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Abstract—The aim of this research is to design a proposed model for Mo-
bile Digital Content Applications Based on Gamification and measure its effec-
tiveness in the development of psychological well-being among the graduate 
students of King Abdulaziz University who are challenged with issues related to 
the nature of postgraduate studies, which may affect their levels of psychologi-
cal well-being. Research sample consisted of (62) students, partdicularly those 
who are students of the postgraduate programs at King Abdulaziz University. 
The study has applied the semi-experimental approach that is based on two 
group design. The experimental group used an application version called "My 
Academic Advisor", which was developed according to the proposed model, 
while the control group used a version that did not include any methods or tools 
for gamification. A measure of psychological well-being was built through the 
mobile digital content applications. The measure in its final version consisted of 
6 themes that included (36) indicators of psychological well-being; 6 indicators 
for each theme. The results of the application showed the effectiveness of the 
proposed model of the gamification in the development of psychological well-
being among the experimental group students compared to the students of the 
control group. 

Keywords—Gamification; Mobile Digital Content Applications (MDCA); 
Psychological Well-Being (PWB). 

1 Introduction 

Gamification is a trend in research that recently has become popular in educational. 
It refers to applying attributes and elements of games in educational contexts that are 
not play-based, that is, to bring fun and motivation to the educational environments, 
and to turn monotony and stereotyping learning events into an enjoyment experience 
[1, 2] Gamification in educational environment means raising challenges within the 
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educational context. There are tasks that must be carried out by the learner who is 
given points, badges and passes through different levels depending on the way he/she 
performs these tasks. Moreover, learners or users are classified according to their 
achievement rates [3, 4].  

Gamification is primarily based on external stimuli which sometimes has a nega-
tive impact on self-motivation. People who perform activities due to external incen-
tives, once removed, they become less willing to perform learning tasks and activities 
[5-7]. However, some research studies that aimed at analyzing performances and tasks 
implementation that are stimulated by external incentives as compared to those not 
stimulated by any incentives have shown that the effectiveness of the performance 
and task implementation is in favor of the group that was supported by incentives, as 
indicated by study [8] that examined 12 different studies which aimed at running (25) 
comparisons; these comparisons included incentive assisted performance vs perfor-
mances that did not receive any incentive at all. The results have shown an effect 
degree of (0.6) in favor of groups that obtained additional external incentives, which 
means that it is difficult to develop an educational system without considering the 
motivational system involved in this system.  

[9], With regards to MDCA that has been developed to deliver content for learners, 
McLoughlin believes that these applications are very important because they support 
dynamic technologies that provide the learner with an opportunity of education that 
has greater control, self-autonomy, and make the learner more connected to learning 
events because most of them are adaptive to their characteristics and meet the learn-
er’s needs. Digital content applications also make the learner more interactive because 
the content is formulated in accordance with the learner's perspective and the way 
he/she processes information. Therefore, it is important to study the structure of digi-
tal incentives through applications of digital mobile content and determine the mech-
anism of implementing and managing them in a way that optimizes the use of these 
applications, especially under the confirmation of a variety of studies that the use of 
methods and tools for mixing in digital environments needs further studies [10, 11].  

Postgraduate students face challenging situations that make them in need of en-
hancing a feeling of well-being, and thus avoid any negative feelings. This invites 
researchers to search for reliable tools that could enhance the psychological well-
being. However, some studies have shown an existence of a positive relationship 
between the mobile digital content media and applications and the psychological well-
being; this means that it is possible to rely on the mobile applications gamification 
incentives for enhancing psychological well-being [12, 13]. In fact, the current re-
search is trying to investigate this issue by studying the relationship between the gam-
ification of the mobile digital content and psychological well-being among postgradu-
ate students. 

The current research thus tries to answer the following questions: 

• (RQ1) What are the themes and indicators of Psychological Well-being that could 
be obtained through Mobile Digital Content Applications?  

• (RQ2) What is the proposed model of the mobile digital content gamification for 
the development of PWB among postgraduate students? 
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• (RQ3) How effectiveness is the proposed model of the mobile digital content gam-
ification for the development of PWB among postgraduate students? 

1.1 The current search also tries to validate the following hypothesis: 

(H1) There is no statistical difference at the level 0.05 between the average scores 
of the experimental group; the one who uses a mobile application based on gamifica-
tion, and the average scores of the experimental group; the one who uses a mobile 
application without any methods of gamification in the post measurement of PWB 
through mobile digital content application, due to gamification tools influence. 

