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Abstract: Civic engagement, as a fundamental pillar of participatory governance, has evolved with the integration of digital platforms,
aiming to foster inclusive decision-making processes. However, sustaining meaningful engagement remains a challenge. Gamification,
the integration of game elements into non-game contexts, offers a novel approach to address this challenge by enhancing user
motivation and participation. This study investigated the influence of gamification on civic engagement in Bahrain. The study focused
on independent variables such as Performance Expectation, Effort Expectation, Social Influence, Facilitating Condition, Gamification
Perceived-Ease-of-Use, and Gamification Perceived Usefulness, and their effects on the dependent variables of Behavioral Intention and
Civic Engagement. The analysis revealed significant positive relationships between Performance Expectation, Effort Expectation, Social
Influence, the facilitating condition, Gamification Perceived-Ease-of-Use, and Gamification Perceived Usefulness, with Behavioral
Intention. This indicates that individuals who have higher expectations of performance, perceive greater effort expectations, feel more
social influence, find gamification easy to use, and perceive it as useful are more likely to express intention for civic engagement.
Furthermore, a significant positive relationship was found between Behavioral Intention and Civic Engagement, demonstrating that
individuals with a stronger intention to engage in civic activities are more likely to actively participate in civic engagement. These
findings collectively highlight the relevance of the proposed model’s constructs in shaping civic engagement behaviors among individuals
in Bahrain. The study underscored the potential of gamification to enhance citizen participation and involvement in civic activities by
improving factors such as performance expectations, effort expectations, social influence, and the perceived-ease-of-use and usefulness
of gamification elements.

Keywords: Citizen Engagement, Gamification, Performance Expectations, Effort Expectations, Social Influence, Faciliating Condition
and Perceived Ease of Use.

1. Introduction
The foundation of gamification’s core components is

rooted in an in-depth analysis of contemporary literature,
where inspiration from video games has led to the iden-
tification of pivotal elements that define the essence of
gamification [1]. This emulation of video game elements
has resulted in the identification of key components that de-
fine gamification, such as accolades, point systems, badges,
visual progress indicators, hierarchical levels, quests, leader-
boards, customizable avatars, rules, challenging bosses, and
instantaneous feedback mechanisms [2],[3]. Gamification is
a strategic approach that integrates game design elements
into non-game contexts, drawing from human-computer
interaction (HCI) research and the success of the gaming
industry [4], [5]. The primary objective of gamification is to
enhance user participation and motivation by incorporating
features like leaderboards and immediate feedback [6]. It
differs from game-based learning, where games are used as
educational tools, while gamification focuses on utilizing
game elements to drive learning outcomes [7].

Gamification has gained popularity across various do-
mains, including education and digital marketing, to create
motivating user experiences [8]. It encompasses both ex-
plicit elements like points and badges and implicit psycho-
logical mechanisms like feedback and competition [9]. This
approach has been effectively integrated into various sec-
tors, including the public sector, where it has been utilized
to encourage tax compliance and emergency officer training
[10], [11]. In the realm of civic engagement, gamification
integrates game elements and motivational strategies to
encourage participation and satisfaction among individu-
als [12]. The adoption of gamification in civic platforms
aims to enhance user engagement and motivation [13].
By introducing game mechanics into civic engagement,
gamification leverages intrinsic human drivers to curate
captivating experiences, enhancing competence, relatedness,
and autonomy (SDT) [14].

The application of gamification in civic engagement
aligns with the aims of stakeholder involvement and societal
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transformation, benefiting community welfare and construc-
tive change management [15]. It aligns with the principles
of self-determination theory, which emphasize autonomy,
mastery, and relatedness as psychological rewards that sus-
tain engagement [16]. Additionally, the concept of purpose
within gamification mirrors the engaging essence of games,
fostering sustained engagement [17]. In the public sector,
gamification holds the potential to drive stakeholder engage-
ment, foster collaboration, and optimize resource allocation
[18]. This approach amplifies intrinsic motivation, creating
a sense of process autonomy and community, which in
turn perpetuates engagement. The integration of gamified
elements into the realm of governance echoes the use of
games in policy planning and decision-making, transform-
ing participation into an enjoyable experience while broad-
ening policymakers’ perspectives [19], [20]. Furthermore,
gamification’s impact on civic engagement goes beyond
short-term behavioral shifts, as it triggers intrinsic psy-
chological rewards that yield desired behavioral outcomes
over time [5]. Its potential lies in galvanizing active pub-
lic participation by aligning with users’ self-determination
theory and fostering sustained engagement through purpose-
driven objectives [21]. Research findings also emphasize
that gamification has the potential to enhance employee
engagement, productivity, and creativity [22], [23].

Despite the substantial online presence of individuals
today, gamification offers a promising solution to encourage
active participation on civic engagement platforms, trans-
lating digital engagement into increased involvement [24].
The incorporation of gamification elements like missions
and fun enhances engagement and interaction, bridging the
gap for less active demographic groups [25]. Notably, suc-
cessful applications of gamification highlight its potential
to reshape the landscape of civic participation, encouraging
greater engagement and meaningful interactions [26].

The benefits of incorporating gamification into civic
engagement practices are multifaceted, as summarized in
table one. One notable advantage is the enhancement of
engagement on civic platforms, a facet highlighted by
reference [24]. Through the integration of game elements,
these platforms become more captivating, fostering greater
participation and interaction among citizens. This is par-
ticularly significant in the digital age, where individuals
spend a substantial amount of time online, yet transitioning
this engagement into civic platforms remains a challenge.
Gamification also encourages active citizen participation
by leveraging game mechanics to motivate individuals to
participate in decision-making processes. Reference [13]
emphasizes the potential of gamification to tap into in-
trinsic motivations, compelling citizens to contribute their
viewpoints and collaborate actively. This approach aligns
with self-determination theory, as discussed by SDT schol-
ars [16] and demonstrated by reference [27], who under-
score the role of autonomy, competence, and relatedness
in gamification’s capacity to harness human psychology.
Furthermore, the literature highlights gamification’s abil-

ity to reshape stakeholder perspectives, facilitating policy
planning, and decision-making processes [25], [20]. By
introducing game-like elements, gamification transforms
participation into an enjoyable experience that broadens
policymakers’ viewpoints. This aligns with the concept
of fostering collaboration and community, as proposed by
reference [15], [28], and [21]. Moreover, gamification’s
capacity to alleviate negative emotions [11] and sustain
behavioral change [5] contributes to its appeal as a strategy
to amplify civic engagement. In conclusion, gamification,
by integrating game elements into non-game contexts, offers
a potent strategy to drive engagement and motivation in
various sectors, particularly in civic engagement. Its im-
pact is grounded in principles of intrinsic and extrinsic
motivation, self-determination theory, and purpose-driven
objectives. The potential benefits of gamification extend to
fostering collaboration, enhancing stakeholder involvement,
and ultimately contributing to community welfare. As gam-
ification continues to evolve, it presents a powerful tool
to shape civic engagement practices and inspire positive
societal change.

