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Abstract — The traditional teaching-learning process which focuses on “teacher-directed pedagogical practices” has its own 
inherent drawbacks.  Modern classroom technologies have presented educators the ease of using a variety of resources and tools 
for course delivery.  Game-based learning (GBL) is an effective resource that can help teachers in engaging students having a wide 
variety of learning styles.  It has the capability of enhancing creativity, problem solving, collaboration, achievement orientation, 
engagement, and a host of other related skills.  Higher-education scenarios in Saudi Arabia (KSA), like many other countries, is 
replete with issues related to student participation and engagement.  KSA, having advanced substantially with respect to 
technology adoption in education, has the required background to adapt GBL.  A carefully implemented GBL programme will aid 
in ensuring student participation and engagement of indigenous students, which is the need of the hour.  The present study analyses 
the possibility of utilizing GBL in dealing with the issues faced by the higher education sector in KSA. 
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I. INTRODUCTION 

 
Till a few decades back, teaching and learning in the 

higher education sector was done in a traditional manner.  
Teaching during this period was mostly based on a sort of 
“teacher-directed pedagogical practices” [1], wherein 
students were directed to study a body of theoretical and 
discipline-specific knowledge.  That the traditional approach 
was totally inadequate to deal with the challenges faces by 
the new generation is an opinion shared by many [2].  This 
holds good of all disciplines in general, and management 
education in particular.  Since this pedagogy was seldom 
subjected to innovation, fervent calls were made by 
educators for appropriate pedagogies that are capable of 
maximising deep student learning approaches [3].  With the 
turn of the century, drastic changes started to occur in the 
field of higher education, especially in the modes of 
delivery.  Ever since the focus of educators and social 
scientists has been on teaching and learning effectiveness. 
This led to the thought process that teaching and learning 
has to move away from the erstwhile “teacher-centred 
strategies” to student/learner-centred approaches.  

Student/learner-centred approaches were advocated 
since the students possessed different learning abilities and 
styles.  The fact that no two students have the same learning 
style necessitates educators to have diverse instructional 
styles.  This is essential for creating a learning atmosphere 
for all the students in a class.  Further, students of the 
present generation, who have been born into “technology-
centric learning environment” is said to have undergone a 
neurological development that is entirely different from 

previous generations. These students require a different 
model of teaching-learning process. Modern technology in 
classrooms has presented educators with the ease of using a 
variety of resources and tools for course delivery, especially 
in management education.  Game-based learning (GBL) is 
one such effective resource that helps teachers in engaging 
students having different learning styles.  GBL will also 
help to “meet students where they are in their digital use”, 
and engage them in a potentially effective way of learning.       

GBL is the application of certain gaming principles to 
real-life settings so as to engage the users [4].  GBL as well 
as gamification are now implemented in various settings 
like workplace training, education, and social media; to 
name a few.  GBL according to [5] is:  

“a form of experiential engagement in which people 
learn by trial and error, by role-playing and by treating a 
certain topic not as ‘content’ but as a set of rules, or a 
system of choices and consequences.” 

    Reference [6] clubbed GBL with e-learning and 
defined it as:  

“an example of much more ‘engaged’ eLearning, and 
which borrows from concepts and experiences seen in video 
gaming cultures, as well as those underpinning the majority 
of 21st Century social media interaction”. 

GBL could mean the translation of an element or part of 
a subject/topic into the mechanics of an interesting game.  
The game could be such that it operates within a self-
contained system based on a set of choices and 
consequences. Games could be made to present various 
subjects ranging from law of supply and demand of 
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Economics, to management principles or any law of 
Physics.   

Before discussing more about GBL it would be 
imperative to discuss about games and gamification.  Games 
can be considered as innate activity of any organism – be it 
humans or animals. Even as a kid humans enjoy games.  
Games can be considered as a natural and spontaneous "free 
activity" that is “not serious”, counterpart to leisure, and is 
considered not to form part of normal life [7].  Playing a 
game is dependent on a host of elements or factors that may 
exist in the game – like its rules, adventure, the level of 
competition, fun, etc.  Gamificaton is “the idea of adding 
game elements to a non-game situation” [8]. Gamification, 
according to reference [9] is “the careful and considered 
application of game thinking to solving problems and 
encouraging learning using all the elements of games that 
are appropriate”.  According to reference [10] it is “the use 
of gaming techniques, game thinking, and game mechanics 
to enhance non-game contexts.”  Gamification has the 
potential to infuse eagerness in children and young people to 
engage in educational activities that they normally find to be 
“boring, unrewarding or too difficult” [5].  Reference [11] is 
of the opinion that “gamification can add an extra level of 
motivation and incentive to many higher education 
activities.”  Reference [8] states that in educational settings, 
gamification “add an adventure game layer on top of the 
existing course infrastructure”.   

