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Context
• The idea of using game elements in non-game contexts (Deterding, Dickon, et

al., 2011) was captured by wide audiences ranging from business to academia.
However, after five years of extensive application of gamification in various
domains the results of the studies could be summarized as mixed (Seaborn,
Fels, 2015; Hamari, Koivisto, Sarsa, 2014).

• Education is one of the fields where gamification research is the most
extensive (Cronk, 2013; Domínguez, et al. 2013, Fernandes et al., 2012,
O’Donovan, et al, 2013, Witkowski, Cornell, 2015).

• Action research is rarely used as a paradigm for gamification studies. However,
this type of research allows usage of mixed methods and is focused on
practical and theoretical knowledge generation. The initial conception of
action research emphasised its potential to empower and emancipate
participants through cycles of reform based on reflection and action
(McDonough, 2006). An action research project seeks to create knowledge,
propose and implement change and improve practice and performance
(Stringer, 1996).



Setting
• General Objective: to investigate the effect of ICT-based gamification to

student engagement in university study course.
• Specific objectives:

1) to reveal the student experiences on engaging activities in general;
2) to reveal their experiences of engaging learning process;
3) to reveal student experiences with gamified content
4) to recieve student evaluations of gamified elements in ongoing course

• Method/approach: Action research with mixed methods
• Limitations: The limiting factor is that the study haven’t reached its final

iteration. In case of action research it may transform and results could shift
during the process.

• Practical implications/Value: The research is valuable from scientific and
practical perspective, since very few gamification studies were conducted in
Lithuania. Action research is rarely used as a research strategy for gamification
based investigations. The ability to see the course transformation, as well as
students attitude change towards the study subject is a valuable knowledge
source for educators and game designers.



Course Transformation



Course Transformation



Game elements
• Theme banners

• Point system

• Leveling system



Game elements
• Badges (achievements)

• Leaderboard

• Progress bar



Game elements
• Game quests • Optional assignments

• „Spy“ tests



Results
• The preliminary analysis of focus group interview revealed that when students

felt engaged they loose the sense of time and „became one“ with the activity.
Also when the environment was supportive and in some cases – the task
required some skill level.

• Engagement in learning is strongly dependent from the tutor. Encouraging and
„passionate teaching“, positive feedback and direct communication were
emphasized very strongly.

• The variety of learning activities is also considered as important factor for
learning engagement.

• The report on game elements used in study course were overwhelmingly
positive. Quantitative questionnaires also show general positive attitude
towards usage of gamification in the course (with 87% positive responses).
However, it might be due to the novelty of the method for students.

• Students report that leveling system is moderately balanced (27% vs. 53%),
badge system rated positively (80%). 67% of active students claim that
progress bar helps them to stay more motivated to achieve objectives. 73%
would like to have more varied tasks.



Questions?



Thank You
Marius Kalinauskas
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