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I. Research background and justification of the 

topic 

In my research I investigated the potential and impact of 

gamification in business higher education. Gamification is the use of game 

elements (or game mechanics) in non-game environment. The aim is to 

enhance the learning experience of the students involved in the learning 

process, and consequently his/her motivation. Examples of playful elements 

are ranking, badges or narratives. The former two are types of feedback on 

performance, the latter creates a link between students and learning material 

through a story ("narrative"). The elements of gamification are also 

pedagogical interventions to support teaching, aiming to increase the 

effectiveness of knowledge construction by going beyond the limits of frontal 

teaching. In all cases, the use of game elements provides the student with 

some kind of motivational driving force and thus has the desired motivational 

effect. In addition to defining the elements of gamification in education, the 

mechanism of gamification also had to be examined from the point of view 

of motivation and how these can be integrated into the educational process. In 

my research, I placed gamification at the intersection of motivation and 

pedagogical aspects in such detail that its methodology could practically be 

transferred to other courses. Based on this, I have mapped the factors that 

influence the learning experience and have provided evidence about the 

positive impact of gamification on motivation with a live classroom 

experiment. 

The timeliness and importance of the topic is justified by several 

economic and social phenomena, which I have structured in my dissertation 

by using the ecosystem model of education. The economic aspect of 

gamification can best be described by the spread of its practical applications. 



Widely known mobile phone or Microsoft Office applications have gaming 

elements, such as Duolingo (language learning with rewards and levels), 

Nike Run (running badges, challenges) or even Microsoft Teams (rewards for 

teamwork) 1. From a societal perspective, some researchers believe that the 

21st century will be the century of play, where playfulness will take on a 

dominant cultural form (Deterding, 2015). Play is usually associated with 

social experiences, enjoyment, imagination, discovery and development. The 

latter two phenomena are also inherent to learning. Learning in the school 

system is based on explicit rules and goals, the use of playful elements can 

provide stronger motivation. The generational characteristics of university 

students also explain why they may be susceptible to the influencing effects 

of playful elements. A preference for appealing visual representations, free 

expression of opinions, and social connectedness and learning in groups 

(Csillik et al., 2022) are defining characteristics. However, all these are also 

game mechanics, so that the elements used in gamification are frictionlessly 

linked to the content consumption and learning habits of young generations 

Among the recent changes in thinking about how learning takes 

place, the learning process has become more learner-centred, and the learner's 

individual characteristics can also be related to gamification. On the one 

hand, because the learner is actively involved in the construction of 

knowledge, and on the other hand, the use of playful elements is explicitly 

aimed at designing and operating interactive, personalised and individualised 

processes.  

The emergence of gamification in economic and social processes has 

also led to its introduction in education: it has a major role in several western 

 
1 Business impact of gamification estimated at USD 70 billion by 2030 

(Dhapte, 2024). 



business universities, where gamification as a methodology of business 

influence is taught in special courses 2. 

In Hungary, half a dozen doctoral dissertations on gamification have 

examined the impact of gamification on culture and society, the acceptance 

of the phenomenon among teachers and students, or the impact of 

gamification on specific computer platforms. The international literature on 

the use of gamification in the live classroom is also relatively scarce, with 

few articles going into detail on the experiments and phenomena. My 

research has filled this gap. 

II. Used methods 

According to Maxwell (2009), the research objectives and questions, 

the theoretical model behind the examined phenomenon, and the 

methodology form a coherent system. His logic is well complemented by the 

pragmatic paradigm that also underpins my research: the choice of 

methodology is fundamentally influenced by how the phenomenon can be 

most effectively examined and analysed in the given situation. In my 

research, I have formulated a coherent, interdependent hierarchy of objectives 

and questions. The qualitative research began with a literature review of 

theories. The results prepared the ground for the design and implementation 

of the playful experiment and the subsequent implementation and analysis of 

the semi-structured interviews.   

