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Abstract

Influence on Memory and ProblemSolving of

PBLgamification

Shugo Inoue

Motivating learners remains an ongoing challenge for researchers and practitioners
in education. Gamification, with its potential to engage users, has received much interest
from educators. However, despite its growing popularity, there has been little consensus
on the effect of gamification on learning. This paper studies the general effect of PBLs
(155, Badges, Leaderboard), the most common type of gamification, on learning. To
eliminate possible confounding factors such as personal interest in particular subject
matter or the design of teaching materials, we leveraged some fundamental learning tasks
for developing basic cognitive skills from the field of psychology. The results of our study
suggest that gamification has a clear positive effect on user persistence, attitudes, and
learning performance. We also utilize Atkinson’ s Achievement Motivation Theory to

help explain the effectiveness of PBL. The implications of the findings are also discussed.
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