2 Literature Review 

2.1 Gamification 

Generally, gamification is a term that is closely related to Games, and not Play. 
This is because playing offers more freedom and a bit of restraints, unlike games that 
mean constraints, challenges, competition, and goals to be pursued and realized [2, 
14]. Gamification is known to be the use of game design elements in a non-game 
contexts not depending on playing" [15], also known as Using game-based mechan-
ics, aesthetics and game thinking to engage people, motivate action, promote learning, 
and solve problems [16]. In a more in-depth look at the concept of gamification, four 
terms that are relevant to the concept of gamification can be emphasized [15, 17]: 

• Game as a Term: Refers It refers to a presence of the following components: a 
goal to be achieved, rules to determine how to reach the goal, feedback system that 
provides information on the level of progress towards the goal, and finally volun-
tary participation. 

• Element as a Term: It helps distinguish between the concept of gamification and 
serious games which are used as whole games but for non-recreational purposes. 
Gamification refers to the explicit use of certain elements: points, badges, leader-
boards, progress bars that are used in non-gaming contexts. 

• Design as a Term: It means the use of Game Design instead of game-based tech-
nologies. This is because gamification invests in the design elements and not the 
technologies and programming that are used in developing digital games. 

• Non-gaming Contexts as a Term: The field of applying gamification is very 
broad and not limited with restrictions, and as mentioned before, gamification is 
used in non-gaming contexts. 

2.2 Mobile digital content applications (MDCA) 

Anderson believes that MDCA are e-services that connect a group of individuals 
who share common characteristics and interests in a frame of human relationships. 
Anderson sees mobile digital content applications as "a more interactive, participatory 
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and social development of the forms and tools used across networks"[18]. This hap-
pens through a growing set of tools that learners use to gather information and interact 
in appropriate ways [19-21]. Here MDCA succeed to make a big move in web tech-
nologies rendering them as more creative and attractive, [22], through a philosophy to 
maximize collective intelligence among a group of users which added value to every 
user participating with a dynamic information [23]. Mobile social applications are 
tools that provide unique opportunities to socially exchange all kinds of information 
and multimedia through synchronous and asynchronous communications that encour-
age interaction and sharing of different knowledge production [24, 25]. This means 
that MDCA are comprehensive services in which people interact usin their mobile 
devices, and however allows learner to share activities and interests, make friends, 
and look for interests and activities adopted by other learners. 

When talking about the characteristics of MDCA, it can be emphasized that it is 
not a standard or technology per se, but a framework for delivering shared applica-
tions via new user interfaces [22, 26, 27] . The MDCA are based on a basic philoso-
phy which says that unique content is more important than the program, because 
unique content is able to attract learners and provide a variety of creative and in-
ventive opportunities, as well as keeping content as digital objects instead of pages (as 
understood previously) that are easy to exchange and interact [24]. Digital content 
applications are based on the concepts of interaction between learners that facilitate 
thoughtful and critical discussion in order to acquire basic knowledge; digital content 
applications are not simply an application to achieve a goal but rather a tool for shap-
ing knowledge within a framework of an ongoing process of construction in which the 
learner is mainly involved [10]. As a result, digital content applications have changed 
its role from the transmission, availability and distribution of learners' educational 
materials and use to the idea of participating in the production of these materials, so 
that digital content applications become educational sources and portals rather than 
being objects of specific categories [28-31]. 

2.3 Psychological well-beings (PWB): 

PWB can be defined as a set of behavioral indicators that generally display high 
levels of individual satisfaction, and can be identified with reference to six main fac-
tors as follows [32-35]: 

• Autonomy: Refers to an individual's autonomy and his ability to make decisions, 
resist social pressures, and control personal behavior during interaction with others. 

• Environmental Mastery: Refers to the ability of an individual to organize condi-
tions and control varied activities, benefit effectively from surrounding conditions, 
and to provide suitable environment and personal flexibility. 

• Personal Growth: Refers to the individual's ability to develop his abilities, in-
crease his effectiveness and his personal competence in different aspects, and en-
hance a sense of optimism. 
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• Positive Relations with other: refers to the individual’s ability to form friendships 
and social relationships with others on the basis of friendliness, empathy, mutual 
trust, understanding, influence, friendship, and the willingness to give and take. 

