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This systematic review study aims to identify the frequently used gamification
elements in open and distance learning (ODL) environments, and the reasons behind
their usage. To do this, 40 articles regarding the use of gamification in ODL
environments were systematically analyzed. The content analysis method was
administrated and inter-rater reliability was calculated by Cohen Kappa coefficient
which was found appropriate (0.82). According to the findings, gamification elements
such as badges, points, leaderboards, and rewards have been frequently used in ODL
environments. The dependent variables used in these studies to examine the
effectiveness of gamification elements include participation, motivation, and
engagement. Moreover, the findings revealed that the badges were used to increase
participation, the points to improve motivation, and the rewards to support
engagement. Based on the findings, the current study recommends considering
gamification integration frameworks, learning and teaching theories during the design
of the gamification elements, and avoiding irrelevant gamification elements. Moreover,
the study emphasized the importance of considering students’ needs, setting clear
goals and objectives for students, and differentiating the use of gamification elements
in online and face-to-face courses.
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Bu sistematik analiz ¢calismasi, agik ve uzaktan 6grenme (AUQO) ortamlarinda sik kullanilan
oyunlastirma unsurlarii ve bu unsurlarin kullanilmasinin  nedenlerini belirlemeyi
amaclamaktadir. Bunun i¢in AUO ortamlarinda oyunlastirmanin kullanimina iliskin 40
makale sistematik olarak incelenmistir. icerik analizi yonteminin kullanildigr ¢alismada
degerlendiriciler aras1 giivenirlik Cohen Kappa katsayisi 0.82 olup bu oran ¢alismanin
giivenilir oldugunu gostermektedir. Bulgulara gore rozet, puan, skor tablolar1 ve 6diil gibi
oyunlastirma unsurlart AUO ortamlarinda daha stk kullanilmistir. Oyunlastirma
unsurlarimin etkililigini incelemek igin kullanilan bagimli degiskenlere bakildiginda ise
calismalarda katilim, motivasyon, baghlik gibi degiskenlerin daha ¢ok kullanildig:
goriilmiistiir. Ayrica bulgular, rozetlerin katilmi artirmak, puanlarin motivasyonu
artirmak ve odiillerin ise baglihg: arttirmak icin kullanildigimu gostermistir. Bulgulara
dayali olarak, mevcut c¢alismada oyunlastirma unsurlarmin tasariminda oyunlastirma
cercevelerinden yararlanilmasi, Ogrenme ve Ogretme teorilerinin gz Oniinde
bulundurulmasi ve gereksiz oyunlastirma unsurlardan kaginilmasi 6nerilmektedir. Ayrica
calisma, 6grencilerin ihtiyaglarini géz 6niinde bulundurmanin, 6grenciler icin net amaclar
ve hedefler belirlemenin ve ¢evrimici ile yiiz ylize kurslarda oyunlastirma &gelerinin
kullanimini farklilagtirmanin 6nemini vurgulamaktadir.
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Giris

Gelisen ve degisen teknoloji, 6grenme ve dgretme ortamlarmin hizh bir sekilde degismesine
sebep olmustur. Teknolojik gelismelerin etkiledigi sistemlerin basinda gelen egitimin yapisinda,
zamanla degisimler meydana gelmistir (Dursun ve Mese, 2019). Bu degisimler, 6grenmeye katki
saglayan yeni iletisim ve haberlesme sistemlerinin ortaya ¢ikmasini saglamistir (Bedrule-Grigoruta ve
Rusu, 2014). Ogrencilerin kendi hizlarinda dgrenmelerine olanak saglayan, kendi planlamalarin
yaparak 0z denetim saglayan, iletisim teknolojileri araciligiyla zamandan ve mekandan bagimsiz
esnek 0grenme saglayan bu sistem uzaktan egitim olarak adlandirilmaktadir (Simonson, Smaldino,
Albright ve Zvacek, 2015). Uzaktan egitimde, aralarinda kiigiik farkliliklar olsa da ¢evrimici 6grenme,
e-0grenme, web tabanli 6grenme, internet tabanli 6grenme vb. kavramlar birbirlerinin yerlerine

kullanilmaktadir (Tunga ve Inceloglu, 2016).

Ogrencilere istedikleri zaman istedikleri yerde dgrenme firsati veren uzaktan egitimin
avantajlar1 oldugu kadar smirliiklari da mevcuttur. Uzaktan egitimdeki esneklik dogru
kullanilamadig1 zaman Ogrencilerin 6grenme ortamindan uzaklasmalarina sebep olabilmektedir
(Gtiler ve Giiler, 2015). Kimi 6grenciler ders sirasindaki tartismalarda pasif kalmakta, verilen 6devleri
yapmamakta ve ders igi aktivitelere katilamadigr icin (Huang ve Hew, 2018) uzaktan egitim
sistemlerinde ayrilma oranlarin giderek artmaktadir (Christensen ve Spackman, 2017). Yeni
teknolojiler, kiiresellesen diinya ve &grenme ile ilgili yeni fikir ve yaklasimlar, uzaktan egitimin
avantajlarindan faydalanabilmek icin alandaki teorisyenleri yeniden diisiinmeye zorlamaktadir
(Simonson ve digerleri.,, 2015). Mevcut 6gretim yontem ve tekniklerin de Ogrencilerin ilgisini
cekmedigi ve etkisiz oldugu ifade edilmektedir (Dicheva, Dichev, Agre, ve Angelova, 2015). Uzaktan
O0grenme ortamlar: icin yeni 6grenme yontem ve metodlarin gelistirilememesi, arzulanan ¢iktilara

ulasilamamasina sebep olmaktadir (Urh, Vukovig, Jereb ve Pintar, 2015).

Ogretim yontemleri ve araglari disinda 6grenen dogasinda meydana gelen degisimin de
beklenen hedeflere ulasilmamasinda rol oynadig: belirtilmektedir (Glover, 2013). Teknolojiyle dogup
biiyiiyen nesil olarak ifade edilen ve Z-nesli olarak da adlandirilan dijital yerliler, oyunlara ve dijital
platformlara daha ¢ok ilgi duymaktadirlar (Prensky, 2001). Bu neslin bilgiyi alma ve isleme sekli, X ve
Y kusag1 olarak adlandirilan 6nceki nesillerden farklidir (Poole, Kemp, Patterson, ve Williams, 2014).
Dolayisiyla Ogretmenlerin ve kuruluslarin Ogrencilerin  6grenme siireglerini destekleyen yeni
yaklagimlar: egitim ortamlarina entegre edilmesi icin ¢abalamas: gerektigi vurgulanmaktadir (Wilson
Calongne, ve Henderson, 2015). Bu sebeple dijital yerlilerin oyunlara olan bagimliligi, oyunlarin
egitimde de kullanilabilmesi diiglincesiyle oyunlardan tiireyen bir kavram olan oyunlagtirmanin

egitim dgretim ortamlarina tasinmasi fikrini dogurmustur (Bozkurt ve Kumtepe, 2014).
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Oyunlagtirma (gamification) ile ilgili en genel tanim; “Video oyun bilesenlerinin oyun
olmayan ortamlarda kullanilmasi” seklindedir (Deterding, Dixon, Khaled ve Nacke, 2011). Bu
bilesenler puan, rozet, liderlik tahtas1 vb. unsurlardan olusmaktadir (Glover, 2013). Yapilan ¢alismalar
oyunlastirmada kullanilan bilesenlerin 6grenmeyi kolaylastirdig: ve ilgi cekici hale getirdigini (Lee ve
Hummer, 2011), motivasyonu arttirarak derse katilimi arttirdigini gostermektedir (Muntean, 2011).
Ayrica 6grencilerin derse olan ilgilerini arttirarak akademik bagar1 sagladigi, tutumu olumlu y6nde

etkileyerek katilimi arttirdig: ifade edilmektedir (Kocadere ve Samur, 2016; Yildiz, 2018).

Ogrencilerinin 6grenme becerileri iizerinde olumlu etkileriyle son dénemlerde oldukga
yayginlasan oyunlastirma ile ilgili gesitli tartismalar da yasanmaktadir (Dominguez ve digerleri.,
2013). Cesitli ¢alismalarda oyunlastirmanin derse katilimi siirdiirmede yetersiz kalabildigi (Burke,
2014), farkli oyunlastirma elementlerinin farkli sonuglar gosterdigi belirtilmistir (Amriani, Aji, Utomo
ve Junus, 2013). Ayrica oyunlastirmanin etkilerinin, oyunlastirilmis uzaktan egitim sistemlerinin
amacma gore farkli sonuglar vermesine sebep olmaktadir (Suh, Wagner ve Liu, 2015). Bazi
ogrencilerin oyunlardan hoslanmamasi, 6grenme aliskanliklarindan vazgecmemeleri veya bagkalar:
ile rekabet etmek istememeli gibi durumlar da oyunlastirmanin uzaktan egitim sistemlerinde
kullanim yonteminin yeniden gozden gecirilmesine sebep olmustur (Strmecki, Bernik ve Radosevic,

2016).

Alanyazinda AUO alaninda oyunlastirma ¢alismalarinin sayisinin artmasina ragmen
oyunlastirma unsurlarmin O6grenme ortamina etkili bir sekilde entegre edilmesini saglayan
calismalarin yetersiz oldugu ve oyunlastirma unsurlarinin etkilerini ortaya ¢ikaran ¢alisma sayisinin
sinirli oldugu belirtilmistir (Dicheva ve digerleri., 2015). Gliniimiizde artik belirli bir olgunluga erisen
oyunlastirmada hala teorik ve deneysel calismalarda gesitli yetersizlikler bulunmaktadir.
Oyunlastirilmis sistemlerle ilgili deneysel ¢alismalar hala bireylerin sistemle kisa vadeli etkilesimlerini
degerlendirmeye ve anlamaya odaklanmaktadir (Rapp, 2019). A¢ik ve uzaktan 6grenme alaninda yerli
ve yabanc ¢alismalarin sentezini igeren, oyunlastirmanin bu alandaki etkililigini test eden ¢alisma
sayistnin da kisith oldugu goriilmiistiir. Bu nedenle, oyunlastirma 6gelerinin AUO ortamlardaki
etkilerinin ne oldugu arastirilmasi ve tanimlanmas: icin kapsamli bir sistematik literatiir analizi

yapmak ¢ok dnemlidir.
Alanyazin Taramasi

Aqik ve uzaktan 0grenme alaninda son yillarda oyunlastirma yaklasimina giderek daha fazla
yer verilmeye baglanmistir. Oyunlastirma unsurlar1 basitge oyun bilesenleri ya da oyun tasarim
Ogelerinden olusmaktadir (Hamari, 2014). Oyunlastirma unsurlary;, puanlar, lider tablosu, seviyeler,
odiiller, rozetler, rekabet, ilerleme ¢ubugu, zaman kisitlamasi vb. unsurlardan olusmaktadir (Huang

ve Somon, 2013). Oyunlastirma unsurlarindan bazilari asagidaki gibi tanimlanmaktadir;

Puan: Oyunlastirma siirecinde performanslar sonucunda elde edilen sayisal verilerdir.
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Seviye: Level olarak da ifade edilen seviye oyunlastirma uygulamasinda kullanicilarin puan
topladikca gectigi iist boliimlerdir.
Zaman simirliliklari ve zorluklar: Katilimcilarin uygulama igerisinde basariya ulasmak, engelleri

asmak icin icerisinde bulunduklar rekabet ve siire sinirini belirtmektedir.