 
2 Waterloo University in Canada, Brighton University in the UK and Liège 

University in Belgium, Barcelona University in Spain and Michigan State 

University also offer courses in gamification (Baikins, 2020). 



a. Research objectives and questions 

My first research objective was to examine the literature on 

gamification, motivation and related pedagogical interventions, and to 

identify a common cross-section of these. My second objective was to 

formulate a detailed design for a gamified course using the previously 

understood aspects of gamification, motivational features and pedagogical 

principles. This step was necessary to plan and implement the classroom 

experiment in my research. The third research objective was to map the 

students' learning experiences, the results of which provided a solid 

benchmark for analysing the impact of the playful elements used in the 

experiment. 

My first research question (RQ1) related to the classroom 

experiment: can gamification in a live contact hour environment increase 

student engagement and motivation? The second research question (RQ2): 

After participating in a gamified course, do students recognize the playful 

elements and equate them with gamification in practice? The exploration of 

the latter is important because it shows whether the gamified influencing 

elements widely used in business are consciously recognised by our students? 

This allowed me to make a statement on the need to make students more 

aware of such influencing methods. A summary of these is shown in Figure1.  



1. figure: Research objectives and questions 

 

Source: the author’s own work 

b. Literature research 

Prior to the literature search, I used selected articles and books based 

on my own interest and experience to get a general idea of gamification, the 

motivational theories closely related to it, and the interventions that support 

education. This also identified areas of focus, and I started structured research 

on the design, implementation and feedback of gamification in higher 

education. The research was conducted using Publish or Perish software on 

Scopus, CrossRef and Google Scholar databases. I have considered the 

relevance of the articles in terms of number of citations, and continued 

research based on the principle of saturation. I subjected the analysis and 

synthesis of the articles to two additional criteria: the intended gamification 

of the course had to be practically feasible, and the related phenomena had to 

be possible to examine and verify.   



The review of the gamification literature focused on collecting the 

basic elements, exploring the gamification frameworks that integrate them 

into a logical system, mapping the areas of gamification, and reviewing the 

design of gamified processes. In total I have collected nearly 100 

gamification elements. The practical application of these elements is made 

easier by the gamification frameworks. The most typical frameworks and 

their applications in the literature are described in detail in this thesis. The 

MDA framework (Werbach & Hunter, 2015) distinguishes between game 

elements, rules and aesthetics. The RAMP model (Marczewski, 2014; 

Tondello et al., 2019), and the Octalysis (Yu-Kai, 2017) model categorise 

game elements according to different logic of motivational drivers that affect 

the user 

From a motivational perspective, the elements of gamification have 

a positive effect through influencing the individual's need for autonomy, 

competence and relatedness, as per the self-determination theory (Ryan & 

Deci, 2020) which is the most frequently cited motivational theory in 

gamification research. Seconded by Flow theory (Csikszentmihalyi, 2008), 

which emphasises the balance of abilities and challenges, as well as the 

importance of feedback. Both theories are essential for understanding the 

mechanism of gamification. When examining motivational theories, I also 

referred to the modern goal orientation theory (Fejes, 2011), which describes 

learning motivation and basically classifies learners into competence-seeking 

and competitive categories based on their motivation. 

From the point of view of pedagogical interventions supporting 

education, the literature aspect was mainly about conceptual clarification and 

delimitation of the field. Among these interventions, the literature 

distinguishes interventions related to tasks, authority, recognition of 

achievement, grouping (relatedness), and time pressure (Ames, 1992; Fejes, 



2009). The detailed exploration of this similarity is related to the first 

research aim and is an important outcome of this dissertation.   

c. The conceptual model of the research and 

the implementation of the experiment 

The theoretical model Landers (2014) outlines for research on 

gamification shows that educational activity, learner behaviour and 

motivation influence learning outcomes. The content and method of 

instruction affects learner motivation, behaviour and learning outcomes. 

Motivation and behaviour have a profound effect on learning outcomes 

(motivation is a moderator variable). Gamification is a direct mediating 

process on motivation, i.e. it is (one of) the causes of changes in motivation. 

Thus, it also has an indirect moderating effect on learning outcomes. This is 

because playful elements can make the processing of learning material more 

interesting and exciting.   

2. figure: Theoretical model for gamified education 

 

Source: (Landers, 2014) edited by the author 



In my research, I investigated the mediator (indirect moderator) 

effect of gamification in classroom experiments and in the subsequent data 

collection and analysis.  

