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ABSTRACT 

Gamification is the practice of applying game design aspects to non-gaming contexts, which has grown in popularity over 
the previous decade. It is a technology used to stimulate the consumers’ psychological motivations towards a service, 
activity, product, or brand in the business world. Different frameworks have been proposed, with design elements carrying 
unique characteristics, and have been described as motivating attitudes. However, the rarity of empirical evidence 
answering the people’s drive to use gamification in the marketing field still represents a gap in the literature. This study 
proposes a comprehensive gamified framework specially developed for assessing the effect of gamification on brand 
engagement according to UX designs using different game elements. Materials and an experiment were conducted, where 
the participants performed the tasks and activities within the gamified framework. Data was collected through a 
comprehensive survey answered by the customers after experimenting. The data included the evaluation of the relationship 
between the user experience and the game elements and their effect on utilitarian and hedonic motivations. A holistic 
evaluation of the whole gameful experience and its influence on customer attitude in regards to more brand-enhanced 
engagement was further assessed. The results of this study revealed a positive relationship, with a statistically highly 
significant correlation between the proposed framework and the studied variables, in conjunction with player personality 
as an important moderating factor. Accordingly, it was concluded that customer attitude towards a brand can be affected 
during a gameful experience and will eventually result in positive, active, enhanced brand engagement. 

Keywords: Gamification, Hedonic motivation, Utilitarian motivation, Gameful experience, User experience, Game 
elements. 

INTRODUCTION 

The word "gamification" originally appeared in the early 2000s (Marczewski, 2013a). Since its 

inception, it has skyrocketed in popularity among researchers, reaching a zenith of interest at 

the start of the most recent decade, the 2010s (Deterding et al., 2011a; Werbach & Hunter, 

2012). Gamification, as a concept, is centered on linking the intrinsic motivational power of 

video games with non-game contexts and settings through the usage of their transferrable design 

components (Deterding et al., 2011a). Then, many gamified applications heavily infiltrated a 

variety of industries, including business, marketing, health, and education. However, despite 

gamification's widespread adoption, no one stated definition was approved or even 
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acknowledged (Deterding et al., 2011b; Werbach & Hunter, 2012; Seaborn & Fels, 2015; Sailer 

et al., 2017). 

The cornerstone of creating gaming in non-game contexts was the idea of utilizing the 

inspiration and emotional fervor that come with playing video games and their related 

entertainment (Deterding et al., 2011a; Zichermann & Cunningham, 2011). Since numerous 

platforms have been created by various companies where a game element has been 

implemented, gamification has become a pervasive, widespread media in the industry as a result 

of the steady growth of millions of hours spent playing video games regardless of age, gender, 

and even culture (Interactive Software Federation of Europe, 2017; Yang et al., 2017). Several 

educational websites, like Codecademy, Q&A platforms, Waze, Stack Overflow, and a navigation 

app, have incorporated gamification models. A good example of this is the fitness app (Whitson, 

2013), which allows users to easily complete tasks while tracking and even monitoring their 

lifestyles with high compatibility. Gamification has also become a key component of Quantified 

Self (QS) traditional systems (Lupton, 2016). Some mobile applications replicated design game 

aspects from other network systems and metagaming to increase user interaction (Deterding et 

al., 2011a; Nacke & Deterding, 2017). 

Thus, the primary goal of this research is to evaluate the effectiveness of gamification as a 

psychological motivator in the market by enhancing the customer's gameful experience and 

stimulating the player's personality, which will ultimately change the customer's attitude and 

behavior toward better brand engagement. 

Research Problem 

The goal of gamification should be to leverage psychological motivators to create and improve a 

better gaming experience for consumers, which will eventually improve customer attitudes and 

inspire increased engagement with certain companies. 

Research Questions 

a. Would gamification, when used in the market and based on the personality of the client, 

function as a psychological motivator boosting their gameful experience? 

b. Would their attitude toward improved brand involvement be influenced by this stimulating 

gameful experience? 

Gamification Most Popular Frameworks  

Aparicio et al. (2012) have suggested and developed a framework based on the self-

determination theory, with a focus on conceptual consideration of autonomy as a personal will 

towards action and achievements, aptitude and competence, and shared social connection (Ryan 

& Deci, 2000a). Four sections make up the pertinent structure. In the first section, which 

explains the highlighted goals for utilizing gamification, the main aim and objective are 

identified. The second aspect has to do with determining the transversal objective, which refers 

to the intrinsically motivating elements that are consciously offered and delivered by the system. 

In relation to the self-determination notions, it also entails defining and identifying the associated 

game mechanics within the gamified system. The fourth and final section, meanwhile, focuses 

on how to assess frameworks inside applied systems. Regrettably, this framework has never been 

used, and work is still being done on improving future case studies and analytical techniques. 
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Blohm & Leimeister produced and established a variety of studies and sources in 2013 that are 

geared toward suggesting a service-based gamification strategy. Based on desired practice 

objectives and a gamification layer built on game design features, these bundles of gamified 

services are integrated into a basic subscription. In order to achieve the desired behavioral 

change and update and restate the activities and objectives, such as learning, this paradigm 

justifies the recruitment of both intrinsic and extrinsic motivators through gamification. 

From a different angle, Nicholson (2012) suggested a user-centered approach and implied 

significant gamification. This suggests that gamification is based on intrinsic motivation rather 

than extrinsic incentive since the latter has been shown to have different negative impacts, one 

of which would eventually cause intrinsic motivation to decrease (Deci et al., 2001). As a result, 

the author outlined many key hypotheses that can be used to predict an improved gamified 

strategy for a fundamentally meaningful interaction. The "Organismic Integration Theory," 

which is considered to be a sub-theory of the self-determination theory, is one of these theories. 

According to this idea, the external and internal control mechanisms facilitate a range of 

purposeful motivational continuums. It starts as a lack of purposeful motivational interest 

progresses through various levels of internal or external motivation and finally ends with an 

ultimate internal-controlled or autonomous self-directed intrinsic motivation (Ryan & Deci, 

2000b). Consequently, this theory specifically implies that meaningful game elements must be 

inwardly motivated, independent of any pertinent external reward. Situational relevance, on the 

other hand, forces users to base their decisions on what they regard as important. 

Comprehensive knowledge of the linked context is essential since situational affordance and its 

associated motivational effect are largely dependent on a match between the gamified setup and 

the user's background (Nurcahyo et al., 2022; Asar et al., 2023). 

These controversies forced the development of a universal design for investigative studies on the 

best way to provide experiences for different variable ranges of users in three ways: a variety of 

content presentations, mastery through the delivery of a large number of activities, and 

multilinear learning paths. In a final attempt to prove his argument, he asserted that any user-

centered design places the player at the center of the experiment and draws inspiration for the 

design from them (Samsuar et al., 2021).  

In an analogous setting, Sakamoto et al. (2012) proposed a gamification framework with the 

primary goal of supporting and tying to intrinsic motivation. This framework was built on its 

significance for the designers. There are five values in this framework: information obtained by 

the swift and essential collection of the required information; focused on social interaction and 

generated virtual characters, empathic values; persuasive values imply a clear kind of 

information that indicates a future perspective based on the behaviors, behavioral patterns, and 

results of the present; Ideological values, specifically defined as beliefs and attitudes absolutely 

maintained through narrative stories and other communication layouts, are different from 

economic values, which are tied to ownership and gathering. This framework is not entirely 

independent; rather, it is a supplement to the other mechanics-based frameworks already in use. 

Several frameworks and concepts within gamification, psychological motivations, gameful 

experience, consumer attitude, and brand engagement were given in-depth in a thorough 

literature analysis (ElShoubashy et al., 2020a). 