The importance of games in education has been stressed 
by reference [12].  Games have been found to be effective 
for educational purposes, and are now personalized and 
blended with learning environments [13].  Teachers can use 
‘gamification’ as a tool or strategy to improve their 
teaching, learning as well as assessment.  This could involve 
various activities including the use of video games.  
Reference [14] stresses that games have the potential of 
simulating certain behavious and experiences.  It uses a host 
of techniques like rule-sets, role playing and reward 
mechanisms that help in motivating and engaging learners.  
Certain Gaming techniques have been introduced in the 
workplace practices in areas like induction, onboarding 
process, career development, performance evaluations, etc. 
[10].  The biggest advantage of games is that it offers 
learners the scope of engaging fully with even such topics or 
ideas that they may not be required to face in the real world. 
Through virtual reality, they can exercise a wide range of 
choices and controls without incurring any negative 
consequences.  There are large numbers of positive aspects 
to gaming that have been identified by social scientists.  A 
few indicative positive aspects are presented in Table 1 
opposite. 

The literature also presents a distinction with respect to 
“serious games”.  According to the Federation of American 
Scientists, “serious games” have a learning and 
development application that is broader in range [26].  Such 
games have wide scope among employers for recruitment, 
improvement of communication within the organization, 

and for development of various levels of employees and 
new hires [27].  It is capable of providing a variety of 
higher-order thinking skills that include “strategic thinking, 
interpretive analysis, problem solving, plan formulation and 
execution, and the ability to adapt to rapid change” [26].  It 
is to be appreciated that all these skills are expected by 
employers in their workforce entrants.  Many global 
companies are now using games to mould their employees.  
Some of them include IBM, Nortel, McKinsey & Co., SAS 
Institute, Digital Equipment, etc. [26, 27, 28]; Maurer, 2012; 
Steinberg, 2012). This presents the pressing need for 
including it in management education.   

 
TABLE 1 

POSITIVE ASPECTS OF GAMING 
 

No. Author(s) Details 

1 

References 

[15] and [16] 

Improves a host of skills among students 
that include visual, spatial, technical, 
linguistic, dynamic, cognitive, social, and 
collaborative.  It also enhances their 
capacity to discover and learn new 
concepts. 

2 

Reference [17]  Increases skills like creativity, problem 
solving, collaboration, and engagement.  
Other advantages include enhanced and 
lifelong learning experience. 

3 
References 

[18 to 21] 

Games help in acquiring intuitive 
knowledge, achievement orientation, 
discovery, problem solving, incremental 
learning, creation of affinity groups, etc. 

4 Reference [22] 

Games help in changing the learners’ 
cognitive skills.  This helps them to 
simultaneously process multiple 
information. 

5 Reference [23] 
Games help learners in improving the 
quality of deductive reasoning.   

6 Reference [24] 

There will be all-round improvement of 
strategic thinking like paying attention, 
self-evaluation, self-monitoring, self 
encouragement, structured review, 
intelligent guessing, etc. 

7 Reference [25] 

Students get the opportunity to learn in 
dealing with success and failure. In 
addition they acquire critical thinking and 
problem-solving skills. 

   
Gamification can be considered as a prelude of GBL.  

The use of games to enhance learning experience and 
studenft engagement is known as GBL.  GBL offers a 
marked change from traditional passive modes of 
information dissemination and seeks to engage students. 
With the massive penetration of digital technology, and the 
resultant “game-based play”, there is a definite need to 
capitalize on the digital and game-based tools to enhance 
higher education outcomes. However, it is worth noting that 
there are differences between Gamification and GBL [8], 
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which have been identified by many experts.  A few such 
differences are presented in Table 2. 