The gamification of the courses was carried out over several 

iterations, the game elements were continuously improved and a total of 5 

versions were created during the experiments. Students were exposed to a 

total of 11 different game elements. 165 students participating in two 

Business Economics, two Decision Theory and two Decision Making Skills 

courses took part in the gamified lessons (Hungarian and English languages). 

The complexity of the experiment was that I had to build a new gamification 

model for each subject and language. This is considerably more complex than 

experiments in the literature relating to live classroom gamification. Both in 

terms of design, implementation, or analysis. 

In the experiment, students were exposed to two sets of gamified 

mechanisms. First, they were given individually personalised feedback and 

evaluation sheets3 three times during the semester. These included detailed 

written evaluations of their exams, their scores, their ranking, visual feedback 

on their performance (badges, graphs) and access to additional content via 

QR codes. Secondly, they could earn points through in-class activities, which 

they could redeem individually or as a group for a "service" to support their 

learning, such as a deadline extension or extra exam consultation. Following 

the experiments I investigated the perception of the interventions and their 

(perceived) impact on the student experience and thus on motivation.   

 
3 An illustration of the player feedback cards is available online via a link 

provided in the annex of this document. 



d. Data collection and analysis methods 

I collected the research data by conducting semi-structured 

interviews and analysing them. According to Horváth and Mitev (2015), the 

aim of qualitative research is to analyse the observed phenomenon in each 

context with as much detail as possible, in order to draw detailed and 

meaningful conclusions. Moser and Korstjens (2017) add that in this way the 

natural context and the subject of the participants can be considered. In this 

way, their experiences can be effectively explored in qualitative research. 

According to Vasileiou et al. (2018) for exploratory research, 20-30 

interviews are sufficient for a successful study. In my research, I interviewed 

51 students, and the transcripts of the audio material amounted to almost 200 

pages. During the interviews, I asked questions about factors that influenced 

the students’ learning experience on the one hand, and about their perceptions 

of gamification on the other. I tried to avoid influencing the respondents as 

much as possible by the way how the questions were asked. 

The interviews were analysed with thematic analysis method using 

Nvivo software. During the thematic analysis (Castleberry & Nolen, 2018; 

Kiger & Varpio, 2020) I collected the phenomena (codes) discovered in the 

content of texts in all interviews by repeatedly reading and comparing them. I 

then grouped the codes into a logical and hierarchical system and based on 

these, I formulated categories describing the essential message of the 

research, which the methodology refers to as themes.   

III. Scientific results of the thesis 

In my dissertation, I examined a timely and important phenomenon 

in society, business and education. I have formulated three objectives to be 

achieved and, building on these, two research questions to be answered. The 



first objective was to better understand the mechanism of gamification, and to 

formulate a unified logic framework encompassing gamification, 

motivational theories and pedagogical interventions. My second objective 

was to create a design process that would allow the creation of an appropriate 

and effective way to gamify a course, both in terms of pedagogical 

interventions and gamification processes. My third objective was to explore 

the factors that influence students' learning experiences. In classroom 

experiments based on these findings, I sought to answer (RQ1) whether 

gamification in a live classroom environment increases student motivation. 

Finally, I wanted to see whether (RQ2) after the gamification experiment, 

students consciously recognised that they had encountered the same 

interventions as they had with mobile apps, office software (and many offline 

processes).   

From the 51 English and Hungarian interviews, I identified 3 

themes, 17 code categories and 120 codes. These are supported by about 

1100 quotes from a total of 196 pages of text. The main message across the 

interviews is that the students' perceptions of gamification were clearly 

positive, with the vast majority reporting an improved learning experience 

and motivation.   

For the first research objective, after synthesizing the gamification 

elements, frameworks, motivational theories and pedagogical interventions 

identified in the literature review, I created a comprehensive table4 in which I 

paired the experimental gamification elements with the theories. This table 

can be used to help educators and researchers of the topic to identify any of 

the other elements of the relationship from any of the directions (i.e. 

motivation, play frameworks, or pedagogical interventions). In this way, it 

helps to design an effective gamified course.   

 
4 The table can be found in the Annex to the Thesis Summary. 



I have formulated steps in the design process as a response to the 

second research objective. Here I think it is important to emphasise that the 

literature on gamification does not have its own theory of education. 