Motivation 
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Motivation is described as the psychological process that leads to and sustains goal-oriented 

action (Schunk et al., 2010). In 2012, Nicholson said that gamification is heavily dependent on 

motivation due to its innate tendency to motivate people (Xu, 2012). One intrinsic and one 

extrinsic element are clearly the two essential pillars on which motivation is built. Extrinsic 

motivation focuses on completing a task with distinct expected results, whereas intrinsic drive 

is mostly centered on cheerfully completing an activity (Ryan & Deci, 2000b). While creating 

gamified services or applications, it is crucial to recognize and distinguish between the two types 

of motivation. Since extrinsic incentives may not always have a lasting impact on gamification, 

recent gamified services and applications are focused on taking extrinsic motivation into 

consideration (Sudan, 2013; Koivisto & Hamari, 2014). 

In 2011, McGonigal proposed classifying rewards into four broad categories: first, fulfilling 

work, ensuring that the effort put forth is recognized; second, experience or hope of success; 

third, social connection through sharing ideas and performing tasks; and fourth, the reward of 

being a part of something greater than oneself in a challenge to accomplish a collaborative goal. 

In 2002, Locke and Latham developed the "goal-setting theory," which supports the propensity 

to attain and maintain goal-directed activities under particular circumstances: Establishing 

precise, challenging, and highly valuable goals; comprehending necessary behaviors to achieve 

the specified goal successfully. Earlier, in 1994, Elliot and Harackiewicz proposed this integrative 

goal attainment principle, characterizing goals as: mastery, which focuses on increasing the 

user's competence to master the activity; performance-based strategy with the intention of 

skillfully arriving at a favorable judgment; and performance avoidance, which aims to prevent 

negative evaluations of competences (Neeli, 2015). 

Six main approaches that focus on various aspects of motivation for gamification—without 

necessarily contradicting one another—are involved (Astleitner, 2000). Behaviorist learning 

perspective, where motivation is a cumulative experience of prior positive and negative results, 

consisting of prior stimulus-response bonds; Trait perspective, which presents general needs and 

classes of motives as individual characteristics evoking motivation, relatively stable in context 

and time; Sailer et al., 2013; According to the cognitive approach, motivation is the outcome of 

means-ends analysis. Goals in particular contexts, their relationship to user behavior, 

expectations of the eventual repercussions, and their subjective value play a vital role in 

cognitive motivation theories (Heckhausen & Heckhausen, 2008). It's important to note that 

mastery and performance orientations can be distinguished from one another because the 

former relates to self-determined goals that promote intrinsic motivation and learning, whereas 

the latter is focused on exceeding particular peer criteria (Schunk et al., 2010; Sailer et al., 

2013). The self-determination theory's psychological demands, which include autonomy, social 

relatedness, and competence, are founded on a perspective on self-determination that refers to 

social-contextual circumstances (Ryan & Deci, 2000a). By meeting these demands, intrinsic 

motivation—defined as the propensity and desire to complete a particular difficult task—is 

encouraged (Deci & Ryan, 1985; Deci & Ryan, 2000; Sailer et al., 2013). An interest-based 

perspective, which is subject-specific and takes into account personal interests and preferences 

as cognitive and affective variables, improves interaction with the environment. Deep 

involvement in the work leads to the development of flow (Csikszentmihalyi et al., 2005; Sailer 

et al., 2013), a perspective on emotion that emphasizes how the teaching tactics in the games 
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have an impact on how emotions interact with motivational and cognitive processes (Astleitner 

2000; Sailer et al., 2013). 

Whereas motives are responding behaviors to a particular stimulus, incentives are inborn, 

involuntary responses. Blythe categorizes the following reasons for improving users' marketing 

efforts in 1997: primary drivers, the impetus to purchase a class of products; secondary 

motivations, the justifications for buying a particular good; logical assessments and reasoning 

on the part of the consumer; rational motivations; conscious motives pertaining to how a 

consumer feels about a brand; and dormant motivations, which exist below the level of conscious 

activity. 

In a nutshell, motives are described as the intention of achieving or attending to a particular 

requirement. The need is described by marketers as the individual realizing they are lacking 

something. Customers' motivational factors are broken down into personality traits such as 

caution, adventure, shyness, lonerdom, and friendliness; lifestyle factors such as concerns and 

interests; likes and dislikes; past experiences; weaknesses or strengths related to wealth, health, 

and reaction to boredom; civil status; income; and customer expectations (Vinerean, 2013). 

The general tenet of HM is related to Gray's theory of personality, which holds that there are two 

main systems that control human behavior: the behavioral activation system, which is sensitive 

to rewards, and the behavioral inhibition system, which is sensitive to punishment. These two 

systems ultimately aim to maximize rewarding actions and minimize painful or punitive 

experiences. According to Kim-Prieto et al. in 2005, pleasure and good emotions are what drive 

HM most of the time. In a more complex explanation, Kahneman said in 1999 that the essence 

of hedonism is drawn from the experience of good vs. bad, where motivation towards starting a 

positive or rewarding activity takes place despite their immediate unpleasant experience (for 

example, going to the dentist) (Kaczmarek, 2017). 

Hedonistic values are individualized and irrational, and they are attained through having 

pleasure and being entertained when purchasing. As a result, making a purchase is a result of 

the shopping trip rather than the other way around. Advertising benefits from these hedonic 

aspects in its promotional stage by highlighting the pleasurable experience the consumer has 

while purchasing the product. Hedonic attributes are particularly added to the design stage, such 

as a by-product of the package design, and would stimulate the customer to buy the products 

(Vinerean, 2013). 

Whereas utilitarian motivation (UM) is described as an assessment of the functional costs and 

gains and includes higher levels of cognitive attitude (Overby & Lee, 2006; Hsu & Chen, 2018a). 

The actions of UM customers are typically logical and goal-oriented. 

Player Personality 

The development of the "Types Hexad Framework," which presented a detailed standardized 

scale with particular elements to score the player's preferences, was empirically validated by 

Marczewski (2015) and Tondello et al. (2016). No established user type or player motivation, 

on the other hand, has been created to guarantee the quick and easy building of a customized 

gamification experience based on the players' choices. As a result, these researchers proposed a 

table of game design elements that was organized according to each user type and developed on 

the basis of a correlation analysis. This study's conclusion demonstrated the validity of the Hexad 

User Types as a true measure or model of chosen desired design elements. They derived their 
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conclusions from the results of an online questionnaire with two main goals: the first examined 

the relationship between the participants and the Big Five personality traits (Goldberg, 1990); 

the second assessed the relationship between each of the hexad user types and the game 

components. From the perspective of this typology, they were considered to represent two 

separate users. Jia et al. (2016) performed a similar study in which the motivational components 

of the gamification design, such as badges, progress, points, rewards, feedback, levels, etc., were 

evaluated in relation to the player's personality preferences and features. The majority of 

gamification apps, in the authors' opinion, use a variety of diverse permutations and mixtures of 

motivational affordances, but they are not intended for specific use. They concentrated on 

employing a version of the Big Five model for personality traits in their study (Goldberg, 1990). 

Their methodology was based on a Big Five personality evaluation test that was initially offered 

to 248 individuals. Then, with the use of demonstration movies, their judgment of ten game 

design aspects intended to motivate players was assessed. The study demonstrated a relationship 

between the motivational affordances and the game design features. Nevertheless, it was stated 

that no relevant empirical work, cited in the literature, was reported regarding the motivational 

effect in relation to the various ways that the game elements and its design were implemented, 

in consideration of the population diversity and not related to the standard viewpoint of the 

player types. This is despite the limitations associated with the sample size that were reported in 

the literature. 