 
TABLE 2 

DIFFERENCES BETWEEN GAMING AND GBL 

No Gamification GBL 

1 
The entire learning process 
is converted to a game 

Games are used as a tool 
and part of the learning 
process 

2 

Games are added to the 
existing/ available contents 
in order to engage and 
motivate learners 

Involves teaching a specific 
skill for the achievement of 
a specific learning outcome 

3 

Includes a set of tasks with 
rewards added to it.  It may 
not involve any predefined 
learning objective 

Involves developing 
contents like simulations 
that are created to match 
with the situation/ scene  

4 
Uses aspects like rewards, 
points, levels, achievement 
badges, leaderboard, etc. 

Draws the learners to a 
virtual environment that 
learners are familiar with 

5 
Relatively inexpensive and 
easier to introduce  

Expensive as well as 
difficult to introduce 

6 
Provides students with 
choice in learning path 

Promotes critical thinking 
and problem solving 

Source:  Reference [8] 

 
GBL borrows various concepts and experiences from 

video games and recent massive social media interactions.  
Though GBL can be considered to be decades old, its 
known history dates back to the 1970s, when games 
like “The Oregon Trail” were used in educational field.  
Recent education-oriented games like “Atlantis Remixed” 
and many such games that were created in partnership with 
some leading educational game design companies are 
providing easy and interesting learning opportunities across 
various curriculums.  Of late, GBL has entered the digital 
space.  Some digital GBL that are extensively used in 
classrooms include commercial games like Mineraft, Portal 
2, SimCity, Civilization, World of Warcraft, etc.  When 
linked to the curriculum, commercial online games become 
powerful learning tool, as they are capable of enhancing 
student engagement and interest.   

Certain advantages of GBL include making the students 
highly engaging, easy transfer of knowledge to the real 
world environment, possibility of immediate feedback with 
respect to mistakes and last but not the least, a learning pace 
that is tailored to each individual.  It presents teachers 
means to create and present a representation of the material 
to be taught, which is more “edutaining” than the normal 
classroom teaching.  GBL, according to reference [29] has 
received focus since:  

“students in the current generation have undergone a 
different neurological development than previous 
generations, and that this was largely the result of being 
born into a technology centric learning environment.”   

Reference [25] is of the opinion that if games care 
capable of enticing the students through its competitive 
nature, it is certain to provide them with valuable learning 
experiences.  With the advancement of technologies many 

new applications are being developed that make 
gamification and GBL competitive, easier and user friendly.  
Now there are a large variety of digital games that provide 
educators and researchers wide scope to explore its utility.  
Most of these games benefit learners of all ages, both in and 
out of the classroom. GBL also allows creation of an 
altogether different world for the learners in which they can 
plan, experience and analyze things with ease.   
 

II. PROBLEM STATEMENT 

 
Realizing the requirement of a strong higher education 

sector, Saudi Arabia has, in the last two decades, channeled 
substantial resources towards this direction.  These two 
decades have witnessed rapid strides with a number of new 
institutions of higher learning with state of art technology 
being set up across the country [30, 31].  This is true for 
management education too.  However, as in any other 
country, the Saudi higher education sector is also beseeched 
with certain problems.  Some of the pressing problems faced 
by higher education sector including management education 
in the country are presented in Table 3. 
 

TABLE 3 
PROBLEMS FACED BY HIGHER EDUCATION SECTOR IN SAUDI 

ARABIA 

No. Problem Description 

1 
Lack of student 
motivation and 

engagement 

Since universal education has caught up only 
recently in Saudi Arabia, students lack the 
required motivation for studies.  Saudi 
Arabia has a unique collectivist culture.  
This culture has prevented acquiring of the 
required level of independence mentality by 
the youth.  Further, the students are yet fully 
understand the need and requirement of 
higher education.  This unique social 
structure and situation has resulted in lower 
levels of student motivation. 

2 
Reduced 

attendance 

Reduced student motivation and engagement 
make them to avoid classes.  Reduced 
attendance in individual courses lead to 
students being disqualified from writing the 
respective examinations.  This will in turn 
have a cascading effect and the student 
would be compelled to drop out of the 
courses and college. 

