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Abstract

This paper delves into the dynamic realms of online learning and gamification, pivotal innovations
within the education sector, and aims to foster sustainability practices and improve student
engagement and learning outcomes. It embarks on a comprehensive journey through the literature,
meticulously examining the definitions, merits, obstacles, and exemplars of these transformative
approaches. Online learning, encompassing the digital delivery of educational content via diverse
platforms such as websites, mobile apps, and learning management systems, has emerged as a prime
player in reshaping pedagogical landscapes. Simultaneously, gamification, hinging on the strategic
infusion of game elements such as points, badges, leaderboards, and feedback into educational
contexts, emerges as a potent motivator and engagement catalyst. However, this paper also casts a
discerning eye on the hurdles and constraints that accompany adopting these methodologies. By
synthesizing the collective wisdom of prior research, this paper unveils the novel possibilities and
improvements that online learning and gamification bring to education, elucidating their role in
advancing sustainability goals and enhancing the educational experience. The synthesis of existing
knowledge leads to the formulation of valuable recommendations tailored to educators and
researchers aspiring to integrate online learning and gamification strategies into their pedagogical
toolbox, invigorating learning environments and propelling education toward a more sustainable and
engaging future.

Keywords: online learning, gamification, sustainability practices, student engagement, learning
outcomes



DOI : https://doi.org/10.35741/issn.0258-2724.59.1.3

Full Text:
M
References

ADEYEYE, B., OJIH, S.E., BELLO, D., ADESINA, E., YARTEY, D., BEN-ENUKORA, C., and ADEYEYE, Q.
(2022) Online learning platforms and covenant university students’ academic performance in practical
related courses during COVID-19 pandemic. Sustainability, 14 (2), 878.

AKPAN, 1.J., and IBIDUNNI, A.S. (2023) Digitization and technological transformation of small
business for sustainable development in the less developed and emerging economies: a research note
and call for papers. Journal of Small Business and Entrepreneurship, 35 (5), pp. 671-676.

BULJAN, M. (2021) Gamification for Learning: Strategies and Examples. eLearning Industry. Available
from: https://elearningindustry.com/gamification-for-learning-strategies-and-examples

CHIMA, M.M., BABAJIDE, A.A., ADEGBOYE, A., KEHINDE, S., and FASHEYITAN, O. (2021) The
Relevance of Financial Inclusion on Sustainable Economic Growth in Sub-Saharan African Nations.
Sustainability, 13 (10), 5581. http://dx.doi.org/10.3390/su13105581

DECI, E.L., KOESTNER, R., and RYAN, R.M. (1999) A meta-analytic review of experiments examining
the effects of extrinsic rewards on intrinsic motivation. Psychological Bulletin, 125 (6), pp. 627-668.

DETERDING, S., DIXON, D., KHALED, R., and NACKE, L. (2011) From game design elements to
gamefulness: defining "gamification.” In: Proceedings of the 15th International Academic MindTrek
Conference: Envisioning Future Media Environments, Sep 28-30 2011, Tampere, Finland, pp. 9-15.

DICHEVA, D., DICHEV, C., AGRE, G., and ANGELOVA, G. (2015) Gamification in Education: A
Systematic Mapping Study. Educational Technology and Society, 18 (3): pp. 75-88.

ELEARNING INDUSTRY (2021) Engagement Strategies for Keeping Online Students Motivated.
Available from: https://elearningindustry.com/breaking-the-isolation-strategies-for-keeping-online-
students-engaged-and-motivated.

FADAHUNSI, J.O., UTOM, J.A., OCHIM, M.R., AYEDUN, C.A., and OLOKE, O.C. (2019) Benefits of the
adoption of facilities management practices in tertiary institutions: a case study of Covenant
University. IOP Conference Series: Materials Science and Engineering, 640 (1), 012032.

FOLARIN, F.S., and AYODELE, T.O. (2021) Classroom beyond borders: Teaching and learning
strategies in Nigeria and Covenant University in the global COVID-19 lockdown. In: COVID-19: Impact
on Education and Beyond. New Delhi: Vij Books India, pp.11-24.

GROWTH ENGINEERING (2020) Gamification in Learning: 34 Top Tips That Work for the Modern
Learner. Available from: https://www.growthengineering.co.uk/34-top-tips-for-using-gamification-in-
online-learning/

GONZALEZ-GONZALEZ, C.S., COLLAZOS, C.A., GONZALEZ, C.S., TOLEDO-DELGADO, P., PADILLA-
ZEA, N., and MEDINA-MEDINA, N. (2020) Gamified MOOC for training university teachers in inclusive
education: design principles based on user experience evaluation. Sustainability, 12 (18), 7666.



HAMARI, J., SHERNOFF, D.J., ROWE, E., COLLER, B., ASBELL-CLARKE, J., and EDWARDS, T. (2016)
Challenging games help students learn: An empirical study on engagement, flow and immersion in
game-based learning. Computers in Human Behavior, 54, pp. 170-179.

