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Although the stakeholder concept is considered indispensable in several N D

gamification fields, it is not commonly studied in the gamified learning & P ug & P ay !

context. This dissertation analyses stakeholder aspirations for gamifica- N

tion in workplace learning through five empirical studies representing ~ 5 . . . .

four groups Administrators, Leaders, Providers and Users. % StakehOlderS CO'mCaHIHgmaklng Of gamlﬁcathH
2 . . . .

The outcome indicates that stakeholders are a significant aspect of inte- § lmp.lementatlons m Workplace learnlng

grating gamification in an organisation’s digital ecosystem. Three inter- = environments

dependent bipolar dimensions attributed to gamified learning technolo-

gies are exhibited, indicating that stakeholders’ dissimilar aspirations of .

gamification influence the implementation process to a high degree. Unad- Adﬂm P almqmst
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dressed attributions might bring disruption among the stakeholders and
negatively impact the implementation process.

The finding raises awareness that stakeholder aspirations of gamification
influence the implementation process. Stakeholders should be discussed
to circumvent resource-demanding impediments and facilitate endorse-
ment. As stakeholders having gamification co-meaningmaking can enable
endorsement, a model, STAGA, is designed to comprehend and accom-
modate their aspirations. By visualising stakeholders’ gamification aspi-
rations, STAGA informs the design- development- and implementation
process, intending to simplify gamification endorsement in workplace
learning environments.
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