Gameful Experience  

Researchers have proposed a variety of definitions for gamification, including being a gameful 

experience in non-game contexts (Deterding et al., 2011b), using the term "game-like 

experience" (Robson et al., 2014; Robson et al., 2015; Hammedi et al., 2017), and defining it as 

a technical process of stimulating the application of a game in a non-game context (Landers, 

2014; Huotari & Hamari, 2017). In conclusion, gamification describes the gameful experience 

as a feeling the user experiences even when they are not actively playing a game (Domínguez et 

al., 2013; Robson et al., 2016). A gameful experience, according to a thorough definition 

provided by Eppmann et al. in 2018, is one that one has while using a gamified application. 

The interactive user experience, whose primary feature is integrating the game's rules and 

structures, limits the resources the customer can use to accomplish a task, which has the 

drawback of making task completion unclear (Huotari & Hamari, 2017). This ambiguity causes 

a stressful scenario, Anselme, which increases the customer's motivation to use available 

resources and create appropriate behaviors and actions aimed at managing the circumstance 

and reducing the tension, which ultimately favors delight and pleasure (Anselme, 2010; 

McGonigal, 2011; Costikyan, 2013; Berger et al., 2018; Hammedi et al., 2019). Each player's 

experience with the game is different, and when engaging in peer competition or cooperation, 

players develop social bonds. Yet, the influence of the game's design—its structures, rules, and 

mechanisms—relates to the experiences of the players (Robson et al., 2015; Huotari & Hamari, 

2017). Research on gameplay has been conducted in both traditional and video games, as well 

as in non-gaming contexts such as marketing, where customers encounter and experience the 
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unpredictability of dealing with businesses, technologies, and even peers (Zichermann & Linder, 

2013; Hammedi et al., 2019). 

Related Work 

The previous gamification design framework research has resulted in a compilation of guidelines 

that identify specific actions as being essential to a successful gamification design. In a similar 

vein, DiTomasso (2011) presented "a framework of success" for gamification design that 

consisted of seven steps. In his concept, he emphasized that the designers must carefully consider 

the needs of the clients, the company's objectives, and any relevant motivational factors. The 

Kaleidoscope of Successful Gamification by Kappen and Nacke (2013) emphasized the value of 

incentivizing player behavior with independence, aptitude, and relatedness. 

A number of crucial important actions were suggested in similar studies on gamification design 

frameworks (Aparicio et al., 2012; Werbach & Hunter, 2012; Marczewski, 2013b). These many 

tasks included selecting the game pieces, prototyping, behavior study, objective analysis, 

implementation, and maintenance. 

Although the provided design framework guidelines were carefully considered throughout the 

design process, there is still only a limited commitment to addressing the related concerns, such 

as the relationship between the utilitarian requirements of the systems and the gamification 

design through articulating how and why. 

Morschheuser et al.’s design method (2017) created a seven-step method that established a 

waterfall-like procedure in accordance with this idea. Finding the user motivation and the 

project objectives was the main emphasis of their studies. 

On the other hand, Li (2018) emphasized that the goal analysis should concentrate on the level 

of project vision and scope if the specification of the relationship between the motivation and 

objectives is still ambiguous. 

Liu et al. are the authors of the gamification loop concept (2011). They revealed a design method 

in which they established a challenge paired with winning criteria, such as a leaderboard, point 

system, or prizes connected to related sub-goal accomplishments like badges. The need for a 

"game-like" interface and the alteration of the player's social and network standing were further 

stressed by the authors. 

The literature has since documented the expansion of the social element's consideration in 

gamification design. In this context, Kim (2011) explained gamification from the perspective of 

the game designer. She argued that including badges, leaderboards, and points in the 

gamification framework are merely feedback components and are therefore insufficient to 

produce the optimal gaming experience. She continued by saying that the intrinsic motivation 

component must be incorporated into game design in the form of mastery, autonomy, and 

purpose. Consequently, it is crucial to comprehend the social preferences, skill levels, 

engagement patterns, and design loops of the users. A derived conclusion that followed focused 

on building game elements in line with the unique user profiles. 

As a result, published work on the definition of gamification design has contributed to the 

development of this notion. Werback and Hunter (2012) presented the idea of gamification and 

proposed a list of gamification components, including mechanics, dynamics, and components. 

The gamification design is broken down into six basic steps: "defining the business objectives; 

detailing the targeted behaviors; depicting the players; devising the activity cycles without 
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missing the enjoyment; and deploying the necessary technologies." A "Player Centered Design" 

with five steps was described by Kumar (2013) as their gamification strategy. Identify your user, 

identify the mission, understand human motivation, apply mechanics, achieve, measure, and 

monitor. By still retaining the legal and ethical constraints, they defined the template persona 

and the commonly utilized game mechanics. Robinson and Bellotti (2013) also offered a 

thorough taxonomy outlining the many features of gamification that should be used depending 

on the amount of expected player commitment (Marache-Francisco & Brangier, 2013a). 

Research Framework 

This study is based on a framework developed by ElShoubashy et al. in 2020b. It was a thorough 

framework that assessed the customer experience and its impact on brand engagement in the 

gamification area, linking three key components: information systems, psychology, and 

marketing. Each is evaluated in light of the relevant variables (Figure 1). 

 

 
Figure 1. Proposed Framework 

Research Hypotheses 

The proposed hypotheses in this study were based on the proposed gamification framework, 

which assesses the impact of gamification on customer brand engagement by examining the 

links between gamification factors, psychological motivations, and their impact on the game-

like experience. 

H1a: Hedonic motivation is positively impacted by user experience. 

H1b: User experience influences utilitarian motivation in a favorable way 

H2a: Game elements influence hedonic motivation favorably. 

H2b: Gaming elements have an impact on utilitarian motivation in a good way. 

H3a: Hedonic motivation influences gameful experience in a favorable way. 

H3b: Utilitarian motivation influences gameful experience favorably. 

H3c: The player's personality will eventually control the game's hedonic motivation. 

H3d: The player's personality will eventually control the game's utilitarian motivation. 

H4: The gameful experience affects the targeted customer's attitude favorably. 

H5: Consumer Brand Engagement is positively impacted by targeted customer attitudes. 
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MATERIALS AND METHODS 

According to UX designs that make use of various game components, a prototype was created 

specifically for testing the impact of gamification on brand engagement. The prototype was 

developed as a website for the online sale of hamburgers in Egypt. Badges, a point system, 

competition, goals, achievements, leaderboards, awards, and teams were among the game 

components employed in the prototype. 

Each customer interacts directly with the gamified system by adhering to a specific setup when 

using the website. The program was split up into 4 tasks, giving users the freedom to choose 

where they wish to start. Also, each challenge had additional challenges or information 

presented in a visually appealing manner. 

Using emails and social media, probability sampling has been used to primarily recruit 

participants. From July 1 to September 30, 2020, a three-month period was used to distribute 

the online survey. 

Procedure 

Egyptian individuals who completed a 15-minute online survey using Google Forms provided 

the data. To maximize the participation of native Arabic speakers who have trouble using 

English, it was translated into both Arabic and English. Using 123 questions and a gamification 

system in an e-commerce setting, the survey design focused on the participants' psychological 

condition.  

Data Analysis Results 

The examined data was based on a questionnaire with two sections: the first portion evaluated 

the participant's demographic information, and the second part tested the following 

characteristics using a five-point Likert scale with 1 being "strongly disagree" and 5 being 

"strongly agree" (Gentile et al., 2007; Antin & Churchill, 2011; Fitz-Walter et al., 2011; Sheng 

& Teo, 2012; Sailer et al., 2013; Tondello et al., 2016; Xu & Zhi, 2017; Nanjari Wyss, 2019; Toda 

et al., 2019; Upshall, 2020). 