While numerous studies have explored the potential of
gamification to enhance civic engagement, a noticeable void
exists when considering the unique sociocultural dynamics
of the Kingdom of Bahrain. Most current research predom-
inantly draws from Western contexts, failing to consider
how Bahrain’s distinct cultural nuances might intersect with
gamification strategies and influence citizen participation.
This underscores the need for a comprehensive investigation
into how cultural factors interact with gamification to either
facilitate or hinder civic engagement in this specific context.
In addition to the cultural gap, many existing studies
tend to focus on the positive outcomes of gamification
while downplaying potential challenges and unintended
consequences. This research gap highlights the necessity
to examine how gamification might inadvertently exclude
certain segments of the Bahraini population due to varying
levels of digital literacy or familiarity with gaming concepts.
A comprehensive understanding of these nuances is vital
to ensure that gamification strategies are inclusive and
equitable, fostering engagement among all demographics.
By exploring potential obstacles and limitations, a more
holistic approach can be developed to enhance civic par-
ticipation through gamification. Furthermore, the current
body of research predominantly emphasizes short-term ef-
fects and initial implementation of gamification in civic
engagement initiatives. Longitudinal investigations into the
sustainability and evolution of gamification’s impact over
time are scarce. To comprehensively assess the lasting
influence of gamification on civic behavior, it is imperative
to delve into whether heightened engagement levels persist
or transform into more complex patterns, shaping citizens’
attitudes and behaviors in the long run. Addressing this
gap in research would contribute invaluable insights into
the enduring effects of gamification on civic engagement
dynamics within the Kingdom of Bahrain.
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This research aims to illuminate the pivotal role of
gamification in enhancing civic engagement, particularly
within the context of the Kingdom of Bahrain. It begins
by outlining the gamification concept, its application in the
public sector, and its significance for civic engagement.
The investigation further explores factors influencing civic
engagement and examines how gamification could poten-
tially augment civic participation. Through the develop-
ment of a conceptual model and hypotheses, this study
employs a quantitative analysis complemented by a survey-
based approach to delve into the impact of gamification on
civic engagement. Offering insights into gamification as a
strategic tool for boosting civic participation, this research
contributes to both the academic sphere and practical ap-
plications in public sector engagement strategies.

2. Literature Review
The Literature Review section embarks on a comprehen-

sive exploration of the intricate landscape of gamification,
particularly focusing on its theoretical foundations and
application in engaging public sector activities. We begin by
discussing the gamification concept, laying out the princi-
ples and strategies that underpin its use in various contexts.
This is followed by an examination of how gamification is
applied within the public sector to enhance citizen engage-
ment and improve the delivery of public services. Attention
then turns to the broader theme of civic engagement, where
we explore its importance and the various forms it can take
within communities. To deepen our understanding, we also
analyze the factors that affect civic engagement, identifying
both the barriers to and catalysts for individual participation
in civic life. The relationship between gamification and
civic engagement is subsequently scrutinized, evaluating
how gamification techniques can be employed to boost
civic participation. The section concludes by proposing a
conceptual model and developing hypotheses that aim to
empirically investigate the effects of gamification on civic
engagement, paving the way for further research in this area.

A. Gamification concept:
The foundation of gamification’s core components is

drawn from a comprehensive analysis of literature, where
contemporary video games emerge as the primary well-
spring inspiring strategies in gamification [1]. This emu-
lation of video game elements has resulted in the iden-
tification of pivotal components that define gamification’s
essence. These include accolades or accomplishments, point
systems, emblematic badges, visual progress indicators,
hierarchical levels, immersive quests, competitive leader-
boards, customizable avatars, regulating rules, challenging
bosses, and instantaneous feedback mechanisms. Remark-
ably, the integration of these elements into gamified systems
has been empirically proven to cultivate active engagement,
gradual advancement, healthy rivalry, and a profound sense
of fulfillment among participants [2], [3]. Gamification
is portrayed as a sequential procedure with three core
phases as illustrated in Figure 1 [2]. It commences with
the introduction of motivational triggers, such as stimuli

that impact users’ psychological states and prompt them
to act in desired manners. These triggers pave the way
for psychological encounters that subsequently shape the
behavioral consequences within the context of gamification.

Motivational affordances

Psychological outcomes
e.g. flow, enjoyment, gamefulenss,
purposefulness.

Behavioral outcomes
e.g. behavioral change, engagement,
participation.

Figure 1. Gamification Process

Gamification, integrating game design elements into
non-game contexts, has gained significant attention in recent
years. While the concept is relatively new, its foundations
can be traced back to human-computer interaction (HCI) re-
search. Early studies by [29] and [4] explored the appeal and
engagement factors of computer games, providing insights
into the elements that make games captivating. Reference
[5] clarified that gamification is a relatively new concept
involving game elements and design techniques in non-
game contexts. It draws inspiration from the success of
the gaming industry, social media, and research in human
psychology. The primary goal of gamification is to increase
user participation and motivation by incorporating features
like leaderboards and immediate feedback. This fosters a
sense of empowerment and engagement in completing tasks
and processes. Understanding the fundamental concepts of
games is crucial for effectively implementing gamification
as a strategy. Before exploring its motivational aspects, it is
important to consider the four components of the definition:
games, elements, design, and non-game contexts.

Similarly, gamification, according to reference [30], is
widely recognized as a valuable concept for increasing
engagement and has shown promise in computer-assisted
language learning (CALL) and mobile-assisted language
learning (MALL) contexts. Gamification is incorporating
game design elements in non-game settings to encourage
desired behaviors. Gamified learning, on the other hand,
involves using game design elements specifically for educa-
tional purposes. Creating a gamified learning management
system (LMS) that aligns with the specific requirements
and attributes of students is crucial for enhancing student
motivation and engagement in learning [31]. Reference
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[7] distinguished between gamification and game-based
learning (GBL). Gamification involves integrating gaming
elements like points, rewards, and mechanics into non-game
contexts to enhance engagement and motivation. In contrast,
GBL refers to using games as educational tools, where
students learn by actively participating in games designed to
teach specific concepts. GBL relies on the direct correlation
between progress in the game and the understanding of the
taught concepts. On the other hand, gamification focuses
on utilizing game elements to drive learning outcomes.
Combining GBL and gamification creates a comprehensive
learning solution that integrates educational content with
engaging game-based experiences.