• Purpose Life: refers to the ability of an individual to define his goals in life objec-
tively, and to have a clear goal and vision that direct his actions and behaviors, to-
gether with perseverance and insistence in order to achieve his goals. 

• Self-Acceptance: refers to the ability of self-realization, positive attitudes towards 
one's personality and past life, and acceptance of various manifestations of the self, 
including positive and negative manifestations. 

There is a clear relationship between gamification and PWB, where the systems 
give the user an independence of decision-making and freedom of choice, which is 
one of the basic components of PWB. Gamification helps the learner to control the 
implementation of activities, tasks of learning, and personal flexibility, which is re-
flected on the environmental capacity of the learner. Gamification considers the de-
velopment of gradual levels of challenges; therefore it contributes to the development 
of the learner and his sense of optimism, which leads to the process of personal devel-
opment, and through the joint-working groups provided through the gamification, the 
learner build positive relationships with others which contributes positively to the 
improvement of PWB. Gamification also depends on specific clear set of goals that 
every learner seeks to achieve through various stages, which makes the learner’s life 
purposeful. In addition, gamification and the tasks it included, through which the 
learner moves using self-supported external motives, make the learner satisfied with 
himself and all its reflective manifestations [36-38]. 

2.4 Theoretical framework 

Among digital content applications, gamification usage is supported by the Self-
Determination Theory (SDT) indicating that the learner's move toward tasks execu-
tion is driven by a set of intrinsic motivations that do not work mechanically because 
they require appropriate support and feedback by the environment, which is noticed 
through the incentives provided by the gamification system [4, 39-41]. 

In the learning environment, gamification usage has a correlation with the Motiva-
tion Theory (MT) definitely in the part related to extrinsic motivation, which can 
compensate the difference between internal incentives and the learner's actual level. It 
is possible that learner may have an internal desire to be high achiever in learning but 
may fail due to his weak scientific and cognitive abilities; therefore the external in-
centives have a significant role in motivating the learner to reach the desired level 
[42].  

The basic psychological Needs Theory (BPNT) refers to the existence of a set of 
factors that make any activity fun and motivational to intrinsic motives, these factors 
are: Autonomy, Competence, and Relatedness as provided by gamification systems 
that stimulate independence by giving the learner a sense of willing and freedom 
when it comes to the implementation of tasks, It stimulates competence by giving the 
learner a sense of effectiveness in the accomplishment of tasks and influencing the 

iJIM ‒ Vol. 13, No. 8, 2019 111



Paper—The Effect of Mobile Digital Content Applications Based on Gamification in the Development … 

environment in which they are present. Finally, they encourage the competence gen-
erated by the learner's social relationships with his peers within the learning environ-
ment and the involvement he felt in his capacity as a member of the groups formed 
during the task's implementation [10-12] 

 Flow Theory (FT) is one of the theories that supports gamification usage, although 
it is highly concerned with internal motives as a necessity for the state of flow; how-
ever, the incentives provided through the gamification system to push flow processes 
leads to a greater sense of well-being, and encourage continuity, through which learn-
er know that he is right, which help him keep in line with the flow processes to reach 
the desired goal [43, 44]. 

The design of the proposed application is based on these theories so that the appli-
cation work on supporting learners with incentives that meet their basic needs and 
compensate for the difference between their internal incentives and the desired level. 
In addition, it guarantees having the learners present in a continuous flow of learning 
through digital content applications. 

3 Methodology 

3.1 Design 

The two group-experimental designs are used by the research team. The first group 
used my "academic advisor" application developed by the research team, which does 
not include any use of the gamification methods, while the second group is the exper-
imental one used the application developed in line with the methods of gamification. 
Table (1) illustrates the experimental design of the research. 

Table 1.  Research experimental design 

Research both groups Independent variable Dependent variables 

Experimental group (1) Applying “My academic advisor” 
application without gamification Psychological Well-Bing 

through mobile digital content 
application Experimental group (2) Applying a gamification-based 

application of “My academic advisor”  
 
The independent variables, as shown in the previous table, were based on the ap-

plications of a gamification-based digital content. The dependent variables were based 
on the PWB through the digital content applications. 

3.2 Sample 

The study sample consisted of (62) students out of (91) students who are studying a 
course named "Learning Technologies and Resources", at the General Diploma Pro-
gram of Education, King Abdul-Aziz University, in the academic year 2016/2017. 
The sample was assigned through two stages. In the first stage, the sample individuals 
were chosen intentionally as per two criteria: the first was a technical criterion in 
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terms of possession of suitable mobile phones by the sample individuals, in addition 
to using some social applications available through these phones. The second criterion 
was related to the consent of the sample individuals to join the research experiment, 
while in the second stage, sample individuals were distributed randomly with (31) 
students in each group. 