3 
High dropout 

rates 

Recent estimates show that the dropout rates 
from colleges in Saudi Arabia are as high 30 
per cent.  This is due to a combination of 
many factors including the above. 

Source:  Reference 30 

 
In addition to the above, there is also the problem of 

delayed assignment submissions, which often adversely 
affect the overall grading, adding to further dropouts.  All 
the above are only a few apparent problems.  There may be 
a number of other problems that are not evident but are 
closely associated with the above. Based on the identified 
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problems faced by the higher education sector in Saudi 
Arabia, the objective of the study is set as under:  

 To analyse the possibility of utilizing GBL to deal 
with the problems faced by the higher education sector in 
Saudi Arabia. 

Though not expressly stated, the focus and bias of the 
present study is mainly on management education. 
 

III. REVIEW OF RELATED LITERATURE 
 

A. GBL 
 

GBL techniques have the advantage of encouraging 
competition among the students, and the consequent self 
improvement [5, 25].  Over the past couple of decades, GBL 
has attracted considerable attention among academia and 
industry leaders as a result of the understanding that it is a 
powerful tool to enhance learning – particularly deep 
learning.  The fact is that knowingly or unknowingly many 
of us are exposed to “game based engagement techniques” 
in one form or another.  Considerable body of literature is 
now available about GBL, and its potential benefits for 
education and learning [25, 32].   

GBL has the capacity to create a student-centered 
environment, which facilitates the inculcation of a host of 
increased skills like creativity, problem solving, 
collaboration, and engagement.  All these skill are of 
absolute necessity for a management graduate.  GBL also 
provides enhanced learning experience with interactive 
content and enables lifelong learning [17].  It helps 
instructors in incorporating active learning in their sessions, 
promote students’ interest and engagement, and provide 
immediate feedback on their performance.  Reference [18] 
states that GBL provides a host of opportunities to 
experience the world through new various roles and 
identities.  It also has the immense potential of encouraging 
reflective practice through making players engage in aspects 
like probing, hypothesizing, and involving in rethinking of 
the strategies.  Learners also get compelling learning 
experiences as well as opportunity for experimenting, taking 
risks, and learning from failure without any fear of real-life 
consequences.  Since the gaming experiences are unique in 
nature, and are dependent upon how gamers act and take 
decisions, they are indirectly encouraged to become content 
developers rather than mere consumers of the content.  
Reference [33] states that GBL is capable of presenting 
learners with a variety of higher-order thinking skills like 
critical thinking, problem solving, etc.  Further, games 
require players to think differently, practice known and new 
skills, and apply higher order thinking [19, 21, 34, 35, 36]. 
GBL usually invokes significantly higher levels of 
interaction among students [37]. 

GBL can be used to represent a wide variety of 
situations.  It could even include situations wherein “big 
data” needs to be analyzed.  Such big data could include 
operational as well as customer and sales data.  Through 

such situations GBL presents learners with access to real-
world and real-time experience.  Such experience helps in 
experimenting and making real life decisions in virtual 
environments; without any risks and consequences of the 
“real world”.  This will provide aspiring managers with real 
life experience, even before they are involved in the actual 
decision making process.   

 

B. Basic Tenents of GBL 

 
GBL involves multiple dimensions of learning theories 

and models that are used in the design of games.  Designers 
of games apply such theories and models to develop quality 
games that are lasting in their impact [38].  Some of them 
include behaviourism, cognitivism, constructionism, social 
learning, etc.  Viewing digital games in this manner will 
help in understanding “why and how” games may be 
implemented in a certain learning environment [32]. Details 
pertaining to games based on various learning theories are 
presented in Table 4. 
 

TABLE 4 
LEARNING THEORIES AND GBL 

No Theory Details 

1 Behaviourism 

- Games based on behaviourism present the 
player with a task/skill that need to be 
repeated till it is conquered or mastered, as 
a result of which one gains rewards; thereby 
gaining extrinsic motivation.  

- Games under this category can be 
considered as “drill-and-skill edutainment”. 
This is criticised on the point that games 
under this category are considered for 
training purposes, rather than providing 
deep learning; thus providing less 
opportunity for transfer of learning. 

2 Cognitivism 

- Games based on this category provide 
intrinsic motivation as they involve 
discovery and inquiry-orientation. 