Reference [32] clarified that gamification and game-
based learning, although both utilize games in education,
possess distinct characteristics. The disparity lies in how
game elements are incorporated into the learning experi-
ence. Gamification combines game design elements, me-
chanics, and thinking into non-game activities to motivate
participants. Conversely, game-based learning encourages
students to learn through play, rendering the learning pro-
cess more captivating and immersive. Reference [33] addi-
tionally emphasized that game-based learning aims to amal-
gamate learning and play, while gamification focuses on
utilizing game elements to motivate participants within non-
game contexts. Thus, despite a shared foundation, gamifica-
tion, and game-based learning exhibit unique approaches to
integrating game elements into educational settings. Various
authors have provided their interpretations of gamification,
highlighting its diverse nature. Reference [34] defines it
as utilizing game design elements in non-game contexts.
It focuses on game thinking and mechanics to engage
and solve problems. Reference [6] views gamification as
employing game-based mechanics and aesthetics to engage,
educate, address challenges, and boost motivation by incor-
porating empowering game elements into tasks. Reference
[21] defined gamification as applying game design princi-
ples in non-gaming settings. Subsequently, reference [35]
expanded the definition to encompass transforming non-
game activities into game-like experiences. As defined by
reference [36], gamification is using game elements to foster
motivation and involvement in the educational process. It
is distinct from game-inspired design, serious games, and
playing concepts. Gamification has gained popularity across
various domains, including digital marketing and educa-
tion, intending to create enjoyable and motivating student
learning experiences. By incorporating game elements into
non-game contexts, such as educational settings, gamifica-
tion has proven effective in enhancing student engagement
and motivation. Another definition offered by reference
[8] describes gamification as a method used to provide
various services in business contexts, but not specifically
in education. On the other hand, reference [37] definition
focuses on gamification as a broad term encompassing
the integration of game-like elements and activities within
educational technology platforms.

Reference [21] stated that gamification involves using
game elements in non-game contexts to engage individuals
and drive them toward specific objectives. Reference [38]
emphasizes that gamification is a powerful motivator, con-
stantly fostering motivation, and has been successfully ap-
plied in various domains to bring about behavioral changes,
encourage innovation, and facilitate skill development. Ref-
erence [39] provide a comprehensive list of gamification
components, including narrative, rules, challenges, inte-
gration, reinforcement and feedback, engagement loops,
achievements, points, levels, rankings, badges, customiza-
tion, and virtual goods. According to reference [9], game
design elements can be classified into two categories: ex-
plicit and implicit. Explicit elements include visible game-
like features like points, badges, leaderboards, avatars, and
virtual currencies. Implicit elements, on the other hand, are
the underlying psychological mechanisms that make gam-
ification engaging, such as feedback, achievement, compe-
tition, collaboration, challenge, avoidance, ownership, and
user control [9].

Gamification serves as a prominent tool across various
organizational sectors, being effectively applied in domains
ranging from manufacturing and operations to recruitment
and staff development [40]. This integration of gamification
with advanced technologies like artificial intelligence (AI),
machine learning (ML), and the Internet of Things (IoT) is
rapidly gaining traction, leading to improved performance
through a diverse array of tools and frameworks [41], [42].
As organizations increasingly adopt gamified AI approaches
to address skill identification and counter recruitment bias,
this trend aligns seamlessly with the ongoing digital trans-
formation within the realm of civic engagement [43].
Notably, influential entities such as the European Central
Bank, SAP, Samsung, and Apple leverage gamification
to optimize various operational aspects, underscoring its
versatile capabilities [44].

Gamification operates as a strategic mechanism intro-
ducing game-related components into non-game contexts,
engendering experiences reminiscent of gaming itself [45].
The historical trajectory of gamification traces back to the
20th century, potentially germinating from the establishment
of the boy Scouts organization, its subsequent evolution
extending across a spectrum of domains, with particular
prominence in web-centric fields [46]. Within organizational
landscapes, gamification emerges as a multifaceted tool,
orchestrated by entities not only to cultivate workforce en-
gagement but also to incentivize user participation, stream-
line recruitment endeavors, empower leadership dynamics,
and optimize overall productivity [47].

Intersecting with the theoretical underpinnings of flow
theory, gamification undertakes the strategic role of engen-
dering optimal engagement by immersing participants in
activities that are both challenging and conducive to their
skill level. This is achieved through the delineation of clear
objectives, instantaneous feedback loops, and the cultivation
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of a sense of achievement [48]. Furthermore, gamification
assumes the vantage point of augmenting human resource
management (HRM) systems, adroitly integrating design el-
ements such as badges and leader boards [49]. A discernible
facet of gamification lies in its proclivity to accommodate
pro-environmental actions, thereby actively propagating en-
vironmental conscientiousness within its gamified frame-
works [50].

In the specific arena of civic engagement, the implemen-
tation of gamification involves the integration of gaming
elements and motivational strategies to encourage partici-
pation and foster satisfaction among individuals [12]. The
achievement of success through gamification in this context
is contingent upon factors such as individual enthusiasm,
positive perceptions, and the resulting engagement [51].
Ultimately, the enhancement of civic engagement through
effective gamification strategies hinges on their alignment
with the overarching goals of the community [52].

The trajectory of gamification ventures beyond mere
recreation, as it channels the captivating facets inherent in
games to optimize commitment and participation in real-
world tasks with the ultimate goal of enhancing perfor-
mance and productivity [53]. This premise is particularly
evident in the strategies employed by training and de-
velopment units, where gamification techniques—such as
team building, communication enhancement, logical rea-
soning, and situation analysis—are instrumental in facilitat-
ing effective learning and ultimately improving workforce
competency [46]. Importantly, gamification synergizes with
transformative technologies such as AI, IoT, and ML, not
merely to elevate job engagement and operational efficiency,
but to specifically aim for a higher level of organizational
effectiveness and employee satisfaction. The amalgamation
of these technologies, when integrated with gamification
strategies, has the potential to yield enhanced outcomes
across multifarious domains, including recruitment and skill
assessment, by streamlining processes and tailoring learning
experiences to meet individual needs and organizational
goals [54].

The foundational underpinning of flow theory resonates
as an integral element within the potential benefits offered
by gamification. The theory proposes that individuals can
achieve a state of profound immersion and engagement
when absorbed in tasks [55]. This concept is evident in
various contexts, from artists immersed in their creative
process to athletes pushing their physical boundaries [56].
Similarly, employees can attain this state of “flow ”through
focused concentration, enthusiasm, and a sense of ful-
fillment in their tasks [57]. This rationale sets the stage
for postulating that the integration of gamification into
human resource management holds the potential to posi-
tively impact employee engagement and productivity. This
hypothesis is underscored by factors like the perception of
adoption, recognition, utility, and motivation within gamifi-
cation initiatives. Gamification encompasses the integration

of game-related components like point scoring, competition,
and rule systems into diverse domains extending beyond
conventional gaming realms. This evolution stems from the
fusion of technological game design with social science
insights, leading to its pivotal role in socio-economic trans-
formations [58]. The infusion of enjoyable and captivating
game elements within gamification serves as a catalyst,
reshaping mundane tasks into immersive encounters, thus
facilitating learning, and inducing behavioral shifts [59].
Gamification approach draws on game principles and de-
sign tactics, effectively employing the allure of gaming
to heighten engagement and motivation toward specific
goals [6]. Furthermore, gamification is conceptualized as a
mechanism that augments the creation of value for users by
leveraging mechanisms that evoke a game-like experience
[21].