Liderlik tablosu: Katilimcilarin hedeflere ulasmak icin verdikleri miicadelenin siralamaya doniistiigii
halidir. Liderlik tahtasinda katiimci hem kendi hem de diger oyuncularin pozisyonlarini goriip

karsilastirma yaparak var olan mevcut duruma gore yeni stratejiler gelistirmesine imkan sunar.

Odiil: Oyunlastirma uygulamasinda yer alan karakterlerin oyun siiresince gostermis olduklart

performanslarinin karsilig1 olarak verilen puanlar ile elde edilen sembollerdir.

Rekabet: Oyuncularin oyunlastirma uygulamas: igerisinde vermis olduklar1 miicadele olarak

tanimlanmaktadir.
Rozetler: Odiillerin farkli sekillere doniistiiriilmiis, somutlandiriimis ve derecelendirilmis halidir.

Alanyazinda agik ve uzaktan 6grenme alaninda oyunlastirma ¢alismalar: incelendiginde kimi
calismalarin pozitif sonuglar verdigi, kimi ¢alismalarda ise negatif sonuglara ulasildig1 goriilmiistiir
(Stimer, 2017). Bu alanda yapilan ¢alismalar, ¢alismalarda sik¢a yer alan oyunlastirma unsurlar ile

¢alisma sonucunda ulasilan sonuglar Tablo 1.’de 6zetlenmistir.
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Tablo 1. Acik ve uzaktan 6grenme (AUO) ortamlarinda oyunlastirma kullanimi

Aragtirmaci(lar), Calisma Oyunlagtirma . .
Yil tirt Unsuru/lar1 Bagimli Degisken  Sonug
McDaniel, . . . . .
i Rozet, Liderlik Memnuniyet ve  Memnuniyet ve Motivasyon
Lindgren ve Makale Tablosu Motivasyon artmigtir
Friskics, 2012 vasy sHr-
De-Marcos
i ! Rozet, Sosyal .
D y Ak k
ommsuez, Statii, Odil, Akademik bagari, ademi .ba§:f1r1 ve tutum
Saenz-De- Makale . . olumlu etkilenirken katilim
Rekabet, Liderlik Katilim, Tutum .. .
Navarrete ve Tahtast Sevive degismemistir
Pages, 2014 r 2V
Rozet, Kilitli Akademik Oyunlastirmaya yonelik
Jacobs, 2016 Tez Seviye, Smirsiz Basari, Alg: olumlu alg1 geligtilfil‘mi§tir
Yasam ancak basariya etkisi
olmamusgtir.
Liderlik Tahtasi, Algt Pozitif alg1 olusmustur.
Alabbasi, D., .
Makale Puan, Rozet, Geri
2017 .
Dontit
A i 1
De-Marcos, Puan, Liderlik Akademik etlliiceie;nn:tifjfil1:zrf::l¥ a
Garcia-Cabot ve Makale Tahtasi, Sosyal Basari, Sosyal kat111r§ni in dah§a i bir
Garcia-Lopez, Statii, Odiil, Sanal ~ Etkilesim, tasarim ga Imas y crektisi
2017 Magaza, Rekabet  Katilim Yy I,)l '8 &
belirtilmistir.
Liderlik Tahtasi,
Ding L., Kim C. Puan, Odiil, Bagliliga pozitif etki
Makal Baglilik
ve Orey M., 2017 akaie Seviye, Rozet, agiit etmistir.
flerleme Cubugu
Oyunlastirma unsurlarinin
Odiil, Rekabet d tizerinde farkl
Mese ve Dursun, O t terabel Duygu, Katilim Hygu tzernae faric
Makale  Liderlik Tahtasi, ;9 sonuglar verdigi, genel
2018 . ve llgi 2.
Seviye vb... olarak katilim ve ilginin
arttig1 goriilmiistiir.
- Akademik Rozetle.rm akad'(.emﬂ.( basari
Kyewski ve ve motivasyon iizerinde
Makale  Rozet Basari, . .
Kramer, 2018 . etkisiz oldugu sonucuna
Motivasyon
ulagilmistir.
Kimi tivlerini
Puan, Seviye, Akademik cl)rznifci?:’:li}icuésl’z:;?im
Senocak, 2019 Tez Liderlik Tahtasi, Basari, Eimisinin isi otkisi flc’iu“u
Odiil, Rekabet Motivasyon o &
gorilmiistiir.
Liderlik Tahtasz, Akademik Oyu.nlagtlrmanm
Puan. Sevive Basar motivasyon ve tutum
Ertan, 2020 Tez FSEVIYE . tizerinde pozitif etkisi
Rozet, llerleme Motivasyon, olmustur ancak akademik
Cubugu, Odiil vb. Tutum i

basar1y1 etkilememistir.

Tablo 1. incelendiginde acik ve uzaktan 6grenme alaninda yayimlanan makale, tez gibi bir¢ok
calismada oyunlastirmaya yer verildigi goriilmiistiir. Caligmalara bakildiginda oyunlagtirmanin
genellikle olumlu sonuglar verdigi ancak kimi ¢alismalarda negatif sonuglarla karsilasildigi sonucuna

ulagilmistir. Oyunlastirma unsurlarindan 6diil, puan, rekabet gibi unsurlar kullanilirken etkisinin
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olclildiigii degiskenler arasinda tutum, motivasyon ve akademik basar1 gibi degiskenlerin daha sik

kullanildig1 goriilmektedir.

Oyunlagtirmanin akademik basarty1 arttirdigi ¢alismalarin fazla oldugu goriiliirken (De-
Marcos ve digerleri., 2014, 2017; Su ve Chen, 2015) kimi ¢alismada akademik basarinin olumsuz
etkilendigi sonucuna ulasilmistir (Jacobs, 2016; Kyewski ve Kramer, 2018). Motivasyon boyutuna
bakildiginda genellikle olumlu sonuglara ulasildigi (Bovermann ve Bastiaens, 2018; McDaniel,
Lindgren ve Friskics, 2012), ancak olumsuz sonuglarin da meydana geldigi goriilmiistiir (Hanus ve
Fox, 2015; Kyewski ve Kramer, 2018). Tutum boyutunda ise Jacops (2016) olumlu sonuglara ulasirken,
Yildiz’in (2018) yaptigr calismada farkli oyunlastirma unsurlarmin tutumu farkh etkiledigi
goriilmiistiir. Bu yiizden hem oyunlastirmanin ve hem de oyunlastirmanin etkilerinin 6l¢iildiigii

degiskenlerin sonuglarinin farklilik gosterdigi goriilmektedir.

Alanyazinda oyunlastirma unsurlarinin uzaktan egitim ortamlarinda farkli amaclar igin
kullanildig: goriilmektedir (Ertimit, 2016). Baz1 ¢calismalarda tiim oyunlastirma unsurlar1 kullanilirken
(Su ve Chen, 2015) kimi ¢alismada yalnizca 6diil, rekabet, puan, rozet vb. unsurlara yer verilmektedir.
Oyunlastirmanin egitim ortamlara olan katkilarinin disinda kimi ¢alismalarda olumsuz sonuglara
da rastlanmistir. Yapilan bazi ¢alismalarda belirli oyunlastirma unsurlari ile ilgili negatif sonuglar elde
edilmistir (Ronimus ve digerleri., 2014; Yildiz, 2018). Hanus ve Fox (2015) yaptiklari ¢alismada
oyunlastirmanin motivasyon iizerinde negatif etkilerinin oldugunu, $Sahin (2014) ise oyunlastirmanin
akademik basariya bir etkisinin olmadigl sonucuna ulasmistir. Ronimus ve arkadaslarimin 2014;
Yildiz'in 2018 yilinda yaptiklar1 ¢alismalarda yalnizca belirli oyunlastirma bilesenlerin 6n plana

¢akarilmig ancak olumsuz sonugclarla karsilagilmigtir.

Sonug olarak oyunlastirma, farkli oyunlastirma unsurlar ile belirli amaglara yonelik olarak
kullanilmakta ve bu unsurlarin kullanimu ile ilgili bir biitiinliik bulunmamaktadir. Bu nedenle, AUO
ortamlarindaki oyunlastirma unsurlarinin ve kullanimlarmmin arkasindaki nedenleri belirlemek,
arastirmacilara ve uygulayicilara daha iyi 6grenme c¢iktilarina ulasmak ve daha iyi bir 6gretim

deneyimi saglamak icin yol gosterebilir.