- Such games are context based and provides 
for active construction of knowledge, with 
problem-solving being the key meta-skills 
employed [38]. 

- This involves a learner centred view were 
individuals actively construct their 
understanding, due to integration of 
learning experience and play.  

3 Constructionism

This perspective is also similar to cognitivism. 
Games in this category place emphasis on the 
external tools that are employed to build 
knowledge. 
Certain popular gaming platforms are 
associated with this. 

4 Socio-cultural  

Socio-cultural perspective views learning not 
as a ’tool that mediates activity’.   
Here acquisition or construction of knowledge 
is not of prime importance and games will be 
based on this.   
Games will have rich social context and create 
a viable learning experience.   

Another theory that is of relevance for GBL is the ARCS 
Motivation Model by reference [39]. The model proposes 
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four motivational elements, and certain strategies that 
facilitate educators/instructors to stimulate and maintain 
each of the elements.  The elements proposed are Attention, 
Relevance, Confidence, and Satisfaction.  This theory has 
been examined for its utility by various social scientists [40, 
41]. 

 

C. Principles of GBL 

 
Reference [5] presented a set of five principles of GBL.  

They are presented in Table 5.   
 

TABLE 5 
PRINCIPLES OF GBL 

No Principle Details 

1 Intrinsic 
motivation 

Being an activity that is done voluntary by the 
learner, without any compulsion from any 
quarters, gaming becomes intrinsically 
motivating.  That gaming occurs in the 
context of invitation and persuasion makes 
the learner a part of it.   

2 

Learning 
through 
intense 

enjoyment & 
fun 

Games normally engage learners with a 
certain “flow” 1 . This provides them with 
intense enjoyment and fun while learning, 
which is normally not available in any other 
forms of learning. 

3 Authenticity 

In the traditional form of learning a type of 
“artificial” or “de-contextualised” only 
occurs.  With GBL, there is authenticity 
wherein real/actual nature of learning occurs, 
since priority is for contextual skills than 
abstract notions and facts.   

4 Self-reliance 
and autonomy 

GBL provides a scope for independent 
inquiry and exploration. Games will also 
induce a sense of interest, passion and 
involvement, which would build a desire to 
have more knowledge about new topics.   

5 Experiential 
learning 

GBL is capable of providing a cost effective 
alternative for learning just as in real life 
settings.  Thus it makes possible experiential 
learning in an inexpensive manner. 

Source:  Reference [5]. 

 
Reference [42] conducted a review of GBL and provided 

a detailed overview of various aspects including the 
components, benefits and challenges faced. They identified 
two themes that would be ideal for developing GBL. The 
themes are: 

 The need of harnessing the motivational power of 
games so that learning is fun; and 

                                                           
1  Flow refers to an “intense, sustained and focused 
engagement in an activity that leads to rewarding feelings of 
outstanding productivity” [45]. This is a state of 
consciousness by which an individual is capable of 
controlling his/her actions, while being totally and 
completely absorbed in the task that is accomplished.  
 

 A firm conviction that “learning through doing” is 
a powerful learning tool. 

Reference [43] sum up the benefits of GBL thus: 
“game environments enable players to construct 

understanding actively, and at individual paces, and that 
well-designed games enable players to advance on different 
paths at different rates in response to each player’s interests 
and abilities, while also fostering collaboration and just-in-
time learning.” 

Certain other benefits that could be derived from GBL 
include motivation to learn, development of skills, team 
working, etc. [49].  They are also of the opinion that GBL is 
mostly successful in areas where there is the necessity of 
interdisciplinary knowledge that involves critical thinking, 
group problem solving and involving social interaction.  
With the advancement of technology, certain games have 
been so programmed that they are even capable of making 
both the players and the game itself more sophisticated.  It is 
such that the system gets “smarter” with the constant 
inclusion of fresh, real-time data; and could continue to 
change the dynamics of the game [46]. 

GBL, according to reference [47], need to be the 
integration of two main avenues, viz., designing of the game 
and playing.  The designing should be such that it has 
evident educational goals.  The contents of the game should 
be based on such goals.  Next, the instructors need to be 
convinced about the benefits of GBL in their teaching 
process.  The games need also be meaningful, interactive, 
attractive to the students with an element of fun, have a 
clear learning objective/goal, and should provide the 
required feedback. 
 