Gamification always makes the functioning of a target process more efficient, 

in the case of my research this is the case of education. That is, the design 

steps highlight separately didactic design principles, as well as general game 

design principles. The description of the process can be easily used in 

practice if one has a general knowledge of the literature or of gamification. 

The third research objective was met by exploring the factors that 

influence students' learning experiences5. Using semi-structured interviews, I 

highlighted factors that influence learning experiences, including (*a) the role 

of community, team and its diversity, (*b) the importance of student 

autonomy, (*c) the prominence of competition and social comparison, and 

finally (*d) the importance of feedback. All this is in line with motivational 

literature. The aim of my experiment was to influence these factors and 

measure the effect. The associated mind map shows the complex system of 

factors influencing the learning experience and the related gamification 

elements that influence them.  

The tables and diagrams resulting from the first three research 

objectives capture the relationship between gamification and the factors 

influencing the learning experience as well as the design principles. All these 

are done in a much more comprehensive and detailed way than in the 

literature, and in my opinion these reveal a novel relationship between 

gamification, motivation and pedagogical interventions.  

In relation to the first research question, I examined changes in 

students' learning experience and motivation. The game element associated 

 
5 The detailed mind map is available in the Thesis Summary Annex, and it is 

available online as well. 



with (*a) community and team diversity was the way the groups were set 

up, which meant grouping of students based on professional tests related to 

the topic in seminar classes. So that students could experience working in 

diverse groups, while at the same time the logic of the grouping functioned as 

a narrative and contributed to a deeper understanding of the topic. The 

perception of this was clearly useful and positive according to the 

students in the interviews.  

In relation to (*b) student autonomy, students could interchange 

(buy from) their points individually and collectively (by voting) in class. The 

freedom of choice and the excitement of the game were highly appreciated 

and were described as having a clear positive impact. 

I used badges and rankings to influence competition (*c) and 

community comparison related perception. Most students experienced the 

use of these in a positive way. However, for some students who did not like 

competition, these mechanics were not attractive. However, even by 

considering the critical opinions as well, the interviews reported a positive 

impact of these game mechanics. 

The importance of feedback (*d) was explored through the 

students' opinions on the individual feedback forms. Students were clearly 

very positive about the feedback sheets. Their words described amazement, 

the importance of personal attention, the dedication of the lecturer, and the 

usefulness of summarizing and evaluating their activities. 

Overall, ninety percent of the codes in the student interviews 

supported that gamification had enhanced their learning experience and 

motivation. Only one tenth of the opinions were neutral or critical. The 

answer to the first research question (RQ1) is yes, gamification in live 

classroom training can increase student motivation. 



With the second research question I investigated whether the 

students recognise the gamification elements I used to influence them 

while participating in the gamified class experiment. After all, they have 

already encountered such influencing mechanisms daily. They will continue 

to be influenced in the future, but perhaps as process designers they will also 

be able to use elements of gamification themselves. In my experiments only a 

fraction of the students recognised the similarities between the game 

mechanics they saw and the game elements they encounter daily. The 

answer to the research question is that the students in the experiment did 

not recognise the playful elements they were influenced by. 

IV. Conclusions and future research areas 

In my dissertation, I explored in detail the interrelationships and 

connections between three areas: gamification, motivational theories and 

pedagogical interventions. Building on this, I have documented in meticulous 

detail the design and implementation of gamification in my courses, pointing 

the way forward for educators wishing to incorporate gamification into their 

training and for researchers wishing to investigate it. Finally, I have shown 

that „offline” gamification of a live classroom course can enhance the 

learning experience and motivation. The experimental part of the research 

involved 165 students from 3 courses over 8 semesters. The empirical 

analysis of their experience was carried out through a thematic analysis of the 

responses recorded during semi-structured interviews. In total, I identified 

three themes and 120 codes in the interview transcripts of about 200 pages. I 

was able to answer the research questions with a total of 1100 quotes behind 

the codes and themes. 

Building upon the findings I propose a few other exciting directions 

for research on gamification. Such areas could be to measure the effect of 



game elements totally independently from each other, to develop a faster 

(quantitative) methodology to measure and analyse the motivational effect 

and, in my opinion, to investigate the impact on learning outcomes beyond 

the motivational effect of gamification. 
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