Son yillarda uzaktan egitim ortamlarinda oyunlastirmaya siklikla yer verilmis ancak
oyunlastirmanin uzaktan egitime olan etkilerini gosteren deneysel g¢alismalarmn smurli oldugu
goriilmiistiir (Antonaci, Klemke ve Specht, 2019). Cevrimici 6grenme ortamlarinda da oyunlastirma
unsurlariin kimi zaman yalnizca ders kapsaminda kullanildigi, sistem anlaminda kullanimin kisith
oldugu ve yeterli calismanin yapilmadig: belirtilmistir (Siimer, 2017). AUO alanindaki birgok egitimci
ve kurulus bu alanda oyunlastirma unsurlarinin hangi amacla ve ne sekilde kullanildig:
bilmemektedir (Stimer ve Aydin, 2018). Bu sebeple bu alanyazinda oyunlastirmaya yer verilen
uzaktan egitim ¢alismalarinin incelenmesi ile bu alanda oyunlastirmanin kullanimi ile goriis
kazandirilmasi beklenmektedir. Bu nedenle arastirma, AUO ortamlarinda oyunlastirmaya yer verilen

¢alismalarin incelenmesi bakimindan kritik 6neme sahiptir. Oyunlastirma unsurlarinin anlasilmasi ve
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AUO ortamlarinda kullanim amaglarinin belirlenmesi ile 6gretim tasarimcilarina, arastirmacilara ve
uygulayicilara rehberlik etmesi ve oyunlastirma unsurlarinin AUO ortamlarina entegrasyonunu

kolaylastirabilir.
Arastirmanin Amaci

Bu arastirmanin amaci, oyunlastirmaya yer verilen AUO ortamlarinda hangi oyunlastirma
unsurlariin 6n plana ¢ikarildiginin belirlenmesi, oyunlastirma unsurlarinin ne amagcla kullanildiginin
ortaya ¢ikarilmasi ve oyunlastirma unsurlarinin AUO ortamlarina etkilerinin belirlenmesidir. Mevcut

durumun ortaya ¢ikarilmasina yonelik arastirma sorulari asagidaki gibidir;

1. AUO ortamlarinda sik kullanilan oyunlastirma unsurlari nelerdir?
2. AUO ortamlarinda sik kullanilan bagimli degiskenler nelerdir?
2.1. Bagimli degiskenleri incelemek icin arastirma calismalarinda en ¢ok hangi oyunlastirma
unsurlari kullanilmigtir?

2.2. Oyunlastirma unsurlarinin AUO ortamlarina etkileri nelerdir?
Yontem

Calismada agik ve uzaktan Ogrenme ortamlarinda oyunlastirmaya yer veren makalelerin
incelenmesi ve inceleme sonucunda belirlenen egilimlerin ortaya c¢ikarilabilmesi icin nitel
aragtirmalarda siklikla kullanilan igerik analizi yontemi kullanilmistir. Igerik analizi, okuyucularin
yorumlamalarin1 kolaylastirmak igin verileri belirli ozelliklere gore simiflandiran bir yontemdir
(Creswell, 2012). Bu amacla ¢calismada yer alan metinsel ifadeler ve sayisal veriler okuyucularin daha

iyi anlamas1 ve yorumlamasi igin tablo ve grafiklere doniistiirtilmiistiir.
Calismanin Kapsami

Calismanin  kapsamini AUO alaninda yayimlanmis oyunlastirma konulu makaleler
olusturmaktadir. Bu kapsamda tiiniversiteden erisime acik olan Web of Science (Wos), Google
Akademik, ScienceDirect ve Ulakbim veritabanlari hem Tiirkge hem de Ingilizce olarak cesitli anahtar
kelimeler ile taranmustir (Sekil 1). Tarama siirecinde sirasiyla once iist satirda yer alan Tiirkge ifadeler,
daha sonra alt satirda yer alan Ingilizce ifadeler “ve” baglaci kullarularak 10 farkli sekilde taranmistir.
Tarama siirecinde Tiirk¢e’de oyunlastirma veya oyunlastirilmis gibi kavramlar kullanildigr igin
“oyunlagtir*”, Ingilizce’de ise gamification, gamified ve gamifying gibi kavramlara yer verildigi igin

“gamif*” anahtar sozctigii kullanilmistir (Sekil 1.).
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Ag¢ik ve Uzaktan Ogrenme
(Open and Distance Learning)

Uzaktan Ogrenme
(Distance Learning)

Oyunlastir* P | Cevrimici Ogrenme ‘
(Gamif*) (Online Learning)

| Web Tabanh Ogrenme
(Web-Based Learning)

E-Ogrenme ‘
(E-Learning)

Sekil 1. Oyunlastirma ile agik ve uzaktan 6grenmede kullanilan terimlerin ¢aprazlanmasi

eVeritaban- 72 ‘ *Yalnizca 40
larindan erisim
makalelere Calisma saglanan +Oyunlastirma
erisilmesi kapsamina makalelerin unsurlarina yer
uymayan ele alinmasi Verilmeyen

makalelerin makalelerin
98 elenmesi 62 L cikarilmasi

Sekil 2. Makalelerin sistematik bir sekilde incelenme siireci

Veritabanlarinda yapilan taramalar sonucunda ulasilan makalelerden calisma kapsamina
uygun makalelere erisilme siireci Sekil 2.’de verilmistir. Baglangicta anahtar kelimeler ile 98 ¢alisma
bulunmustur. Daha sonra erisim saglanamayan, oyunlastirma unsurlarina yer verilmeyen veya
¢alisma kapsamina uymayan makaleler c¢ikarilmistir. Sonug¢ olarak arastirmada 40 makale

incelenmistir.
Veri Toplama ve Veri Analizi

Calismada veri toplama ve veri analiz araci olarak Microsoft Office Excel 2016 programi
kullanilmistir. Elde edilen veriler tablo ve grafiklerle sunulmustur. Bilginin tablo ve grafiklerle
sunulmasi hem anlasilmasini ve yorumlanmasini kolaylastirmakta hem de daha diizenli bir sekilde
sunulmasini saglamaktadir (Booth, Colomb, ve Williams, 2003). Veritabanlarindan taranan 40
makalenin incelenmesi amaciyla “Makale Inceleme Formu” (MIF) kullanilmigtir. Bu formda
calismanin adi, yazar(lar), yil, calismada yer alan oyunlastirma unsuru/unsurlari, bagimli/bagimsiz

degiskenler ile calismanin sonucu boliimleri yer almaktadir.

Calismanin siireci adim adim Sekil 3.”te sunulmustur.
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Aragtirma Aragtirma Aragtirma
.. kapsaminda uygun
probleminin sorularinin makalelere
belirlenmesi belirlenmesi . .
erisilmesi
Cahsmalarm icerik Makalelerin Calisma kapsamina
smma ¢ "Makale Inceleme girmeyen
analizine tabi " .
tutulmas: Formu'"na makalelerin
kaydedilmesi ¢ikarilmasi

Analiz sonuglarinin .
Analiz sonuglarinin

kodlayicilar nuclarin sunulu
ocay tablo ve grafiklere Sonug S P
arasinda v 2 . tartigilmast
dontistiirilmesi
karsilastirilmasi

Sekil 3. Arastirma siireci

Gegerlik ve Giivenirlik

Arastirmada gecerlilik ve giivenilirligin saglanmas: icgin cesitli Onlemler alinmistir. Bu
kapsamda calismada giivenirligin saglanmasi amaciyla elde edilen veriler iki farkli arastirmaci
tarafindan ayr1 ayri1 kodlanmis ve sonuglar karsilastirilmistir. Karsilastirma sonucunda giivenirligi
belirlemek amaciyla Cohen Kappa katsayis1 hesaplanmuistir. Bu katsay1 farkli puanlayicilar arasindaki
uyum ve tutarlilif: ifade etmektedir (Cohen, Swerdlik ve Phillips, 1996). Hesaplama islemi Sim ve
Wright (2005) tarafindan 6nerilen; Pr(a) iki degerlendirici i¢in gdzlemlenen uyumlarin toplam orantisi
ve Pr(e) bu uyumun sansa bagh ortaya ¢ikma olasiligi olmak tizere K=(Pr (a) — Pr (e))/(1 - Pr (e))
formiilii kullanilmistir. Calismada Pr (a)=0.85, Pr (e)= 0.15 olmak iizere Cohen Kappa katsayisi 0.82
olarak bulunmustur ve bu oran ¢alismanin giivenilir oldugunu gostermektedir (Cohen, Swerdlik ve

Phillips, 1996).

Calismanin gegerliginin saglanmasinda hem i¢ hem de dis gegerlik dikkate alinmistir.
Aragtirma siirecinde izlenen yolun agik bir sekilde ifade edilmesi anlamina gelen i¢ gecerligin
(Yildirim ve Simsgek, 2011) saglanabilmesi amaciyla veri toplama araclari, verilerin toplanma siireci ve

analiz edilme asamalar1 ayrintili bir sekilde adim adim yazilmigtir.
Arastirmanin Etik izinleri

Yapilan bu c¢alismada “Yiiksekogretim Kurumlar: Bilimsel Arastirma ve Yaymn Etigi
Yonergesi” kapsaminda uyulmas: belirtilen tiim kurallara uyulmustur. Yonergenin ikinci boliimii
olan “Bilimsel Arastirma ve Yaymn Etigine Aykir1 Eylemler” baghg: altinda belirtilen eylemlerden

higbiri gerceklestirilmemistir.
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Bulgular
AUO Ortamlarinda Sik Kullanilan Oyunlastirma Unsurlar1 Nelerdir?

AUO ortaminda sik kullanilan oyunlastirma unsurlarini ortaya ¢ikarmak igin incelenen
makaleler (toplam 40 makale) ile yapilan analiz sonucunda elde edilen bulgular Sekil 4.te

sunulmustur.

35

30

25

20

Rozet Puan Liderlik Odal ilerleme Rekabet Geri Zaman Etiket Hedef Zorluk
Tahtasi Cubugu Donit
ESsay ‘ 32 ‘ 30 27 15 15 ‘ 11 7 5 2 [ 2 | 2 2

Sekil 4. AUO ortaminda sik kullanilan oyunlastirma unsurlari
Sekil 4. incelendiginde sik kullanilan oyunlastirma unsurlarmin sirasiyla “Rozet”, “Puan”,
Liderlik Tahtas1” ve “Odiil” oldugu goriilmiistiir. Incelenen calismalarin %50’sinden fazlasinda bu
unsurlar ayni anda kullamilmigtir.  Ote yandan “Zaman”, “Etiket”, “Hedef” ve “Zorluk” ise daha
kullanilan unsurlar olarak goriilmektedir. Calismalar analiz edildiginde her ¢alismada 3 veya daha
fazla oyunlastirma unsurunun birlikte kullanildig1 goriilmiistiir. Her unsur yapilan ¢alismadaki adz ile

analize tabi tutulmustur.
AUO Ortamlarinda Sik Kullanilan Bagiml1 Degiskenler Nelerdir?