428 participants in total participated in the study, completing all the questionnaire questions 

and playing the full set of playing exercises. Table 1 summarizes their descriptive demographic 

information, showing the gender distribution, with 244 individuals being female (57.01%) and 

184 participants being male (42.99%). Their age distribution was uneven, with 59.81%, 

29.01%, 8.41%, and 1.87% of them being, respectively, 20–30, 31–40, 41–50, and 50 years or 

older. 

 

Table 1. Demographics Information of the Respondents 

 Frequency Percent  Frequency Percent 

Gender   Educational Level   

Female 244 57.01 High School Degree 116 27.10 

Male 184 42.99 Bachelor Degree 140 32.71 

   Masters Degree 112 26.17 

Age   PhD Degree 60 14.02 
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20-30 256 59.81    

31-40 128 29.91 Occupation   

41-50 36 8.41 Unemployeda 164 38.2 

50 or more 8 1.87 Self-employed 24 5.61 

   Professional 92 21.50 

Marital Status   Academic 148 34.58 

Married 168 39.25    

Single 256 59.81 Income   

Divorced 4 0.93 20,000 or less 252 58.88 

   20,001-30,000 76 17.76 

   30,001-40,000 12 2.80 

   40,001-50,000 28 6.54 

   50,001-60,000 8 1.87 

   60,001-70,000 20 4.67 

   70,000 or more 32 7.48 

a = unemployed implies student, retired, housewife etc. 

Measurement 

Likert scales with a 5-point range were used to measure all of the variables. All 

operationalizations of psychometric concepts were derived from already available materials.  

Validity and Reliability 

The package plspm of the statistical software program and language platform R (v4.0.3) was 

used for the model evaluation and analysis (Sanchez, 2013). Partial Least Squares Path Modeling 

is known as plspm. It is a method for statistical data analysis that incorporates multiple table 

analysis, structural equation modeling, and regression models. The PLS approach to structural 

equation modeling is typically referred to as plspm (SEM). A different community covariance-

based structural equation method (CB-SEM), which is dependent on distributional assumptions, 

exists in place of PLS-SEM. PLS-SEM is better suited for research that is prediction-oriented, 

while CB-SEM is better suited for model selection for the data (Chin et al., 2003). We employed 

bootstrapping to learn more about the variability of the parameter estimates despite the fact that 

PLS-PM is a non-parametric approach. The former strategy is used in the plspm package's main 

function, plspm, to offer a way of validating results. Using a product indicator technique, we 

investigated the moderating influence. 

Since our dataset contains no missing data points, further analysis in this study does not call for 

imputation. Average variance extracted (AVE), Cronbach's alpha (Alpha), and Dillon-Rho 

Goldstein's were reported to evaluate convergent validity. When compared to the variation 

caused by measurement error, AVE evaluates how much variance a construct collects from its 

items. A construct's items must be highly correlated to be unidirectional, and Cronbach's alpha 

(alpha) assesses the intra-variable correlation between items. The difference in the contract's 

total number of elements is the subject of Dillon-Rho. Goldstein's According to Nunnally (1978), 

the typical cutoff values for Cronbach's alpha (Alpha), Goldstein's rho, and AVE are all more 
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than 0.7 (Fornell & Larcker, 1981). The fact that the measure typically exceeds the cutoff point 

shows that the study model's convergent validity was confirmed. 

The square root of an AVE and its accompanying connection with other constructs were 

evaluated to measure discriminative variability (Table 2). According to Chin (1998) and 

Jöreskog and Sörbom (1996), the square root of AVE for a given construct should be greater than 

the correlation between it and other constructs. Moreover, no construct had an inter-correlation 

that was larger than 0.9 (Pavlou et al., 2007). In the end, the researcher concluded that each 

item's loading for its related construct should be higher than that of the others. All of the 

measuring techniques previously mentioned enable the model's discriminant validity and 

reliability. 

A path model must at least have three indicators on each construct and 150 observations to be 

considered complete. The minimal sample size for a route model, according to some studies, is 

ten times the largest number of structural paths that are directed at a single latent construct in 

the structural model or ten times the largest number of formative elements for a construct (Chin 

& Newsted, 1999; Hair et al., 2011). 

Table 2. Convergent and Discriminant Validity 
 AVE Alpha Rho UX GE HM UM GX CA CBE 

UX 0.429 0.906 0.919 0.655 

GE 0.544 0.879 0.905 0.755 0.738 

HM 0.753 0.890 0.924 0.726 0.613 0.868 

UM 0.645 0.814 0.879 0.688 0.555 0.793 0.803 

GX 0.559 0.985 0.986 0.775 0.624 0.644 0.687 0.748 

CA 0.669 0.929 0.942 0.712 0.604 0.698 0.680 0.737 0.818 

CBE 0.686 0.885 0.916 0.686 0.629 0.684 0.695 0.758 0.872 0.828 

RESULTS AND DISCUSSION 

The overall effect size and variation explained in the endogenous construct for the path model 

are determined by the coefficient of determination, which is a measure of the model's predictive 

accuracy. The variation of the gameful experience toward the targeted consumer attitude was 

49.9% explained by the perceived psychological motivation (Figure 2). Moreover, 54.2% of the 

desired customer attitude about band engagement is accounted for by the model. Also, the inner 

route model for the endogenous latent construct of client brand engagement was 0.760. This 

shows that the targeted consumer attitude substantially explains 76% of the variance in customer 

brand engagement, which means that in the model, the targeted customer attitude components 

were responsible for around 76% of the change in customer brand engagement. 
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Figure 2. Path Model with Direct Effect (Model) 

Except for GE to UM, every direct path in the model (model-1) is positive and statistically 

significant (Figure 2). Table 3, shows all details in the model that supports hypotheses H1a–H3b 

and H4–H5. 

Table 3. Confirmation of Hypotheses 

H# IV → DV Hypothesis Supported 

H1a UX → HM User Experience have a positive effect on Hedonic Motivation Yes 

H1b UX → UM User Experience have a positive effect on Utilitarian Motivation Yes 

H2a GE → HM Game Elements have a positive effect on Hedonic Motivation Yes 

H2b GE → UM Game Elements have a positive effect on Utilitarian Motivation No 

H3a HM → GX Hedonic Motivation has a positive effect on Gameful Experience Yes 

H3b UM → GX Utilitarian Motivation has a positive effect on Gameful Experience Yes 

H3c HM×PP → GX 
Player Personality will eventually moderates the Hedonic motivation 

on Gameful Experience 
Yes 

H3d UM×PP → GX 
Player Personality will eventually moderates the Utilitarian motivation 

on Gameful Experience 
Yes 

H4 GX → CA 
Gameful Experience has a positive effect on the targeted customer 

attitude 
Yes 

H5 CA → CBE Targeted customer attitude has a positive effect on Brand Engagement Yes 

According to the research hypotheses, the researcher modeled a mediated effect by the player 

personality in the model to investigate the moderating effect caused by the moderator variable 

"player personality," which influences the effect between hedonic motivation and gameful 
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experience as well as utilitarian motivation and gameful experience (H3c and H3d), in addition 

to the direct effect. 

Hedonic drive and utilitarian motivation, therefore, both have a direct impact on the gaming 

experience and are moderated by the player’s personality. Both the moderating effects of hedonic 

motivation (0.328***) and utilitarian motivation (0.132***), are favorable and statistically 

significant. Thus the moderating effect on gameful experience does not modify the direct effects 

of both dimensions, which are still statistically significant and positive. As a result, the new model 

(model-2) supports both H3c and H3d. On the other hand, player personality had a minimal 

impact on physiological incentives to engage in gaming (R2 of GX increased by 0.152). 

In addition to the research model's hypotheses, the researcher also took player personality into 

account when analyzing the effects of gaming on enjoyment (model 3). The researcher 

discovered a favorable and statistically significant effect (0.166 ***).  

