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EmployEE Education is a significant 
componEnt of a good compliancE program 
Perhaps overlooked by many in the past, staff training 
and education are now increasingly incorporated 
into a best practice compliance program. Should an 
organization be investigated for alleged compliance 
failure, staff education processes can be held up as a 
key element of a thorough, comprehensive program. 

Due to the risk inherent within third party relationships, 
proactive organizations are increasingly extending 
their training programs to suppliers, vendors, agents 
and other third party relationships. 

With multinational organizations characterized by 
numerous departments across diverse locations, how 
do the human resources and compliance functions 
deliver good quality education and awareness training 
in a manner that is cost and time effective, without 
losing quality? 

Given these challenges, eLearning has risen in 
prominence as an educational delivery mechanism. It 
is the simplest way to replicate and offer course work 
across an organization. The cost of program design 
will be the same for one or for 1000, it offers significant 
scheduling flexibility, and automated assessment 
reduces the need for human interaction and the 
potential for error. 

ElEarning as a mEdium 
But while eLearning may be an efficient and somewhat 
effective delivery method, course designers may find 
it a challenge to ensure participant motivation and 
engagement throughout the duration of the course. 
With some compliance issues of vital importance to the 
health and wellbeing of an organization, high levels of 
participant engagement is desired. 

An interesting response to this challenge is gamification, 
a recent innovation in the eLearning industry. While not 
suitable for all eLearning programs, it offers significant 
benefits to course participants. 

What is gamification? 
Gamification is a term used to describe the use of 
gameplay technology for non-game applications. In 
other words, it’s a game that’s constructed to achieve a 
specific outcome, not just for the pleasure of playing. 

In his book ‘The Gamification of Learning and 
Instruction: Game-based Methods and Strategies for 
Training and Education’, Karl M Kapp helpfully defines 
gamification as “the process of using game-based 
mechanics, aesthetics and game thinking to engage 
people, motivate action, promote learning and solve 
problems.” 

He explains that the process is “a careful and considered 
application of game thinking used to solve problems 
and encourage learning”. 

What it is not, however, is the mere dropping of a stand-
alone game into an eLearning program. Nor does it 
include a fairytale storyline or cartoon-like characters. 

The gamification of eLearning involves the insertion of 

game elements, game thinking and game mechanics 
into learning content. This may include elements that 
are perceived as fun or playful, but this does not mean 
that the learning experience is about playing, far from 
it. In fact, some commentators posit that not only is 
gamification a powerful tool that enhances learning 
and retention, it also presents opportunities to observe, 
record and analyze employee behavior metrics that 
can be used in other applications, such as incentive 
programs.

Elements of games are being increasingly used by 
colleges and universities to encourage interactivity 
and increased engagement. Some corporate training 
departments are already bringing in elements such as 
avatars and interactive, problem-based learning.

Many commentators believe that gamification can 
significantly alter traditional style course work through 
the inclusion of game-based elements such as story, 
challenge and rewards. Studies show that these 
elements help to effectively engage the learner and keep 
them motivated throughout the duration of the course. 
More importantly, it encourages the learner to invest 
themselves into the achievement of course outcomes. 

To understand the recent interest in gamification as a 
learning tool, it’s helpful to look at the phenomenon of 
the modern gaming industry and some of the reasons 
for its success. 

thE risE and risE of social gaming 
Games have enjoyed phenomenal growth over the past 
two decades in particular. While early popular arcade 
games of the late 1970s and early 80s included Pacman, 
Space Invaders and Donkey Kong, the popularity of 
games really began to take off with the advent of high 
definition computer graphics and very sophisticated 
computer modeling, and this technology continued to 
evolve throughout the 1980s and 90s. 

In the new millennium, however, it has been the advent 
of social media that has shot the gaming industry into 
the stratosphere. Today, the average gamer has been 
playing for more than 12 years and as the original 
gaming generation matures, gaming is becoming a 
pastime for people of all ages. 26% of gamers are now 
aged 50 and over. 

It is the fastest growing sector of all modern media. To 
understand the significance of the growth, consider 
these figures: 

  

 

 

Growth is projected to continue at the same pace, with 
the industry predicted to hit the $80 billion mark in 
2014. 