AUO ortaminda sik kullanilan bagiml degiskenleri belirlemek amaciyla incelenen makaleler
(toplam 40 makale) ile yapilan analiz sonucunda elde edilen bulgular Sekil 5.te sunulmustur. Bir¢ok

calismada birden fazla unsura yer verildigi icin toplam say1 makale sayisindan fazladur.
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12

10

2

)
‘ Motivasyon Katihim

T
Baglihk ‘ Akademik ’ Etkilesim Performans Tutum ’ Algi | Deneyim Duygu Diger ‘
Basari

(msay| 15 13

9 [ 8 \ 4 3 3 [ 3 \ 2 2 4 |

Sekil 5. AUO ortaminda sik kullanilan degiskenler

Sekil 5.e bakildiginda en sik kullamilan bagimh degiskenlerin “Motivasyon”, “Katilim”,

“Baghlik” ve “Akademik Basar1” oldugu goriilmektedir. Bu dort degisken ¢alismalarin %50’sinden

daha fazlasinda incelenmistir. Ote yandan “Deneyim” ve “Duygu” gibi degiskenlere calismalarda

daha az yer verilmistir. Diger bashg1 altinda yer alan “Ilgi”, “Tatmin” ve “Aktivite” gibi degiskenler

calismalarda yalnizca bir kez kullanilmistir. Bagimli degiskenlerin calismalarda kullanim amaglarn

Tablo 2. ‘de gosterilmigtir.

Tablo 2. Oyunlagtirma ¢alismalarinda kullanilan bagimli degiskenlerin anlamlar

Degisken Anlam

Motivasyon Hedefe ulagsmak icin gosterilen stirekli caba.

Katilim Cevrimici 6grenmede bireylerin etkilesimde bulunmasi, aktif olmasi.

Baglilik Ogrencilerin 6grenme aktivitelerine psikolojik ve davramigsal olarak katilima.

Akademik Basari Bilgi diizeyinin ve akademik edinimin artmasu.

Etkilesim Cevrimigi 6grenme aktivitelerine aktif olarak katilma.

Performans E- Ogrenme ortamlarini etkili bir sekilde kullanma.

Tutum Oyunlastirmaya veya belirli oyunlastirma unsurlarina yonelik diisiince veya
his.

Alg Oyunlagtirmanin anlasilmasi, yorumlanmasi veya diisiince.

Deneyim Kullanicilar ile sistem arasindaki etkilesimin gostergesi.

Duygu Olumlu ortam yaratma ve 6grenmeyi eglenceli hale getirme.

Mgi Bireyler davraniglarini belirli hedeflere dogru yonlendirme.

Tatmin Arzulanan sonuglara ulagma.

Hazir Olma Cevrimigi 6grenme ortamlarini kullanmaya hazir olma.

Aktivite Ogrenme siirecinde aktif olma.

Sik kullanilan oyunlastirma unsurlar ile incelenen bagimli degiskenlerin eslestirilmesi Tablo

3.te gosterilmistir.
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Tablo 3. Bagiml: degiskenleri incelemek amacyla sik kullanilan oyunlastirma unsurlar

Unsurlar Motivasyon Katilhim Baglilik
M1,M2,M4, M7,M11,M20, M2,M4,M6, M7,M8,
Rozet M23,M29, M30,M32, M10,M12,M14,M17, M1 ﬁngNl[g’gMM’M%'
M35,M38, M39 8,M24,M?29 !
Puan M1,M2,M4, M7,M19,M20, M2,M4,M6, M7,M12, M9,M15,M25,M26,
M21,M23, M29, M35 M17,M22, M24, M29 M34,M35, M36,
Liderlik Tahtast M1, M2,M7, M20,M23, M2,M6,M7, M8 ,M12, M9,M15, M25,M34,
M29,M35, M39 M14,M17,M22,M24 M2  M35,M36, M39
9
Odiil M7,M20,M39 M7 M8, M12,M14, M18 2/59,M13,M26,M36,M
M15,M25,
Seviye M1,M4,M19, M4,M6,M29 M26 M35
M20,M21, M29,M35 M36
. M1,M2,M23 M9,M1
Ilerleme Cubugu M 36 ME%S ! M2,M6, M10, le&') >
! ! M12,M17
M13,M16,
Rekabet M39 M14 M25,M26,
M39
Geri Donut M21,M23, M29 M29 M36
Zaman M36
Etiket M29 M17, M29
Hedef M21,M29 M29
Zorluk M19, M20
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Tablo 3. Bagimli degiskenleri incelemek amactyla sik kullanilan oyunlastirma unsurlar: (Devam)

Unsurlar Akademik Basar1 Etkilesim Performans Tutum Algt
M8
M1,M8, M18,M28, M28, M31, g M3, M27,
Rozet M33,M37,M40 M34, M36 MIO, M52 M8, M29
M30
Puan ﬁ;}MNSI;lgAZ&M%' M28, M31, M19 M3,
! M31, M36 M27,M29
) ) M1,M8, M18,M28, M28, M31, M3,
Liderlik Tahtas1 M33,M40 M34, M36 M8, M18 M27 M29
o MS8,M18,
Odiil M33, M40 M31, M36 M10 M8, M18
. M1,M33,
Seviye M37, M40 M36 M19 M29
llerleme M1, M37 M10 M30
Cubugu
Rekabet M40
Geri Doniit M33 M36 M29
Zaman M33 M36
Etiket M29
Hedef M29
Zorluk M19

Tablo 3.e bakildiginda AUO ortamlarinda oyunlastirmaya yer veren calismalarda sik
kullanilan bagimli degiskenler ve bu degiskenler kullanildiginda en ¢ok kullanilan oyunlastirma
unsurlarina yer verilmistir. Tabloda numaralarin oniinde yer alan “M” harfi makaleyi temsil
etmektedir. Ilk olarak “Rozet” unsuru calismalarda daha ¢ok motivasyonu arttirmak icin
kullanilmigtir. Daha sonra sirasiyla “Puan”, “Liderlik Tahtas” ve “Odiil” unsurlari motivasyonu
arttirmak igin sik kullanilan oyunlastirma unsurlaridir. Ikinci olarak katilimi arttirmak icin
calismalarda yine “Rozet” unsuru daha sik kullanilmistir. Ardindan sirasiyla “Puan”, “Liderlik
Tahtas1”, “Odiil” ve “Ilerleme Cubugu” gibi unsurlar katilimin artmasi i¢in kullanilmistir. Ugiincii
olarak c¢alismalarda bagliligin artmasi icin “Puan” ve “Liderlik Tahtasi” unsurlarindan
faydalanilmistir. Ayn1 zamanda “Rozet” ve “Odiil” unsurlarina da yer verilmistir. Dérd{incii olarak
oyunlastirma ¢alismalarinda akademik basarinin artmasi icin en sik kullanilan unsurun “Rozet”
oldugu goriilmektedir. “Puan” ve “Liderlik Tahtast” unsurlarindan da benzer sekilde
faydalanilmistir. Son olarak “Rozet”, “Puan” ve “Liderlik Tahtasi” gibi unsurlar katiimcilarin
etkilesimini arttirmak igin daha sik kullanilmistir. Benzer sekilde “Odiil” unsurundan da etkilesimin

arttirilmasi i¢in faydalanilmigtr.
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AUO ortamlarinda yer verilen oyunlastirma ¢alismalarinin sonuglar1 incelendiginde her {ig

calismanin birinde olumsuz sonuglara ulasildig: goriilmektedir (Sekil 6.).

5%

\

B Olumlu

B Kismen Olumlu

[ Etkisiz

Sekil 6. Oyunlastirmanin AUO ortamlarina etkisi
Sekil 6. incelendiginde oyunlastirma unsurlarina yer veren ¢alismalarin % 67'si (27) olumlu

sonuglanirken, % 28’i (11) kismen olumlu ve % 5’inin (2) etkisiz olarak sonuglandig1 goriilmektedir.

Sonug olarak belirli unsurlarin 6zellikle belirli degiskenlerle birlikte kullanildig1 goriilmiistiir.
Ayrica AUO ortamlarinda yapilan oyunlastirma calismalarinda bagimhi degiskenlerin etkilenmesi
icin” Rozet”, “Puan” ve “Liderlik Tahtas1” gibi degiskenler daha yaygin olarak kullanilmislardir.
Fakat aym1 degiskenler ig¢in aymi oyunlastirma unsurlarinin kullanilmasina ragmen arastirma
sonuglarinin farklilik gosterdigi goriilmiistiir. Arastirma sonuglarinin biiyiik bir kismina olumlu

sonuglar alinmasina ragmen olumsuz sonuglarin yer aldig1 calismalara da rastlanmaistir.

Tartisma
Bu ¢alismada AUO ortamlarunda oyunlastirmanin kullanimu ile ilgili sistematik bir alanyazin
taramasi yapilmistir. Yapilan tarama ile stk kullanilan oyunlastirma unsurlari, bu unsurlarin kullanim

amaci ile oyunlastirma unsurlarmin AUO ortamina etkileri ile ilgili goriis kazandirilmaya ¢alisilmistir.

Oyunlagtirmaya yer veren caligmalar incelendiginde “Rozet”, “Puan”, Liderlik Tahtas1”,
“Odiil” ve “Seviye” gibi unsurlarin oldukgca sik kullarldig1 goriilmiistiir. Yapilan farkli calismalarda
da oyunlastirmada sik¢a kullanilan unsurlarin puan, rozet, seviye, 6diil, liderlik tahtasi, zorluk vb.
oldugu sonuglarina ulagilmistir (Enders, 2013; Glover, 2013; Zichermann ve Cunningham, 2011).
Stimer ve Aydin (2018) yaptiklar1 bir ¢alismada rozet, liderlik tahtasi, puan ve seviyenin AUO
ortamlarinda yaygin olarak kullanildig1 sonucuna ulagmiglardir. Muangsrinoon ve Boonbrahm (2019)
saghk alaninda yaptiklar1 bir ¢alismada sirasiyla puan, liderlik tahtasi, seviye ve rozetlerin sik
kullanildig1 sonucuna ulasmislardir. Cevrimici 6grenme ortamlarinda oyunlastirma kullanimu ile ilgili
bir ¢alisma yapan Antonaci ve digerleri (2019) sirasiyla rozet, liderlik tahtasi, puan, geri doniit ve
zorluk gibi unsurlarin oldugu sonucuna ulasmislardir. Arranz ve arkadaslar1 (2017) MOOC (Kitlesel
cevrimigi agik dersler) platformlarinda rozet, liderlik tahtasi ve puanlarin; Khalil ve arkadaslar: (2018)

ise rozet, liderlik tahtas: ve ilerleme ¢ubugunun sik kullanilan oyunlastirma unsurlar: oldugunu ifade
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etmislerdir. Bu sonuglar, ¢alisma bulgularinin alanyazinda oyunlastirma unsurlarinin kullanim ile

ilgili olarak yapilan ¢alismalarin sonuglari ile ortiistiigiinii gostermektedir.