B. Gamification in public sector:
Gamification’s application within the public sector

showcases its versatility. Notably, the Taiwanese govern-
ment employed innovative strategies, like motivating citi-
zens to demand official receipts through invoice numbers,
leading to enhanced tax compliance [60]. Similarly, the
Singaporean Changi airport harnessed virtual reality to bol-
ster the preparedness of emergency officers, exemplifying
gamification’s impact on skill development [11]. Chin’s
work in Salem, Massachusetts, illuminates how gamification
aids feedback collection from marginalized neighborhoods,
yielding socio-economic stability and service improvement
[61]. The incorporation of gamification within workplaces
stands as a captivating phenomenon, drawing on historical
instances of using games to inspire employee motivation
[62]. The manifold definitions of gamification find reso-
nance in past motivational methodologies at workplaces, en-
compassing game-like components to augment engagement,
spur accomplishment in challenges, and offer rewards. In
contrast to earlier dismissals of gameplay as unproductive,
reference [63] spotlighted its dual-purpose nature - a tool for
both managerial control and channeling worker rivalry away
from collective resistance. This perspective catalyzed an
inclination toward integrating games as motivational tools
[64], [62].

The application of gamification within companies fol-
lows two primary trajectories - consumer-focused marketing
or loyalty initiatives, and the emphasis on elevating em-
ployee performance and motivation [65]. Remarkably, in-
herent enjoyment plays a pivotal role in cultivating positive
work atmospheres [11]. Acknowledging that games evoke
emotional reactions, a nexus emerges between games and
emotional occurrences in workplace settings, implying po-
tential benefits for employee engagement and effectiveness
[66], [67]. Game constituents such as rewards, challenges,
competition, and accomplishments, when judiciously inte-
grated, can instill a sense of perpetual triumph, contributing
to favorable work-related results [64], [68]. Habitica, an on-
line habit-tracking role-playing game, emerges as a prospec-
tive avenue for scrutinizing gamification’s impact within
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Bahrain’s workplace. This distinctive approach facilitates
the investigation of gamification’s intermediary role in the
interplay between psychological capital and employee in-
ventiveness. Psychological capital, encapsulating optimism,
self-efficacy, hope, and resilience, assumes a pivotal role
in shaping employee demeanor and work engagement [69],
[70]. Creativity, indispensable for organizational survival,
encompasses generating ingenious concepts and adeptly
resolving problems. Employee ingenuity, shaped by at-
tributes like determination, adaptability, and psychological
empowerment, significantly contributes to organizational
triumph [71], [72].

The application of gamification in civic engagement
signifies a strategic integration of game elements with the
purpose of instigating motivation and active participation
among citizens in the realm of political endeavors. Exam-
ining instances where gamified techniques have been em-
ployed to invigorate civic involvement provides a discerning
insight. For instance, Baykurt’s utilization of a web-based
game centered around local concerns highlights a notable
aspect wherein citizens could oversee the resolution process
conducted by local authorities [73]. Similarly, the study
conducted by reference [74] through a multiplayer pervasive
game underscores the strategic significance of timing in
motivating engagement without causing significant disrup-
tions to individuals’ daily routines. The roles of the players
can be those of teammates, contenders, opponents, and
decisionmakers [75]. Furthermore, reference [18] work ac-
centuates the pivotal role of cultivating intrinsic motivations
to achieve a sustainable shift in behavior patterns.

The multifaceted influence of gamification extends to
augment the agility and efficiency of the public sector.
These impacts are achieved through the strategic imple-
mentation of game elements such as points, badges, leader-
boards, and a sense of achievement, effectively driving
desired stakeholder behaviors and service advancements
[15]. The integration of game elements not only triggers
immediate responses but also fosters lasting behavioral
and motivational changes [18]. As a dynamic tool, gam-
ification emerges as a potent agent for instigating so-
cial and behavioral transformations, influencing decision-
makers, and confronting socio-economic challenges. This
approach, rooted in game-based thinking, contributes to or-
ganizational enhancement by promoting focus, observation,
and persistence [58]. Historical instances provide vivid il-
lustrations of gamification’s influence on reshaping behavior
in parking and transportation, where parking regulations
tailored through gamification exerted significant control
over commuter choices, reflecting how game-like dynamics
can steer individual decisions [76]. Copenhagen’s adoption
of incentivizing biking over parking further emphasizes
the motivational power of rewards [77]. The educational
sector, too, leverages gamification’s principles to elevate
student engagement [21]. In summation, gamification not
only enhances the public sector’s effectiveness but also adds
an element of enjoyment, engaging citizens in the process

[21].

C. Civic engagement:
Amid the swift evolution of modern technology, cit-

izens’ involvement in governance processes has progres-
sively transitioned to digital platforms since the early 1990s,
aiming to broaden inclusivity and incorporate marginalized
groups [78]. While the realm of e-participation has grown
over time, its fundamental nature and objectives continue
to pose complexities. Civic engagement, characterized by
technologically mediated interactions between the govern-
ment and civil society, stands as the overarching theme
[79]. Framed positively, e-participation embodies citizens’
interaction with both government entities and fellow citizens
to enhance their community’s welfare [80]. However, the
quantification of community betterment remains elusive. In
a broader context, e-participation encompasses individual
or collective actions, whether constructive or detrimental,
influencing decisions on public goods, authority, and urban
structures [81].

Civic engagement plays a crucial role in community
advancement, involving active participation in governance
at diverse levels [82]. As individuals partake in voting,
suggesting projects, and expressing viewpoints, the collab-
orative synergy among researchers, local authorities, and
corporations has gained momentum in promoting civic
engagement, particularly within the framework of Smart
Communities [83]. This trend emphasizes the importance
of cooperative endeavors involving citizens, private en-
terprises, and institutions [84]. However, facilitating and
motivating such engagement remains intricate [85]. Smart
communities leverage social networks and mobile appli-
cations to integrate citizens [86], [87], seeking a balance
between spontaneously generated social network content
and curated mobile app data [88].