By then, the industry will be worth three times the value 
of the recorded music industry. 

year sector value

1990 $10 billion

2000 $20 billion

2010 $50 billion



One of the best known games at the moment is 
Farmville, a farming simulation social network game 
where players participate in various farm activities such 
as ploughing, planting, growing, harvesting crops and 
raising livestock. Farmville has over 70 million users 
worldwide, many of whom play on a daily basis. What 
is it that attracts these people to log on as regularly as 
they do? Is it the challenge of feeding chickens? The fun 
of cleaning the yard? Probably not. The answer lies in 
the ability to collaborate with friends and social media 
contacts, many of whom will be known to the player in 
the real world.

Studies show that gameplay can produce positive 
emotions such as optimism, curiosity and determination 
and help to build strong social relationships, specifically 
when played with real-life friends and family, which is 
what Farmville does. 

Particularly tough games can also contribute to problem 
solving capabilities, which means that gamers can 
become more resilient after failure. 

thE poWEr to compEl  
As with another very popular game, World of Warcraft, 
which has 10 million players, it is the collaboration 
between players to achieve game objectives that brings 
positive reward and keeps participants engaged. 

In a recent Technology, Entertainment, Design (TED) 
presentation, Tom Chatfield, a technology theorist and 
author, explained how he believes that games have the 
power to motivate and compel the player to achieve 
learning objectives. 

Gamification, according to Chatfield, is a powerful 
engine of human engagement and he believes that 
there are seven key characteristics of gamification that, 
if applied to course content, can greatly enhance the 
learning experience.

1.  providEs an ‘ExpEriEncE systEm’ rathEr 
than a gradE. 
Instead of achieving certain marks or grades following 
an assessment, students can be provided with a profile 
or avatar that reflects individual progression. Various 
types of activity, including assessments, attendance, 
engagement and creativity for example, can be included 
in this progression and it allows for a more nuanced 
measurement of achievement. 

2.  crEatEs multiplE long and short-tErm 
aims 
Course leaders can create a spectrum of large and small 
objectives that help to keep people feeling engaged and 
that they are progressing. 

3.  rEWards for Effort  
Gamification is a great way to offer rewards for effort, 
and Chatfield believes that one of its most significant 
benefits is the ability to turn the sense of failure into a 
sense of ‘I haven’t succeeded yet’ so that learners are 
not discouraged during the learning experience.

4.  rapid, frEquEnt, clEar fEEdback 
A challenge of conventional learning is that often 

consequences and feedback are sometimes distant 
from its cause. Gamification allows for a clear link to be 
shown between action and feedback, which is central to 
all forms of learning. 

5.  an ElEmEnt of uncErtainty  
Dopamine is the neurotransmitter associated with 
learning and reward seeking behavior and studies 
show that it elevates when people are awarded a 
prize for achievement. What really makes it surge, 
however, is when an unexpected reward is received, 
one that cannot be predicted. This can be easily 
introduced through game elements in course work. 

6.  WindoWs of EnhancEd attEntion  
When dopamine levels are elevated, attention and 
memory are enhanced. This is significant for content 
retention but also helps to boost confidence. People 
are more likely to take risk under these conditions and 
are harder to discourage, a useful aspect when training 
people for challenging and stressful situations.  

7.  collaboration With othEr pEoplE 
Games can be used to transform how people are 
educated by using sophisticated group and motivation 
mechanics. Data collected from this interaction can be 
applied elsewhere in the organization. 

thE kEy is EngagEmEnt 
Bribery and corruption, along with the risk of non-
compliance, continues to be a big issue for multinational 
organizations. With the number of reported incidents 
and regulatory enforcement increasing in 2011 and 2012, 
the pressure is on to tighten and upgrade compliance 
processes.

With the growing realization that compliance activity 
can no longer be a tick box exercise, attention has 
turned to strategies and compliance processes that are 
proactive and comprehensive. In today’s environment 
engagement is key, and gamification can be very helpful 
in this regard. 

Together, eLearning and gamification help to provide a 
safe environment where learners are more likely to take 
risks, and effectively learn through failure and retrial 
until success can be achieved. Gamification is also 
about collective engagement and the unprecedented 
laboratory for observing what makes people tick and 
work, play and engage on a grand scale. 

Gamification promises to be an exciting way forward 
for the education industry. While eLearning remains 
an effective component of a best practice compliance 
program, gamification can help to transform how 
organizations engage with employees. Course designers 
can partner with gaming experts to offer people a great 
continuity of experience and personal investment that 
helps them to remain engaged with the material in a 
meaningful way. 

If we can successfully employ gamification into learning 
content, we may have, as Chatfield believes, something 
revolutionary on our hands.   
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