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ABSTRACT

Schools are pioneers of innovation in the process of teaching and learning. This study researches and 
analyzes new opportunities that modern information and communication technologies open up in the 
field of education and lifelong learning. It uncovers what place gamification in schooling holds, how it 
affects people, and what students take away from the progressive idea. Thus, it recognizes the possibili-
ties and limits of its implementation in the education process. The author aims to understand better how 
gamification can be used in educational institutions, its function, and how to apply game principles in 
this context as successfully as possible. Gamification is often seen as one of the supports for student 
motivation. Concerning the design of teaching, teaching methods, and educational goals, the learning 
principles of games can be used innovatively as supplements to classroom teaching, where the curriculum 
is supported by game elements as important components of the teaching method. It is an inspiration for 
educators and designers in building gamified learning contexts.

INTRODUCTION

In the new millennium, there has been a remarkable boom in the use of badges, leaderboards, challenges, 
and other game elements in various software, applications and websites. Digital games are inherently fun 
and motivating to play without outside pressure. Increasing the performance, efficiency, motivation, and 
involvement of students in learning can allegedly be achieved through gamification, which uses elements 
from digital games (such as game mechanics and dynamics) in non-game applications. In connection 
with thinking about game mechanics in a non-game context, we are talking about so-called “gamifying.”

Therefore, the experience of gamification in our lives is not new. It stems from the spread of offline 
and online games. People of all ages around the world spend hours playing games without being forced 
to do so. This concept seems to be permeating economic, political and social contexts due to the growing 
popularity of digital games among the general public.
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Users’ satisfaction depends on their good experience. Research on users of gamified learning envi-
ronments focuses on understanding their behavior, needs, and motivation through interviews, analysis 
of surveys, and other methods of feedback. Studies of the motivational potential of educational game 
principles are still somewhat limited by the development of learning management systems. However, it 
is necessary to start gaining insight to the preferences and needs of key actors in the learning process, 
in order to contribute to the development of good gamification practices in education.

Tulloch (2014) argues that gamification is a product of a neglected history of pedagogical improve-
ment, a history of training that is effective but largely ignored, namely the game process that teaches 
players how to play (so-called tutorial). The author questions the evolving concept of gamification - he 
does not conceptualize it as a simple set of techniques and mechanics, but as a pedagogical heritage and 
an alternative framework for training and shaping the participant’s behavior, which at the core contains 
concepts of fun and engagement.

This contribution highlights a shift in the educational paradigm from an instructive (i.e., linear 
and passive) concept to teaching based on game principles. The purpose of this chapter is to provide a 
broader awareness of gamification and the possibilities of its use (not only) in schools. The text includes 
examples that inspire to work with educational game principles in class. The introduction deals with the 
educational potential of game principles in learning from the perspective of actors in the educational 
process. It explores how digital games can enter teaching and learning in school, whether educational 
game principles are compatible with the logic of the dominant educational paradigm, and what their 
advantages and disadvantages are. Studies on learning with game elements will help to grasp their pos-
sible benefits and pitfalls in education. Based on the discussion of the findings, the author recommends 
to teachers, organizations, and developers of gamified learning environments how they could improve 
their teaching design in accordance with students’ needs and different learning styles.

Insight on gamification in education offers recommendations on how to use game elements in dif-
ferent contexts (e.g., in the classroom, during an excursion or on social media) (Morschheuser et al., 
2018; Robson et al., 2015; Toda et al., 2019). The author will also mention examples of good practice 
and teaching experience simulating the professional training of graduates. After all, Conrad and Tucker 
(2019) pointed out that the type of player correlates with the performance of individuals in gamified 
applications, and that the rewards do not guarantee an increase in performance or motivation when 
playing games. According to the author, adapting gamification based on player types is the first step to 
personalizing learning.

Chapter Outline

The authors first define the working concepts and the theoretical basis framing the subsequent findings 
from the research that was conducted in the field of gamification. The interpretation focuses on self-
determination theory and its key concept of motivation. The next section discusses the basic components 
of the gamification approach and the function of game elements in the educational context. It identifies 
key frameworks and structures of game design thinking. The following part deals directly with game 
elements in the school environment and illustrates examples of good practice.

The second half of the chapter seriously considers possible difficulties with the implementation of 
gamification in the educational context. It is necessary to keep in mind that side effects, undesirable 
behaviors and obstacles may occur. The authors offer recommendations on how to cope with such situa-
tions or directly prevent them from the outset. Future research and the personalization of the educational 
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process with regard to the experience of users of gamified systems, their feedback, predispositions, 
preferences and learning styles can also contribute to that.

THEORETICAL BACKGROUND

Based on the theoretical basis of behavioral psychology, anthropology and game studies, the authors 
propose a model for the design and assessment of playful experiences in educational environments in-
spired by game design. The theoretical framework of the overview study stems from existing research 
and practices and underpins the interpretation of presented results, it would be problematic to select a 
suitable gamification structure without it or to distinguish which of the used game mechanics and prin-
ciples are desirable to achieve learning objectives and learning outcomes.

According to Gee (2003), digital games convey learning experiences that show how learning and 
literacy change in the modern world. He names the learning principles of digital games, the applica-
tion of which is understood by the author as a way of satisfying basic psychological needs according 
to the self-determination theory (SDT) (Deci & Ryan, 1985). Gamification is “the use of elements of 
game design to motivate users in nongame contexts” (Deterding et al., 2011, p. 9). Van Roy and Zaman 
(2017) proposed procedures for effective gamification implementation in online learning system. These 
heuristics aim to provide autonomous motivation. They propose the following points:

•	 Not to force users to use a gamified system, so that they feel in control.
•	 To choose between the offer of suitable options and their number.
•	 To prepare goals that are challenging, but manageable.
•	 To incorporate feedback mechanisms that positively inform students about their progress.
•	 To enable user interaction and foster a sense of belonging.
•	 To take into account other psychological needs when designing a specific element to support one 

of them.
•	 Gamification should facilitate the motivation to achieve goals.
•	 Students should perceive the online learning environment as open and the gamified system should 

take into account the personal differences of users and their preferences.

Köse et al. (2019) studied the moderating effects of the user’s conception of the utilitarian-hedonistic 
purpose of the system on its continuous use. The author included user experience, usefulness, and ease 
of use of the system as variables. The results show that the concept of the user is an influential aspect 
determining the continuation of use of the system. Utility and hedonic value are important predictors 
of the intention to use it (Baptista & Oliveira, 2019). Self-study (online) usually requires stronger inner 
motivation. Especially in education, gamification techniques are being welcomed as a promising strat-
egy to enhance motivation (Ramirez & Squire, 2015), which is found to be an important determinant of 
educational success (Abramovich et al., 2013; Buckley & Doyle, 2014; Taylor et al., 2014).

Other researchers believe that it is important to use an expanded inventory of techniques that balance 
external with internal motivators (Dichev et al., 2014) and to design a gamification system that can be 
adapted to ensure that all students in the classroom can enjoy the benefits of gamification (Eickhoff et 
al., 2012; Hamari, 2013; Hamari & Koivisto, 2013). How people perceive game elements is influenced 
by situational factors. Transferring a game element to a nongame context within the gamification process 
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can fundamentally change its meaning. For example, in the context of a mobile gamified application, 
Featherstone and Habgood (2019) found that constructive competition can be achieved through careful 
game design, and that avatars and videogames provide virtual currency with meaning and value.