Arastirmanin ikinci sorusu incelendiginde motivasyon, katilim, baglhlik, akademik basar1 ve
performans gibi degiskenlerin sik¢a kullanildig1 goriilmiistiir. AUO ortamlarinda derse katilimin
yetersiz olmasi (Huang ve Hew, 2018), uzaktan egitim sistemlerinde ayrilma oranlarinin giderek
artmasi (Christensen ve Spackman, 2017) ve bu ortamlarin 6grencilerin ilgilerini yeterince ¢ekememesi
(Dicheva ve digerleri, 2015) arastirmacilari katilim, motivasyon, baghlik gibi degiskenlerin
oyunlastirma ile incelemeye itmistir. AUO ortamlari incelendiginde oyunlastirmanin daha ¢ok
akademik bagari, motivasyon, baglilik/katiim, tutum ve igbirligi saglamak amaciyla kullanildig:
gorilmiistiir (Antonaci ve digerleri.,, 2019). Ac¢ik ve uzaktan 6grenme ortamlarinda oyunlastirma
kullanimina yonelik bagka bir ¢alismada motivasyon ve baghlik gibi degiskenlerin diger degiskenlere
oranla daha sik kullanildig1 goriilmiistiir (Khalil ve digerleri., 2018). Arastirma sonuglari, yiiz ytiize
gerceklestirilen oyunlastirma calismalarinda da benzer degiskenlerin kullamildigini gostermektedir
(Dominguez ve digerleri., 2013). Bu sonuglar, motivasyon, katilim, baghlik ve akademik basar1 gibi
degiskenlerin AUO ortamlar1 igin kritik Oneme sahip oldugunu belirtmektedir. Bu bagimh
degiskenlerden olumlu sonuglar alinmasi i¢in oyunlastirma unsurlarindan faydalanilmasi, ¢evrimigi

kurslarin etkinligini artirabilir.

Oyunlastirma unsurlar1 ile bagimli degiskenler arasindaki iliskiye bakildiginda belirli
oyunlagtrma unsurlarinin farkli degiskenler icin kullanildig1 goriilmiistiir. Ik olarak calisma
sonuglari rozet, puan, liderlik tahtas1 ve seviye gibi unsurlarin 6grencilerin motivasyonlarini arttirmak
icin kullanildigini gostermektedir. Alanyazina bakildiginda da gesitli ¢alismalarda motivasyonun
arttirilmas: amaciyla rozet, puan, 6diil gibi unsurlardan faydalanildigi ve olumlu sonuglar alindig:
gorilmiistiir (Bovermann ve Bastiaens, 2018; McDaniel, Lindgren ve Friskics, 2012; Tunga ve
Inceloglu, 2016). Bu yiizden AUO ortamlarinda motivasyonun arttirilmasi amaciyla rozet, puan,

liderlik tahtas: {igliisiinden faydalanilabilir.

Ikinci olarak katilimin artmast icin birgok oyunlastirma unsuru kullanilmasina ragmen en stk
kullanilanlar1 rozet, liderlik tahtasi ve puandir. Bunun yani sira katilimin arastirildigi ¢alismalarda
motivasyon degiskenine etkileri de incelenmistir (De-Marcos ve digerleri., 2014; Mese ve Dursun,
2018; Tenorio, Bittencourt, Isotani, Pedro, ve Ospina, 2016; Tunga ve inceoglu, 2016). Bu caligmalarin
timiinde katilim ve motivasyon birlikte incelenmis, oyunlastirma unsuru olarak 6diil, puan, liderlik
tahtas1 vb. unsurlar ortak olarak kullamilmis, ¢alisma sonuglari genellikle olumlu sonuglanmasina
ragmen kimi ¢alismada olumsuz sonuglar da elde edilmistir (Van Roy, Deterding, ve Zaman, 2019).
Ornegin zaman smirinin oldugu c¢alismalarda 6grencilerde olusan yetistirememe korkusu, liderlik
tahtas1 kullaniminda ismi listenin sonunda yer alan 6grencilerin yarisma ortamindan kopmas: veya

rekabet ortaminda 6grencilerin heyecanlanmasi calismalarda olumsuzluga neden olan sebepler olarak
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gosterilmektedir. Dolayisiyla katilima ek olarak motivasyonun da arttirilmasinin hedeflendigi
calismalarda bu unsurlardan faydalanilabilecegi ancak bu unsurlarin AUO ortamlarinda olumsuz

sonuglara sebep olmamasi igin dikkatle uygulanmasi gerekir.

Uclincii olarak aragtirma sonuglarina gore baglilik degiskeninin incelendigi oyunlastirma
calismalarinda puan, liderlik tahtasi ve rozet gibi unsurlarin daha sik kullanildig1 goriilmiistiir. Bu
unsurlar 6grencilerin sosyal a¢idan tatmin olmalarini, onlarin kurs etkinliklerine katilmalarina olumlu
etki edebilir (De-Marcos ve digerleri., 2017; Mese, ve Dursun, 2018). Fakat bu unsurlarin gesitli
calismalarda olumsuz sonuglar verdigi de goriilmiistiir (Ding, Er ve Orey, 2018; Leclercq, Hammedi
ve Poncin, 2018). Ancak siralamada kotii bir konumda olan Ogrencilerin ise sistemden
uzaklagmalarina neden olabilmektedir. Nitekim katihm ve motivasyonun aksine baghhgm test
edildigi calismalarda daha fazla olumsuz sonuglarla karsilasilmistir (Ding ve digerleri., 2018; Leclercq
ve digerleri.,, 2018). Bu nedenle AUO ortamlarinda katilimin artmasi amaciyla bu unsurlarn

kullanirken siralamasi diisiik olan 6grencileri de dikkate almak 6nemlidir.

Son olarak AUO ortamlarinda akademik basarinin incelendigini ¢alismalarda rozet, puan ve
liderlik tahtas1 gibi unsurlarin sik kullanildigr sonucuna ulasilmistir. Ancak farkli ¢alismalarda
akademik basari ile ilgili olumlu ve olumsuz sonuglara ulagildig1 goriilmiistiir (Bolat, Simsek ve Ulker,
2017; De-Marcos ve digerleri., 2014; Mese ve Dursun, 2018). Buna siralamadaki yeri kotii olan
ogrencilerin motivasyonlarinin diismesi, alinan 6diil veya rozetlerin ihtiyaglara cevap vermemesi,
rekabetin moral bozukluguna veya korkuya sebep olmasi gibi etkenler sebep olarak gosterilebilir. Bu
ylizden rozet, puan ve liderlik tahtas: gibi unsurlarin motivasyon, katilim ve baglilikta oldugu gibi
akademik basarinin artmasinda da énemli bir rolii vardir. Bu unsurlar 6grencileri olumsuz bir sekilde
etkileyebileceginden dolay1 negatif sonuglarla karsilasmamak i¢in oyunlastirma unsurlarimi AUO

ortamlarina dengeli bir sekilde entegre etmek gerekir.

Oyunlastirma unsurlarina yer verilen AUO calismalarinda gesitli degiskenler baglaminda elde
edilen olumlu veya olumsuz sonuglar c¢alisma sonuglarina da yansmmistir. Calismalarda
oyunlastirmanin daha g¢ok olumlu etkilerinin oldugu goériilmesine ragmen her 3 oyunlastirma
calismasinin  1'inde istenen sonuglara ulasilamamistir. Alanyazinda AUO ortamlarinda
oyunlastirmaya yoOnelik farklh icerik analizi ¢alismalarinda da daha ¢ok olumlu sonuglarin yer aldig:
ancak olumsuz sonuglarla da karsilastigl goriilmiistiir (Antonaci ve digerleri., 2019; Freitas ve Silva,
2020; Saleem, Noori ve Ozdamli, 2021). Bu sonuglar oyunlastirmanin tek basina belirli unsurlarin
istenen 0grenme ciktilarini ulasabilmek igin yeterli olmadigin ve gesitli oyun 6gelerinin etkililiginin
ve bunlarin uygulanmasinin daha fazla arastirmaya ve deneysel calismaya ihtiya¢ oldugunu

gostermektedir (Hanus ve Fox, 2015; Sailer vd., 2017).

Bagka bir deyisle, 6grencilerin katilimini, motivasyonunu ve performansin artirabilecek farkl
oyun Ogelerini uygulamanin etkili yollarini belirlemek daha fazla deneysel calismanin yapilmas:

gerekmektedir (Jagust vd., 2018). Oyunlastirmanin yer aldig1 calismalarda uygulayica ve
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tasarimcilarin, 6grencilerin kurallar1 anladigindan emin olmalari, uygulamada yer alan unsurlar
Ogrenenlerin ihtiya¢ ve seviyelerine uygun olarak se¢meleri olumlu c¢iktilarin elde edilmesi
saglayabilir. Oyunlastirma unsurlarinin dogru bir sekilde bir araya getirilmesi AUO ortamlarinda

basarili bir oyunlastirma uygulamasi i¢in énemlidir.
Sonug ve Oneriler

Bu calismada AUO ortamlarinda yer alan oyunlastirma galismalar1 sistematik olarak
incelenmistir. Arastirma bulgular1 AUO ortamlarinda oyunlastirmaya yer veren c¢alisma sonuglari ile
uyumludur (Antonaci ve digerleri., 2019; Muangsrinoon ve Boonbrahm, 2019; Siimer, 2017). Ayrica bu
calismada, bagimh degiskenlere iliskin hem olumlu hem de olumsuz bulgular dikkate alindiginda,
O0grenme ve Ogretme teorilerinden faydalanilmas: siirecinde oyunlastirma unsurlarinin tasariminin
yapilmasi ve ihtiyaca cevap vermeyen araglardan kaginilmasinin énemli oldugu goriilmiistiir. Benzer
sekilde oyunlastirma siirecinde kullanilan oyunlastirma unsurlarinin katihmca ihtiyaglar
dogrultusunda secilmesi, amag ve hedeflerin agik sekilde belirtilmesi ve hem AUO ortamlarinda hem
de yiiz yiize etkinliklerde oyunlastirma unsurlarinin gesitlendirilmesinin 6nemli oldugu sonucuna
ulasilmistir. Bunun yam sira oyunlastirma unsurlarinin oyunlagtirma ortamlarina entegrasyonunu
saglayan cesitli cercevelerden faydalanilmasi (Bunchball, 2010; Werbach ve Hunter, 2012) da daha iyi

bir 6grenme ve 6gretme deneyimi saglayabilir.
Sinirliliklar ve Gelecek Arastirmalar

