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Enhancing the Effects of E-Learning Based on Experiential

Factors in Gamification's Challenge, Achievement, and Reward
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Abstract

The field of education and learning through online platforms is expanding, and new forms of learning
experiences are being designed and emerging. However, compared to traditional face-to-fa ce offline
education, online learning requires more proactive learning abilities and demands greater immersion and
focus. Gamification is widely used as a tool to enhance immersion and focus. This paper focuses on the
elements of challenge, achievement, and reward strategies that constitute gamification. First, user interviews
were conducted targeting gamification cases in finance, e-commerce, and health services, and 30 experiential
factors related to challenge, a chievement, and reward were identified. Then, a survey and exploratory
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factor a nalysis were conducted to assess the importance of these 30 experiential fa ctors when applied to
online learning tools, and classified into three factors: mission a nd reward system factors, social interaction

and creative expression factors, and promoting sustained game participation factors.

. E-Learning, Gamification, challenge, achievement, reward
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[Table 3] Result of Exploratory Factor Analysis
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