SDT is useful for understanding, researching, and designing gamification. According to van Roy and 
Zaman (2019), game elements can support or hinder the satisfaction of basic psychological needs. In 
their view, “the design practice of gamified systems generally shows excessive dependence on external 
motivational regulations” (p. 10). Gamified systems that provide feelings of autonomy, competence, 
and relatedness are likely to strengthen students’ inner motivation, both by causing and explaining the 
pleasant, motivating, and engaging experiences gained within them (Deci & Ryan, 2008). Xi and Hamari 
(2019) examined the relationship between gamification and satisfaction of internal needs. Success and 
social gamification predicted the satisfaction of the needs of autonomy, competence, and relatedness. 
Instead, immersion in activity is only related to fulfilling the need for independence. For the same rea-
son, any “future intervention effort that intends to capitalize on the motivational pull of video games 
should purposely include game features that have the potential to increase need satisfaction” (Peng et 
al., 2012, p. 192).

When originally external motivational stimuli appeal to the basic psychological needs of the actor, 
all the more so, external regulations are thoroughly internalized, which leads to autonomous motivation. 
External regulation, and, by broadening the scope, also the typical implementation of gamification, have 
the potential to intensify feelings of inner motivation, provided that people perceive them as desirable 
for their psychological needs. In the educational context, this is associated with various positive educa-
tional consequences, such as improved grades and a better understanding of the subject materials (Deci 
& Ryan, 2015; Ryan & Deci, 2009).

GAMIFICATION IN THE EDUCATIONAL SECTOR

Game Elements in a Learning Environment

Judicial, strategic, and appropriate use of game elements can lead to a learning situation with a high 
level of active involvement and motivation, which, in turn, creates positive results in the cognitive, emo-
tional, and social areas. Experts appreciate the versatility of gamification used in a classroom lecture, 
as a homework assistant, as a final exam or as a main learning activity to motivate students to improve 
their abilities or maximize learning. (Faiella & Ricciardi, 2015, p. 15)

In this section, the author focuses on gamification in an educational context. The reader should gain a 
better comprehension of how interaction with the gamified system can develop in education before ad-
dressing the question of whether gamification works. As such, it provides guidance for researchers, educa-
tors, designers, and software developers in building a new generation of gamified educational contexts.

Gamification is identified as one of the technologies that will have a major impact on schools in 
the world’s most technologically advanced countries (Johnson et al., 2014), and is considered as a new 
approach that can bridge the generation gap between teachers and students (Kapp, 2007). It is increas-
ingly seen as a possible solution to the declining motivation observed in students. Gamified educational 
contexts require a user-centered approach, characterized by a focus on students’ needs and wishes.
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Gamification is an approach that uses the properties of games (e.g., their various elements, mechan-
ics, frameworks, aesthetics, game thinking or metaphors) situated outside the virtual world of the game. 
Its application is recommended in areas of everyday life where boredom, passivity, and repetition pre-
dominate to support the desired behavior. Applications of the gamification approach in education aim 
to improve student motivation and involvement and maximize learning. They are based on the need to 
arouse students’ interest in learning and engage them so that they can have fun, encouraging them to 
achieve more ambitious goals and comply with the rules.

According to Werbach and Hunter (2012), gamification scenarios can be divided into three categories 
(Figure 1):

1. 	 Dynamics: It forms the highest conceptual level in a gamified system. It contains limitations, 
emotions, narration, progress, and relationships.

2. 	 Mechanics: It is a set of rules dictating the outcome of interactions within a system, while dynam-
ics is a response of users to a set of these mechanics. Mechanics refers to the game elements that 
drive action forward. These are challenges, chance, competition, cooperation, feedback, resource 
gathering and rewards.

3. 	 Components: They form the basic level of the gamification process. They include achievements, 
avatars, badges, collections, content unlocks, progress bars, donations, leaderboards, levels, and 
virtual goods. For example, points (components) provide rewards (mechanics) and create the im-
pression of progress (dynamics).

Apostol et al. (2013) identified eight elements of games that are used to gamify teaching, namely 
rules, goals and results, feedback and rewards, problem-solving, story, player(s), safe environment, and 
sense of mastery.

Kapp (2012) distinguished those qualities that can only lead to a superficial level of student involve-
ment from those that are most valuable for education. The first group consists of qualities that can only 
serve as a source of external motivation, such as rewards, points, and badges. In addition, de Sousa Borges 
et al. (2014) noted that, “in gamification approaches, these elements are not the center of the system, 
but aim to motivate users to use it” (p. 217). Others form story, challenge, decision making, sense of 
control, and mastery. Kapp (2012) considered it acceptable to give students a sense of autonomy and 
competence, if they voluntarily perform tasks for their own improvement. In particular, Kapp considered 
that, “in order for a game to become an effective learning experience, a combination of several elements 
is needed which makes it an effective means of education” (p. 50).

Perrotta et al. (2013) combined game mechanics with processes involved in learning. They stated 
that the gamification of learning is:

•	 Intrinsically motivating because rules are inputs into a wide range of decision-making processes.
•	 Fun, because the goals allow the student to see the direct impact of their efforts.
•	 Authentic, because the imagination provides a compelling background that allows students to 

experiment with their abilities without suffering the consequences of failure in real life.
•	 Leading to self-sufficiency, as feedback to students leads to facilitation and correction of 

performance.
•	 Experiential, because the social element allows students to share experiences and build bonds.
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In addition to remuneration and feedback mechanics, gamified systems should provide a secure online 
learning environment where students can gain experience without being judged or punished for failure 
(Hakulinen et al., 2015; Lehtonen et al., 2015).

Apostol et al. (2013) sustained that “the best way for an educational designer or teacher to choose 
elements of the game is to consider the learning objectives and desired outcomes of the learning process” 
(pp. 68-69). They recommended it for a course design.

Games in a Classroom

From an early age, people are socially approaching the way they should act in different contexts according 
to their cultural norms (Giddens et al., 2013). In other words, they socialize or enculturate. Gamification 
is a guide for individuals to adjust their expectations of how they should behave, while transforming 
existing culture into gaming and games. However, it can be argued that, by introducing gamification, 
people are encouraged to start playing even in contexts where the game is culturally inappropriate (van 
Roy & Zaman, 2015).

In addition, when the typical game behavior “trial and error” (Buckley & Doyle, 2014, pp. 1–14) 
becomes part of the culture of society, people may also begin to believe that they would try again, if 
they failed on their first attempt, which may become problematic in sectors such as healthcare or the 
judiciary. For example, when simulating an operation, the consequences of failure are not fatal and the 
responsibility for human life is not so burdensome. Thus, the question arises of the compatibility of 
learning by trial and error with the teaching objectives of a particular field.

Figure 1. Game design model of components, mechanics and dynamics (Werbach & Hunter, 2012)
Source: adapted from gamestudies.cz, 2013
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The new line of research develops the theory of educational gamification by combining motivational 
and learning theories to link gamification with practical education (Landers, 2015; Landers et al., 2015) 
or creating a framework for integrating gamification with pedagogy (Tulloch, 2014) or psychology of 
games (Lieberoth, 2015). According to Lieberoth (2015), it may not be the game itself that stimulates 
the individual, but rather the wrapping, that is the fact that the activity resembles a game. Simply fram-
ing an activity as a “game” can potentially change an individual’s behavior. The outputs suggest that 
engagement and fun increased significantly due to the psychological effects of framing a task as a game 
but did not really increase any interest or amusement by adding game mechanics to the task once it was 
framed as a game. Only the wrapping of the activity as a game thus affects the students’ engagement. 
Other studies report positive effects of gamification on student performance, for example in terms of 
better grades (Sua & Cheng, 2013) and learning behavior, or in terms of task effort (Barata et al., 2013). 
Denny (2013) found that adding badges to an online learning tool leads students to contribute more and 
be more involved than otherwise.

