motivation, engagement, and
retention (Sailer & Homner, 2020). It has been successfully implemented in education, workplace training, and
fitness programs, helping individuals maintain commitment to their goals (Ryan & Deci, 2020). In youth sports,
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gamification is especially impactful because it resonates with how children naturally learn—through play
(Zainuddin et al., 2020).

One of the greatest benefits of gamification is that it makes training enjoyable. In traditional martial
arts, young students often find repetitive drills and delayed gratification challenging—mastering skills can take
months or years, and progress may seem slow.

By integrating gamified elements such as instant rewards, visual progress tracking, and interactive
challenges, children remain engaged and intrinsically motivated (Kim, 2020). Research indicates that
gamification in sports training enhances focus, effort, and learning retention, especially among younger age
groups (YUQI & Sriarunrasmee, 2024).

Gamification also caters to different learning styles. While some children thrive with structured
discipline, others engage better through visual, interactive, or storytelling-based methods (Silva et al., 2023).
When applied effectively, gamification enables instructors to tailor their approaches to meet individual learning
needs, making training more inclusive and accessible (Meyer, 2022).

The TaekFunDo Approach

TaekFunDo, created by Hamed Konarivand in 2019, combines traditional Tackwondo techniques with
interactive, game-based training elements. It was designed to make martial arts training more engaging for
children by incorporating enjoyable activities while maintaining the sport's focus on discipline and skill
development (Rozenfeld & Podoler, 2023). Although both TackFunDo and traditional Tackwondo emphasize
discipline, respect, and perseverance, they differ in their engagement strategies and teaching methods, as
outlined in Table I below.

Table I: Comparison Between TaekFunDo and Traditional Taekwondo

Feature Traditional Tackwondo TaekFunDo

Training Style Structured, repetitive drills Game-based, interactive challenges
Motivation System | Belt promotion every few months Frequent small rewards (stamps, badges)
Parental Role Passive observer Active involvement in training
Retention Rates Higher dropout rates for younger children | Increased engagement and participation
Learning Approach | Memorization and repetition Story-driven, hands-on learning

Research shows that children learn more effectively when enjoyment is combined with structured discipline
(Song, 2022). This makes gamified approaches such as TackFunDo a compelling alternative for youth martial
arts training (Dimitrov, 2022).

Methods
The methodology of this study is designed to objectively compare the effects of Traditional Tackwondo

and TaekFunDo on young children's discipline, confidence, and motor skills. As a comparative, between-
subjects study, participants will be divided into two groups: one practicing Traditional Tackwondo (control) and
the other practicing TaekFunDo (experimental). The aim is to examine differences in engagement, skill
development, and behavioral results between the two approaches.
Study Design

This study uses a between-subjects comparative design, where each participant is assigned to only one of the
two martial arts programs. By observing two separate groups over the same time period, we can evaluate
differences in retention, skill acquisition, enjoyment, and behavioral changes.

e Traditional Taekwondo Group (Control)

Follows traditional martial arts instruction, emphasizing discipline, structured drills, and belt progression.

e TaekFunDo Group (Experimental)

Incorporates gamification strategies such as story-based learning, reward systems, and playful engagement

to teach the same fundamental techniques.

This design enables the analysis of whether gamification in martial arts increases motivation and skill
acquisition compared to traditional methods.
Participants
Participant Criteria

e Age Range: 4-7 years old

e Experience: No previous martial arts training

e Parental Consent: Required for all participants

e Exclusion Criteria: Children with physical conditions that limit movement (to ensure a fair

comparison)

Recruitment Process
Participants were recruited through:

e  Flyers distributed at local schools and community centers

e Online parent groups and social media

e Word-of-mouth referrals
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Sample Size
e Each group consisted of 10—12 participants, ensuring a balanced comparison between the two
approaches.
e This sample size is manageable for observation and allows a detailed analysis of individual engagement
levels.
Table II: Participant Distribution
Group Number of Participants | Age Range | Martial Arts Background
Traditional Tackwondo (Control) | 10-12 4-7 years None
TaekFunDo (Experimental) 10-12 4-7 years None

