vs. without

Gamification

4 survey interfaces, N = 789
Without

vs. with learning loop (LL)

° ]

: 5
g(’o\
o)

Ses

fras

Drop-out rate
LL ® gamification &

Experience

LL A Challenge.
Gamification # Social experience
and 7 Playfulness.

Causality Orientation
Autonomy-oriented: LL

Impersonal-ariented: LL ®

Relatedness # Social
experience.
Competence ¥ Challenge.

Basic Psychological

Needs

LL S Autonomy, 3 Competence
and N Relatedness.
Gamification 7 Relatedness.
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