Research from the study of the text further shows that storytelling promotes learning and involve-
ment. For example, compared to interpretive text or newspaper articles, stories are accompanied by 
better retention, generate more associations, and are more entertaining (Graesser et al., 1994). Another 
argument for adding a narrative to the game is that it can act as a support scaffold to solve problems 
during the game (Dickey, 2006). From a cognitive perspective, however, it can be argued that engaging 
narrative can distract students from the subject matter and, due to limited cognitive capacity, prevents 
cognitive activity that involves learning (Mayer et al., 2008). McQuiggan et al. (2008) found a negative 
narrative effect compared to the minimalist story of a digital game, and Cordova and Lepper (1996) 
reported a beneficial effect when a narrative component was included (specifically mentioning fantasy).

It is essential for students to verbalize their knowledge, as this allows them to integrate new knowledge 
with their previous knowledge, leading to better retention and higher learning transfer (Wouters et al., 
2008). Complementary teaching methods (e.g., discussions and internships) allow students to engage 
in learning activities that further support the articulation of knowledge. One argument for learning to-
gether in digital games is that it supports students in creating knowledge that would otherwise remain 
intuitive (van der Meij et al., 2011), but research comparing collaboration and solo play is ambiguous. 
Inkpen et al.’s (1995) observation that team play resulted in significantly higher ratings of motivation 
and learning outcomes than individual play was not confirmed by van der Meij et al. (2011). Vogel et 
al.’s (2006) meta-analysis showed that both individual users and groups showed higher cognitive gains 
in interactive simulations and games than in conventional teaching methods, but the magnitude of the 
effect for individual users was much larger than for groups.

Positive outcome in the cognitive, emotional, and social areas should also ensure a positive effect 
on student performance and scores (Connolly et al., 2012; Kapp, 2012; Ke, 2009; Sitzmann, 2011). In 
particular, Domínguez et al. (2013) suggested that frequent, meaningful, and quick feedback can improve 
student outcomes as well as motivation. According to these authors, the experience of gamified learning 
should have timely, frequent, and meaningful feedback.

Lee and Hammer (2011) stated that the game develops problem-solving skills through a comprehen-
sive system of rules that supports active exploration and discovery. They recognized the value of specific 
challenges that are tailored to the level of players’ abilities and increase in difficulty as their abilities 
expand. They also emphasize the importance of the “emotional realm,” which refers to all the strong 
emotions people feel during playtime–such as pride, joy, optimism, and curiosity, but also frustration 
at failure. From Lee and Hammer’s point of view, games offer the possibility of “reframing failure as a 
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necessary part of learning” (p. 3), as error becomes an opportunity to try, practice, and improve again. 
Gamification thus determines the emotional transformation, because there is not so much in the event 
of a failure at stake; on the contrary, repeated failure allows individuals to learn something more and 
new. Lee and Hammer also insisted on the social dimension of the gamified environment, which enables 
students to identify themselves publicly, strengthen social credibility, and gain recognition for achieve-
ments that might otherwise remain invisible. From a demographic perspective, it is interesting to find 
out how the perception of game elements in education differs between men and women, especially in 
connection with competition and cooperation.

Summary

The use of digital games’ educational principles can make teaching more interesting, attractive and 
fun for students, but also improve the memorization of the studied material and its use in practice. The 
games are popular and widespread among students, allowing them to try out any learning scenarios and 
apply their own problem-solving ideas. Game principles have a positive effect on students’ attitudes 
towards regular learning, but also towards school. They can affect classroom relationships, where play 
often encourages students to work together and solve problems together. The game reflects the level 
of students’ self-concept, their own picture of their performance or the effectiveness of their efforts. It 
supports the skill of memorizing and learning facts. Their immediate feedback and evaluation, which 
is independent of the teacher, is very important. Learning the principles and contexts of causes and ef-
fects is key. Students gain space for an experiment that would not be feasible in a normal context. The 
game contains challenges, students have the opportunity to meet them, or make mistakes in them and 
learn from their own mistakes. Education-based on digital games also offers help to students with spe-
cial needs, the development of more advanced skills, education in life in the information society (with 
digital technologies and media education) or the potential of educational games for the modernization 
of school systems.

CRITICAL POINTS

Lack of Internal Motivation

Students’ own interest in learning and coordinating their studies is proving to be crucial. In his own 
investigation, the author spoke to a number of teachers, who mostly believe that people themselves 
must want to use new technological tools, which is associated with their motivation. In accordance with 
the basic need for belonging, the human factor of the mentor and fellow students has a positive effect 
on students’ motivation. The author agrees that the implementation of game elements should pursue 
educational goals. The aim is to stimulate students to regular and continuous preparation by immersing 
themselves in and continuing their studies. Among the respondents, the presumption of internal motiva-
tion of students to actively engage in learning themselves was repeatedly voiced. In order to change their 
behavior, teachers, as educational designers, apply various strategies. Their statements suggest that they 
are a compromise of the ideal image of ​​an internally motivated student and the real situation.

Only when game elements make boring activities interesting can they increase the level of inner 
motivation. When they increase external motivation, the level of internal motivation decreases signifi-
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cantly, which leads to less enthusiasm for work. These results are consistent with SDT (Deci & Ryan, 
1985) and research on play (Caillois & Barash, 2001), according to which rewards and incentives reduce 
a person’s intrinsic motivation to perform a task. There is an indirect relationship between rewards and 
internal motivation. Gamification focuses too much on external motivators, and its effects on motivation 
are not the same for all students in the class (van Roy & Zaman, 2017).

Van Roy and Zaman (2017) looked at gamification from the perspective of SDT–they show that dif-
ferent types of motivation lead people’s behavior differently and point to the importance of satisfying 
the basic psychological needs of autonomy, competence, and relatedness. Their answers to the research 
questions “what is gamification” and “how it works” explain that adding game elements as external and 
unjustified regulations can quite possibly have a detrimental effect on students’ internal motivation.

Hanus and Fox (2015) tested motivation by comparing students in two classes. The same curriculum 
was used in both classes, but only one of them included gamification elements. The results showed that 
students in the gamified class have a lower level of motivation and a lower score on the final exam. The 
researchers concluded that the low score in the final exams was affected by levels of intrinsic motiva-
tion and that negative effects on intrinsic motivation could be attributed to gamification. Empirical 
evidence from this longitudinal study is “consistent with the existing literature on the negative effects of 
rewards on motivation” (Hanus and Fox, 2015, p. 159) and suggests that “providing rewards in the form 
of badges and coins, as well as promoting competition and social comparison through digital rankings, 
harms motivation” (p. 159).

Social elements are essential for creating motivational learning with the game. An experiment per-
formed on students of an e-course showed a negative effect of social comparison on motivation and 
especially that gamification is not an important motivating factor for all, because some students do not 
like to compete with their classmates (Domínguez et al., 2013). “Some motivational benefits (which 
otherwise received positive comments) were perceived as negative (such as those supporting competi-
tion) and supported the idea that different types of players experience the same benefits differently.” 
(Hamari et al., 2014, p. 3030)

The effects of gamification are highly dependent on users who use gamified learning environments. 
Experience from practice emphasizes equal access for students and the possibility of adapting the teaching 
process to their learning style. Game elements are easy to implement, as they resemble the traditional 
classroom assessment model, which often leads to their overuse not justified by learning objectives. The 
goal is to increase student involvement. Engagement can be defined as student attention and immersion 
in the task. Studies indicate that gamification increases student engagement and course participation 
(Barata et al., 2013; Hamari et al., 2014). The impact of gamified interventions on involvement varies 
depending on whether the student is motivated internally or externally (Buckley & Doyle, 2014; Hamari 
et al., 2014).