HURIX DIGITAL (2021) Top 8 Strategies for Student Engagement in Online Learning. Available from:
https://www.hurix.com/top-strategies-for-student-engagement-in-online-learning

IFIJEH, G., IWU-JAMES, J., and ADEBAYO, O. (2016) Digital inclusion and sustainable development in
Nigeria: The role of libraries. In: 3rd International Conference on African Development Issues (CU-
ICADI). Ota, Nigeria: Covenant University.

ISAAC, K.S., IBIDUNNI, A., KEHINDE, O.J., ELIZABETH, K.B., OYO-ITA, D., MATHIAS, C.M., and
BOLUWATIFE, O.F. (2020) Covid-19: Impact on Global Economy, Steps Taken and Way Forward.
Journal of Management Information and Decision Sciences, 23 (5), pp. 612-618.

ISAAC, K.S., IBIDUNNI, A., KEHINDE, O.J., UFUA, D., ELIZABETH, K.B., OYO-ITA, D., and MATHIAS,
C.M. (2020) The Role of Multinational Corporations in Global Economic Practice: Literature Review.
Journal of Management Information and Decision Sciences, 23 (5), pp. 619-628.

ADVANCE HE (2016) Gamification and game-based learning. Available from: https://www.advance-
he.ac.uk/knowledge-hub/gamification-and-games-based-learning

KAHU, E.R. (2013) Framing student engagement in higher education. Studies in Higher Education, 38
(5), pp. 758-773.

KIZILCEC, R.F., and HALAWA, S. (2015) Attrition and achievement gaps in online learning. In:
Proceedings of the Second ACM Conference on Learning @ Scale, pp. 57-66. Available from:
https://doi.org/10.1145/2724660.2724680

PARK, S., and KIM, S. (2021) Is Sustainable Online Learning Possible with Gamification? — The Effect
of Gamified Online Learning on Student Learning. Sustainability, 13 (8), pp. 1-12.

LANDERS, R.N., BAUER, K.N., CALLAN, R.C., and ARMSTRONG, M.B. (2018) Psychological theory and
the gamification of learning. In: HAMARI J., KOIVISTO J., and SARSA H. (eds.) Gamification: Using
Game Design Elements in Non-Gaming Contexts. Springer International Publishing, pp. 165-186.

MOREIRA, F., COLLAZOS, C.A., GONCALVES R.M., and ESCUDERO D.F. (2021) Special issue
"Sustainability in educational gamification." Sustainability, 13 (8), 4266.

MOORE, M.G. (2013) The theory of transactional distance. In: MOORE M.G. (ed.) Handbook of
Distance Education. Routledge, pp. 66-85.

RIVERA, E.S., and GARDEN, C.L.P. (2021) Gamification for student engagement: a framework. Journal
of Further and Higher Education, 45 (7), pp. 999-1012.

OLIVEIRA, R.P., DE SOUZA, C.G., DA CUNHA REIS, A., AND DE SOUZA, W.M. (2021) Gamification in
E-Learning and Sustainability: A Theoretical Framework. Sustainability, 13 (21), 11945.
https://doi.org/10.3390/su132111945

OYEDEPO, S.O., ADEKEYE, T., LERAMO, R.O., KILANKO, O., BABALOLA, O.P., BALOGUN, A.O., and
AKHIBI, M.O. (2016) Assessment of energy saving potentials in Covenant University, Nigeria. Energy
Engineering, 113 (3), pp. 7-26.

SUN, A., and CHEN, X. (2016) Online education and its effective practice: A research review. Journal
of Information Technology Education: Research, 15, pp. 157-190.



UNIVERSITY COLLEGE LONDON (2021) Encouraging student engagement with blended and online
learning. Available from: https://www.ucl.ac.uk/teaching-learning/publications/2021/oct/encouraging-
student-engagement-blended-and-online-learning

UNESCO (2020) Global Education Monitoring Report 2020: Inclusion and Education: All Means All.
Paris: UNESCO.

UNESCO (2021) UNESCO Strategy on Technological Innovation in Education (2022-2025). Paris:
UNESCO.

WHITTON, N., and MOSELEY, A. (2012) Using Games to Enhance Learning and Teaching: A Beginner's
Guide. Routledge.

Refbacks

There are currently no refbacks.

Journal of Southwest Jiaotong University Indexed by:

Acad i o Is D. b
scopus B
toogfe

Scholar

OPEN ACCESS

fo ociLc
5 Worldcat



indexed by
SCLPUS

USER
NOTIFICATIONS

e View
e  Subscribe

TEMPLATE
@ Journal Template

INFORMATION

For Readers
For Authors
For Librarians

Xinan Jiaotong Daxue
Xuebao/ournal of...

Multidisciplinary

best quartile

SIR2023 [ T e
0.28

powered by scimagajr.com



