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Introduction

W In companson to more traditiomal ways of awareness, game-based delivery methods are employed to
challenpe. enpape. and inzpire individuals to provide successful learning (Bassiount & Hackley, 20160,

M Video games were popular m the 19705 as young people’s mam sowrce of entertamment (Kmmemnr, 2002).

O Many researchers have been working on video pames for learning for the past 20 vears, and various reviews
of the literature on educational pames have recently been publizhed (De Asuilera & Mendiz, 2003 ).

L While there is no obvions causal association between gammg and academic success, frequent players have
been recopnised as less optimistic towards school by many ressarchers (Kroustalli & Xinowsalos, 2021:
Mitchell & Savill-Smith, 2004)

O During recent vears “gamification™ has gamed sigmficant attention ameong practitioners and game scholars
(Challeo, Mizogucln, Bittencourt, & Isotam, 2015; Kroustalh & Xmogalos, 2021). There 15 a sigticant body
of research supporting the potential of using pames as an educational tool (Kroustalli & Xinoeegalos, 2021).

W However, what has been missing [rom the current hiterature 1 that, up to date none of the studes foeussed the
inflvence of the social copnition stage of “*persuasion™ on pamification in e-leaming context through the lens
al the social psychology theory of “elaboration ikelihood model™ (TLM) by Cacioppo amd Petty (1986).

W Therelore, ts paper presenls an illusrative example on how education pohey makers could use gamiicabion
glements in e-learning context for leaner attitude formation and change resulting i persuasion oUtCoOmes
throuph the ELM.




INTRODUCTION

What is a persuasion and attitude change?

* Persuasion refers to human communication that is devised to
influence the autonomous actions and judgments of others

. Attitudes are formed and modified as individuals obtain and
process information related to the type of information they
receive, and the cognitive energy each decides to expend to
process that information




Main Objective

The purpose of this theoretical paper is to present an illustrative example on how
education policy makers could use gamification elements in e-learning context for

leaner attitude formation and change resulting in persuasion outcomes through the

ELM.




Theoretical background = Elaboration Likelihood Model

The Elaboration Likelihood Model (ELM) is a
dual process theory of attitude formation
and change resulting in persuasion
outcomes

This model was introduced to the academic
literature by Petty and Cacioppo in 1981.

The ELM provides an organizing framework
for persuasion that is argued to be
applicable to various source, message,
recipient and context variables



Theoretical backeround = Elaboration Likelihood Model

* The basic principle of the ELM is the presence of two routes to
persuasion: the central and peripheral routes

* There are two distinct routes to persuasion in ELM, the central
route, designed for high elaborators and the peripheral route,
designed for low elaborators

* The central route is accessed via an individual's thoughtful
attention to the quality of the information and argumentation

ina message

* The peripheral route is a wayto persuade individuals unlikely
to scrutinize the message itself but instead turn to affective
cues embedded at the message’s periphery.

= These peripheral cues include but are not limited to the

credibility of the source, the style of the production, and the
entertaining bells and whistles folded intoits structure, such
as the inclusion of music or a colorful logo




Flaboration Likelihood
Model Schematic
Representation

*Source: Van Lange, B,
Kruglanksi, A., & Higgins, T.
(2011). Theories of social
psychology: An introduction
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Theoretical application for the gamification and e-learning

l'hiz section demonstrates the application process of the pamification and e-learning based on the ELM. ‘The
ELM model was developed during the mass-media marketing communication days of the 19805, Issues such as
stmullameos media wsage and msights rom newescicnce rase addiional concemns. Theones mderpnming the
education discipling have larpelv been left unexamined and. when tested, have a poor record of replication
(Evanschitzky, Baumgarth, Hubbard, & Ammstrong, 2007). Based on the above literature, this model been
applhed m vanous settngs i educanon hterature. However, verv little research has apphed thiz model to
mvestiigate the use of gambhcation m e-learnmg settmgs for adolescents. As a result of the above analvsis, autho

shows, three different pamification-based application methods namely technolopical context, messape content

and argument quahiy m e-leammyg conlexl




3.1 Argument quality

The below Table 1 provides the smmmary of the research wlnch apphed ELM model m ganmbhicanon and e-learmmg
context with repard to arpument quality.
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3.1 Argument quality