D. Empirical Studies 

 
A number of studies examined the impact of gaming and 

various student aspects, most of which have been centred on 
student motivation and engagement [41, 48 to54]. 

A study by reference [55] identified GBL as an effective 
tool that could help students to become independent 
learners.  Reference [53] found that majority of the teachers 
opined that gaming could enhance motivation and 
engagement, and support aspects like cognitive 
development, ICT development, and higher-order thinking 
skills of students.  Reference [54] observed that student 
motivation is positively impacted by GBL because it 
provides students with immediate praise, encouragement 
and reinforcement.  Further, GBL also enables the students 
to develop the required curiosity, motivation and confidence 
to continue with the task.  A study by reference [56] found 
that students become active with GBL, and found it 
enjoyable.  GBL is not boring because students find a goal 
to concentrate on, enabling them to retain elements in 
memory and understand difficult concepts.  The findings of 
this study were corroborated by reference [50].  In a 
qualitative study, they found that GBL to be entertaining, 
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engaging, enjoyable, make students to pay more attention 
and learn better.  Games that included adventure, 
exploration and challenge were liked by the students.  
Reference [9] found that GBL is capable of producing 
significant increase in knowledge-level, over the 
conventional case-based teaching method.  Reference [51] 
could also see a relationship between GBL and student 
engagement.  Further they also found a link between 
engagement and the level of challenge and skill required for 
completing a game.   

In a meta-analytic study reference [57] found that 
students had significantly better attitudes towards learning if 
interactive games or simulations were used, as compared to 
traditional methods for teaching.  They also found that 
subjects obtained higher cognitive gains in such interactive 
scenario.  Another significant finding was the correlation 
between attitudes to learning and learning outcomes.   
Reference [58] found that games have the capability to 
develop visual and spatial skills of students.  It also helps 
them in learning and discovering new concepts.  Through 
GBL it is possible for learners to interact with large number 
of co-learner and there is the possibility for them to directly 
assimilate information and knowledge [47].  A study by 
reference [42] succeeded in establishing that GBL supports 
aspects like student motivation, cognitive success, and 
performance outcomes. 

The Library of the University of Huddersfield is an 
institution that has put GBL to extensive use to motivate and 
incentivize usage of library among students.  They use an 
application called “Lemontree” that links the students’ 
library accounts to award points so that certain activities 
done by them in the library like checking out any title or 
article are incentivised.  Through the credit points gained, 
students compete with each other.  They can keep track of 
their credits through a leaderboard that is displayed on the 
homepage.  Thus the application encourages students to use 
the library facilities in a fun filled and social way.  This has 
made the library users to provide and overwhelmingly 
positive feedback about the application [59].  Reference [60] 
used a meta-analytic study to prove that meaningful and 
engaging games, where learners get the opportunities to 
“explore, interact and engage with a complex game world”, 
have more effectiveness as compared to simpler games that 
are merely based on drill and practice.  The results were in 
line with the University of Huddersfield study. 

A few experiments have been done to check the 
applicability of ARCS Motivation Model [40, 41] for GBL.  
The experiment conducted by reference [41] examined the 
utility of the ARCS Model through a study called “operating 
a small factory”, with the help of Computer-aided 
Manufacturing.  He used all the strategies and elements of 
the model to enhance the learners’ cognitive load and help 
the learners to understand the various concepts involved, 
and to motivate them towards effective learning.   

GBL cannot however be considered as a panacea of all 
problems that plague the education sector.  Neither can it 

completely solve all the problems associated with student 
interest, motivation and engagement.  There is a flip side of 
GBL too. 
 

E. The Flip Side of GBL 

 
Many aspects need to be considered before it can be 

empathetically stated that GBL is a one stop solution to 
educational problems.  This includes, among other aspects, 
matching the technology and proficiency of students so that 
technology does not pose barriers to effective learning.  
Further, though it is an accepted fact that students love 
gaming; there is a definite need to check if the games are 
used merely for the sake of games, or does it actually 
improve learning and facilitate academic achievement.  
Another aspect that needs to be focused on is the 
compatibility of the games.  There is always the possibility 
of and risk of companies creating fun games that are not 
backed by appropriate research, and researchers creating 
games that may be content heavy.  While the former will not 
be effective, the later may fail to engage the students.  The 
ideal method would be to have a harmonious blending of 
games, technology, researchers and social media – which is 
easier, said than done.  Technology innovators are now 
striving hard to have a harmonious blend of both content 
knowledge and fun.  It is thus, a daunting task for educators 
to find effective games that are capable of engaging students 
[61].  