Despite the fact that player personality has a positive direct influence, the R2 of GX is only 

marginally increased by 0.021. Furthermore, the direct effect of player personality did not 

significantly increase R2 of GX but rather increased R2 of CA by 0.249, which was expected 

given that there should be a strong correlation between attitudes and personalities, and, as a 

result, the gameful experience was in some way moderated by player personality. Also, the 

model's R2 for CBE was reduced by 0.044% when the direct effect of player personality was 

included. As a result, the direct influence of player personality only has a significant impact on 

the targeted customer's attitude and not others, which raises the possibility that the model may 

be vulnerable to the direct effect. For a summary of the hypotheses, see Table 3. 

Theoretical Implications 

An experiment was used in this study, followed by a survey that N=428 participants completed. 

The R tool, which has the ability to do data mining, was used to analyze the data. The PLS-SEM 

model was utilized in the statistical model to assess the framework and its hypotheses. The 

findings demonstrated that the proposed framework in this study has a variety of beneficial 

correlations between its variables and their effects. The R tool, however, made other indirect 

linkages in the model show, and they turned out to be very strong. 

The key difference between these results and a prior identical pilot study with n=60 individuals 

was that the data were analyzed using SmartPLS, which produced different associations in the 

model ElShoubashy et al. (2020b). 

By defining gamification as "a process of establishing a facility with affordances for gameful 

experience, in order to sustain the users' overall value perception," Huotari and Hamari (2017) 

used a consumer-centered approach. As a result, the experience that gamification struggles to 

give may be influenced by more than just concrete factors, favoring consumer activities and 

behaviors. According to this perspective, the key players in the gamified process are the 

customers. Three aspects of gamification are categorized in this definition: the gameful 

experience, affordances, and value realization. The concept of gamification's motivational 

affordance considers its configurations and systems, which are designed with the goal of inciting 

users' motivational needs and upsetting their psychological states and methods (Hamari, 2013). 

Yet, clients cooperate with the stimuli voluntarily rather than unconsciously (Huotari & Hamari, 

2017; Hammedi et al., 2019). By testing gamification from the perspective of the customer in 

2014, Insley and Nunan discovered that customers on an online platform exhibit game-like 
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behaviors, such as competing to get better items or deals than other customers, interacting with 

other customers, or interacting with the business, individually of elements related to the design 

of the technology. Customers who interact with gamified scenarios have a naturally compelling 

experience, known as a "gameful experience" (Huotari & Hamari, 2017). In order to explain the 

absorption and immersion that customers feel when taking part in a gamified activity marked 

by a high level of engagement and the right amount of challenge, Berger et al. (2018) activated 

the theory of flow. Value realization refers to the likely consequences brought about by 

gamification when customers combine the pieces provided by the businesses to create their own 

experience and point it in the direction of a focal point (Insley & Nunan, 2014; Huotari & 

Hamari, 2017). According to Hammedi et al. (2017), gamification may bring players benefits as 

well as disadvantages. In this way, gamification flexes to include consumer interaction and the 

mechanism to foster engagement with envisioned objects like communities, brands, activities, or 

processes (Hammedi et al., 2019). 

Despite the abundance of work that has been documented and the development of multiple 

scales, there is a gap in the literature about the measurement of the impact of the gameful 

experience on customer attitude in the market (IJsselsteijn et al., 2008; Jennett et al., 2008; 

Brockmyer et al., 2009; Liu & Santhanam, 2015; Eppmann et al., 2018; Högberg et al., 2019). 

They focused their analyses on those who had gameful experiences. However, this work was 

able to avoid this pitfall by providing an answer that was backed by evidence about the 

relationship between psychological motives and game-like experience, which was further 

mitigated by the addition of the player personality effect. 

However, the player personality, which was a moderating component in the framework, 

demonstrated a favorable and significant impact on the gaming experience, as well as a positive 

and significant impact on consumer attitude. 

Practical Implications 

The study's framework, which was based on a gamified application, aimed to bridge three fields 

of study: a design based on user experience, the selection of the necessary game features, and 

lastly the use of psychological motivation to improve game-like experiences. 

The current model's analysis of the data showed that all the variables under study had positive, 

direct associations with a particular variable that was related to the impact of the user's 

experience with both hedonic and utilitarian motivations. Although there was a favorable 

association with psychological motivation, it was more pronounced with user experience than 

with game aspects. 

Also, a player personality exam was undertaken as a moderating variable in an experiment to 

make the system more individualized. In order to determine whether player personality has a 

moderating effect on hedonic and utilitarian incentives on the gaming experience, the 

hypotheses were tested. The framework was then used to examine if a gameful experience may 

alter a customer's perception of a brand, leading to more brand engagement. This was consistent 

with Tondello et al. (2016), Tondello et al. (2017), and Carreño (2018), who based their model 

on customized gamified frameworks using the Hexad framework, although the literature review 

was lacking in this field. It is important to note that the assigned player personality, which served 

as a moderating variable in the current study's framework on the HM and UM effect on the 
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gameful experience, revealed a direct and positive correlation between the two variables. The 

employment of player personality as an autonomous rather than a moderating component would 

be encouraged as a result. 

CONCLUSION 

According to the current findings, user experience and game aspects both had favorable effects 

on HM and UM, although the impact of game elements was shown to be less significant than 

that of user experience. A further tool is the player's personality and how it enhances motivation 

by mediating its connection to the fun of the game. 

In conclusion, a game-like experience has a good impact on a customer's perception of a brand 

and eventually leads to more active brand involvement. Another significant finding of the study 

is that the gameful experience is directly influenced by the player’s personality, which is a more 

customized system and was used as a moderating impact. Although it only seems to have a small 

impact, it has a big effect on how customers feel. 

Research Contribution 

The primary contributions of this research can be summed up as follows: Secondly, by 

concentrating on how information systems, psychology, and marketing relate to one another 

without ignoring the critical function of their psychological impact on the consumer, a good 

market dynamic environment may be produced. This study investigated the impact of 

gamification on brand engagement because it has the inherent capacity to boost both motivation 

and engagement. The invention of a thorough gamified framework, which aimed to evaluate the 

interactions between three separate variables and their combined effect on brand engagement, 

was the second major contribution of this study. 

Limitations 

Since the current study was based on online surveys, which resulted in self-reported and self-

selected respondents, its findings rely on the active, largely engaged users of the service supplied. 

Since the data collection process was related to the games and activities reached through sharing 

the experiment link on social media, followed by an invitation to respond to the questionnaire, 

the results may be limited to intentions and perception of the actual higher active users, while 

disregarding the less active players. Future work should seriously manage and address this. In 

addition, the questionnaire's length was a result of the increasing number of framework-

incorporated variables that needed to be experimentally evaluated. The anticipated number of 

respondents stopped taking the survey as a result. 

Also, a characteristic of quantitative investigations that leads to a generic picture of the topic 

under investigation while omitting the specifics of atomized game components is the reductionist 

results. In order to accurately reflect each individual's understanding and impression of each 

element, switching to interviews or focus groups in the future may favor the independent 

granular evaluation. Another restriction unique to the "Adouz Burger" food gamification service 

reflects user preferences and interactions. Favoring challenges and rewards above the formation 

of teams and competitions could have an impact on users' preferences for activities, which would 

ultimately detract from the overall gaming experience. 
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Future Work 

The last ten years have seen a significant increase in popularity for the concept of gamification, 

which is a rich area of research. This work has led to active development in several areas, 

including Second, thorough data analysis emphasizing precisely measuring the impact of each 

element through granular data evaluation would enrich the paucity in literature specifically 

concerning the effect of this framework on the player's personality and its anticipated outcome 

on motivation. First, benefiting from the advantage of gamification in motivation and 

engagement will eventually promote the use of this framework in the field of education. Third, 

future research should place more emphasis on the social component and how it affects the 

player's personality. In investigating more individualized gamification systems, it is more 

interesting to observe the relationship that develops between the game aspects and the player’s 

personality. Last but not least, it is important to support the impact of gamification on changing 

consumer behavior toward a brand to increase the likelihood of developing a subliminal 

relationship between customers and particular products or services. 