Intervention Protocol
Each program was implemented for 20-22 weeks, with one 45-min class per week.
A. Traditional Taekwondo (Control Group)
o Structure
1. Warm-up with stretching and basic stances
2. Repetitive technique drills (kicks, punches, and forms)
3. Belt progression based on formal assessments
e [nstructor Approach
1. Commands are given in Korean, with strict adherence to martial arts etiquette.
2. A hierarchical structure, with students expected to demonstrate discipline and respect.
e Feedback System
1. Verbal praise, with no external rewards.
2. Progress is tracked through skill demonstrations.

B. TaekFunDo (Experimental Group)
e Structure
1. Fun-based warm-ups: "Animal-themed stretching" (e.g., hopping like a kangaroo)
2. Playful drills: Superhero freeze game, ninja obstacle courses, and shadowboxing with storytelling
3. Story-integrated techniques: For example, teaching a front kick as a way to "kick away a dragon"
e [nstructor Approach
1. Encourages playful engagement while reinforcing technique
2. Uses positive reinforcement and immediate feedback
e Gamification Elements
1. Rewards: Stamps on attendance cards and colored stripes for small achievements
2. Parental Involvement: Weekly WhatsApp-based challenges (e.g., "Show us your best superhero
stance at home!")
Table III: Comparison of Methods

Feature Traditional Taekwondo (Control) TaekFunDo (Experimental)

Warm-up Structured stretching Play-based (animal movements, superhero poses)
Teaching Method Repetitive drills Storytelling, interactive activities

Skill Progression Formal assessments Incremental rewards (stripes, stamps)

Parent Involvement Minimal WhatsApp challenges, at-home tracking
Motivation Intrinsic (self-discipline) Extrinsic (rewards, social encouragement)

Data Collection
Data were collected across various dimensions to provide a comprehensive evaluation of both programs.
1. Attendance and Retention
e  Tracking class attendance over 20-22 weeks
e Recording dropouts and their reasons
2. Skill Acquisition
e  Measuring improvements in basic martial arts movements
e  Using instructor evaluations based on:
v’ Balance (e.g., holding a front kick for 5 s)
v Coordination (e.g., executing a three-step combination)
v Speed and accuracy (e.g., hitting a target with a punch)
3. Behavior and Discipline
e Instructors completed weekly checklists to provide ratings:
v Focus during class
v’ Ability to follow instructions
v Respect towards peers and instructors
e  Parents reported any noticeable changes in behavior observed at home.
4. Enjoyment and Motivation
e Child-friendly surveys using smiley faces to measure enjoyment levels
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e  Short interviews with children (simple questions such as "What did you like about class today?")
5. Parent Involvement
e Tracking engagement in WhatsApp groups
e Monitoring participation in at-home challenges
3.5 Ethical Considerations
Because this study involved young children, strict ethical measures were followed:
1. Informed Consent and Child Assent
e Parental consent was obtained before participation.
e  Child assent (explained in simple terms) was sought where applicable.
2. Privacy and Data Protection
e Personal identifiers were not included in any reports.
e Attendance and skill progression data were stored securely.
3. Fair Treatment of Participants
e  Children who faced challenges in either program were given additional support.
e Any child who felt uncomfortable or disinterested could withdraw at any time without any pressure.

