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ABSTRACT

Gamificationhasbecomeaninfluentialtermindiversefieldsrangingfromeducationtosystems
developmentandmarketing.Therecentintensifyingemphasisisattributabletoenablingtechnologies
andsuccessfulpracticalapplicationsusedforchangingattitudesandincreasingengagement.However,
relevantacademicstudiesarenotwide-spreadandthisstudyaimstoaddressthisvitalresearchgap.
Thisstudyisstructuredtounderstandthefactorsaffectingintentiontousegamifiedsystemsandtest
whethertheyareaffectedbygenderorage.Anonlinesurveystudywasconductedonaweb-based
gamifiedsystem(EmpireAvenue.com)andfollowingadetailedscreeningprocess,a totalof168
fullycompletequestionnaireswereattained.Thetheoreticalmodelemployedwasdevelopedupon
technologyacceptancemodel(TAM)andmodifiedtoincorporateanintrinsicmotivationelement,
namelythe“perceivedenjoyment”construct.Accordingtothefindings,ageandgendermoderate
the relationships between usefulness, ease of use, perceived enjoyment and intention to use the
gamifiedsystem.
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INTRoDUCTIoN

EnablingICTtechnologies,spreadingavailabilityofcheapmobiledevicesandtheboominggaming
industryall led toan increasing interest in“gamification”.Gamification, inspiredbygamesand
gamemechanicsisatermfirstusedbyTerrill(2008)as:“…takinggamemechanicsandapplying
them to other (web) properties to increase engagement…” Another definition of this term by
Deterdinget.al.(2011)throughanextensivereviewis“…theuseofgamedesignelementsinnon-
gamecontexts…”Fromabusinessperspective,gamificationcanalsobebrieflydefinedas“game
thinkinginpractice”.ThisapproachadoptedbyWerbachandHunter(2012)definesgamification
asa“…processofdesigningservices/systemsinnon-gamecontextsasagamewiththeuseofgame
elementsandgame-designtechniques…”Accordingtothesedefinitions,gamificationincorporates
gameelementsintovariousapplicationstoinfluenceuserattitudesandbehavior.Numerousthings
canbeconsideredgame-elementsfurthermoregamificationdoesnotrequireallgameelementstobe
present.Consequently,gamificationdoesnotequaltoafull-gameandawiderangeofapplications
canbedefinedasgamificationsuchasloyaltyprogramsthatrewardandencourageloyaltythrough
points.Intypicalgamifiedsystems,points,badges,leader-boards,rewardsandadvancementsystems
areusedtomotivatetheparticipants.Inhuman-computerinteraction,theuseofgameelementshas
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alsobecomeapopularpracticeasanincreasingnumberoftoolsincorporatethemtomotivateand
engagetheirusers(Rapp,2015).

Thegamificationtermbecameahottopicin2010andhasbeenpromotedasastate-of-the-art
toolformarketingpractitionersinthelastfewyears(Zichermann&Cunningham,2011).However,
there is a lack of extensive motivational and behavioral research on gamification. Most of the
relevantstudiesongamificationareconferencepapersandfocusmainlyonuseofgamificationin
educationalsettings(Seaborn&Fels,2014).Thiscreatesaresearchgapthatshouldbeaddressedby
furtherstudies.Ontheotherhand,aconsiderablenumberofcompaniesfromavarietyofindustries
usegamificationapplicationsintheirdailyoperationsbyincorporatingbadges,leader-boards,point
systems,achievementsystems.Theseelementsaremucheasier to implementanddemandfewer
resourcesindigitalsettings.Gamifiedsystemsareusedforincreasingengagementandparticipation
amongconsumers(Bourque,2014),employees(Werbach&Hunter,2012pp.17-20),orcommunity
members(Cetin,2013),acquiringnewcustomers(Zichermann,2013)andeducatingcurrentcustomers
(Bray,2014).

Another factor fueling the demand is users’ positive dispositions towards gaming elements.
Gamesandgameelementsareconsideredmoreenjoyableandpreferablewhereasmostnon-game
activities are regardedasdull activities.Makingdull activitiesmore enjoyable and funpresents
opportunitiestocompaniesinincreasinguserengagementandparticipation(Sarangi&Shah,2015).
Thisphenomenonisvalidforadultsinadditiontotheyoungerpopulationasnearlytwothirdsofadults
intheU.S.agreethatmakingeverydayactivitiesmoregame-likewouldmakethemmorerewarding
andfun(JWTIntelligence,2011).

Paralleltothepopularityofgamification,theglobalmarketforgamificationisexpectedtogrow
from1.65billionUSDin2015to11.10billionUSDby2020.Thiscorrespondstoacumulativeannual
growthrateexceeding46%(MarketsandMarkets,2016).

Takingintoaccountthegrowinginterestingamification,thefactorsaffectingconsumerintentions
tousegamifiedsystemsandtheimportanceofeachfactorshouldbedetermined.Relevantstudies
ongamificationcanprovideinsightintotheconsumerintentionsandbehaviorinthiscontextthat
willbenefitmarketingpractitioners,systemdesignersandacademicians.Unfortunately,gamification
relatedconsumerbehaviorstudieshavereceivedlittleattentionfromacademiasofar.Thepresent
studyaimstofillthisresearchgapintheexistingliteraturebyaddressingthemotivationalelements
affectingcontinueduseintentionofgamifiedservices.Moreover,thedifferencesamonggendersand
youngerandolderusersdetectedinvariousnewtechnologyapplicationsmaybepresentingamified
settingsaswell.Inthiscontext,thefollowingresearchquestionsareaimedtobeanswered:

• Howbasicextrinsicandintrinsicmotivationalfactorsaffectuseintentionofagamifiedsystem?
• Aretherelationshipsbetweenmotivationalfactorsanduseintentionsaffectedsignificantlyby

demographicfactors(ageandgender)?
• Doesintentiontousegamifiedsystemsdifferamonggenderandagegroups?

Thesequestionsareaimedtobeaddressedthroughamultigroupanalysisofdatathroughamodel
developedonrelevanttechnologyadoptionandconsumerbehaviortheories.

THEoRETICAL BACKGRoUND

Gamification Studies
Thenumberofacademiciansworkingongamificationbegantogrowafter2010withthegrowing
worldwidepopularityofthisconcept.Amongtheexistingliteraturemostofthestudiesarefocused
oneducationalapplicationsandlearning(i.e.Domínguezetal.,2013;Erenli,2013;Schoech,Boyas,
Black,&Elias-Lambert,2013;Simões,Redondo,&Vilas,2013).Otherapplicationareashaveyet
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