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Gamification is the use of game elements in non game contexts (Kapp, 2012; Werbach

& Hunter, 2012; Deterding et al., 2011). Games are fun and intrinsically motivating to 

people, games immerse people in a world they choose to interact with, they are not 

forced to play games unlike studying  (Kapp, 2012; Werbach & Hunter, 2012; Deterding

et al., 2011). Tools such as Nike plus (a fitness app) (Nike, 2016) and Duolingo (a 

language education app )(Duolingo, 2009), employ different elements found in games 

to increase engagement and insure the long term use of the their respective systems.
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Habits are behaviours that are associated with a cue (event) that has been repeated to 

the point of automatic reaction. When forming habits Lally et al.(2010) discuss how it 

takes on average 66 days for people to form a habit. The more difficult the behaviour 

the more time that is required to form said habit. Complex behaviours may still not 

reach the same level of automatic reaction as simpler behaviours. Researchers believe 

that planning your behaviour will allow the you to develop a habit more easily. (Lally & 

Gardner, 2011, Lally et al., 2010)

Habits

Motivation comes in two forms intrinsic and extrinsic. Intrinsic motivation comes from 

within, An intrinsically motivated person wants to achieve a task and wants to partake 

in an activity. Extrinsic motivation comes from outside pressures  such as grades, 

money, people etc, a person who is extrinsically motivated, do not want to achieve a 

task or partake in an activity more feel they must to take part. (Gagne & Deci 2005) 
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Merriam-Webster defines studying as the “application of the mental faculties to the 

acquisition of knowledge”. Many students we interviewed mentioned that their personal 

study method consisted of reading and writing of notes with some mentioning that they 

study by answering exam questions. Some studies show that the best and most used 

method of studying among high achieving students is the method of self-testing or 

taking tests/quizzes. (Hartwig & Dunlosky, 2012)

Studying

The purpose of our research is to discover whether gamification can allow students to 

develop a habit of studying. Habits require a person to want to act out the behaviour. 

Studying is a task many students choose not to do. However they must because of 

upcoming exams or class tests. Games are systems that allow people to play for 

hours, and to become immersed in the world the game creates. Gamification tries to 

take some of the elements from games and apply them to systems which are not 

themselves games; Thereby increasing the engagement people have with these 

systems.

Introduction

The impact of this research could, when applied correctly, allow for a wide change in 

study methods and habits across a range of age groups. If applied at a young age 

could allow children to enjoy and have fun studying and develop the habit of studying. 

In order for the a gamified system to remain relevant to the students it must be updated 

regularly to deal with changes in personality as students grow.

Conclusion/Impact
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