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Abstract- In recent years, the used of eLearning as a strategy for teaching and learning in higher education has increased.  
Gamification as an eLearning strategy has gained much favour in higher education and may be considered as a breakthrough 
in higher education due to the innovative manner in which learning can take place [6]. The increase in popularity as an 
eLearning strategy may be attributed to the characteristic of gamification to include a component of enjoyment, enhanced by 
motivational factors which in turn, enhances the learning process of students [5]. This paper will consider the effectiveness 
of gamification as an eLearning strategy for teaching and learning. 
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I. INTRODUCTION 
 
In recent years, an introductory shift in the manner in 
which students are educated have occurred.  
eLearning refers to:” the use of technology to select, 
design, deliver, administer, facilitate and support 
learning.  The term eLearning covers a wide set of 
applications and processes, including computer based 
learning, web-based learning and mobile learning” 
[1]. 
There are current trends in eLearning which 
contributes to the student’s ability to gain knowledge 
and skills through eLearning [2].  The strategies for 
eLearning surfacing are [2]: 
 Mobile learning 
 Gamification 
 Video-based learning 
 Competency based learning, and 
 Big data 
This paper will consider the effectiveness of 
gamification as an eLearning strategy. 
 
II. GAMIFICATION EXPLAINED 
 
Gamification may be defined as :“The application of 
typical elements of game playing (rules of play, point 
scoring, competition with others) to other areas of 
activity, specifically to engage users in problem 
solving’ [3]. Gamification may furthermore be 
explained as a set of scenarios whereby an individual 
must make sequential decisions in order to arrive at a 
favourable outcome [4]. The success of gamification 
may be contributed to the amplifying effect of 
applying motivational techniques to a core experience 
and thereby recreating the enjoyment factor of games 
[5]. 
 
III. BENEFITS OF GAMIFICATION 
 
Gamification is currently one of the largest markets 
of an eLearning strategy [2]. Furthermore, 

gamification is considered as a breakthrough in the 
field of education [6]. Gamification supports the 
development and attainment of knowledge as well as 
skills whereas traditional methods of teaching 
primarily assists in the attainment of knowledge [7]. 
Gamification proposes several benefits.  These 
benefits include, but are not limited to: 
 A notion supported by gamification is that 
students can learn knowledge and skills that may be 
regarded as experience in their field of study and 
employment [8]. Consequently, gamification allows 
for practical experimentation to occur whilst playing 
an education game [9]. 
 
 Gamification enhances the ability of students to 

identify interrelatedness in organisations [10]. 
 Gamification enhances learning by allowing for 

trial and error [11]. 
 Gamification allows for a dynamic environment 

through which learning can occur [12]. 
 Gamification guides students in time 

management skills [13]. 
Consequently it can be seen that theory proposes the 
effectiveness of gamification as an eLearning strategy 
in tertiary education.  In order to prove that the theory 
holds true, a recent study relating to the effectiveness 
of gamification has been conducted. 
 
IV. STUDY 
 
The study was aimed at establishing if knowledge and 
skills were attainable through the incorporation of 
gamification as a teaching and learning strategy in 
higher education.  The study facilitated a simulated 
environment whereby students have to complete tasks 
relating to a business online.   
 
V. METHODOLOGY 
 
A quantitative study was conducted in order to 
determine the effectiveness of gamification as an 
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eLearning strategy in higher education.Students from 
a private tertiary institution in South Africa 
participated in a study to determine the effectiveness 
of gamification as an eLearning strategy.Convenience 
sampling was utilised in order to derive the findings 
for this study.  The results of the study was analysed 
by means of a SPSS statistical package in order to 
formulate meaningful results. 
 
VI. THE FINDINGS 
 
Data was collected from 63 participating 
studentsfrom a private tertiary institution in South 
Africa. These studentscompleted a pre-test and a 
post-test.  The results from the pre-test and post-test 
was compared in order to determine if knowledge and 
skills attainment occurred through gamification. 
 
The study facilitated areas of interest which would 
determine the effectiveness of gamification as an 
eLearning strategy.  Seven areas of knowledge and 
skills attainment was identified and data was 
collected accordingly. 
 
The collected research findings were analysed in 
order to determine if the variance between the pre-test 
and post-test of the participating students were 
significance.   
The table below lists the areas of knowledge and 
skills that was gamified.  The results of the pre-test 
and post-test were compared and by means of 
statistics, a significance value for each of the items 
were calculated. 
 

Table 1.1. Areas of knowledge and skills and corresponding 
significance values 

 
 
Table 1.1. indicated a significance level of 0.00 for 
five of the seven areas of knowledge and skills 
attainment tested in this study.  As the significance 
value is smaller than 0.05, it may be considered as a 
meaningful and true level of significance. The 
remaining two areas displayed an increase in 
knowledge and skills gained through gamification but 

it was not significant in value.  Consequently it can 
be stated that gamification is an effective eLearning 
strategy in higher education. 
 
CONCLUSION 
 
In recent years eLearning has become increasingly 
popular in higher education as a method for teaching 
and learning.  Theory suggests that gamification as an 
eLearning strategy is beneficial and will assist 
students in their learning process with knowledge and 
skills attainment.  The findings of the study which 
was conducted prove that gamification is an effective 
eLearning strategy.  Results for this study displayed a 
meaningful increase in knowledge and skills in 
students after the gamification of their studies when 
scores of the pre-test and post-test were compared.  
Thus it can be stated that gamification is an effective 
eLearning strategy as it contributes to the attainment 
of knowledge and skills in students in higher 
education. 
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