Gamification enhances participation especially when students can choose between gamified and 
traditional teaching methods (Cheong et al., 2013; Domínguez et al., 2013; Mollick & Rothbard, 2014). 
However, the involvement decreases over time. Once the effect of novelty subsides, students’ interest 
in gamification ceases (Koivisto & Hamari, 2014), and involvement is lost at an incredible rate, if all 
learning contexts have been gamified (Hanus & Fox, 2015). Some students may oppose “mandatory 
fun” and view the established reward system as binding (Mollick & Rothbard, 2014).
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Side Effects

When designing gamification as an implementation of external regulation, SDT helps understand unwanted 
side effects. When students are forced to exert external leverage as a way of managing their learning 
behavior, they are more likely to feel diminished autonomy and perform study activities primarily to 
receive promised external rewards (e.g., bonus points). In such a situation, controlled motivation can 
undermine any preexisting autonomous motivation (Cameron & Dwyer, 2005; Filsecker & Hickey, 2014). 
Students can then begin to attribute their motivation to added external regulations that reduce or even 
eliminate any initial inner motivation. As a result, feelings of autonomy can be further reduced, which, 
at the same time, reduces any internal impulse, so that the student’s motivation eventually changes from 
one’s own to a controlled motivation (Glover, 2013; Tohidi & Jabbari, 2012).

Some authors point to mixed results (de-Marcos et al., 2014), including cases where no significant 
difference could be observed between the gamified and non gamified educational context. Although 
Hakulinen et al. (2013) found small differences in learning behavior between students who were re-
warded with badges for doing exercises and those who were not, they found no difference in the marks 
the students obtained. Implementing gamification in education can even cause side effects. Some stud-
ies have found that students performed worse in circumstances involving badges, trophies, challenges, 
rankings, and levels compared to peers who were not exposed to these game elements (de-Marcos et 
al., 2014). Nongamified activities were also more motivating than those that became part of the game 
(Domínguez et al., 2013).

Competitiveness, one of the most used features of games (Vorderer et al., 2003) in gamification (Glover, 
2013), as opposed to cooperation, encourages the struggle to be the best, even by cheating. If victory 
automatically means loss for someone else, it can promote a more self-centered society and selfishness 
(Simon et al., 2014), and discourage admirable qualities such as volunteering or doing good for people. 
Although losers may set higher goals for the future, research has shown that they will ultimately be sys-
tematically worse than their “winning” counterparts, regardless of their previous competencies (Buser, 
2014). The example shows that gamification can obscure its goal and have far-reaching negative effects 
on those who perform the worst and on the least motivated. Christy and Fox (2014) concluded that the 
use of rankings in educational settings can lead to a stereotypical threat (i.e., the belief that someone can 
be judged on the basis of a negative stereotype). Thus, the use of leaderboards in an academic setting 
may, under certain circumstances, affect the academic performance of different demographic groups 
differently. Other results show that, although competition against peers is important (contrary to the 
prevailing understanding), the challenge of overcoming and cope with obstacles is what players value 
the most, regardless of the type of game (Dichev & Dicheva, 2017).

The importance of keeping students motivated is a long-term challenge for education. This explains 
the considerable attention that gamification has received due to its motivational potential of students in 
different teaching contexts. Overall, progress has been made in a student-centered study of the psychologi-
cal effects of gamification, which can be summarized in the following question: How are students with 
different personalities, dispositions, and learning styles affected by game elements? For what/whom is 
gamification effective? However, the educational benefits of gamification in terms of increasing student 
motivation or linking motivation to learning outcomes are still not well understood.

Although gamification is promoted as a motivational tool, studies measuring its motivational effect 
are limited, and there is a lack of quality empirical evidence to support general claims about the impact 
of gamification on students’ learning and motivation. Although the implementation of external motiva-
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tion can encourage people in the short term, it also has the potential to deprive them of existing internal 
motivation (Deci et al., 2001; Tohidi & Jabbari, 2012) and teach users that they should only act if they 
are rewarded (Muntean, 2011). Most gamified systems rely on external incentives by rewarding activity 
with badges or encouraging competition. Replacing existing higher-order internal motivation with its 
external counterpart can potentially harm highly motivated people (Hanus & Fox, 2015).

In an effort to clarify these unconvincing conclusions, some authors have argued that the desired mo-
tivational effects are temporary in nature, accompanied by excitement from the newly introduced system, 
and that they can be attributed to the novelty effect caused by adding digital and/or game elements to 
the educational context (Attali & Arieli-Attali, 2015; Hanus & Fox, 2015; Koivisto & Hamari, 2014). 
The ubiquity of gamification can speed up the process, turn the novelty of the technique into mundane, 
and eliminate the initial excitement. As a result, users will turn away from already boring gamification, 
which will be the opposite of what it was implemented for (van Roy & Zaman, 2015).

Others report that side effects are more the result of flawed design (Domínguez et al., 2013; Rojas 
et al., 2013). By simply adding points and rankings to the system, according to this argument, gami-
fication is limited to insignificant pointification without any or, conversely, adverse effects. Similarly, 
Domínguez et al. (2013) pointed to poor suggestions and the absence of “healthy pedagogy” (p. 9) as 
the cause of undesirable results. The designers overlooked motivation as a key prerequisite influencing 
student performance.

Most theoretical research on gamification believes that focusing on points and rewards rather than 
play and internal engagement may not always meet the goal of desired behavioral change by adapting to 
students’ intrinsic values ​​(Hansch et al., 2015; Songer & Miyata, 2014; Tomaselli et al., 2015). In their 
exploratory study, Hansch et al. (2015) explored the motivational potential of gamification in online 
learning. Through a review of ten platforms and in-depth analysis, they examined how the motivational 
potential of gamification mechanics and social and interactive elements in online learning can be ef-
fectively combined to build a community of students involved. Hansch et al. concluded that the starting 
point for gamifying online education should be students’ needs, motivations, and goals, rather than a 
platform-centered approach that seeks to use technical features to achieve some predefined performance 
indicators.

For example, Pedro et al. (2015) stated that game mechanics implemented in a virtual learning 
environment had no effect on student motivation and performance. These findings are in line with the 
conclusions of Koivisto and Hamari (2014), who, in a more general context, showed that women experi-
ence a stronger effect when gamification includes social aspects, and men when it involves some kind 
of competition.

A limitation of gamification may be that it trivializes the subject. Besides, mental work in learning 
can only be considered a game; some games are more suitable for encouraging the student to deal with 
concepts, rather than absorbing them. Further, games alone are not enough to increase performance, and 
learning difficulties cannot be overcome with games alone (Apostol et al., 2013).

Wouters et al.’s (2013) meta-analysis is a contribution to the use and effectiveness of serious games. 
According to the authors, they are more motivating in education, compared to the study group receiving 
active instruction, which tries to involve them in teaching. In relation to traditional teaching methods, 
serious games are more motivating when they are not combined with other teaching methods. However, 
this does not correspond to the main finding that students learn more when serious games are supple-
mented by other teaching methods. Therefore, when using serious games, the educator should consider 
what his or her learning goal is, the students’ motivation or how much to teach the students at the given 
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time. There is some support for simulation games that acquired knowledge and skills are maintained over 
time (Pierfy, 1977; Sitzmann, 2011; van der Spek, 2011). So-called sustainable learning occurs when 
students are still able to properly apply the acquired knowledge and skills in the long run.