ACKNOWLEDGMENTS: None  

CONFLICT OF INTEREST: None 

FINANCIAL SUPPORT: None 

ETHICS STATEMENT: None 

References 

Anselme, P. (2010). The uncertainty processing theory of motivation. Behavioral Brain Research, 208(2), 291-

310. 

Antin, J., & Churchill, E. F. (2011). Badges in social media: A social psychological perspective. In CHI 2011 

gamification workshop proceedings (Vol. 7, No. 2). 

Aparicio, A. F., Vela, F. L. G., Sánchez, J. L. G., & Montes, J. L. I. (2012). Analysis and application of 

gamification. In Proceedings of the 13th international conference on interacción persona-

ordenador (pp. 1-2). 

Asar, M. E., Saleh, E., & Ghaneapur, M. (2023). Innovative and motivational SDT-based approach to promote 

Iranian women's physical activity. Journal of Advanced Pharmacy Education and Research, 13(1), 62-

65. 

Astleitner, H. (2000). Designing emotionally sound instruction: The FEASP-approach. Instructional 

Science, 28, 169-198. 

Berger, A., Schlager, T., Sprott, D. E., & Herrmann, A. (2018). Gamified interactions: whether, when, and how 

games facilitate self–brand connections. Journal of the Academy of Marketing Science, 46, 652-673. 

Blythe, J. (1997). The Essence of Consumer Behavior. Harlow, England: Prentice Hall Europe. 



 
ELSHOUBASHY et al. 

313 

 

 

 

 

 

 

 

 

 

 
 

 

 

 

Brockmyer, J. H., Fox, C. M., Curtiss, K. A., McBroom, E., Burkhart, K. M., & Pidruzny, J. N. (2009). The 

development of the Game Engagement Questionnaire: A measure of engagement in video game-

playing. Journal of Experimental Social Psychology, 45(4), 624-634. 

Carreño, A. M. (2018). A framework for agile design of personalized gamification services (Doctoral 

dissertation, Universitat Oberta de Catalunya). 

Chin, W. W. (1998). The partial least squares approach to structural equation modeling. Modern Methods for 

Business Research, 295(2), 295-336. 

Chin, W. W., & Newsted, P. R. (1999). Structural equation modeling analysis with small samples using partial 

least squares. Statistical Strategies for Small Sample Research, 1(1), 307-341. 

Chin, W. W., Marcolin, B. L., & Newsted, P. R. (2003). A partial least squares latent variable modeling approach 

for measuring interaction effects: Results from a Monte Carlo simulation study and an electronic-mail 

emotion/adoption study. Information Systems Research, 14(2), 189-217. 

Costikyan, G. (2013). Uncertainty in Games. USA: Playful Thinking. 

Csikszentmihalyi, M., Abuhamdeh, S., & Nakamura, J. (2005). Chapter 32: Flow. in Handbook of Competence 

and Motivation, New York, The Guilford Press, (pp. 598-608). 

Deci, E. L., & Ryan, R. M. (1985). Self-determination. New Jersey: John Wiley and Sons Inc. 

Deci, E. L., & Ryan, R. M. (2000). The" what" and" why" of goal pursuits: Human needs and the self-

determination of behavior. Psychological Inquiry, 11(4), 227-268. 

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. 

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011a). From game design elements to gamefulness: 

defining" gamification". In Proceedings of the 15th International Academic MindTrek Conference: 

Envisioning Future Media Environments (pp. 9-15). 

Deterding, S., Sicart, M., Nacke, L., O'Hara, K., & Dixon, D. (2011b). Gamification. Using game-design 

elements in non-gaming contexts. In CHI'11 Extended Abstracts on Human Factors in Computing 

Systems (pp. 2425-2428). 

DiTommaso, D. (2011). Beyond gamification: Architecting engagement through game design thinking. [Last 

Accessed 22 March, 2020]. Available from: https://www.slideshare.net/DiTommaso/beyond-

gamification-architecting-engagement-through-game-design-thinking.  

Domínguez, A., Saenz-de-Navarrete, J., De-Marcos, L., Fernández-Sanz, L., Pagés, C., & Martínez-Herráiz, J. 

J. (2013). Gamifying learning experiences: Practical implications and outcomes. Computers & 

Education, 63, 380-392. 

El Shoubashy, H., ElKader, H. A., & Khalifa, N. (2020). What is gamification? A literature review of previous 

studies on gamification. Australian Journal of Basic and Applied Sciences, 14(8), 29-51. 

doi:10.22587/ajbas.2020.14.8.4 

Elliot, A. J., & Harackiewicz, J. M. (1994). Goal setting, achievement orientation, and intrinsic motivation: a 

mediational analysis. Journal of Personality and Social Psychology, 66(5), 968. 

https://www.slideshare.net/DiTommaso/beyond-gamification-architecting-engagement-through-game-design-thinking
https://www.slideshare.net/DiTommaso/beyond-gamification-architecting-engagement-through-game-design-thinking


Örgütsel Davranış Araştırmaları Dergisi  
Journal of Organizational Behavior Research 
Cilt / Vol.: 8, Sayı / Is.: 1, Yıl/Year: 2023, Sayfa/Pages: 297-318 

314 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

ElShoubashy, H., Abdel-Azim, M., Abd ElKader, H., & Khalifa, N. (2020b). Gamification Effect on Brand 

Engagement: A Pilot Study. Australian Journal of Basic and Applied Sciences, 14(11), 37-56. 

Eppmann, R., Bekk, M., & Klein, K. (2018). Gameful experience in gamification: Construction and validation 

of a gameful experience scale [GAMEX]. Journal of Interactive Marketing, 43(1), 98-115. 

doi:10.1016/j.intmar.2018.03.002 

Fitz-Walter, Z., Tjondronegoro, D., & Wyeth, P. (2011). Orientation Passport: Using gamification to engage 

university students. In Proceedings of the 23rd Australian Computer Human Interaction Conference on 

- OzCHI ’11, (pp. 122–125), New York, New York, USA: ACM Press. doi:10.1145/2071536.2071554 

Fornell, C., & Larcker, D. (1981). Structural equation models with unobservable variables and measurement 

error. Journal of Marketing Research, 18(1), 39-50. 

Gentile, C., Spiller, N., & Noci, G. (2007). How to sustain the customer experience: An overview of experience 

components that co-create value with the customer. European Management Journal, 25(5), 395-410. 

Goldberg, L. R. (1990). An alternative" description of personality": the big-five factor structure. Journal of 

Personality and Social Psychology, 59(6), 12-16. 

Hair, J. F., Ringle, C. M., & Sarstedt, M. (2011). PLS-SEM: Indeed a silver bullet. Journal of Marketing theory 

and Practice, 19(2), 139-152. 

Hamari, J. (2013). Transforming homo economicus into homo ludens: A field experiment on gamification in a 

utilitarian peer-to-peer trading service. Electronic Commerce Research and Applications, 12(4), 236-

245. doi:10.1016/j.elerap.2013.01.004 

Hammedi, W., Leclercq, T., & Poncin, I. (2019). Customer engagement: The role of gamification. In Handbook 

of research on customer engagement (pp. 164-185). Edward Elgar Publishing. 

doi:10.4337/9781788114899.00014 

Hammedi, W., Leclerq, T., & Van Riel, A. C. (2017). The use of gamification mechanics to increase employee 

and user engagement in participative healthcare services: A study of two cases. Journal of Service 

Management, 28(4), pp. 640-461. 