Civic engagement signifies the proactive involvement of
citizens within a community, driven by the aim to enhance
the well-being of others and shape the community’s future
trajectory [15]. This concept highlights citizens’ pivotal
role, aligning with the user-centric approach of Human-
Computer Interaction (HCI). Much like HCI’s engagement
framework, civic engagement encompasses a spectrum of
individual and collective actions that are graphically rep-
resented in Figure 2, creating a continuum analogous to
the HCI engagement concept. Reference [89] delve into the
intricate mechanics of civic engagement, emphasizing the
dynamic shifts in energy and interest levels experienced by
engaged citizens. This unfolding process traverses’ distinct
phases: the initiation of engagement, the span of active
engagement, and the eventual decline of engagement over
time.

A succinct adaptation of this definition views civic
engagement as active citizen engagement in political and
governance processes, aligning with Sherry Arnstein’s pio-
neering concept of citizen participation as a mechanism for
redistributing power and empowering marginalized groups
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Figure 2. Civic Engagement Continuum

within the political and governance spheres [90]. These
processes’ critical role lies in policy-making stages, span-
ning agenda setting, analysis, creation, implementation, and
monitoring, following Macintosh’s delineation [91]. Corre-
spondingly, three tiers of citizen engagement with these
stages emerge: enabling, centered on information dissem-
ination; engaging, involving limited interactive discourse;
and empowering, wherein citizens and governments collab-
oratively shape policies as equals [91]. Notably, these levels
correspond to Sherry Arnstein’s ladder of participation,
albeit excluding non-participatory aspects. However, despite
the prevalence of online activities, most individuals allocate
only a fraction of their online time to civic engagement un-
dertakings or platforms [92]. E-participation initiatives fre-
quently struggle to attract anticipated audiences during the
shift to digital engagement. This deficiency in engagement
might be attributed to challenges in socio-technological
management, citizens’ lack of interest, or uninspiring design
of e-participation platforms [93]. These observations have
spurred the exploration of alternative technologies, such as
gamification, to elevate user engagement and reinvigorate
e-participation initiatives [94]. Refence [95] investigated
e-Participation and civic engagement in Bahrain, which
employs technology to involve citizens in decision-making,
boosting transparency and government-citizen interaction.
Their study assessed Bahrain’s readiness for e-Participation,
finding significant progress across ten dimensions. The
country has embraced e-Participation in areas like educa-
tion and politics, using tools like e-petitions and mobile
channels. The government promotes transparency, equality,
and engagement via diverse channels.

In Bahrain, the evolution of civic engagement encom-
passes diverse stages and strategies. Initially, the emphasis
was on sharing political information with citizens, fol-
lowed by a shift towards fostering interaction with stake-
holders using e-Participation. This progression includes e-
consultation, which seeks to facilitate advisory participa-
tion, feedback collection, and engagement. The implemen-
tation of e-Participation spans multiple ministries, encom-
passing fields such as education, healthcare, and culture.

The process adheres to a structured policy-making model,
encompassing stages like document publication, feedback
gathering, response analysis, decision announcement, and
archiving [23]. The government employs various technolo-
gies to involve citizens and stakeholders and adheres to
communication protocols to ensure effective exchanges.
The e-Government Authority exhibits preparedness con-
cerning sustainability, accessibility, resources, and promo-
tional efforts. Evaluative perspectives underscore advance-
ments in transparency, engagement, and conflict resolu-
tion. The design integrates considerations of a political,
project-oriented, and socio-technical nature, aligning with
critical success factors to enhance the effectiveness of
e-Participation [95]. Nonetheless, platforms designed for
such engagement often encounter challenges in achieving
significant participation rates [96]. To tackle this issue,
gamification, the integration of game elements into non-
game contexts, has emerged as a solution [97]. Gamification
exploits the intrinsic appeal of games to enhance system
attractiveness [21]. While effective in fostering citizen-
organization interactions [18], its efficacy varies across
different domains [94]. Gamified applications stimulate
community-focused suggestions, communication between
municipal services and residents [98], eco-consciousness,
and crisis readiness [99].

The advancement of civic engagement through e-
participation initiatives is bolstered by a set of critical
success factors (CSFs) that play a pivotal role. These CSFs,
meticulously detailed by the e-Government Authority (eGA)
on its official website, encapsulate a series of procedural
guidelines strategically designed to ensure the effective per-
formance of e-participation projects. Within this framework
of CSFs, key elements come to the forefront. First and
foremost is imperative to uphold transparency as an es-
sential principle, fostering an environment of openness and
accountability. Additionally, the necessity to address and
meticulously consider every comment and inquiry emerges
as a critical factor, contributing not only to comprehensive
stakeholder engagement but also to the preservation of the
current state of affairs. Further, the strategic dissemination
of acknowledgments across diverse communication chan-
nels emerges as a catalyst for inspiring citizen participation,
creating a sense of involvement and impact. Furthermore,
a significant facet of these CSFs is the commitment to
comprehensive documentation, regular updates, and effec-
tive communication mechanisms. This commitment enables
citizens to stay well-informed about the progress of e-
participation initiatives and governmental practices. The
interplay of these CSFs underscores the meticulous planning
and strategic execution required to truly enhance civic en-
gagement through e-participation endeavors [100]. Initiating
engagement necessitates motivated users, as highlighted
by reference [89]. Motivation can spring from intrinsic
factors like personal interest in a governmental concern or
extrinsic factors that demand external stimuli. In scenarios
requiring extrinsic motivation, a well-executed government
publicity campaign could be necessary to attract the right
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audience. The design of the engagement tool itself holds
significance, with an appealing aesthetic serving to augment
the initiative’s allure. Incentives also come into play, but
the efficacy of economic incentives in boosting quantity
might not guarantee enhanced quality. These incentives
could be perceived as manipulative, and their impact may
dissipate once the reward period concludes. The judicious
introduction of incentives becomes imperative to avoid di-
luting intrinsic motivation, which originates from authentic
interest and a sense of autonomy. The phase of declining
interest characterizes the expiration of engagement, a natu-
ral progression over time. However, extended engagement
can flourish when users’ psychological needs are met,
delivering meaning, value, and minimizing user burden. In
response to diminishing interest, designers should intro-
duce revitalization tools. These tools encompass gratifying
experiences, conveying information about the implemen-
tation and outcomes of past contributions, and proactive
strategies like mobile notifications, email reminders, and
rewards to uphold engagement. The preservation of citizens’
recollections of prior interactions assumes a pivotal role in
sustaining ongoing participation [101].

D. Factors affecting civic engagement:
Prior research has extensively delved into a spectrum of

factors intertwined with engagement, encompassing useful-
ness, ease of use, trust, privacy, security, service response,
personal traits, as well as external influences like social
dynamics, quality, digital literacy, and users’ technological
inclinations [102], [103], [104], [105]. As elucidated by
reference [103], an augmented adoption of e-government
practices has tangible repercussions on citizens’ perceptions
of government functions, service utilization, and the estab-
lishment of trust. In light of this, the current study investi-
gates a spectrum of dimensions—namely, citizens’ attitudes
towards e-government 2.0, their perception of value, the
degree of trust in governmental initiatives, internet usage
habits, and the intensity of e-government engagement.