The premise that has become the basis for the motivational attractiveness of serious games is based 
on the high entertainment value of commercial digital games. The results of the meta-analysis did not 
confirm the hypothesis that serious games would be more motivating than the (so-called traditional) 
teaching methods used in the control group. The inference of an approach based on the SDT (Ryan et 
al., 2006) assumes that autonomy supports intrinsic motivation. As a result, conditions that restrict a 
sense of control or freedom of action can undermine intrinsic motivation (Deci et al., 1999). In serious 
games, the level of control is doubled: It is applicable to actions and decisions within the game, but 
also to the educational context, when it is necessary to decide on issues such as the type of game and 
when to play it. It is relevant to examine whether the variation in the level of student control moderates 
intrinsic motivation.

In terms of the level of control in the educational context, the fundamental difference between digital 
leisure games and serious games is that the choice of the type of game to play and how much time to 
spend is up to the player, as opposed to the learning context, while the game type and playing time are 
generally defined in the curriculum, in the case of serious games. Within the teaching, it is possible that 
the lack of control over these decisions weakens the motivational potential of serious games for students 
who are unable to influence the choice. From an educational point of view, if a designer uses a pop-up 
screen with a message that prompts the player to reflect on something, such a focus can bring learning, 
but it is also likely that the intervention will disrupt the flow of the game and subsequently undermine 
its fun nature. Several dimensions of this issue (e.g., the opposition of learning and acting or freedom 
vs. control) need to be addressed in order to create truly engaging serious games (de Castell & Jenson, 
2003; Wouters et al., 2011).

Key Takeaway

When distributing bonus points and rewards, keep in mind that shortcuts may be created, and students 
may have false expectations or lose their notion of the meaning of the activity for which they are (ar-
bitrarily) rewarded. Behind activity, they see only the reward, instead of reflecting on what it meant 
to them and where it moved them. Doubts then arise about the potential to safely simulate a real work 
environment for instance.

SOLUTIONS AND RECOMMENDATIONS

Personalization is the customization of content and services based on the prediction of what users want, 
which leads to their higher satisfaction. How would students react if teachers gave them control over the 
personalization of their studies? Such an approach allows them to choose their own technological tools, 
team roles, and methods of presenting the results of their work. They can choose from which sources to 
obtain their information and learn in a way that meets their needs. To a certain extent, students adjust 
what and how to learn. With the resources available, they have much more power to do what they want. 
The aim is to help them use (and enjoy) technology for learning. The role of the teacher is to guide stu-
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dents with the help of new tools. What tools they use to work depends on them. Students with specific 
learning styles use tools that meet their requirements and expectations.

Personalization could find support in artificial intelligence, making it easier for educators to discover 
specific patterns of behavior, serious mistakes, and traits of students’ behavior in game-based learning. 
McGonigal (2003) further described “extreme networks” that benefit from the power of the collective 
intelligence of massive and diverse groups of people to solve real-world problems. Similarly, Web-based 
software can leverage education data to provide immediate feedback to students, recommending additional 
lessons, sites, and resources that they can use, based on what has helped other students learn. Such a 
program would analyze the student’s learning style and suggest other references, whether to simulations, 
games, reading or drill concepts, simply what worked for the specific student. The electronic personal 
assistant can guide the user in the right way to the right information, remind him or her of an appointment 
in time or predict needs of the person. An educational assistant modeled on this concept would direct 
students to the activities that would be most beneficial for them at the moment. For example, if a student 
did well on a project-based learning basis, the software would recommend where to go for research ac-
cording to his or her preferences. These preferences would arise from the analysis of (educational) data.

FUTURE RESEARCH DIRECTIONS

There is a need to adapt gamified learning and consider how it affects different students and what its 
effects on the different personality profiles that make up a class are (Barata et al., 2015; Hanus & Fox, 
2015). Future research should isolate game elements and evaluate their effectiveness in the teaching/
learning process as well as to better understand how they work in a given educational context. It should 
further clarify how individual game elements relate to behavioral and motivational outcomes, and how 
to design a gamification system to support and increase intrinsic motivation (Morris et al., 2013). In 
addition, it should set out the conditions under which gamification affects the performance and scores 
of individual course participants. The evidence supports the need to create an environment with clear 
goals, challenges, and authentic stories in which team spirit is strengthened through game mechanics, 
discussions, and debates. In addition, these gamified environments must meet the student’s needs and 
also suggest that gamification must add an aspect of fun or novelty. Voluntary participation must also 
be ensured, as research has shown that the effectiveness of gamification is greater when a student can 
choose. Commitment affects the nature of gamified activity and reduces student motivation (Cheong et 
al., 2013; Mollick & Rothbard, 2014).

CONCLUSION

Gamification design requires a user-centered approach considerate of students’ needs. Gamified sys-
tems also target education to create a framework that enables and guides students. Similar systems are 
automated, and the awarding of prizes takes place from derived indicators, which may not be accurate, 
lead to patterns of behavior that students would not otherwise replicate or even to a weakening of their 
autonomous motivation. Gamification thus obscures its goal and can have far-reaching negative effects 
on learners with the worst performances and on the least motivated (Hanus & Fox, 2015). The use of 
game elements affects the learning performance of different demographic groups differently, and it is 
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up to the educator to consider the predispositions of individuals. Students’ personality traits need to be 
considered in the gamification design and offer different learning styles. Teaching with game elements 
could be suitable for those with insufficient inner motivation who do not like traditional forms of teach-
ing; it also suits competitive types, students with special educational needs, and those who self-study 
remotely. Others prefer cooperative game principles and team play. However, it may not be pleasant for 
introverts.

Although teachers believe that teaching with the help of educational game principles would benefit 
most students playful in nature, there is an opinion among them that it would be particularly suitable 
for weaker students who need to be attracted to study through play. This also applies to future educa-
tors in training who work with students in fields as special and inclusive pedagogy. On the contrary, it 
could be unsuitable for students who are gifted and exceptionally gifted, because for them the intrinsic 
motivation is the topic itself, which they enjoy because they understand it. Thus, students’ character and 
their strengths should be taken into account in the course design and different learning or playing styles 
(e.g., competition, project teaching, simulation, role-playing) should be offered as well. In the hands of 
modern teachers acting as designers of the educational process lies new possibilities for how to effec-
tively design learning experiences to achieve their teaching goals. Hopefully, some insight will be useful 
and transferable to other educational contexts for practical purposes and development of gamification.

ACKNOWLEDGMENT

This chapter is part of a specific research project Current Challenges in the Teaching Profession of the 
21st Century supported by the Masaryk University [MUNI/A/1481/2020].

REFERENCES

Abramovich, S., Schunn, C., & Higashi, R. M. (2013). Are badges useful in education? It depends upon 
the type of badge and expertise of learner. Educational Technology Research and Development, 61(2), 
217–232. doi:10.100711423-013-9289-2

Apostol, S., Zaharescu, L., & Alexe, I. (2013). Gamification of learning and educational games. In 
Proceedings of the 9th. International Scientific Conference eLearning and Software for Education (pp. 
67-72). Academic Press.

Attali, Y., & Arieli-Attali, M. (2015). Gamification in assessment: Do points affect test performance? 
Computers & Education, 83, 57–63. doi:10.1016/j.compedu.2014.12.012

Baptista, G., & Oliveira, T. (2019). Gamification and serious games: A literature meta-analysis and 
integrative model. Computers in Human Behavior, 92, 306–315. doi:10.1016/j.chb.2018.11.030

Barata, G., Gama, S., Jorge, J., & Gonçalves, D. (2013). Engaging engineering students with gamifica-
tion. In Proceedings of the fifth International Conference on Games and Virtual Worlds for Serious 
Applications (pp. 24-31). Academic Press.