Bu calismada AUO ortamlarinda oyunlastirma unsurularina yer veren c¢alismalar sistematik
olarak incelenerek Onemli bilgiler sunulmustur. Fakat ¢alismanin smirhiliklarindan dolay: ileride
yapilacak calismalara ihtiya¢ vardir. Bu ¢alismanin simirliliklarindan biri, ¢alismanin sinirli sayida
makale ile (toplam 40 makale) yapilmis olmasidir. Hem oyunlastirma kavraminin yeniligi hem de
makalelerin erisilebilirligi, sinirli sayida makaleye ulasilmasina neden olmustur. Bu nedenle, daha
genis bir bakis acis1 saglamak icin gelecekteki calismalar bu konu ile ilgili daha fazla makaleyi
icermelidir. Arastirmanin bir diger smirhligi ise farkhh oOrneklem biiyiikliikleri, Ogrencilerin
hazirbulunusluk diizeyleri ve oyunlastirmada kullanilan araglar gibi faktorlerden dolay1 oyunlastirma
Ogelerinin etkisinin belirlenmesinin zor olmasidir. Bu nedenle bulgular yorumlanirken bu sinirliliklar
dikkate alinmalidir. Calisma kapsaminda siklikla kullanilan oyunlastirma unsurlarina odaklanilmistir,
dolayisiyla ileride yapilacak ¢alismalarda, kullanilan diger oyunlastirma unsurlarinin da incelenebilir.
Son olarak, AUO ortamlarindaki oyunlastirma unsurlarinin daha iyi anlasilmasmi saglamak igin
gelecek calismalar farkli aragstirma sorulari da dikkate alinarak daha fazla makale ile yiiriitiilebilir.
Dahasi, gelecekteki ¢alismalar, siklikla kullanilan unsurlara odaklanmak yerine diger oyunlastirma

unsurlarinin etkililigini de inceleyebilir.
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Introduction

Rapid advancements in technology have led to a change in learning and teaching
environments, and changes in education, which is affected by technological developments, have
occurred over time (Dursun and Mese, 2019). These changes have led to the emergence of new
communication and correspondence systems contributing to learning (Bedrule-Grigoruta and Rusu,
2014). This system, called distance education, allows students to learn at their own pace, provides self-
control, and offers flexible learning independent of time and space through communication
technologies (Simonson, Smaldino, Albright and Zvacek, 2015). In distance education, even if there are
slight differences between them, terms such as online learning, e-learning, web-based, or internet-

based learning, are used interchangeably (Tunga and Inceloglu, 2016).

Distance education, which provides students the opportunity to learn anytime and anywhere,
has limitations as well as advantages. When flexibility in distance education is not used properly, it
may cause students to detach move away from the learning environment (Giiler and Giiler, 2015).
Dropout rates in distance education systems are gradually increasing (Christensen and Spackman,
2017) as some students remain passive and do not participate in classroom activities (Huang and Hew,
2018). A globalizing world, with new technologies and approaches to learning drive theorists in the
field to reconsider the implementation of distance education (Simonson et al., 2015). It is stated that
the current teaching methods and techniques mostly do not attract students’ attention and thus they
are ineffective (Dicheva, Dichev, Agre, and Angelova, 2015). Therefore, one can conclude that failure
to develop new learning techniques and methods for ODL environments results in unsatisfactory

learning outcomes (Urh, Vukovig, Jereb and Pintar, 2015).

Apart from teaching methods and tools, change in the nature of the learner also plays a role in
not attaining the expected goals (Glover, 2013). Expressed as Generation Z, digital natives are more
interested in games and digital platforms (Prensky, 2001). The way this generation receives and
processes information is different from previous generations, called Generations X and Y (Poole,
Kemp, Patterson, and Williams, 2014). Because of this, teachers and educational institutions strive to
integrate new approaches to support new generations of students’ learning (Wilson Calongne, and

Henderson, 2015). For this reason, the addiction of digital natives to games led to the idea that games
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can also be used in education; thus, gamification (a concept derived from games) is moving into

educational and teaching environments (Bozkurt and Kumtepe, 2014).

The most common definition of gamification is stated as using video game components in
non-game environments (Deterding, Dixon, Khaled and Nacke, 2011).These components include
elements such as points, badges, and leaderboards, etc. (Glover, 2013). Research studies show that the
components used in gamification can make learning easier and interesting (Lee and Hummer, 2011),
while increasing engagement by promoting motivation (Muntean, 2011). As well, it can contribute to
students’ academic achievement by increasing interest and positively affecting attitudes to courses

(Kocadere and Samur, 2016; Yildiz, 2018).

There are various discussions about gamification, which has become widespread recently
with its positive effects on students’ learning skills (Dominguez et. al., 2013). However, it has been
indicated in various studies that gamification can be insufficient in maintaining participation (Burke,
2014), and different gamification elements produce different results (Amriani, Aji, Utomo and Junus,
2013). Furthermore, the effects of gamification in distance education can yield different results (Suh,
Wagner and Liu, 2015). Some students’ unwillingness to play games, resistance to change their
learning habits, or reluctance to compete with others has led educators to reconsider the usage of the

gamification method in distance education (Strmecki, Bernik and Radosevic, 2016).

Although the number of gamification studies has increased, the studies that ensure the
effective integration of gamification elements into the field of ODL are insufficient, and research
studies revealing the effects of gamification elements are limited (Dicheva et. al., 2015). Moreover, the
studies involving a systematic literature review about the use of gamification elements in open and
distance learning are relatively rare. Therefore, it is critical to conduct a comprehensive, systematic
literature analysis in order to identify and explore the use of gamification elements in ODL

environments.
Literature Review

The gamification approach is becoming increasingly popular in the field of ODL
environments. The gamification concept simply consists of game components or game design
elements (Hamari, 2014), and gamification elements include points, leaderboards, levels, awards,
badges, competition among users, progress bars, time pressure, and challenges, etc. (Huang and

Somon, 2013). Some of the gamification elements are defined as follows: (Werbach and Hunter, 2012).

Points: It is the numerical data obtained as a result of performances during the gamification process.
Level: A level represents the next round in the process, as players collect the points in the gamification
application.

Time pressure and challenges: These elements indicate the competition and time limitation of

participants to overcome the obstacles.
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Leaderboard: It is the ranking and displaying of participants’ struggle to reach the goals. Participants
can see both their positions and those of other participants on the leaderboard, enabling them to
develop new strategies by making assessments and comparisons according to the current situation.
Rewards: They are the symbols obtained with the points given in return for the performances of the
characters involved in the gamification process.

Competition: It is defined as the players’ struggle within the gamification application.

Badges: It is the form of rewards transformed into different shapes, embodied and graded.

By examining gamification studies in the field of ODL in the literature, one can see that the
research studies obtained both positive and negative results (Stimer, 2017). The studies carried out in
this area, the gamification elements frequently used in the studies, and their results obtained from

these studies were summarized in Table 1.
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Table 1. The use of gamification in open and distance learning (ODL) environments

Researcher(s), Tvpe Gamification Dependent Result
Year yp Element(s) Variable
McDaniel et. al., Article  Badges, Leaderboard Satis‘fact.ion and Increase.d sajcisfaction
2012 Motivation and motivation.
Award, Sacial Status, = Achievement, Increased achievement,
De-Marcos et. al.,, ) .. .. . .
Article  Award, Competition, ~ Writing but did not influence
2014 . .. .
Leaderboard, Level Activities writing activities.
Badges had a negative
Jacobs, 2016 Thesis Bad.ge,. Lock.ed Level, Academic . effect on academi? .
Unlimited Live Success, Attitude  success, but a positive
effect on attitude.
Th iti
Alabbasi, 2017 Article Leaderboard, Point, Perception e:cree thzii)f e
’ Badge, Feedback P pereepho
gamification.
Academic success and
Point, Leaderboard, Academic social interaction have
De-Marcos et. al., Article Sacial Status, Award,  Success, Social increased, but it has been
i
2017 Virtual Store, Interaction, stated that the design of
Competition Motivation the award had to be
made more meticulously.
Leaderboard, Point, Gamification has had a
Ding et. al.,, 2017  Article = Award, Level, Badge, Engagement positive effect on
Progress Bar engagement.
Gamification elements
Award, Challenge, Emotion, produced different
Mese & Dursun, i e .
2018 Article  Leaderboard, Level, Participation, results on emotion and
etc. Attention participation, but
attention increased.
. Academic Badges were ineffective
Kyewski & . . .
Article  Badge Success, on academic achievement
Kramer, 2018 .. N
Motivation and motivation.
. . Some of the player types
Point, Level, Academic had a positive effect
itivi ;
Senocak, 2019 Thesis Leaderboard, Award, Success, . P
. . while some of them were
Competition Motivation . .
ineffective.
ification has had
Leaderboard, Point, Academic Ga@% tcation has had a
Level, Badge Success positive effect on
Ertan, 2020 Thesis ! 8 o motivation and attitude,
Progress Bar, Award, = Motivation, .
. but there is no effect on
etc. Attitudes

academic success.

When Table 1 is analyzed, it can be seen that gamification has been included in many studies

such as articles and theses in the field of ODL. Although gamification mostly produced positive

results, there were negative results in some studies as well. While elements such as awards, points,

and competitions among gamification elements were utilized, variables such as attitude, motivation,

and academic achievement were commonly used in these studies. Moreover, some research studies

state that gamification increases academic achievement (De-Marcos et. al., 2014, 2017; Su and Chen,

2015). However, there are also research studies (Jacobs, 2016; Kyewski and Kramer, 2018) that indicate

that gamification had a negative effect on academic achievement. Generally positive results were

obtained regarding motivation (Bovermann and Bastiaens, 2018; McDaniel et. al., 2012), but there were
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also negative results found in the research studies (Hanus and Fox, 2015; Kyewski and Kramer, 2018).
While Jacobs (2016) showed positive results in relation to attitude, Yildiz (2018) demonstrated that
different gamification elements affected attitudes differently in his study. Therefore, it can be

concluded that both gamification elements and their effects on the variables had different results.