The pivotal role of citizens’ attitude emerges as a salient
theme, intrinsically linked to the infusion of advanced tech-
nologies within government services, subsequently shaping
aspects like satisfaction and trust. The nuanced variations
in citizens’ value perception of government-driven online
services stem from the intricate nature of technology, ne-
cessitating continual development efforts to nurture trust
and engender satisfaction. As trust emerges as a consistent
influencer, it exerts a positive influence on citizens’ outlooks
and intentions regarding e-government, ultimately enhanc-
ing their perceptions of service quality and magnifying
service utilization. The facet of internet usage, encapsulated
as Web self-efficacy, emerges as an influential catalyst,
amplifying the adoption of e-government by facilitating
information search and online transactions. In tandem, the
intensity of usage emerges as a barometer of effective
e-government implementation, serving as a gauge of the
extent to which citizens’ needs are met and encouraging
their active participation within e-government initiatives

[104]. Reference [105] investigate the factors influencing
citizens’ engagement in e-government, particularly focusing
on government agency Facebook pages. The study identifies
five key factors that significantly impact citizens’ engage-
ment with e-government 2.0. These factors include citizens’
attitudes toward e-government, their perception of its value,
trust in the government, general internet usage, and e-
government utilization intensity. The research highlights the
central role of trust in positively shaping users’ intentions
to engage with e-government services.

E. Gamification and civic engagement:
Despite the rising trend of substantial online presence,

governments struggle to maintain active participation on
civic engagement platforms [106]. Though contemporary
users spend an average of 20 hours per week online,
translating into twice the engagement from a decade ago
[24], this digital engagement doesn’t necessarily transfer
to increased involvement in civic platforms. Introducing
serious games and gamification to these platforms emerges
as a potential solution to enhance engagement [13]. The
adoption of gamification within civic engagement strategies
has been fueled by the desire to encourage active citizen
participation in political decision-making processes. While
traditional methods like town hall meetings persist, many
cities have embraced technological advancements, particu-
larly web-based platforms, to facilitate citizen involvement.
These platforms, often managed directly by municipalities
or through intermediaries, grant citizens a platform to voice
their opinions [25]. The utilization of gamification, entailing
the integration of game elements into non-game settings, has
emerged as a notable strategy to amplify user engagement
and motivation [58]. Its successful application spans diverse
sectors like education, healthcare, and e-commerce, consis-
tently yielding improved user interactions and heightened
usage [107], [108]. In the realm of civic participation,
gamification presents a promising avenue to drive active
participation within decision-making processes [109]. By
embedding game mechanics, systems can tap into intrinsic
human drivers, encompassing competence, relatedness, and
autonomy (SDT), to curate captivating experiences [14].

Gamification emerges as a pivotal instrument for reshap-
ing stakeholder perspectives and devising potent strategies
for societal transformation, enabling a discernible measure
of learning and achievement across the public sector [5].
While the literature acknowledges gamification’s potential
to amplify stakeholder involvement in public services, there
persists a lacuna in grasping its full scope of influence
[18]. Notably, the lack of robust theoretical and practical
frameworks for engaging stakeholders through gamification
platforms hampers its systematic integration [15]. The in-
tegration of gamified elements into the realm of (digital)
games, characterized by intricate socio-technological con-
structs with multifaceted definitions [75], holds substantial
implications for civic engagement and participation. These
games, primarily designed for entertainment, introduce
users to artificial challenges, rules, and outcomes, yielding
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cognitive, emotional, motivational, and social advantages
[110]. Consequently, the application of games to policymak-
ing has persisted over the years, leveraging their benefits in
contexts beyond gaming [111]. This convergence between
games and governance finds expression in policy gaming,
a field exploring how simulation games can amplify policy
planning and decision-making [19]. The rationale here is
rooted in the captivating essence of games that transform
participation into an enjoyable experience for citizens,
simultaneously broadening policymakers’ perspectives by
nurturing diverse thinking within a secure play environment.
For instance, METROPOLIS, an early simulation game,
actively engaged officials in urban planning and educated
users about the intricacies of city development [20]. Central
to adopting gamification is its power to elevate motivation,
categorized into intrinsic and extrinsic domains [4]. Intrinsic
motivation aligns with fundamental human psychological
needs, while extrinsic motivation centers on external re-
wards. Strategies that embed autonomy, competence, and
relatedness elements within gamification can heighten en-
gagement, as evidenced across diverse applications [112].
Reference [27] assert that gamification’s allure stems from
its ability to harmonize with human psychology, employing
goals that are both attainable and challenging, all the while
being tracked through points and personal progress as-
sessment. Additionally, it incorporates “quests ”comprising
minor tasks that engage stakeholders in upholding specific
actions [59]. Notably, gamification helps alleviate negative
emotions such as fear and anger, thereby preserving mo-
tivation [11]. Gamification serves as a potent avenue for
cultivating stakeholder engagement within the public sector,
igniting collaboration to advance community welfare [15].
Beyond facilitating knowledge sharing and collaborative
problem-solving, this engagement empowers stakeholders
to shape governmental decisions, a dynamic underscored
by Hasan [28]. As stakeholders actively participate, an op-
timal allocation of resources is enabled, driving community
well-being and constructive change management [21]. By
leveraging gamification, public service authorities can refine
planning, boost cost-effectiveness, and bolster credibility,
accentuating the pivotal role of inventive methodologies
like gamification in nurturing public engagement [18]. The
potency of gamification resides in its capacity to galvanize
and sustain active public participation, harnessing intrin-
sic and extrinsic motivations through carefully designed
motivational strategies [21]. Through the gamification of
processes, intrinsic motivation is amplified, stimulating the
brain’s inherent reward mechanisms [11]. Although reward-
driven gamification effectively prompts short-term behav-
ioral shifts, its enduring impact necessitates a continuous
supply of incentives. Once embedded, gamification’s design
triggers intrinsic psychological rewards, yielding desired
behavioral outcomes [5]. This methodology fosters a sense
of process autonomy and community, fostering the perpet-
uation of engagement [72].