15

The Place of Gamification in the Educational Context
﻿

Barata, G., Gama, S., Jorge, J., & Gonçalves, D. (2015). Identifying student types in a gamified learning 
experience. In M. Khosrow-Pour (Ed.), Gamification: Concepts, methodologies, tools, and applications 
(pp. 541–558). IGI Global. doi:10.4018/978-1-4666-8200-9.ch026

Buckley, P., & Doyle, E. (2014). Gamification and student motivation. Interactive Learning Environ-
ments, 22(6), 1–14.

Buser, T. (2014). The impact of losing in a competition on the willingness to seek further challenges. 
Social Science Research Network. doi:10.2139srn.2479837

Caillois, R., & Barash, M. (2001). Man, play, and games. University of Illinois Press.

Cameron, B., & Dwyer, F. (2005). The effect of online gaming, cognition, and feedback type in facili-
tating delayed achievement of different learning objectives. Journal of Interactive Learning Research, 
16, 243–258.

Cheong, C., Cheong, F., & Filippou, J. (2013). Quick quiz: A gamified approach for enhancing learning. 
In Proceedings of PACIS 2013 (paper 206). Academic Press.

Christy, K. R., & Fox, J. (2014). Leaderboards in a virtual classroom: A test of stereotype threat and 
social comparison explanations for women’s math performance. Computers & Education, 78, 66–77. 
doi:10.1016/j.compedu.2014.05.005

Connolly, T. M., Boyle, E. A., MacArthur, E., Hainey, T., & Boyle, J. (2012). A systematic literature 
review of empirical evidence on computer games and serious games. Computer Education, 59(2), 
661–686. doi:10.1016/j.compedu.2012.03.004

Conrad, C. E., & Tucker, C. S. (2019). The effects of player type on performance: A gamification case 
study. Computers in Human Behavior, 91, 333–345. doi:10.1016/j.chb.2018.10.005

Cordova, D. L., & Lepper, M. R. (1996). Intrinsic motivation and the process of learning: Beneficial 
effects of contextualization, personalization, and choice. Journal of Educational Psychology, 88(4), 
715–730. doi:10.1037/0022-0663.88.4.715

de Castell, S., & Jenson, J. (2003). Serious play. Journal of Curriculum Studies, 35(6), 649–665. 
doi:10.1080/0022027032000145552

de-Marcos, L., Domínguez, A., Saenz-de-Navarrete, J., & Pagés, C. (2014). An empirical study compar-
ing gamification and social networking on e-learning. Computers & Education, 75, 82–91. doi:10.1016/j.
compedu.2014.01.012

de Sousa Borges, S., Durelli, V. H. S., Macedo Reis, H., & Isotani, S. (2014). A systematic mapping 
on gamification applied to education. In Proceedings of the 29th Annual ACM Symposium on Applied 
Computing (pp. 216-222). 10.1145/2554850.2554956

Deci, E. L., Koestner, R., & Ryan, R. M. (1999). A meta-analytic review of experiments examin-
ing the effects of extrinsic rewards on intrinsic motivation. Psychological Bulletin, 125(6), 627–668. 
doi:10.1037/0033-2909.125.6.627 PMID:10589297



16

The Place of Gamification in the Educational Context
﻿

Deci, E. L., Koestner, R., & Ryan, R. M. (2001). Extrinsic Rewards and Intrinsic Motivation in Education: 
Reconsidered Once Again. Review of Educational Research, 71(1), 1–27. doi:10.3102/00346543071001001

Deci, E. L., & Ryan, R. M. (1985). The general causality orientations scale: Self-determination in 
personality. Journal of Research in Personality, 19(2), 109–134. doi:10.1016/0092-6566(85)90023-6

Deci, E. L., & Ryan, R. M. (2008). Self-determination theory: A macrotheory of human motivation, 
development, and health. Canadian Psychology, 49(3), 182–185. doi:10.1037/a0012801

Deci, E. L., & Ryan, R. M. (2015). Self-determination theory. In J. D. Wright (Ed.), International 
Encyclopedia of the Social & Behavioral Sciences (2nd ed., Vol. 21, p. 486). Elsevier. doi:10.1016/
B978-0-08-097086-8.26036-4

Denny, P. (2013). The effect of virtual achievements on student engagement. In Proceedings of the SIGCHI 
Conference on Human Factors in Computing Systems (pp. 763-772). ACM. 10.1145/2470654.2470763

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From game design elements to gamefulness: 
Defining gamification. In Proceedings of the 15th International Academic MindTrek Conference: Envi-
sioning Future Media Environments (pp. 9-15). ACM. 10.1145/2181037.2181040

Dichev, C., & Dicheva, D. (2017). Gamifying education: What is known, what is believed and what 
remains uncertain: A critical review. International Journal of Educational Technology in Higher Educa-
tion, 14(9), 1–36. doi:10.118641239-017-0042-5

Dichev, C., Dicheva, D., Angelova, G., & Agre, G. (2014). From gamification to gameful design and 
gameful experience in learning. Cybernetics and Information Technologies, 14(4), 80–100. doi:10.1515/
cait-2014-0007

Dickey, M. D. (2006). Game design narrative for learning: Appropriating adventure game design narra-
tive devices and techniques for the design of interactive learning environments. Educational Technology 
Research and Development, 54(3), 245–263. doi:10.100711423-006-8806-y

Domínguez, A., Saenz-De-Navarrete, J., De-Marcos, L., Fernández-Sanz, L., Pages, C., & Martinez-
Herráiz, J. J. (2013). Gamifying learning experiences: Practical implications and outcomes. Computers 
& Education, 63, 380–392. doi:10.1016/j.compedu.2012.12.020

Eickhoff, C., Harris, C. G., & de Vries, A. P. (2012). Quality through flow and immersion: Gamifying 
crowdsourced relevance assessments. Proceedings of SIGIR’12. 10.1145/2348283.2348400

Faiella, F., & Ricciardi, M. (2015). Gamification and learning: A review of issues and research. Journal 
of e-Learning and Knowledge Society, 11(3), 13-21.

Featherstone, M., & Habgood, J. (2019). UniCraft: Exploring the impact of asynchronous multiplayer 
game elements in gamification. International Journal of Human-Computer Studies, 127, 150–168. 
doi:10.1016/j.ijhcs.2018.05.006

Filsecker, M., & Hickey, D. T. (2014). A multilevel analysis of the effects of external rewards on elemen-
tary students’ motivation, engagement, and learning in an educational game. Computers & Education, 
75, 136–148. doi:10.1016/j.compedu.2014.02.008



17

The Place of Gamification in the Educational Context
﻿

Gee, J. P. (2003). What video games have to teach us about learning and literacy. Palgrave. 
doi:10.1145/950566.950595

Giddens, A., Appelbaum, R. P., Duneier, M., & Carr, D. (2013). Essentials of sociology. W. W. Norton 
& Company.

Glover, I. (2013). Play as you learn: gamification as a technique for motivating learners. In J. Herrington, 
A. Couros, & V. Irvine (Eds.), Proceedings of World Conference on Educational Multimedia, Hypermedia 
and Telecommunications 2013 (pp. 1999-2008). AACE.