Heckhausen, J. E., & Heckhausen, H. E. (2008). Motivation and action. Cambridge University Press. 

Högberg, J., Hamari, J., & Wästlund, E. (2019). Gameful Experience Questionnaire (GAMEFULQUEST): an 

instrument for measuring the perceived gamefulness of system use. User Modeling and User-Adapted 

Interaction, 29(3), 619-660. doi:10.1007/s11257-019-09223-w 

Hsu, C. L., & Chen, M. C. (2018a). How gamification marketing activities motivate desirable consumer 

behaviors: Focusing on the role of brand love. Computers in Human Behavior, 88, 121-133.  

doi:10.1016/j.chb.2018.06.037 

Huotari, K., & Hamari, J. (2017). A definition for gamification: anchoring gamification in the service marketing 

literature. Electronic Markets, 27(1), 21-31. doi:10.1007/s12525-015-0212-z 

Ijsselsteijn, W., Van Den Hoogen, W., Klimmt, C., De Kort, Y., Lindley, C., Mathiak, K., Poels, K., Ravaja, N., 

Turpeinen, M., & Vorderer, P. (2008). Measuring the experience of digital game enjoyment. 

http://dx.doi.org/10.1016/j.elerap.2013.01.004
https://doi.org/10.1016/j.chb.2018.06.037
https://doi.org/10.1016/j.chb.2018.06.037
https://doi.org/10.1007/s12525-015-0212-z


 
ELSHOUBASHY et al. 

315 

 

 

 

 

 

 

 

 

 

 
 

 

 

 

In Proceedings of measuring behavior (Vol. 2008, No. 2008, pp. 88-89). Maastricht, the Netherlands: 

Noldus. 

Insley, V., & Nunan, D. (2014). Gamification and the online retail experience. International Journal of Retail & 

Distribution Management, 42(5), 340-351. 

Interactive Software Federation of Europe (2017). GameTrack quarterly digests. Fourth quarter of 2016, [Last 

Accessed 27 February, 2020], Available from: https://www.isfe.eu.  

Jennett, C., Cox, A. L., Cairns, P., Dhoparee, S., Epps, A., Tijs, T., & Walton, A. (2008). Measuring and defining 

the experience of immersion in games. International Journal of Human-Computer Studies, 66(9), 641-

661. 

Jia, Y., Xu, B., Karanam, Y., & Voida, S. (2016). Personality-targeted gamification: a survey study on 

personality traits and motivational affordances. In Proceedings of the 2016 CHI Conference on Human 

Factors in Computing Systems (pp. 2001-2013). 

Jöreskog, K. G., & Sörbom, D. (1996). LISREL 8: User's reference guide. Scientific Software International.  

Kaczmarek, L. D. (2017). Hedonic Motivation. Encyclopedia of Personality and Individual Differences, 

(March). doi:10.1007/978-3-319-28099-8 

Kahneman, D. (1999). Objective Happiness. In: D. Kahneman, E. Diener, & N. Schwartz (eds)., Well-being: 

The foundations of hedonic psychology, (pp. 2–25), New York: Russell Sage Foundation. 

Kappen, D. L., & Nacke, L. E. (2013). The kaleidoscope of effective gamification: deconstructing gamification 

in business applications. In Proceedings of the first international conference on gameful design, 

research, and applications (pp. 119-122). 

Kim, A. J. (2011). Smart Gamification: Seven Core Concepts for Creating Compelling Experiences. [Last 

Accessed 2 March, 2020]. Available from: http://casualconnect.org/lectures/business/smart-

Gamification-seven-core-concepts-for-creating-compelling-experiences-amy-jo-kim.  

Kim-Prieto, C., Diener, E., Tamir, M., Scollon, C., & Diener, M. (2005). Integrating the diverse definitions of 

happiness: A time-sequential framework of subjective well-being. Journal of Happiness Studies, 6, 261-

300. 

Koivisto, J., & Hamari, J. (2014). Demographic differences in perceived benefits from gamification. Computers 

in Human Behavior, 35, 179-188. doi:10.1016/j.chb.2014.03.007 

Kumar, N. (2013). A framework for designing gamification in the enterprise. Infosys Labs Briefings, 11(3), 8-

13.  

Landers, R. N. (2014). Developing a theory of gamified learning: Linking serious games and gamification of 

learning. Simulation & Gaming, 45(6), 752-768. 

Li, X. (2018). A method to support gamification design practice with motivation analysis and goal modeling. In 

CEUR Workshop Proceedings, 21(86), 151-158. CEUR-WS. 

Liu, D., & Santhanam, R. (2015). Towards meaningful engagement: Gamification designs for gameful 

interaction with information systems. SSRN Electronic Journal, 8(2), 128-140. 

doi:10.2139/ssrn.2521283 

https://www.isfe.eu/
http://casualconnect.org/lectures/business/smart-Gamification-seven-core-concepts-for-creating-compelling-experiences-amy-jo-kim
http://casualconnect.org/lectures/business/smart-Gamification-seven-core-concepts-for-creating-compelling-experiences-amy-jo-kim


Örgütsel Davranış Araştırmaları Dergisi  
Journal of Organizational Behavior Research 
Cilt / Vol.: 8, Sayı / Is.: 1, Yıl/Year: 2023, Sayfa/Pages: 297-318 

316 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Liu, Y., Alexandrova, T., & Nakajima, T. (2011). Gamifying intelligent environments. In Proceedings of the 

2011 international ACM workshop on Ubiquitous Meta user interfaces (pp. 7-12). 

Locke, E. A., & Latham, G. P. (2002). Building a practically useful theory of goal setting and task motivation: 

A 35-year odyssey. American Psychologist, 57(9), 705-717. 

Lupton, D. (2016). The quantified self. John Wiley & Sons. 

Marache-Francisco, C., & Brangier, E. (2013a). Process of gamification. From the consideration of gamification 

to its practical implementation. In Proceeding of the CENTRIC 2013: The sixth international conference 

on advances in human oriented and personalized mechanisms, technologies, and services, Venice, Italy, 

(pp. 126–131). IARIA XPS Press. 

Marczewski, A. (2013a). Gamification: A Simple Introduction and a Bit More. E-Book. 

Marczewski, A. (2013b). The intrinsic motivation RAMP. [Last Accessed 10 March, 2020], Available from: 

http://www.gamified.uk/gamification-framework/the-intrinsic-motivationramp/. 

Marczewski, A. (2015). Even Ninja Monkeys Like to Play: Gamification, Game Thinking and Motivational 

Design. CreateSpace Independent Publishing Platform. 

McGonigal, J. (2011). Reality is broken: Why Games Make Us Better and How They Can Change the World. 

21th ed., Vol. (22). New York: Penguin Books. 

Morschheuser, B., Hamari, J., Werder, K., & Abe, J. (2017b). How to gamify? A method for designing 

gamification. In Proceedings of the 50th Hawaii International Conference on System Sciences 2017. 

University of Hawai'i at Manoa. 

Nacke, L. E., & Deterding, S. (2017). The maturing of gamification research. Computers in Human Behavior, 71, 

450-454. doi:10.1016/j.chb.2016.11.062 

Nanjari, P. A. (2019). Gamified surveys: what game mechanics are driving people's motivation? (Master's thesis, 

University of Twente).  

Neeli, B. K. (2015). Gamification in the enterprise: Differences from consumer market, implications, and a 

method to manage them. Gamification in Education and Business, 489-511. doi:10.1007/978-3-319-

10208-5_25 

Nicholson, S. (2012). A User-Centered Theoretical Framework for Meaningful Gamification: A Brief 

Introduction to Gamification Organismic Integration Theory Situational Relevance and Situated 

Motivational Affordance. Proceedings of Games Learning Society 8.0, 223-229. 

