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Research on Learners” Preferences for Gamification Elements in Online Learning
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[Abstract] Integrating the concept of gamification in learning is one way to address the difficulty of
sustaining the motivation in online learning, but the theoretical and empirical exploration of the
gamification elements, the vehicle of implementing that concept, is still in the preliminary stage. Given that
learners” psychological needs are crucial to the selection of gamification elements, this study attempts to
conduct research from the perspective of learners” preferences for gamification elements, which in turn
informs the use of gamification to optimize online learning. Through literature review, three types of
gamification elements (dynamics, mechanics, components) are summarized and a three —dimensional
preference index (fun, importance and usefulness) is designed. The survey of online learners shows that (1)
only some gamification elements are involved in online courses, which is lightly gamified. (2) There is no
difference in learners” overall preference for the three types of gamification elements. (3) Learners differ in
their specific preference indicators for the three types of gamification elements, preferring the importance
of dynamic elements, the importance and usefulness of mechanistic elements, and the fun of component
elements. (4) Attitudes towards gamification in learning have a positive impact on online learning
motivation. Based on those results, the study puts forward corresponding suggestions on how to select
appropriate gamification elements for different learning needs.

[Keywords] Online Learning; Gamification in Learning; Gamification Elements; Learner; Preference

(L% 60 T7)

majority of learners. Through a qualitative analysis of 724 learner reflective texts related to the expression
of emotional experiences before, during and after a teacher education MOOC, 25 positive and negative
emotional experiences are identified, reflecting the unique state of emotional experiences in MOOC
learning. Among them, the more common ones are satisfaction, incentive, expectation, dissatisfaction,
alertness, enrichment, interest, ease, delight, and liking. In terms of the overall emotional tendency, most of
the emotional experience are positive, with satisfaction, incentive and expectation accounting for about
80%. The emotional experience is positive and focused. In terms of the stage of the course, all three stages
are dominated by positive emotional experiences, with the most abundant and varied expressions of
emotional experiences in the early stage and the most negative emotional experiences in the middle stage.
In terms of the object of emotional experience, 70% point to the learning content, 20% to the learners
themselves, and relatively few to MOOC learning formats, course resources, learning activities and teachers.

[Keywords] MOOC; Massive Open Online Courses; Learning Experience; Emotional Experience;
Reflective Text
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