When the use of gamification elements was examined, it can be seen that the research studies
utilize the elements for different purposes (Eriimit, 2016). While some studies used all gamification
elements (Su and Chen, 2015), others used only the specific elements of award, competition, point, or
badge, etc. Furthermore, some research studies gained negative results due to the use of certain
gamification elements (Ronimus et. al., 2014; Yildiz, 2018). Consequently, gamification used different
elements for different purposes, and there was no integrity regarding its use. Therefore, determining
gamification elements and the reasons behind their use in ODL environments can guide researchers

and practitioners to produce better learning outcomes and teaching experiences.

On the other hand, although gamification has been frequently included in ODL environments
in recent years, experimental studies indicating the effects of gamification on distance education have
been limited (Antonaci et. al., 2019). Siimer (2017) stated that gamification elements have been utilized
only in courses, and not in terms of as a system in online learning environments. Considering this
situation, many educators and organizations in the field of ODL may have a limited understanding of
the gamification elements (Stimer and Aydin, 2018). Hence, it is critical to review the research studies
in which gamification is included in ODL environments. Understanding the use of gamification
elements and the reasons behind their usage in ODL environments can provide insights to
instructional designers, practitioners, and researchers and thus facilitate the integration of

gamification and its elements into ODL systems.
Aim of the Study

This study aims to identify the frequently used gamification elements, the purpose of using
gamification elements, and the effects of gamification elements in ODL environments. The following

research questions guided the study:

1. What are the most utilized gamification elements in the research studies of ODL environments?
2. What are the most utilized dependent variables in the gamification research studies of ODL
environments?
2.1. Which gamification elements in the research studies have been mostly used to investigate the
dependent variables?

2.2. What are the effects of gamification elements in ODL environments?
Method

In the present study, the content analysis method was used to analyze the research articles

that include gamification in ODL environments. Commonly used in qualitative research, content
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analysis is a method that classifies the data based on certain characteristics to facilitate the
interpretation process of readers (Creswell, 2012). The textual expressions and numerical data in the
study were converted into tables and graphics so that readers can understand and interpret the

findings.
Scope of the Study

The research articles regarding gamification in the field of ODL were included in the scope of
the study. Various Turkish and English keywords were searched in databases such as Web of Science
(Wos), Google Scholar, ScienceDirect, and Ulakbim, which can be accessed due to the university’s
subscriptions (Figure 1). During the searching process, the Turkish phrases on the top line, and then
the English phrases on the bottom line were searched in 10 different ways, respectively, using the
“and” conjunction. Since terms such as “oyunlastirma” or “oyunlastirilmis” were used in Turkish, the

%17

word “oyunlastir*” was used. Similarly, as terms such as gamification, gamified, and gamifying were

used in English, the keyword “gamif*” was used in the searching process.

Acik ve Uzaktan Ogrenme
(Open and Distance Learning)

A

Uzaktan Ogrenme
(Distance Learning)

Oyunlastir* P | Cevrimici Ogrenme ‘
(Gamif*) (Online Learning)

| Web Tabanh Ogrenme
(Web-Based Learning)

E-Ogrenme
(E-Learning)

Figure 1. Terms used in the research article searching process.

>

eAccessing 72 eIncluding
articles only
from eElimination of accessible eElimination of
databases articles that articles articles
do not fit the without

scope of the ( gamification
98 study 62 ‘ L elements

Figure 2. The process of the systematic review.
The process of selecting the articles in the scope of the study from the databases was
illustrated in Figure 2. Initially, there were 98 articles with the keywords. Some of the articles were
then removed from the systematic review due to inaccessibility, not including gamification elements,

and not being in the scope of the study. Consequently, 40 articles were included in the present study.
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Data Collection and Analysis

In the study, Microsoft Office Excel 2016 program was used as a data collection and analysis
tool. The data was also presented with tables and graphics, to help facilitate the interpretation of
findings (Booth, Colomb, and Williams, 2003). In order to examine 40 articles searched from
databases, an “Article Review Form” was used. This form includes the name of the study, author(s),
year, gamification element(s), dependent variable(s), and results. The entire research process was

illustrated in Figure 3.

Identifying the Determining Conducting the
research the research literature
problem questions review

Conducting Examining Extracting the
articles in articles not in
content A o .
analysis Article Review the scope of
Form" the study
Comp.arlng of Convertlng the Presenting and
analysis results analysis results di .
i iscussing the
between into tables and
. results
coders graphics

Figure 3. The research process of the present study.
Validity and Reliability

Various strategies have been employed to ensure the validity and reliability of the study. One
such strategy is that the data in the study were coded separately by two different researchers and the
results were compared. Cohen Kappa coefficient was calculated to determine the reliability. This
coefficient refers to the compliance and consistency between different coders (Cohen, Swerdlik and
Phillips, 1996). The formula, proposed by Sim and Wright (2005), includes Pr (a) the total proportion
of the compliance observed for the two coders and Pr (e) the possibility of this agreement occurring by
chance. Therefore, the following formula has been used: K=(Pr (a) — Pr (e))/(1 - Pr (e)). Pr (a)= 0.85, Pr
(e)=0.15 and the Cohen Kappa coefficient were found to be 0.82 in the study, which indicates that the
study is reliable (Cohen et al., 1996).

Both internal and external validity were taken into consideration to ensure the validity of the study. In
order to provide internal validity, which means a clear expression of the path followed in the research
process (Yildirim and Simsek, 2011), data collection tools, data collection process, and analysis stages

were written in detail.

Ethical Permissions of the Study
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Throughout this analysis, all guidelines specified to be applied within the scope of the
"Scientific Research and Publication Ethics Directive for Higher Education Institutions" were
implemented. None of the actions that were stated under the title "Actions Against Scientific Research
and Publication Ethics", which is the second part of the directive, were performed during the study.

Findings
The Gamification Elements in ODL Environments:
In order to reveal frequently utilized gamification elements in ODL environments, the

research studies (40 in total) were reviewed with the Article Review Form. The findings were

presented in Figure 4.

35
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20

15

10

° Badges |  Points | Leaderboards | Rewards |  Level | ProgressBar | Competition | Feedback | Time |  Title |  Goal | Chalk [
ENumber 22 | s | a7 | s [ 15 [ u | 7 | 5 [ 2 \ 2 | 2 \ 2 |

Figure 4. Frequently used gamification elements in ODL.

It can be seen in Figure 4 that the frequently used gamification elements are “Badges,”
“Points,” “Leaderboards,” and “Rewards.” These elements were utilized by more than 50% of the
research studies at the same time. On the other hand, the least used gamification elements were found
to be “Time,” “Title,” “Goal,” and “Challenges” in the research studies. When the studies were
examined, those with three or more gamification elements were seen to be utilized together generally.

Each gamification element was expressed as it is used in the studies.
The Dependent Variables in the Gamification Studies of ODL Environments:

In order to identify the dependent variables utilized in the gamification studies in ODL
environments, the research studies (40 in total) were reviewed with the Article Review Form and the
findings were illustrated in Figure 5. The reason that the total number of studies in Figure 5 is higher
than the number of research studies is because many studies have included more than one variable in

their scopes.



Yildiz, M., Kayaduman, H. & Kursun, E.

16

14

12

10

Motivation { Participation | Engagement ]A(hievement { Interaction [ Performance | Atitude ] Perception { Experience [ Emotion | Others {

ENumber 15

9 | 8 | 4 | 3 | 3 | 3 | 2 | 2 | 4

Figure 5. Frequently used dependent variables in ODL.

As illustrated in Figure 5, the gamification studies mostly included dependent variables such

as “Motivation,” “Participation,” “Engagement,” and “Achievement.” In total, these four variables

have been included in more than 50% of the research studies. On the other hand, the least studied

dependent variables were found to be “Experience” and “Emotion.” The “Others” heading comprises,

"Interest,” "Satisfaction," "Readiness," and "Activity," as these are used only once in the studies. The

usage purposes of the dependent variables in the studies are shown in Table 2.

Table 2. The meanings of dependent variables in gamification studies

Elements Define

Motivation A constant effort for a goal.

Participation Individuals” actions such as communication and interaction in an online
environment.

Engagement Students’ psychological and behavioral involvement in learning activities.

Achievement Increased knowledge or educational attainment.

Interaction Actively participate in the course-related activities.

Performance Using the e-learning environment efficiently.

Attitude Thinking or feeling about gamification or specific gamification elements.

Perception Regarding, understanding, or interpretation of gamification.

Experience Quantify the interactions between users and the system.

Emotion Creating a positive atmosphere and making learning entertaining.

Interest Directing individuals’ behaviors towards certain goals.

Satisfaction Performing the desired tasks.

Readiness Prepared to use online learning environments.

Activity Being active in the learning process.