3.3 Measures 

In the current research, PWB is linked to indicators of well-being that happen as a 
result of learning through certain applications of digital mobile content. However, to 
prepare the scale of PWB through the applications of mobile digital content, more 
than one scale of PWB, including (Ryff's scale of psychological well-being, 1989), 
and the Psychometric Well-being Scale were developed [35]. In accordance with the 
nature of well-being themes as found in the previous scales, in addition to the nature 
of learning through MDCA and the nature of postgraduate students in the current 
research, the scale of PWB was developed through MDCA. The scale includes six 
themes:(1) self-independence (2) environmental enabling (3) personal development, 
(4) positive relationships, (5) purposeful life, (6) self-acceptance. The measure con-
tains all in all (36) individuals, distributed on the six measure themes by (6) items for 
each theme: (3) positive, and (3) negative. The scale was presented to a group of arbi-
trators to verify its validity and relevance to the postgraduate students (education 
field). Students were asked to evaluate each item with reference to the five-scale eval-
uation (strongly agree, agree, neutral, disagree, strongly disagree), and degrees from 1 
to 5 respectively are given in the case of positive expressions and vice versa in the 
case of negative expressions (items are coded based on a 5-point Likert type scale 
(from 1 = strongly disagree to 5 = strongly agree). The measure stability is ensured 
before application, where Cronbach's α (= 0.769). 

3.4 Procedures 

The procedures of this research study have been implemented as compatible with 
the stages of the specified educational design through five main stages as follow: 

Analysis stage: The educational tasks, in this stage, to be executed through the 
proposed model, where the current research focused on the educational content tasks 
and activities within a course named "educational Techniques and Learning Re-
sources" for general diploma students (education), where (8) educational tasks related 
to the research and theoretical study on the educational technology innovations are 
determined. Nevertheless, the learner’s characteristics related to using the mobile 
technology were analyzed. A result indicates (76.6%) of the sample individuals own 
android-based mobile phones, and (93%) of students use the mobile phone to access 
the internet. (88.6%) of Students use mobile social applications, both public and pri-
vate. And through applying the scale of PWB through applications of mobile digital 
content, the researcher showed a significant decrease in the PWB indicators in the 
research sample. 
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Design stage: Through this stage, the proposed model is designed to use gamifica-
tion in MDCA, according to the following: 

Designing an Educational Objective: The educational objectives, under discussion, 
were related to the curriculum of educational techniques and learning resources, espe-
cially the Unit of Educational Technology Innovations. Accordingly, a list of educa-
tional objectives was established which included (18) objectives. 

Designing Tasks: 8 step-by-step tasks have been designed, the first level includes 
two tasks for the analysis of the technical innovation characteristics and for the collec-
tion of information in multimedia model; the second level includes (3) tasks that con-
tained recorded videos about innovations, preparing technical projects, and develop-
ing innovation visual channels.  

Designing Mechanisms: An illustration has been made to each of the following: the 
nature of the challenges in each task, the additional opportunities that each student can 
receive as a result of his communication with the teacher about the tasks, the mecha-
nisms of positive competition, how to cooperate, the timing of the feedback. It is 
essential to determine a list of rewards that each person can obtain, the status of every 
person according to the number of points and badges he collected, the announcement 
of the final winners according to the leaderboards, and how every student expresses 
himself and achievements. 

Designing Gamification Tools: It has relied on (3) tools, presented as follows: 

• Points: The numbers of points are assigned in each task, with total of (100) points, 
in accordance with table (2). 

• Badges: (5) Badges were designed as follows: one for a student collaborating with 
his colleagues; a full grade-badge that is awarded to a student who obtains full 
grade in one level; the level champion badge that is given to the student who com-
pletes the level and receives all points and gets into the pride of place in terms of 
time; the task accomplishment badge which is given to student who completes each 
task separately; and distinctive badge that is provided to the person who achieves 
(90%) of the total points.  

• Leaderboards: They are designed to identify the order of the students according to 
the number of points and badges obtained by every student, as per the performance 
of the various tasks across the three levels identified. 