Graesser, A. C., Singer, M., & Trabasso, T. (1994). Constructing inferences during narrative text com-
prehension. Psychological Review, 101(3), 371–395. doi:10.1037/0033-295X.101.3.371 PMID:7938337

Hakulinen, L., Auvinen, T., & Korhonen, A. (2013). Empirical study on the effect of achievement badges 
in TRAKLA2 online learning environment. Learning and Teaching in Computing and Engineering 
(LaTiCE), 2013. doi:10.1109/LaTiCE.2013.34

Hakulinen, L., Auvinen, T., & Korhonen, A. (2015). The effect of achievement badges on students’ 
behavior: An empirical study in a university-level computer science course. International Journal of 
Emerging Technologies in Learning, 10(1), 18–29. doi:10.3991/ijet.v10i1.4221

Hamari, J. (2013). Transforming homo economicus into homo ludens: A field experiment on gamification 
in a utilitarian P2P trading service. Electronic Commerce Research and Applications, 12(4), 236–245. 
doi:10.1016/j.elerap.2013.01.004

Hamari, J., & Koivisto, J. (2013). Social motivations to use gamification: An empirical study of gami-
fying exercise [Paper presentation]. 21st European Conference on Information Systems, Utrecht, The 
Netherlands.

Hamari, J., Koivisto, J., & Sarsa, H. (2014). Does gamification work? A literature review of empirical 
studies on gamification. In Proceedings of the 47th Hawaii International Conference on System Science 
(pp. 3025-3034). 10.1109/HICSS.2014.377

Hansch, A., Newman, C., & Schildhauer, T. (2015). Fostering engagement with gamification: Review 
of current practices on online learning platforms. HIIG Discussion Paper Series No. 2015–04, 23. 11.

Hanus, M. D., & Fox, J. (2015). Assessing the effects of gamification in the classroom: A longitudinal 
study on intrinsic motivation, social comparison, satisfaction, effort, and academic performance. Com-
puter Education, 80, 152–161. doi:10.1016/j.compedu.2014.08.019

Inkpen, K., Booth, K. S., Klawe, M., & Upitis, R. (1995). Playing together beats playing apart, espe-
cially for girls [Paper presentation]. The meeting of Computer Support for Collaborative Learning ’95, 
Bloomington, IN.

Johnson, L., Adams Becker, S., Estrada, V., & Freeman, A. (2014). NMC Horizon Report K-12. The 
New Media Consortium. 

Kapp, K. M. (2007). Tools and techniques for transferring know-how from boomers to gamers. Global 
Business and Organizational Excellence, 26(5), 22–37. doi:10.1002/joe.20162



18

The Place of Gamification in the Educational Context
﻿

Kapp, K. M. (2012). The gamification of learning and instruction: Game-based methods and strategies 
for training and education. Pfeiffer.

Ke, F. (2009). A qualitative meta-analysis of computer games as learning tools. In R. E. Ferdig (Ed.), 
Effective electronic gaming in education (pp. 1–32). Information Science Reference. doi:10.4018/978-
1-59904-808-6.ch001

Koivisto, J., & Hamari, J. (2014). Demographic differences in perceived benefit from gamification. 
Computers in Human Behavior, 35, 179–188. doi:10.1016/j.chb.2014.03.007

Köse, D. B., Morschheuser, B., & Hamari, J. (2019). Is it a tool or a toy? How user’s conception of a 
system’s purpose affects their experience and use. International Journal of Information Management, 
49, 461–474. doi:10.1016/j.ijinfomgt.2019.07.016

Landers, R. N. (2015). Developing a theory of gamified learning: Linking serious games and gamifica-
tion of learning. Simulation & Gaming, 45(6), 752–768. doi:10.1177/1046878114563660

Landers, R. N., Bauer, K. N., Callan, R. C., & Armstrong, M. B. (2015). Psychological theory and the 
gamification of learning. In T. Reiners & L. Wood (Eds.), Gamification in education and business (pp. 
165–186). Springer. doi:10.1007/978-3-319-10208-5_9

Lee, J., & Hammer, J. (2011). Gamification in education: What, how, why bother? Academic Exchange 
Quarterly, 15(2), 3–4.

Lehtonen, T., Aho, T., Isohanni, E., & Mikkonen, T. (2015). On the role of gamification and localization 
in an open online learning environment: Javala experiences. In Proceedings of the 15th Koli Calling 
Conference on Computing Education Research (pp. 50-59). ACM. 10.1145/2828959.2828973

Lieberoth, A. (2015). Shallow gamification: Psychological effects of framing an activity as a game. 
Games and Culture, 10(3), 249–268. doi:10.1177/1555412014559978

Mayer, R. E., Griffith, E., Naftaly, I., & Rothman, D. (2008). Increased interestingness of extrane-
ous details leads to decreased learning. Journal of Experimental Psychology. Applied, 14, 329–339. 
doi:10.1037/a0013835 PMID:19102616

McGonigal, J. (2003). This is not a game: Immersive aesthetics and collective play. In Proceedings of 
the Melbourne DAC 2003 Streamingworlds Conference. RMIT University.

McQuiggan, S., Rowe, J., Lee, S., & Lester, J. (2008). Story-based learning: The impact of narrative 
on learning experiences and outcomes. Springer.

Mollick, E. R., & Rothbard, N. (2014). Mandatory fun: Consent, gamification, and the impact of games 
at work. The Wharton School Research Paper Series.

Morris, B. J., Croker, S., Zimmerman, C., Gill, D., & Romig, C. (2013). Gaming science: The “Gami-
fication” of scientific thinking. Developmental Psychology, 4, 1–16. PMID:24058354

Morschheuser, B., Hassan, L., Werder, K., & Hamari, J. (2018). How to design gamification? A method 
for engineering gamified software. Information and Software Technology, 95, 219–237. doi:10.1016/j.
infsof.2017.10.015



19

The Place of Gamification in the Educational Context
﻿

Muntean, C. I. (2011). Raising engagement in e-learning through gamification. In Proceedings of the 
6th International Conference on Virtual Learning (pp. 323-329). Academic Press.

Pedro, L. Z., Lopes, A. M. Z., Prates, B. G., Vassileva, J., & Isotani, S. (2015). Does gamification work 
for boys and girls? An exploratory study with a virtual learning environment. In Proceedings of the 30th 
Annual ACM Symposium on Applied Computing (pp. 214-219). 10.1145/2695664.2695752

Peng, W., Lin, J.-H., Pfeiffer, K. A., & Winn, B. (2012). Need satisfaction supportive game features 
as motivational determinants: An experimental study of a self-determination theory guided Exergame. 
Media Psychology, 15(2), 192. doi:10.1080/15213269.2012.673850

Perrotta, C., Featherstone, G., Aston, H., & Houghton, E. (2013). Game-based learning: Latest evidence 
and future directions. NFER.

Pierfy, D. A. (1977). Comparative simulation game research: Stumbling blocks and stepping. Simulation 
& Games, 8(2), 255–268. doi:10.1177/003755007782006

Ramirez, D., & Squire, K. (2015). Gamification and learning. In S. P. Walz & S. Deterding (Eds.), The 
gameful world: Approaches, issues, applications (pp. 629–652). The MIT Press.

Robson, K., Plangger, K., Kietzmann, J., McCarthy, I., & Pitt, L. (2015). Is it all a game? Understanding 
the principles of gamification. Business Horizons, 58(4), 411–420. doi:10.1016/j.bushor.2015.03.006

Rojas, D., Kapralos, B., & Dubrowski, A. (2013). The missing piece in the gamification puzzle. In 
Proceedings of the First International Conference on Gameful Design, Research, and Applications (pp. 
135-138). ACM. 10.1145/2583008.2583033

Ryan, R. M., & Deci, E. L. (2009). Promoting self-determined school engagement, motivation, learning, 
and well-being. In K. Wentzel, A. Wigfield, & D. Miele (Eds.), Handbook of motivation at school (pp. 
171–196). Routledge.

Ryan, R. M., Rigby, C. S., & Przybylski, A. (2006). The motivational pull of video games: A self-
determination theory approach. Motivation and Emotion, 30(4), 347–365. doi:10.100711031-006-9051-8

Simon, R. L., Torres, C. R., & Hager, P. F. (2014). Fair play: The ethics of sport. Westview Press.

