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ABSTRACT

Online training to teach students problem-solving skills is becoming increasingly important. How-
ever, due to the complexity of such training, it is challenging to keep learners motivated and en-
gaged in the learning process. One concept that can be used to motivate and engage learners is
gamification. Gamification is about using game elements in non-game contexts. Research is lack-
ing on which determinants of gamification promote engagement and improve problem-solving out-
comes in learning. Therefore, the goal of our study is to analyze how gamification can impact
engagement, problem solving outcomes and their related constructs such as motivation in IT-based
training. To achieve our goal, we conducted a randomized experiment by creating a gamified online
training program to teach students how to construct and develop value proposition canvases. The
results of our study indicate that engagement is a central construct for explaining the effects of
gamification on problem-solving outcomes. Our results contribute to theory by explaining the
meaning and role of motivation, engagement, and their influence on the problem-solving skills
learned by the students. We contribute to practice by offering suggestions regarding the design of
online training programs and how to make them more motivating and engaging to learners.
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