The central woule s iypieally operabonahsed as argument gquahly, which relers o the persnasive strength ol
arpuments  a message, because it requires a person to think cotically with repard to 1ssue-related arouments
and 1t 15 related o the users” mvolvement wath the topac of persuasion (Pelty & Camioppo, 1986). Further, Cyr o
al. (2018) examined online persnasion through website desipning throuph EIM throuph measuring the arpnment
quality considering  the charactenizes of website information quality, appropriateness of the information and
through completeness of mformation. Educational content delivered by the lecturer, consistency i the delivery
method. quality of mstructions represents the argument quality to delver IT related modules (Lee, 2012). For,
HIV prevention message efficacy both more aggressive and creative messages found as efficient n reaching
people (Metzler et al., 2000). Urh et al. (2015) wentihed that important elements m e-leammg as pedagogical.
leclmologieal, design, admimstration, lnman, Imaneal md gambeaton elements. Wigems (2016) used dinial
or non-dipital pames or simulations for praded assessments. Yildinm (2017) measured the effects of
gammilcalion-based leaching practices on shudent achievement and then atblodes toward lessons hrongh

providimg more inne (o teach lessons through websiles
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3.2 Message Content

[he message content 15 applied in ELM under peripheral route to persuasion. May siudies applied ELM based persuasion conzidernig message
content, message design or message appeal. For webeites, it 19 the image appeal and navigation designe {Cyr of al., 2018), tor entertainment and
cducation. it is the narrative stmchore of dhe messame (Slater & Rouner, 2002 ), to frame exercise intentions the mezsage content includes mezznge
miessage design of concussion education programs ( Tumer, Tollison, Hopkins, Poleskey, & Fonlame, 20019, for youth smaokimg prevention it s
the smaking prevention messages (Flynn, Wosden, Buan, Connolly, & Dorwalde, 20117, for HIV prevention, it is the message efficacy (Metzler
et al., 20000, More personally relevant messages were identified as more effective regarding learming (Disoff & Kowalski, 1999 Nour et al., 2018).

Messeges content could be further improved through game sconog methods (Besomn ef al., 2020; Nin et al., 20016; Saler, Hense, Mayt, & Mandl

2017; Tikka et al., 201 5). Rhetorie patterns of the message were also idenfitied as an etfective sensory element (Ferrare, 2013; Llagostern, 2012)




3.3 Technological Context

The below Table 3 provides the summary of the research which applied ELM
mndL] In ermlm:atmn and e-lear mn;:‘ u:mtu:t with regard to message content.
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3.3 Technological Context

The below Table 3 provides the summary of the research which applied ELM
model in gamification and e-learning context with regard to message content,
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3.3 Technological Context

The below Table 3 provides the summary of the research which applied ELM
model in gamification and e-learning context with regard to message content.
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3.2 Technological Context

The '.FI'I‘.:I-III\.IE'_I. camext 15 idemtified as another central route [=Tslasn method based on the abave Tahle 3 as the lf:'||:||'||1tlj [-|:|:. 5 & vital rale
:I'ru"|'l::'.|:|f th= :‘HI.‘llﬁl'il[il\.lI: E||::'..'-|:-:|.-= wsed in -r'-|.=:|m|'||;r "-‘I.'-.1|:\-. ressanchers identifiad the affectivensss of weveral E:‘ll:ll'i:_ln.'-J':'trl alamments 1
ephancing e-learner persuasion. Somme of thess slements are; viraal badpes, virusl milestonss, virtual levels, bright colour themes, rewards
virtual podints, (Bovernann of al,, 2018; Chauhen et 2l 2015; Dals, 2014; Diag, 2017; Dicheva et al., 201%; Kuo & Chuang, 2016; Markepoulos
Fragkou, Kasidiariz & Davim, 2015) content unlocking strategies | secref tips, leader bosrds, digital crosswords, puzzls games trophiss

meamngiul slones virtoal characler: or avatars. oleome sealss and acerual eradine pomts (Sailer & al. 20017 Se=dlem ot al 2020 Strmeik

al., 2015, Subhash & Cuadney, 2018)




* From a theoretical perspective, the
application of a social psychology theory for
education sector enables to gather more
insights about social cognition stages of a
human mindset such as attitude change,
information retrieval, judgement, decision
making and goal stimulation.

* From a practical perspective, findings of this
study provide a solid foundation for the
future education policy decision makers by

showing how to design effective e-learning

courses in a way that change the learner
attitude using gamification elements.