Table 2.  Tasks points in accordance with the graduated levels 

First level tasks Second level tasks Third level tasks 
Number of tasks Task points Number of tasks Task points Number of tasks Task points 

2 5 3 10 3 20 

Total of 10 points Total of 20 points Total of 60 points 
 
Digital content application design "academic advisor": The proposed application 

includes (3) basic components: 

1. Guidance tools (including 4 tools): Study Programs, Your Guidance Services, Set 
an Appointment, and Send an Inquiry 
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2. Content tools via social media channels (including 4) tools: YouTube, Twitter, 
Blogger, and Instagram 

3. (gamification tools “3”): Rewards, Tasks, My Rewards, News. The application 
tools can be displayed as follows: 

• Study Programs: Through which the student learns all the basic information about 
graduate programs (general information about the program, program vision, pro-
gram message, program objectives, program outputs, study plan, course descrip-
tions, and program admission). 

• Your Guidance Services: under which the student recognizes all guidance services 
that can be obtained through the application. 

• Set an appointment: Through this tool, every student asks an appointment with 
teaching board member charged with the academic guidance. 

• Send an Inquiry: every student has any query regarding the content, sends a direct 
inquiry to the academic advisor. 

• Content (social media): digital content, through this tool, is accessed using social 
media applications and four main channels are identified for content delivery, in-
cluding the YouTube video application, Twitter), the application of Blogger, and 
(Instagram). 

• Rewards Regulations: Through this Regulation, the student can identify the regula-
tions governing the complaints, the tasks required and the mechanism to obtain re-
wards for each task. 

• My Rewards: Each student can recognize the rewards he has received as a result of 
his / her performance. The rewards are set in 3 types: points, badges, and leader-
boards. 

 
Fig. 1. Reward page with the proposed application 

• News: you will be able, through this tool, to identify the latest news about the pro-
gram, all news, and information about the winners of the various competitions. 

• Application Interface: The application's main page, including all components of the 
application as described in the following figure No (2): 
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Fig. 2. Main interface of application 

Educational content organization: Content is presented constructively so that the 
learner will be able to access the main ideas of the content through channels of social 
communication identified in channels (4), which were mentioned previously, and 
linked to the developed application. 

Educational strategies design: Several strategies have been adopted, including: 
competitive learning, collaborative learning, participatory learning, research learning, 
problem solving, and project-based learning, in a manner such strategies can suit the 
gamification system. 

Development stage: At this stage, the overall structure of the application was pro-
duced by android studio, and the three components of the application were developed, 
which included guidance and counseling tools, content tools and gamification tools, 
as well as the production of some digital media that would be used in the digital con-
tent application. 

Implementation stage: Under digital content application, prior application of 
gamification well-being scale was implemented, then launching the process of learn-
ing and implementation of tasks through application, Implementation of the learning 
strategies identified during the implementation of the educational tasks, then consider-
ing the post-application of PWB through MDCA. 

4 Results 

4.1 The scale of PWB through (MDCA): 

The PWB scale, as presented in the theoretical framework, and the procedures car-
ried out in the preparation of the search tool, included (6) various themes: autonomy, 
environmental enabling, personal development, positive relationships, purposeful life, 
Self-acceptance, and the scale composes of (36) vocabularies, were distributed on the 
six themes, 6 vocabularies for each theme. 
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4.2 The proposed model for (MDCA) Based on gamification:  

The mobile digital content application gamifications suggested model is reached as 
discussed in the research procedures. The Model (3) included basic components for 
MDCA, model (10) covers characteristics of gamification using the mobile digital 
content application, (7) characteristics of mobile applications in general, (10) diverse 
mechanisms, (5) dynamic elements of gamification, (4) theories forming the basic 
principles of the gamification system, (3) gamification tools, (3) principles for manag-
ing incentives, and Figure (3) below illustrates the components of the proposed model 
and Details. 

 
Fig. 3. The proposed model for (MDCA) Based on gamification 
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4.3 The effectiveness of (MDCA) based on gamification in the development of 
(PWB) 

T-test was used to recognize the significance of difference between the experi-
mental group (1) and experimental group (2), to verify the validity of the first hypoth-
esis of the comparison between the first group that used the application of the devel-
oped digital content without relying on the gamification system and the second group 
that used the proposed model for MDCA based on the gamification system. 