The connection between gamification and civic en-
gagement underscores the impact of motivational stimuli

on both intrinsic and extrinsic motivations of individuals,
subsequently influencing their behavioral choices and the
extent of their involvement [113]. By employing stimuli
and extrinsic rewards, gamification directly shapes extrinsic
motivation, effectively prompting desired behaviors [114].
However, while gamification based on rewards can yield
short-term shifts in behavior, it may lack the potency
to induce sustained transformation, potentially eroding in-
trinsic motivation over time [115]. This phenomenon is
grounded in organismic integration theory, which highlights
the inverse relationship between intrinsic and extrinsic mo-
tivations [116]. To cultivate enduring behavioral change,
a distinct approach to gamification becomes imperative –
one that aligns with the psychological rewards intrinsic
to users’ self-determination theory, encompassing mastery,
autonomy, and relatedness [16]. Additionally, the notion of
purpose, a potent intrinsic motivator, emerges through goal
setting and contributes to sustained engagement [17]. This
innate drive to achieve self-concurrent goals mirrors the
captivating allure of games, which effectively sustain player
engagement by integrating autonomy and mastery [117].

Reference [22] examined the impact of gamification on
work engagement and productivity. Findings revealed that
perceived adoption and usefulness of gamified systems posi-
tively relate to job engagement, while employee recognition
and perceived motivation enhance productivity. Job engage-
ment acts as a mediating factor, bolstering organizational
productivity in gamified environments. Reference [10] high-
lighted gamification’s pivotal role in boosting stakeholder
engagement and facilitating ongoing improvements within
public services. The study introduced gamification’s capac-
ity to revitalize education, utilities, labor management, and
other critical areas of public service, ultimately benefiting
both stakeholders and the broader community. Moreover,
Thiel’s study [25] delves into the realm of mobile civic
engagement, investigating the transformative potential of
integrating game elements into such platforms. The research
underscores that while game elements may serve as initial
motivators, the true essence of sustained civic involvement
lies in effective communication and responsiveness from
governing bodies. Notably, participants expressed appre-
ciation for the inclusion of missions and perceived the
element of “fun ”as an added incentive. The study en-
sured the promising benefits of gamification in reshaping
the landscape of civic participation, presenting avenues
for increased engagement, more meaningful interactions,
and potentially bridging the gap for previously less active
demographic groups.

Reference [21] research delves into the intriguing in-
terplay between gamification, psychological capital, and
employees’ creativity. The study’s findings confirmed that
gamification exerts a positive sway on both psychological
capital and employees’ creative output. Notably, dimensions
of psychological capital such as self-efficacy, hope, and
optimism stand out as catalysts for enhancing creativity.
The study’s outcomes reverberate with implications for
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organizations aiming to optimize productivity by tapping
into gamification’s capacity to bolster positive psycholog-
ical attributes and invigorate employees’ creative poten-
tial. Gamification entails the design of systems, services,
and procedures that replicate the positive and immersive
elements found in successful games [117]. Its goal is to
encourage behaviors that contribute positively to society,
such as intrinsic motivation, playfulness, achievement, and
community [118]. Unlike traditional games, gamification
reshapes the core of e-participation activities into a more
game-like structure, directly incorporating game elements
into processes instead of introducing external game com-
ponents [96]. Furthermore, it facilitates sustained collabo-
ration, extending beyond mere decision-making to encom-
pass analysis, implementation, monitoring, and continuous
engagement [108]. In their experiment, reference [26] in-
vestigated the impact of gamification on civic participation
using two mobile apps—one gamified and the other not.
Their findings highlighted the gamified app’s superior user
experience and increased civic engagement. Gamification
elements like interactive competition and progressive chal-
lenges were well-received, fostering curiosity, involvement,
and joy during app usage. This study underscores the
potential benefits of gamification in enhancing civic engage-
ment and encouraging active participation. The outcomes
of gamification heavily hinge on its design and context,
resulting in diverse effects. While it shows potential in
enhancing democratic engagement through e-participation
initiatives [119], the seamless transferability of gamification
practices across different contexts remains a challenge [13].
The juxtaposition of the serious nature of policymaking
with the often-casual associations of games raises intrigu-
ing questions about the implementation of gamified e-
participation [120]. These questions touch on its potential
to endorse coercive governmental practices and paternalism
while also considering its role in promoting compliance
with policies that might infringe upon civil rights [13]. As
a result, an in-depth exploration of contextualized research
on gamification in e-participation becomes imperative to
gain a comprehensive understanding of its deployment and
outcomes within the distinctive intersection of governance
and gaming. Reference [108] conducted a systematic litera-
ture review aimed at illuminating the benefits of integrating
gamification into civic engagement through e-participation
initiatives. The study recognized gamification as a strategic
response to the challenge of motivating participation in
such initiatives. Through an assessment of 66 papers, the
review highlighted that gamified e-participation demon-
strates a range of advantages. These benefits encompass
heightened levels of engagement, motivation, civic learning,
and enjoyment among participants. The findings underscore
that gamification has the potential to invigorate citizens’
involvement in governance-related activities, facilitating a
more active and informed citizenry. This approach presents
an innovative avenue for governments to enhance public
participation and strengthen their democratic processes.

Illustrative instances such as Community PlanIt,

Mysidewalk, and Love Your City! underscore how gamified
platforms invigorate civic involvement through mechanisms
like rewards, interactions, and timed challenges [121]. Nev-
ertheless, ethical quandaries emerge, questioning whether
gamification could be wielded as a tool for governmen-
tal manipulation [120]. Moreover, gamification has found
utility in bolstering emergency readiness and management,
rendering cost-efficient training solutions while fostering
civic engagement [122]. The intricate interplay among
gamification, motivation, and engagement is visually en-
capsulated in Figure 3, outlining the translation of gamifi-
cation’s motivational influence into observable engagement
levels. However, the perception of the psychological effects
induced by gamification and games retains a subjective
nature, contingent on individual perceptions and person-
alities [114]. Bartle’s taxonomy of gamer personalities –
encompassing Achievers, Explorers, Socializers, and Killers
– elucidates diverse values in varying contexts, though its
applicability to non-gaming domains like civic engagement
necessitates further exploration [123]. [124]

Extrinsic rewards
(Reward-based gamification)

Intrinsic rewards

Autonomy Purpose

Mastery Relatedness

Other intrinsic rewards

Engagement/
Motivation

Gamification
(Motivational
Affordances)

Figure 3. Relationship between Gamification and Civic Engagement

Reference [96] presented a proposed model that il-
lustrates the relationship between gamification and civic
engagement as illustrated in Figure 4. The model cen-
ters around motivational affordances as triggers for both
extrinsic and intrinsic motivation in users, designed to
enhance engagement and address limited civic participa-
tion. It introduces reward-based gamification, using tech-
niques to externally reward users for engagement, suited
for short-term behavioral changes. Conversely, intrinsic
reward-focused gamification is emphasized, aligning with
self-determination theory to cultivate lasting engagement.
The model highlights the role of meaningful deliberations,
integrating guidelines for informed and constructive inter-
actions. Its adaptable nature accommodates various civic
engagement contexts and additional elements, ensuring cus-
tomization. Ultimately, the model combines motivational
triggers, gamification strategies, and guided deliberations
to stimulate active participation, fostering community and
improving civic engagement platforms.
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Figure 4. Proposed Framework for the Gamification of Civic En-
gagement