Reference [53] is of the opinion that educators are 
mostly interested in the “pragmatic benefits2” of gaming, 
rather than real innovation in education.  Evidences thus 
show that there is a flip side of GBL.  A few studies have 
examined this aspect, some of which are presented here.   
 

F. The Relationship Between GBL and Academic 
Achievement 

 
A few studies have examined if GBL influences 

academic achievement [48, 49, 54].  Though GBL improves 
motivation and engagement among students, references [48 
and 49] found that it did not result in overall improvement 
in academic achievement measures.  They opined that 
gaming if gaming is to influence learning outcomes, it has to 
be run for longer lengths of time.  Reference [54] is of the 
opinion that student motivation and engagement associated 
with GBL could be short lived as it happens merely due to a 
“novelty effect”.  This statement is however, yet to be 
empirically tested.  Thus the games that need to be 
developed for being used in GBL should be such that it 
should serve the dual purpose of engaging players on the 

                                                           
2 The assistance provided by games in relating classroom 
teaching to everyday lives, thereby creating a sort of social 
interaction in the classroom. 
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one hand, and effectively teaching them on the other hand.  
It is also argued by reference [5] that the studies about GBL 
have mostly been focused on individual subject domains – 
mostly Mathematics.  As such the replicability of these 
studies across subject domains is at doubt.  They further 
state that future studies should explore the replicable factors 
that may exist across different subject domains. 
 

IV. GBL IN SAUDI CONTEXT 

 
Literature shows that, aided with the high level of 

earnings linked with the petroleum industry and the 
associated economic boom, KSA has wholeheartedly 
involved and participated in the global digital technology 
developments.  This boom has also propelled public and 
higher education of the country to higher levels [62 to 65].  
An examination of the recent history of KSA shows that 
public policy strongly supports development and use of 
latest technologies.  For instance, the Eighth Development 
Plan (EDP), for the period 2005 to 2009, focused on the 
challenges faced by the nation in the current era.  In the 
EDP, the Ministry of Economy and Planning (MoEP) 
stressed on four important aspects (MoEP, 2005).  They 
were: 

1. “Improving and expanding the current digital 
technology infrastructure,  

2. Expanding Arabic online content,  
3. Bridging the digital gap among all segments of the 

nation, and  
4. Applying the concept of e-government.” 
   Towards this, massive expenditure has been made in 

various sectors, including higher education.  This has 
facilitated rapid all-round expansion in the sector, including 
the management discipline, with explosive growth in the 
areas of infrastructure and student population [64].   

    Evidences show that gaming has also been used in 
KSA as an educational tool [63, 66, 67].  Many educational 
institutions have been found to have used different types of 
games to help students learn with ease.  A number of studies 
are found to have been done in KSA to find its effectiveness 
[66 to 70].  All of them have found GBL to be an effective 
tool in Saudi situation.  However, most of the studies have 
been done in schools. Among all the studies, the one by 
reference [66] is of paramount importance.  The study found 
that three factors significantly influence students of KSA 
towards gaming.  They identified the factors as competition, 
discovery, and knowledge. 

 
A. Aiding Factors   
 
A number of factors aid in the use of GBL in KSA.  The 

following sections attempt to discuss a few such factors.  
Prominent among the aiding factor is the vast changes that 
have occurred in the recent decades in the field of higher 
education in general, and in Learning Management Systems 

(LMS) in particular.  With the introduction of 
“Blackboard3” (Bb), an e-learning platform, there has been a 
major boost to blended learning as well as e-learning.  Bb 
provides students with the opportunity to “build and 
construct knowledge” on what was learnt in a face-to-face 
dimension.  However, adoption and usage of LMS in KSA 
is reportedly being met with many barriers, most which are 
rooted mainly in cultural and moral settings [71]. 