Table (3) shows the results of the T test for the research both groups individual de-
gree averages 

Table 3.  The arithmetic mean, standard deviation, and t-test with regard to the research both 
groups individuals degree average 

Sig DF t SD Mean N Group 

0.000 60 44.70 
2.39 125.71 31 Group (1) MDCA without gamification 

system 
3.81 169.62 31 Group (2) The suggested MDCA based on the 

gamification system 
 
There are statistically significant differences, as shown in the previous table, be-

tween the experimental group (2) using the proposed application based on the gamifi-
cation (M = 169.62, SD = 3.81) and the first group that used the application without 
the gamification system (M = 125.71, SD = 2.39) (t = 44.70), (p = .000). Therefore, 
the hypothesis can be modified to mean that "there are statistically significant differ-
ences in the mean score of 0.05 between the mean scores of the experimental group 
(1) students (using a mobile application based on the methods of gamification) and 
the mean of the first group (using a mobile application without any methods of gami-
fication). 

5 Discussion 

The above-mentioned result, which has led to the effectiveness model proposed for 
gamification and the role of which in the development of PWB through applications 
of digital mobile content in comparison with MDCA that do not rely on methods of 
gamification, is based on the fact that the gamification system has contributed to cre-
ate the highest motivation among the learners of the sample. This great motivation has 
contributed in placing the learners in an active and motivated mood, this led them to 
exercise all their tasks independently and control the digital mobile environment, as 
well as the desire to overcome the educational challenges facing them to improve the 
personal growth of their learning-related skills, and to successfully complete the 
learning tasks. The experimental group was able to build positive relationships among 
learning groups individuals. Such positive relationships are reflected on the learners' 
ability to build level goals and an ability to achieve success in each of these levels, 
which makes them feel self-satisfied. All previous factors were reflected on the total 
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indicator of the PWB of the experimental group, which was higher than that of the 
students of the traditional group [34, 45-47]. 

Gamification incentives also contributed to a rising state of well-being that led 
learners to complete their learning tasks. Each incentive represents the beginning of a 
new rise in the well-being indicator. According to Skinner theory of reinforcement, 
rewards greatly stimulate the continuation of positive practices, and guarantee that 
these practices do not fade with time [45]. According to the flow theory, providing 
positive incentives at varying intervals of time is relevant to the human nature which 
is largely based on internal motivations stimulated by external obtained reward [43] 
This corresponds to the study of [7], which suggests that Reward-based Intermittent 
Reinforcement is one of the most reliable types of gamification systems, as it empha-
sizes the learner's autonomy and does not affect the learner’s internal motivations. In 
addition, they provide the learner with a state of joy and fun. The flexible adaptive 
tasks that have been used have supported the learner's personal flexibility in carrying 
out tasks, moving between the graduating levels of a challenge, and stimulating the 
building of positive relationships to maintain continuity of the flow state. This sup-
ports the processes of environmental empowerment and learner’s personal develop-
ment and the practice of all activities and tasks under clear and specific goals, which 
eventually led to a rise in the indicators of learner’s PWB [37] [38]. The current study 
results are consistent with a large number of studies that have indicated the effective-
ness of gamification in the development of various learning outcomes such as [48], 
which demonstrated the effectiveness of learning to increase student productivity. 
And a study by [49], showed that digital badges are effective in increasing the amount 
of learners' participation,[47], showed the effectiveness of gamification in developing 
cognitive achievement, [50] demonstrated the effectiveness of gamification in devel-
oping motivation for achievement. [51], demonstrated the effectiveness of gamifica-
tion in reducing the dispersion of learners. 

6 Conclusion 

The current research is one of the researches that focused on the design elements to 
develop gamification systems through digital content applications, through which 
gamification systems can be applied. The research aims at determining the relation-
ship between the applications of digital content based on the gamification and the 
PWB of postgraduate students through these applications. The best applications de-
pending on gamification on the PWB compared to applications without methods of 
gamification have specified. In the opinion of the research team that future research 
related to the employment of gamification through e-learning environments may be 
more oriented towards study of the intensity of elements of games that can be used 
within the relevant environment, in addition to finding a clear relationship between 
the components of visual and verbal games. Nevertheless, study of gamification 
through electronic learning is of high importance. The research team, also, believes 
that it is necessary to have a new research trend that aims at establishing a clear 
framework for the digital environment- gamification for people with special needs 

iJIM ‒ Vol. 13, No. 8, 2019 119



Paper—The Effect of Mobile Digital Content Applications Based on Gamification in the Development … 

such as deaf or blind. Also, linking the gamification to the augmented reality is one of 
the research issues to be studied. 
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