Understanding adoption of Game-based learning pedagogies in teaching & learning for higher engagement

Abstract
Given the rapid pace of modern education, it is necessary for the faculties to find innovative strategies for keeping the learners engaged and motivated. Gamification has emerged as a potent catalyst for strategically aligning human behaviour with an institutional strategic objectives.  Gamification is the application of different gaming techniques and game design, in non-game environments that helps in solving different business problems, particularly in education, to motivate and engage learners. Core benefits of Gamification can be accrued primarily from its engaging characteristics like its interactivity, feedback, problem-solving, competition, narrative and fun-based learning environments. Gamification uses game design to improve user relationships, team management, student engagement and sustained motivation in learning. Despite its growing relevance, the digital divide and availability of digital infrastructure restricts the access to gamified learning platforms. So, does Game-based learning pedagogies really help in achieving and improving the learning outcomes? Does Game-based learning helps in improving the knowledge retention? This research paper will investigate the benefits and challenges associated with adoption of gamification in enhancing students learning outcomes. What are factors that impact the adoption of gamification in Indian Higher education and how it impacts on students’ academic performance. 
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