Nunnally, J. C. (1978). Psychometric theory, (2nd ed.). New York: McGraw-Hill. 

Nurcahyo, H., Sumiwi, S. A., Halimah, E., & Wilar, G. (2022). Secondary metabolitm determination from 

Brebes shallot’s ethanol extract and its ethyl acetate fraction “Allium ascalonicum L.”. Journal of 

Advanced Pharmacy Education and Research, 12(1), 70-73. 

Overby, J. W., & Lee, E. J. (2006). The effects of utilitarian and hedonic online shopping value on consumer 

preference and intentions. Journal of Business Research, 59(10-11), 1160-1166. 

http://www.gamified.uk/gamification-framework/the-intrinsic-motivationramp/


 
ELSHOUBASHY et al. 

317 

 

 

 

 

 

 

 

 

 

 
 

 

 

 

Pavlou, P. A., Liang, H., & Xue, Y. (2007). Understanding and mitigating uncertainty in online exchange 

relationships: A principal-agent perspective. MIS Quarterly, 105-136. 

Robinson, D., & Bellotti, V. (2013). A preliminary taxonomy of gamification elements for varying anticipated 

commitment. In Proc. ACM CHI 2013 Workshop on Designing Gamification: Creating Gameful and 

Playful Experiences. 

Robson, K., Plangger, K., Kietzmann, J. H., McCarthy, I., & Pitt, L. (2014). Understanding Gamification of 

Consumer Experiences. Advances in Consumer Research, (42), 352-356. 

Robson, K., Plangger, K., Kietzmann, J. H., 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 

Robson, K., Plangger, K., Kietzmann, J. H., McCarthy, I., & Pitt, L. (2016). Game on: Engaging customers and 

employees through gamification. Business Horizons, 59(1), 29-36. 

Ryan, R. M., & Deci, E. L. (2000). Intrinsic and extrinsic motivations: Classic definitions and new 

directions. Contemporary Educational Psychology, 25(1), 54-67. doi:10.1006/ceps.1999.1020 

Ryan, R. M., & Deci, E. L. (2000). Self-determination theory and the facilitation of intrinsic motivation, social 

development, and well-being. American Psychologist, 55(1), 68-78. 

Sailer, M., Hense, J. U., Mayr, S. K., & Mandl, H. (2017). How gamification motivates: An experimental study 

of the effects of specific game design elements on psychological need satisfaction. Computers in Human 

Behavior, 69, 371-380. doi:10.1016/j.chb.2016.12.033 

Sailer, M., Hense, J., Mandl, H., & Klevers, M. (2013). Psychological perspectives on motivation through 

gamification. Ixd&a, 19(1), 28-37. 

Sakamoto, M., Nakajima, T., & Alexandrova, T. (2012). Value-based design for gamifying daily activities. In: 

Errlich, M., Malaka, R., Masuch, M. (Eds.), Entertainment Computing –ICEC 2012, Lecture Notes in 

Computer Science, Springer; New York, NY, (pp. 421–424). 

Samsuar, S., Simanjuntak, W., Qudus, H. I., Yandri, Y., Herasari, D., & Hadi, S. (2021). In Vitro antimicrobial 

activity study of some organotin (IV) chlorobenzoates against Staphylococcus aureus and Escherichia 

coli. Journal of Advanced Pharmacy Education and Research, 11(2), 17-22. 

Sanchez, G. (2013). PLS path modeling with R. Berkeley: Trowchez Editions, 383(2013), 551. Available from: 

https://www.gastonsanchez.com/PLS_Path_Modeling_with_R.pdf.  

Schunk, D. H., Pintrich, P. R. & Meece, J. L. (2010). Motivation in education: theory, research, and applications. 

Pearson, Upper Saddle River. 

Seaborn, K., & Fels, D. I. (2015). Gamification in theory and action: A survey. International Journal of Human-

Computer Studies, 74, 14-31. doi:10.1016/j.ijhcs.2014.09.006 

Sheng, M. L., & Teo, T. S. (2012). Product attributes and brand equity in the mobile domain: The mediating role 

of customer experience. International Journal of Information Management, 32(2), 139-146. 

doi:10.1016/j.ijinfomgt.2011.11.017 

https://doi.org/10.1006/ceps.1999.1020
https://doi.org/10.1016/j.chb.2016.12.033
https://www.gastonsanchez.com/PLS_Path_Modeling_with_R.pdf
http://dx.doi.org/10.1016/j.ijhcs.2014.09.006


Örgütsel Davranış Araştırmaları Dergisi  
Journal of Organizational Behavior Research 
Cilt / Vol.: 8, Sayı / Is.: 1, Yıl/Year: 2023, Sayfa/Pages: 297-318 

318 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Sudan, J. (2013). Gamification—Extrinsic vs. Intrinsic rewards. Playful Wingmen, [Last Accessed 3rd January, 

2020], Available from: http://www.slideshare.net/playfulwingmen/gamification-extrinsic-vs-intrinsic-

rewards-17681228.  

Toda, A., Oliveira, W., Klock, A. C., Palomino, P. T., Pimenta, M., Gasparini, I., Shi, L., Bittencourt, I., Isotani, 

S., & Cristea, A. I. (2019). A taxonomy of game elements for gamification in educational contexts: 

Proposal and evaluation. In 2019 IEEE 19th International Conference on Advanced Learning 

Technologies (ICALT) (Vol. 2161, pp. 84-88). IEEE. doi:10.1109/icalt.2019.00028 

Tondello, G. F., Wehbe, R. R., Diamond, L., Busch, M., Marczewski, A., & Nacke, L. E. (2016). The 

gamification user types hexad scale. In Proceedings of the 2016 annual symposium on computer-human 

interaction in play (pp. 229-243). 

Tondello, G., Orji, R., & Nacke, L. (2017). Recommender systems for personalized gamification. In Adjunct 

Publication of the 25th Conference on User Modeling, Adaptation and Personalization - UMAP ’17, 

(pp. 425-430). doi:10.1145/3099023.3099114 

Upshall, D. (2020). Developing a Taxonomy of Gamification Elements That Facilitate User Motivation. Master’s 

thesis, School of Digital Technologies, Digital Learning Games, Tallinn University, Estonia. 

doi:10.13140/RG.2.2.32806.96327 

Vinerean, A. (2013). The influence of hedonic and utilitarian motivators on likelihood to buy a tourism 

package. Expert Journal of Marketing, 1(1), 28-37. 

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

Digital Press. Pennsylvania: Wharton Digital Press. 

Whitson, J. R. (2013). Gaming the quantified self. Surveillance & Society, 11(1/2), 163-176. 

Xu, X., & Zhi, H. (2017). Study of game elements impacting on SE course completion rate in MOOCs - A mixed 

method approach. Master’s thesis, Faculty of Computing, Blekinge Institute of Technology, Sweden. 

Xu, Y. (2012). Literature review on web application gamification and analytics. HI: Honolulu. 

Yang, Y., Asaad, Y., & Dwivedi, Y. (2017). Examining the impact of gamification on intention of engagement 

and brand attitude in the marketing context. Computers in Human Behavior, 73, 459-469. 

doi:10.1016/j.chb.2017.03.066 

Zichermann, G., & Cunningham, C. (2011). Gamification by design: Implementing game mechanics in web and 

mobile apps. " O'Reilly Media, Inc.". 

Zichermann, G., & Linder, J. (2013). The gamification revolution: How leaders leverage game mechanics to 

crush the competition. New York: McGraw-Hill. 

 

 

http://www.slideshare.net/playfulwingmen/gamification-extrinsic-vs-intrinsic-rewards-17681228
http://www.slideshare.net/playfulwingmen/gamification-extrinsic-vs-intrinsic-rewards-17681228