Sitzmann, T. (2011). A meta-analytic examination of the instructional effectiveness of computer-based 
simulation games. Personnel Psychology, 64(2), 489–528. doi:10.1111/j.1744-6570.2011.01190.x

Songer, R. W., & Miyata, K. (2014). A playful affordances model for gameful learning. In Proceedings 
of the TEEM ’14 2nd International Conference on Technological Ecosystems for Enhancing Multicul-
turality (pp. 205-213). 10.1145/2669711.2669901

Sua, C. H., & Cheng, C. H. (2013). A mobile game-based insect learning system for improving the learning 
achievements. Procedia: Social and Behavioral Sciences, 103, 42–50. doi:10.1016/j.sbspro.2013.10.305

Taylor, G., Jungert, T., Mageau, G. A., Schattke, K., Dedic, H., Rosenfield, S., & Koestner, R. (2014). A 
self-determination theory approach to predicting school achievement over time: The unique role of intrinsic 
motivation. Contemporary Educational Psychology, 39(4), 342–358. doi:10.1016/j.cedpsych.2014.08.002



20

The Place of Gamification in the Educational Context
﻿

Toda, A. M., do Carmo, R. M. C., da Silva, A. P., Bittencourt, I. I., & Isotani, S. (2019). An approach 
for planning and deploying gamification concepts with social networks within educational contexts. 
International Journal of Information Management, 46, 294–303. doi:10.1016/j.ijinfomgt.2018.10.001

Tohidi, H., & Jabbari, M. M. (2012). The effects of motivation in education. Procedia: Social and Be-
havioral Sciences, 31, 820–824. doi:10.1016/j.sbspro.2011.12.148

Tomaselli, F., Sanchez, O., & Brown, S. (2015). How to engage users through gamification: The preva-
lent effects of playing and mastering over competing. In Proceedings of the Thirty Sixth International 
Conference on Information Systems (pp. 1-16). Academic Press.

Tulloch, R. (2014). Reconceptualising gamification: Play and pedagogy. Digital Culture & Education, 
6(4), 317–333.

van der Meij, H., Albers, E., & Leemkuil, H. (2011). Learning from games: Does collaboration help? 
British Journal of Educational Technology, 42(4), 655–664. doi:10.1111/j.1467-8535.2010.01067.x

van der Spek, E. D. (2011). Experiments in serious game design: A cognitive approach [Unpublished 
doctoral dissertation]. Universiteit Utrecht, The Netherlands.

van Roy, R., & Zaman, B. (2015). Moving beyond the effectiveness of gamification. In Proceeding of 
CHI 2015 Workshop Gamifying Research. ACM.

van Roy, R., & Zaman, B. (2017). Why gamification fails in education and how to make it successful: 
Introducing nine gamification heuristics based on self-determination theory. In M. Ma & A. Oikonomou 
(Eds.), Serious games and edutainment applications, volume II (pp. 485-509). Springer International 
Publishing AG.

van Roy, R., & Zaman, B. (2019). Unravelling the ambivalent motivational power of gamification: A 
basic psychological needs perspective. International Journal of Human-Computer Studies, 127, 38–50. 
doi:10.1016/j.ijhcs.2018.04.009

Vogel, J. J., Vogel, D. S., Cannon-Bowers, J., Bowers, C. A., Muse, K., & Wright, M. (2006). Computer 
gaming and interactive simulations for learning: A meta-analysis. Journal of Educational Computing 
Research, 34(3), 229–243. doi:10.2190/FLHV-K4WA-WPVQ-H0YM

Vorderer, P., Hartmann, T., & Klimmt, C. (2003). Explaining the enjoyment of playing video games: The 
role of competition. In Proceedings of the Second International Conference on Entertainment Computing 
(pp. 1-9). Carnegie Mellon University.

Werbach, K., & Hunter, D. (2012). For the win: How game thinking can revolutionize your business. 
Wharton Digital Press.

Wouters, P., Paas, F., & van Merriënboer, J. J. M. (2008). How to optimize learning from animated mod-
els: A review of guidelines base on cognitive load. Review of Educational Research, 78(3), 645–675. 
doi:10.3102/0034654308320320

Wouters, P., van Nimwegen, C., van Oostendorp, H., & van der Spek, E. D. (2013). A meta-analysis of 
the cognitive and motivational effects of serious games. Journal of Educational Psychology, 105(2), 
249–265. doi:10.1037/a0031311



21

The Place of Gamification in the Educational Context
﻿

Wouters, P., van Oostendorp, H., Boonekamp, R., & van der Spek, E. D. (2011). The role of game dis-
course analysis and curiosity in creating engaging and effective serious games by implementing a back 
story and foreshadowing. Interacting with Computers, 23(4), 329–336. doi:10.1016/j.intcom.2011.05.001

Xi, N., & Hamari, J. (2019). Does gamification satisfy needs? A study on the relationship between 
gamification features and intrinsic need satisfaction. International Journal of Information Management, 
46, 210–221. doi:10.1016/j.ijinfomgt.2018.12.002

ADDITIONAL READING

Aldrich, C. (2009). Learning online with games, simulations, and virtual worlds: Strategies for online 
instruction. Jossey-Bass.

Beavis, C., Dezuanni, M., & O’Mara, J. (2017). Serious play: Literacy, learning, and digital games. 
Routledge. doi:10.4324/9781315537658

Freitas, S. D., & Maharg, P. (2011). Digital games and learning. Continuum International Publishing 
Group.

Kapp, K. M., Blair, L., & Mesch, R. (2014). The gamification of learning and instruction fieldbook: 
Ideas into practice. Wiley.

Kowert, R., & Quandt, T. (2017). New perspectives on the social aspects of digital gaming: Multiplayer 
2. Routledge. doi:10.4324/9781315629308

Steinkuehler, C., Squire, K., & Barab, S. A. (2012). Games, learning, and society: Learning and mean-
ing in the digital age. Cambridge University Press. doi:10.1017/CBO9781139031127

Tekinbaş, K. S. (2004). Rules of play: Game design fundamentals. MIT.

Whitton, N., & Moseley, A. (2012). Using games to enhance learning and teaching: A beginner’s guide. 
Routledge. doi:10.4324/9780203123775

KEY TERMS AND DEFINITIONS

Cognitive Apprenticeship: Any learning should be linked to the context in which learners can use 
the results of that learning. Students need authentic experience, they must test their knowledge in practice 
at the same time, and it is this practice that further teaches them.

Cone of Experience: The theory reflects the gradual arrangement of teaching methods from direct 
experiences such as simulations and role-playing to abstract verbal symbols while reading text or count-
ing. Educationally, it is easier for the learners to remember a certain experience during which all their 
senses are involved.

Distributed Practice: Dividing the educational experience into shorter sections with a time span 
that will allow learners to think about new knowledge and understand it. The next sections give room 
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to recap what the learners forgot between them. Repetition will make it easier to store new knowledge 
in the long-term memory.

Flow: A state of mind where the student is fully engaged in the activity, which must be fun and rea-
sonably demanding. The key is that almost any task or work can be transformed into a flow experience 
by creating opportunities for feedback and setting achievable goals within the task.

Game-Based Learning: Digital game-based education that uses digital games as a resource to sup-
port an educator who uses a framework of game rules for a specific learning purpose.

Gamification: A relatively new educational technique that increases students’ interest through the 
use of game resources, game designs, game thinking, and game principles in non-game areas.

Self-Determination Theory: It is not the amount of motivation, but the particular nature of distinct 
motivational types that holds the most predictive and explanatory power as to how people behave.


