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Abstract Conclusions and future Work

Gamification aims at addressing problems of MOOC (high dropouts, low success rates, lack of
engagement, 1solation, lack of individualization). We dene our understanding of deep
gamification and present the Gamifire infrastructure. We also point out planned development
activities on this platform.

With the implementation of Gamifire, we were able to show that it 1s possible to deliver a
"scalable, platform-independent, cloud-based Infrastructure for deep gamification of MOOC".
However, the implementation and application of Gamifire faces a number of trade-os, which
show, that some conceptual 1ssues have to be addressed 1n future work: (1) The trade-o between
platform-independence and deep gamification requires to be re-thought, in order to get rid of
erroneous extra work. (2) The con icts between some of the game elements requires us to oer
more guidance to designers of MOOCs and gamification. To achieve this, more research on the
eects of specic game element congurations needs to be performed. Overall, gamification remains
a process requiring well-dened procedures and thought through concepts and implementations.
With the development of Gamifire based on the methodology presented we contribute to a better
understanding and applicability of deep gamification in the context of online learning.

Introduction

The success of MOOCs comes with downsides: high-drop out rates [3] and low engagement [5].
Gamification was initially introduced to improve situations of motivational gaps by applying
celements of gaming into otherwise boring activities [4]. Relying mostly on game elements
fostering extrinsic motivational factors (such as points, badges, and levels), mainly in a way that
1s not even challenging for those who need to be extrinsically motivated, gamification as seen so

far does not exploit the true potential of human motivation and passion for learning [6]. Also, Fig. 2: Screen-shots of Gamifire Ul components.
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