Table 3. illustrates which gamification elements in the research studies have been mostly used

to investigate the dependent variables.
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Table 3. The most used gamification elements to investigate the dependent variables

Elements Motivation Participation Engagement
Al1,A2,A4,A7 A2,A4,A6, A7,A8,A10
e e T ’ A9,A15, A34,A35
Badges Al11,A20, A23,A29, Al12,A14, A17,A18, A3,6 A3,9 ! !
A30,A32, A35,A38,A39 A24,A29 !
Point A1,A2,A4,A7,A19,A20, A2,A4 A6, A7,A12, A9,A15,A25,A26,
omts A21,A23, A29, A35 A17,A22, A24, A29 A34,A35, A36,

A1,A2,A7,A20,A23,A29,A3 A2,A6,A7, A8 A12,A14, A9,A15, A25,A34,
Leader boards

5,A39 A17,A22, A24,A29 A35,A36, A39
A7,A8,A12, A9,A13,A26,A36,A3
Rewards A7,A20,A39 A14,A18 9
A15,A25
Al,A4,A19, ! !
Level A20,A21, A29,A35 A4,A6,A29 A26,A35,
A36
P b A1,A2,A23, A2,A6,A10, A9,A15,
rogress bat A30,A35, A12,A17 A35
A13,A16,
Competition A39 Al4 A25,A26,
A39
Feedback A21,A23,A29 A29 A36
Time A36
Title A29 A17, A29
Goal A21,A29 A29

Challenges A19, A20
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Table 3. The most used gamification elements to investigate the dependent variables (Continued)

Elements Achievement Interaction Performance  Attitude Perception

A8
A1,A8,A18,A28 A28, A3l, ’
Badges A33,A37,A40  A34, A36 A10, A32 AlS, A3,A27,A29

A30
. A1,A5,A28 A33 A28, A3l,
Points  A37,A40 A3L, A36 A19 A3,A27,A29
A1,AS,
Leader boards  A18,A28, iéil i;g' A8, A18  A3,A27,A29
A33,A40 !
A8,A18,
Rewards A33,A40 A31, A36 A10 A8, A18
A1,A33,
Level A37.A40 A36 A19 A29
Progress bar Al, A37 A10 A30
Competition A40
Feedback A33 A36 A29
Time A33 A36
Title A29
Goal A29
Challenges Al19

Table 3 reveals the most-used gamification elements to promote the dependent variables in
the research studies of ODL environments. The letter “A” in the table stands for Article. First, the
“Badges” element has been mostly used to increase motivation in the research studies. Following that,
“Points,” “Leaderboards,” and “Rewards” elements have also been utilized, respectively, to increase
motivation in the course activities. Second, to promote participation, “Badges” is the most utilized
gamification element in the research studies. Following that, “Points,” “Leaderboards,” “Rewards,”
and “Progress Bar” have been used to increase the participation, respectively. Third, to increase
engagement, the research studies mostly benefitted from the “Points” and “Leaderboards” elements.
Also, they employed “Badges” and “Rewards” elements to increase participants’ engagement. Fourth,
the “Badges” element has been mostly used to increase the achievement of the participants in the
research studies. The “Points” and “Leaderboards” elements have been also employed in research
studies to increase achievement. Finally, the “Badges,” “Points,” and “Leaderboards” elements have
been mostly used for promoting participants’ interaction, but the “Rewards” element has also been

utilized to increase interaction in the course activities.

When the results of gamification studies in ODL environments are examined, it is seen that

negative results were obtained in one of every three studies. (Fig. 6.)
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5%

V M Positive
M Partially positive
M No effect

Figure 6. Gamification effect in ODL environment
When Figure 6 is examined, it is seen that 67% (27) of the studies that include gamification

elements are positive, 28% (11) are partially positive and 5% (2) are no effect.

All in all, it can be concluded that certain elements were particularly utilized with certain
variables. Moreover, the gamification elements such as “Badges,” “Points,” and “Leaderboards” have
been used in most of the research studies of ODL environments to promote dependent variables.
However, the research studies' findings differ despite using the same gamification elements to
investigate the dependent variable. Although most of the research studies produce positive results
regarding the dependent variables, some of them gained negative results. 67% of the research studies
that include gamification elements resulted positively, while the remaining 33% (28% partially

positive and 5% positive) ended up partially positive or ineffective.
Discussion

A systematic literature review was conducted about the use of gamification in ODL
environments. The present study provided insights about the frequently used gamification elements,
the purpose of using gamification elements, and the effects of gamification elements in ODL

environments based on the literature review.

According to the present study’s findings, elements such as “Badges,” “Points,”
“Leaderboards,” “Rewards,” and “Level” have been used frequently in the research studies. In the
literature, it can be seen that the frequently utilized gamification elements are point, badges, level,
awards, leaderboards, and challenges (Enders, 2013; Glover, 2013; Zichermann and Cunningham,
2011). In a study conducted by Siimer and Aydin (2018), it was found that badges, leaderboards,
points, and levels have been the most frequently used game elements in the gamification studies in
open and distance learning. Muangsrinoon and Boonbrahm (2019) found that points, leaderboards,
levels, and badges have been used frequently in the healthcare context. Similarly, Antonaci et. al.
(2019) have also revealed that badge, leaderboard, point, feedback, and challenge gamification
elements have been used frequently in online learning environments. While Arranz et. al. (2017) found
that badges, leaderboards, and points have been used frequently in the Massive Open Online Courses

(MOOCs) studies, Khalil et. al. (2018) concluded that badges, leaderboards, and progress elements
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have been utilized more often in the research studies. Hence, it can be concluded that the findings of

the present study are consistent with the extant literature.

Regarding the second research question, it was found that motivation, participation,
engagement, and achievement are the frequently utilized dependent variables in the gamification
studies of ODL environments. Low participation levels in online learning environments (Huang and
Hew, 2018), increasing dropout rates (Christensen and Spackman, 2017) and unappealing distance
education systems for students (Dicheva et. al., 2015) may have encouraged the researchers to explore
these dependent variables. Antonaci et. al. (2019) also stated that gamification elements are mostly
utilized to ensure academic success, motivation, engagement/participation, attitude, and cooperation
in ODL environments. In another study about the use of gamification in the field of ODL, Khalil et al.
(2018) concluded that motivation and engagement variables have been used more often than other
variables in the research studies. Similarly, these variables are also utilized in the gamification studies
implemented in the face-to-face courses (Dominguez et. al., 2013). Therefore, it can be concluded that
motivation, participation, engagement, and achievement are critical variables in the gamification
studies of ODL environments. Improving these dependent variables through gamification elements

may increase the effectiveness of online courses.

As to the relationship between dependent variables and gamification elements, it was found
that the gamification elements have been used to promote different variables. First, the present study
revealed that badges, points, leaderboards, and level elements have been used to increase the
motivation of the students. In the literature, some research studies also benefitted from badges, points,
and rewards to increase motivation and they gained positive findings (Bovermann and Bastiaens,
2018; McDaniel, Lindgren and Friskics, 2012; Tunga and inceloglu, 2016). Hence, it could be concluded
that these three elements (badges, points, and leaderboards) could be used in ODL environments to

promote motivation.

Second, although many gamification elements have been used to promote participation, the
most frequently utilized elements were found to be badges, leaderboards, and points. The research
studies in which participation was explored also examined the effects on motivation (De-Marcos et.
al., 2014; Mese and Dursun, 2018; Tenorio et. al., 2016; Tunga and inceoglu, 2016). In these studies,
rewards, points, and leaderboards have been used to promote participation and motivation
simultaneously, and the findings were mostly positive regarding the dependent variables despite
some negative findings (Van Roy, Deterding, and Zaman, 2019). Possible stated reasons for the
negative effects regarding these gamification elements include: fearing failure, leaving competition
due to being at the end of leaderboards, and getting overly excited during the competition. Hence, it
might be concluded that these gamification elements could promote participation in addition to
motivation; however, these elements should be implemented carefully, so as not to cause negative

effects in ODL environments.
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Third, the present study revealed that point, leaderboard, and badge elements have been used
to increase the engagement of students. These gamification elements may socially satisfy the students
and encourage them to engage in the course activities (De-Marcos et al., 2017; Mese, and Dursun,
2018). However, these elements have also produced negative findings in some studies (Ding et al,,
2018; Leclercq et. al., 2018). Therefore, it is critical to consider low-ranking students when utilizing

these elements to promote the engagement of the students in ODL environments.

Finally, in the studies where achievement was analyzed in ODL environments, it was
concluded that elements such as badges, points, and leaderboards have been utilized frequently.
However, there were both positive and negative findings regarding the achievement in different
studies (Bolat et. al., 2017; De-Marcos et. al., 2014; Mese and Dursun, 2018). Factors such as low-
motivated students, unappealing rewards, and demoralization or fear of competition can be stated as
reasons for negative results. Hence, it may be concluded that badges, points, and leaderboards are
critical to promote achievement as well as participation, motivation, and engagement. Since these
elements also may adversely affect the students, implementing them in balance so as not to negatively

impact students is essential when integrating gamification elements in ODL environments.

Positive or negative results obtained in the context of various variables in ODL studies that
include gamification elements are also reflected in the results of the study. Although it has been seen
that gamification has more positive effects in the studies, the desired results could not be achieved in 1
of every 3 gamification studies. In the literature, it has been seen that there are more positive results in
different content analysis studies for gamification in ODL environments, but there are also negative
results (Antonaci et al., 2019; Freitas and Silva, 2020; Saleem, Noori and Ozdamli, 2021). These results
show that certain elements of gamification alone are not sufficient to achieve the desired learning
outcomes and that the effectiveness of various game elements and their implementation need further
research and experimental studies (Hanus & Fox, 2015; Sailer et al., 2017). In other words, more
experimental work needs to be done to identify effective ways of applying different game elements

that can increase students' participation, motivation and performance (Jagust et al., 2018).

In studies involving gamification, practitioners and designers making sure that students
understand the rules and choosing the elements in the application in accordance with the needs and
levels of the learners can provide positive outcomes. The right combination of gamification elements is
essential for successful gamification implementation in ODL environments.The right combination of

gamification elements is crucial for a successful implementation in the ODL environment.

Conclusion and Recommendations
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The present study systematically reviewed gamification research studies in ODL
environments. The research findings of the study were consistent with the extant literature that
examines the gamification in ODL environments (Antonaci et. al, 2019; Muangsrinoon and
Boonbrahm, 2019; Siimer, 2017). Moreover, by considering both positive and negative findings on the
dependent variables, the present study further identified the importance of emphasizing the design of
gamification elements by utilizing learning and teaching theories and avoiding irrelevant tools in the
design process. As well, considering students’ needs, setting clear goals and objectives for students,
and differentiating the use of gamification elements in online and face-to-face courses may also be
important when designing gamification in ODL environments. Additionally, the frameworks
(Bunchball, 2010; Werbach and Hunter, 2012) for gamification integration can be used to develop

gamification environments for improved teaching and learning experiences.
Limitations and Future Research

The present study has provided critical information about the use of gamification elements in
ODL environments by conducting a systematic review. However, future studies are required due to
the limitations of the study. One of the limitations of the present study was that it was carried out
with a limited number of articles (40 in total). Both the novelty of the gamification concept and the
accessibility of the research articles contributed to the limited number of articles. Hence, future studies
should include more research on this topic to provide a broader perspective. Another limitation of the
study is that it is difficult to identify the effect of gamification elements due to factors such as:
different sample sizes, backgrounds of students, and tools used in gamification. Therefore, these
limitations should be considered while interpreting the findings. The scope of this study focused on
the frequently used gamification elements, but future studies would benefit from also examining the
other utilized gamification elements, as well as exploring the effectiveness of various elements. And
lastly, future studies can be conducted with the consideration of different research questions to obtain

a greater understanding of the gamification elements in ODL environments.
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