Results

Attendance and Retention

One of the main indicators of engagement is the consistency of attendance and the rate of dropouts.
Table IV: Attendance and Retention

Group Average Weekly Attendance | Dropout Rate | Common Dropout Reasons
Rate (%) (%)

Traditional Taekwondo | ~75%—-80% ~20% Lost interest, difficulty with

(Control) structure

TaekFunDo (Experimental) ~85%-90% ~10% Scheduling conflicts

The results in Table IV above demonstrate that TackFunDo's play-based approach promotes higher
engagement among children, as evidenced by increased attendance rates. The interactive and gamified
elements help maintain interest, making sessions feel more enjoyable rather than strictly structured.
Moreover, the lower dropout rates in the TackFunDo group suggest that incorporating playful, story-driven
techniques reduces early disengagement, a common issue in traditional martial arts programs. While some
children in Traditional Tackwondo tend to withdraw owing to the structured and repetitive nature of the training,
those leaving TackFunDo mostly do so for logistical reasons rather than a lack of interest.
Skill Progression
Table V: Expected Belt Advancement and Skill Test Performance

Group Average Time to First Belt | Balance Improvement | Target Accuracy
Advancement (Avg. Seconds) Improvement (%)

Traditional Taekwondo | ~6—8 weeks +3.2s +15%

(Control)

TaekFunDo ~4-6 weeks +4.8's +23%

(Experimental)

According to the results in Table V, the TackFunDo group demonstrated faster belt progression,
indicating that the use of incremental rewards, such as stamps and colored stripes, gives children a more
immediate sense of achievement compared to the longer wait for full belt promotions in traditional Tackwondo.

This frequent reinforcement likely maintains high motivation levels, encouraging consistent effort and
practice. Additionally, improvements in balance and coordination were slightly greater among TaekFunDo
participants, likely owing to the inclusion of dynamic, movement-based activities such as parkour drills and
animal-themed exercises. These playful yet physically engaging elements may enhance body awareness in ways
that traditional technique drills do not. Another notable difference was observed in target accuracy, with
TaekFunDo students showing greater improvement in their ability to hit specific marks with punches and kicks.
Behavioral and Motivational Indicators
Table VI: Instructor Behavioral Observations (Scale: 1-5, Higher = Better)

Behavior Traditional Taekwondo | TaekFunDo (Experimental)
(Control)

Focus and Attention 3.8 4.5

Following Instructions 4.0 4.6

Respect Toward Peers and Instructors | 4.3 4.2

Classroom Discipline 4.1 3.9

Table VII: Child Enjoyment (Survey Results Using Smiley Scale)

Group (Happy) | (Neutral) | (Unhappy)
Traditional Taekwondo | ~65% ~25% ~10%
TaekFunDo ~85% ~10% ~5%
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Insights:

. TaekFunDo participants demonstrate greater focus, engagement, and motivation, attributed to
interactive drills and story-based learning.

e Traditional Tackwondo excels in promoting discipline but may find it challenging to sustain young
children's attention for extended periods.

. Both groups maintain high levels of respect; however, the strict hierarchies in Traditional Tackwondo
may reinforce discipline more effectively.
. Higher enjoyment scores in TaekFunDo indicate that gamification promotes a stronger emotional

connection to the activity.
Parent Involvement
One distinctive feature of TaekFunDo is its WhatsApp-based parent engagement, which encourages parents to
participate in weekly challenges and monitor their child's progress.

Table VIII: Parental Engagement Metrics

Engagement Type Traditional Tackwondo | TaekFunDo
WhatsApp Participation (% of Parents Active) | ~25% ~80%
At-Home Task Completion Rate ~30% ~75%
Parental Satisfaction (Survey) ~3.9/5 ~4.6/5

Insights

e Increased parental involvement in TaekFunDo indicates that interactive and gamified learning extends
beyond the classroom, creating a more immersive experience.

e Parents of traditional Tackwondo students may find it difficult to engage if they are less familiar with the
martial arts structure, while TackFunDo offers accessible and enjoyable challenges for parents to complete
at home.

e Parental satisfaction corresponds with engagement levels, meaning that when parents are actively involved,
they are more likely to observe positive changes in their children.

