
 

 
User Test: Results 
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A learning game may help me to 
keep engaged long-term. 

I believe that the learning outcome 
of learning games is high. 

I believe that a learning game can 
help me to engage in ICT. 

I like the idea of a learning game  
that enables me to learn using a 

specific technology autonomously. 

 
 

 
 
 

    
Insights Into Senior Citizens’ 

Attitude Towards Gamification 

Many senior citizens (60+) miss out on 
the advantages of useful information and 
communication technology (ICT). 

In this age group, the overall usage 
frequency of ICT is still low due to 
perceived interaction barriers resulting 
from frustrating experiences with mal-
designed ICT in the past.  

Our main questions are whether 
gamification can make the interaction 
with technology more pleasurable for 
senior citizens, motivate autonomous 
problem solving and may even effect 
perceived self efficacy. 

For analyzing those opportunities, two 
prototypes were designed and compared:  

• learning game (with gamification) 

• learning program 
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User Test: Method 

 
  Two prototypes of a learning software were designed. Both included quiz-like 
questions to train basic computer skills. Only one version was enriched with 
additional game elements.  
 

  
 

ICT Learning Game 

In a laboratory experiment the two prototypes were tested with 48 older adults (aged 
60-79, 24 female, 24 male). All participants interacted with both systems. One half 
tried out the learning program first, while the other half started with the learning game. 
During the user test, different questionnaires were given to investigate the user 
experience, the change of attitude towards computerized learning games and the desire 
for specific game elements within a learning software. 
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Learning games can reduce the fear 
of unfamiliar devices/situations. 

I‘m NOT willing to spend much  
time on a learning game that  

is computer-based. 

Faced with something new,  
I prefer reading the manuals  

before trying out. 
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Conclusion 
 

After interacting, the attitude towards 
learning games was even more positive 
than before. Game elements seem to 
facilitate elderly users‘ subjective 
learning effects. There are no 
significant effects but trends show that 
game elements might support 
autonomous problem solving in the 
long run. 

The desire for game elements in 
learning applications is generally high. 
Results indicate that these should be 
individually adjustable. Offering 
different designs to specific user groups 
(types of players) appears promising, 
too. 

Our results indicate that increasing the 
motivation to use ICT with the help of 
gamification might support senior 
citizens’ autonomous interaction with 
technology.  

„Different levels of 
task difficulty increase 
my motivation to 
improve my skills.” 
 

Which game elements are desired? learning game questionnaire: 

„Adults also 
want to be 
rewarded.” 