The efficacy of Bb has been subject to a few empirical 
examinations.  Reference [72] evaluated the perception and 
performance of faculty members at a few universities of 
KSA and the challenges faced by them in using the Bb.  The 
study concluded that a large majority of the sample 
considered Bb as an easy to use educational online system.  
The aspect of the capability of GBL in bringing out student 
participation in KSA and the utility of Bb in this regards 
was studied by reference [73]. The study found that students 
prefer GBL for theoretical concepts; as they find it more 
easy, interactive and interesting.  They also benefited from 
the use of GBL.   

Like in other parts of the world, students in KSA too 
value an interactive and engaging form of delivery that is 
capable of recognizing their interests.  They also cherish a 
learning system that involves and empowers them to take 
action.  The Bb, if integrated with a few games will go a 
long way in making the teaching learning process 
interactive and engaging.  It will also help the educators in 
making the course delivery a pleasurable and memorable 
experience.  However, great care need be taken in 
identifying the appropriate games that has the required 
content and the fun element to engage the students. Bb has 
the flexibility and user friendliness to include any games.  If 
KSA is to race ahead and achieve the objectives envisaged 
in the ambitious “Vision 2030”, there is a definite need for 
revolutionary changes in the higher education section in 
general, and management discipline in particular.   
 

V. SUGGESTIONS AND CONCLUSION 

 
As suggested elsewhere, GBL is the easiest way to 

“meet students where they are in their digital use”.  This 
will help in bypassing the traditional “teacher centred 
approach” and engage learners in a better and effective 
manner.  With the digital push underway in KSA and due to 
the massive investment made towards this, there is ample 
scope for implementing GBL.  This will go a long way in 
transforming the higher education sector of the country, 
which is the need of the hour.  Selection of appropriate 

                                                           
3 Blackboard is a virtual learning environment and course 
management system (CMS) developed by Blackboard Inc. It 
is web-based server software with a host of facilities that 
include course management, customizable open architecture 
and scalable design that allows integration with student 
information systems, and authentication protocols. 
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games that goes in tandem with the cultural underpinnings 
of the country is another exercise that should be taken up by 
the educators in right earnest. 

A few games that can be of use in the Saudi scenario, 
particularly in Management education are presented in 
Table 6.  Focus is given on games in Management due to the 
background of the authors in this regards. 

 
TABLE 6 

A FEW GAMES THAT WOULD BE USED FOR GBL IN KSA 
No Game Uses 

1 World of 
Warcraft  

Helps to learn about “fluid workforces”, dealing 
with self-organized and collaborative work 
activities; as well as decentralized and non-
hierarchical leadership. 

2 MMORPG Helps to build business skills like recruiting, 
organizing, motivating.  Other uses include 
directions towards accomplishment of shared 
goal involving risk-taking, critical thinking, and 
creative problem solving. 

3 Quality 
Tycoon 

Helps learners to study about the effect of quality 
and ethical integrity on business opportunities. 

4 Ultimate 
Team Play 

Teaches learners about the various aspects of 
customer service skills. 

5 Teddy’s 
Chocco 
Shop 

Helps to teach learners about the basics of lean 
manufacturing in a lucid manner. 

6 Kahoot! Helps to engage students/learners with a host of 
game-like quizzes, discussions and surveys. It 
has the flexibility of having either impromptu or 
pre-made games. 

Note: Most of the above games can be accessed through any device with a 
web browser, including iPad, Android device, or Chromebook. 

 
The above games are only indicative in nature and are 

not comprehensive.  There may be large number of other 
more effective games that are not presented by the authors.  
It would always be ideal for educators/teachers to verify the 
utility of any game, so that it can be linked to the 
curriculum.  Such carefully chosen games will serve the 
dual purpose of enhancing learning experience, and 
enhancing student engagement and interest.  This will help 
in bringing out marked changes from the traditional passive 
modes of information dissemination to an active form of 
learning, and bring in the desired level of change in the field 
of higher educations.   It is as such concluded that GBL is a 
definite aid for extenuating the problems of higher 
education sector in KSA.   

The authors will be highly obliged, if the present work 
stimulates and motivates educators/social scientists to take 
up further empirical research in this challenging area.   
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