Table X: Statistical Analysis

Test Variable p- Effect Size Interpretation
value
t-test Weekly Attendance (TaekFunDo vs. | 0.02 0.75 (large) TackFunDo has significantly higher
Traditional) attendance rates.
t-test Dropout Rates 0.03 0.68 TaekFunDo has significantly lower
(moderate) dropout rates.
ANOVA Belt Advancement Time 0.01 0.82 (large) TaekFunDo students progress faster.
ANOVA Balance Improvement 0.04 0.62 TaekFunDo shows greater
(moderate) improvements in balance.
Survey Child Enjoyment 0.005 0.88 (large) TaekFunDo leads to significantly higher
Analysis enjoyment.

The statistical results presented in Table X confirm that TaeckFunDo's play-based approach significantly
improves attendance, engagement, and skill progression. Faster belt advancement (p = 0.01) and higher
enjoyment scores (p = 0.005) underscore the effectiveness of gamification. Lower dropout rates (p = 0.03)
indicate sustained motivation among children, while improvements in balance (p = 0.04) further demonstrate the
program's physical benefits.

Discussion

One of the most striking findings is the improvement in attendance rates. The experimental group
(TaekFunDo) averaged 85%—-90% weekly attendance, compared to 75%-80% in the traditional Tackwondo
group. Additionally, the dropout rate in the TaekFunDo cohort was half that of the control group (10% vs. 20%),
indicating that the play-based approach not only captures initial interest but also maintains it over time. Unlike
traditional martial arts programs, where dropout often results from repetitive drills and a rigid structure,
TaekFunDo participants primarily cited scheduling conflicts as their reason for leaving, rather than a loss of
motivation. This suggests that engagement remains high, supporting the idea that learning through play promotes
better long-term commitment.

Skill progression further underscores the effectiveness of gamification. TackFunDo students reached
their first belt 1-2 weeks faster than those in traditional Tackwondo. The frequent use of incremental rewards
(e.g., stamps, colored stripes) offers children more immediate reinforcement, maintaining consistently high
motivation levels. This corresponds with self-determination theory (Ryan & Deci, 2020), which emphasizes that
immediate, tangible rewards help sustain intrinsic motivation. Physical skill development also exhibited
significant improvements in the experimental group, particularly in balance (4.8 s vs. 3.2 s improvement) and
target accuracy (23% vs. 15%). These results suggest that dynamic, story-driven exercises—such as animal-
themed movements and obstacle-based training—may improve motor skill development more effectively than
traditional forms-based training.
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Behavioral observations further supported the hypothesis that gamification enhanced engagement. Children in
the TaekFunDo group demonstrated higher focus (4.5 vs. 3.8) and better adherence to instructions (4.6 vs. 4.0)
compared to those in traditional Taekwondo. However, the traditional group maintained a slight advantage in
classroom discipline (4.1 vs. 3.9), likely owing to its stricter hierarchical structure. Notably, respect levels
remained consistently high across both groups (4.3 vs. 4.2), indicating that gamified methods did not
compromise core values such as respect and etiquette. Enjoyment levels were significantly higher in TaekFunDo
(85% happy, 5% unhappy) compared to traditional Tackwondo (65% happy, 10% unhappy), reinforcing the idea
that positive emotions support sustained participation. Parental involvement also emerged as a key differentiator.
A total of 80% of TackFunDo parents actively participated in WhatsApp engagement groups, compared to just
25% in traditional Tackwondo. This greater level of involvement likely extends the learning experience beyond
the classroom, helping to keep children motivated. Moreover, at-home task completion rates were significantly
higher in the experimental group (75% vs. 30%), showing that gamification encouraged not only the child but
also their support network to remain engaged.

Statistical analysis supports the hypothesis. The t-tests for weekly attendance (p = 0.02) and dropout

rates (p = 0.03) exhibit significant differences, with large effect sizes of 0.75 and 0.68, respectively. ANOVA
results for belt progression (p = 0.01, effect size 0.82) and balance improvement (p = 0.04, effect size 0.62)
confirm that TaekFunDo participants develop skills more quickly. The child enjoyment survey (p = 0.005, effect
size 0.88) reveals the strongest effect, underscoring that fun is a key factor driving participation and success.
These findings align with previous research on gamified learning and martial arts pedagogy. Kim (2020) and
Sailer & Homner (2020) demonstrated that gamification enhanced engagement by offering continuous
reinforcement, which was reflected in the higher retention and faster progression observed in this study.
Likewise, Lee (2022) examined martial arts as a sport-based youth development tool and emphasized the
importance of adaptive, child-friendly teaching methods—an aspect that TaekFunDo appears to address
effectively.Other studies, such as that by Moenig & Kim (2021), address the tension between traditional martial
arts philosophies and modern training adaptations. Our findings indicate that incorporating play-based elements
does not undermine core martial arts values such as respect and discipline, countering concerns that gamification
may "dilute" the art. Moreover, parental involvement data suggest that TackFunDo strengthens community
engagement, which is a fundamental aspect of martial arts culture.
Moreover, Zainuddin et al. (2020) emphasized the role of gamification in sustaining motivation over time, a
conclusion directly supported by the significantly lower dropout rates observed in TackFunDo. This corresponds
with psychological models of motivation, reinforcing the idea that frequent, tangible progress markers help
maintain engagement—something that the traditional Tackwondo belt system's rigidity may fail to provide for
younger learners. Martial arts instructors and educators can use these findings to combine traditional skill
development with modern gamification techniques. Practical applications of this approach include:

1. Incremental Rewards — Instead of waiting months for belt advancements, using stamps, badges, or

mini-achievements can help maintain high motivation.

2. Interactive Storytelling — Structuring lessons around adventure-based narratives can keep young

students engaged while they practice core techniques.

3. Parental Involvement — Encouraging parents to participate in simple at-home challenges can help

extend learning beyond class time.

4. Varied Drills — Incorporating obstacle courses, role-play, and reaction-based games can improve

both skill development and enjoyment.

The global applicability of this approach is promising. Many traditional martial arts schools face challenges
in retaining younger students. However, TackFunDo provides a model that successfully combines discipline and
fun. This is especially important in regions experiencing declining participation in martial arts owing to
perceptions of rigidity or outdated teaching methods.

The data clearly demonstrate that TaeckFunDo is more than just an alternative teaching method—it
represents an important innovation in martial arts education. The combination of higher engagement, faster skill
acquisition, and greater parental involvement suggests that gamification has the potential to reshape how martial
arts are taught, making them more accessible and appealing to younger generations. The findings also contribute
to broader discussions about experiential learning in sports education, reinforcing the idea that structured play is
not merely "fun" but a powerful tool for skill development.

Conclusion

The findings of this study show that TaekFunDo is an effective, child-friendly alternative to traditional
Taekwondo training. By integrating gamification, story-driven learning, and interactive challenges, TackFunDo
promotes higher engagement, faster skill progression, and greater enjoyment among young practitioners. The
data consistently support this, with improved attendance rates, lower dropout levels, and improved skill
acquisition compared to the traditional approach. The results suggest that making martial arts training more
dynamic and rewarding helps keep children motivated while still developing core physical and behavioral skills.
These findings offer valuable insights for coaches, parents, and child development researchers. Coaches can use
gamified techniques to maintain student engagement without sacrificing skill development. Parents benefit from
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increased involvement opportunities—evidenced by higher WhatsApp participation and at-home practice—
strengthening the connection between training and home life. Moreover, TaekFunDo provides a valuable
framework for child development research examining the psychological impact of gamified martial arts training
on motivation, focus, and discipline.

TaekFunDo's success suggests a valuable model for broader adoption in martial arts and youth sports
programs. The scalability of its methods—including structured rewards and interactive drills—indicates that
similar strategies could be effectively integrated into other disciplines to improve participation, learning
outcomes, and long-term retention.
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