Table I summarizes the benefits of gamification on civic
engagement along with the relevant literature:

TABLE I. Benefits of gamification on civic engagement along with
the relevant literature

Benefits of Gamification on Civic Engagement Authors
Enhances engagement on civic platforms [106], [24]
Encourages active citizen participation [13], [124]
Amplifies user engagement and motivation [107], [108]
Utilizes intrinsic human drivers [14], [27]
Reshapes stakeholder perspectives [5], [18]
Facilitates policy planning and decision-making [25], [20]
Integrates game elements into civic platforms [21], [108]
Fosters collaboration and community [15], [18], [21]
Alleviates negative emotions [11]
Sustains behavioral change [5]
Aligns with psychological rewards [11], [27]
Boosts stakeholder engagement [96], [10]
Fosters positive psychological attributes [23]
Stimulates creative potential [23]
Cultivates sustained collaboration [121]
Amplifies civic engagement through gamified apps [26]
Enhances democratic engagement [118]
Increases civic learning and enjoyment [25]
Strengthens democratic processes [108]
Presents innovative governance avenue [10]
Addresses challenge of motivating participation [108]
Heightens levels of engagement and motivation [108], [27]
Strengthens emergency readiness [122]
Provides cost-efficient training solutions [122]
Illustrates motivational influence in engagement [113]
Offers adaptable model for civic engagement [96]

F. Conceptual model and hypotheses development:
The landscape of models centered on technology adop-

tion has undergone thorough exploration, giving rise to

several behavioral theories aimed at illuminating user be-
havior in technology adoption. These theories encompass
the Theory of Reasonable Action (TRA), Theory of Planned
Behavior (TPB), Theory of Diffusion of Innovation (DIT),
Technology Acceptance Model (TAM), Technology Ac-
ceptance Model 2 (TAM 2), Technology Readiness In-
dex (TRI), Delon & McLean [125], and Unified Theory
of Technology Acceptance and Use (UTAUT) [126]. The
emergence of these theories is a response to the evolving
nature of technology, impacting the pace of adoption, user-
friendliness, security, and other pertinent factors [127].
These behavioral theories offer multifaceted insights into
the factors that shape technology adoption, rendering them
invaluable for forecasting user acceptance and facilitating
successful implementations.

Previous investigations have utilized the Technology Ac-
ceptance Model (TAM) along with its extensions, including
TAM 2 [128], and the Unified Theory of Acceptance and
Use of Technology (UTAUT) [129]. Initially introduced
by Davis [130], TAM lays the groundwork for explaining
the acceptance of technology across various domains. Its
application has been widespread in empirical inquiries,
particularly in scrutinizing users’ intentions to engage [131].
However, the distinctive traits of individuals can lead to
diverse behaviors in adopting technology [132]. Reference
[133] emphasizes the nexus between personality and tech-
nology acceptance, highlighting the substantial role of indi-
vidual characteristics. This insight has prompted recent ex-
aminations into how personality traits influence technology
adoption, encompassing diverse contexts like smartphones,
social networking sites, business intelligence tools, and
digital library systems [132], [134], [135]. The Unified
Theory of Acceptance and Use of Technology (UTAUT)
consolidates eight pre-existing models, incorporating com-
ponents such as the Theory of Reasoned Action (TRA),
Technology Adoption Model (TAM), Motivational Model
(MM), Theory of Planned Behavior (TPB), Combined
TAM and TPB (C-TAM-TPB), PC Use Model (MPCU),
Diffusion Innovation Theory (IDT), and Social Cognitive
Theory (SCT). UTAUT designed with a focus on individual
perspectives and developed from organizational contexts,
integrates elements like performance expectation, effort
expectation, social influence, and the facilitating conditions
to predict behavioral intention and usage behavior [136].
This study enhances the UTAUT model by introducing
components such as insecurity and gamification, within
the context of adopting e-participation. Insecurity, which
is part of the Technology Readiness Index (TRI), revolves
around users’ concerns regarding data security and trust in
transactions facilitated by technology [136]. Gamification,
a strategy aimed at fostering user engagement, motivation,
and behavioral shifts [137], is explored in tandem with
social influence and perceived enjoyment to bolster the
model’s explanatory potential. The integration of these ele-
ments is aimed at delivering a comprehensive understanding
of technology adoption behavior and the factors influenc-
ing civic engagement, particularly within the Kingdom of
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Bahrain’s context.

Gamification, a strategy that employs game mechanics
and design techniques in non-game contexts, is utilized
to shape behavior, develop skills, and engage individuals
in innovation [138]. This approach has proven effective
in boosting motivation and participation in tackling in-
tricate problems, prompting specific actions, and provid-
ing enjoyment [139]. Despite gamification’s application
in diverse domains, its influence on technology adoption,
particularly in the context of civic engagement, remains
largely unexplored. Reference [140] research delves into
the potential impact of gamification on user acceptance
within the financial sector [140], albeit within the scope
of mobile banking services. Given the distinctiveness of
civic engagement, integrating game techniques is expected
to significantly elevate user acceptance levels.

Notably, the Technology Acceptance Model (TAM),
rooted in reference [141] research on beliefs, attitudes, and
behaviors, is widely employed to understand technology
adoption, predicting attitudes and actual behaviors based on
perceived usefulness and ease of use [142]. This research
augments the TAM framework with the Unified Theory
of Acceptance and Use of Technology (UTAUT), a model
integrating elements like performance expectation, effort
expectation, social influence, and the facilitating conditions
to predict behavioral intention and usage behavior [136].
Figure 5 illustrates the amalgamation of UTAUT and TAM
constructs, forming the theoretical basis for the study. From
Figure 2, the study generates seven hypotheses based on the
proposed conceptual model:

H1: Performance Expectation (PE) significantly and posi-
tively affects Behavioral Intention (BI).
H2: Effort Expectation (EE) significantly and positively
affects Behavioral Intention (BI).
H3: Social Influence (SI) significantly and positively affects
Behavioral Intention (BI).
H4: Facilitating Condition (FC) significantly and positively
affects Behavioral Intention (BI).
H5: Gamification Perceived ease of use (GPU1) signifi-
cantly and positively affects Behavioral Intention (BI).
H6: Gamification Perceived usefulness (GPU2) signifi-
cantly and positively affects Behavioral Intention (BI).
H7: Behavioral Intention (BI) significantly and positively
affects civic engagement.

3. StudyMethodology
The study aimed to investigate the factors that influenced

civic engagement in the context of gamification in the King-
dom of Bahrain. The study was carried out, the statistical
methods used in data processing and concluding, and finally,
the study determinants were addressed. However, to achieve
the objectives of the study and test its hypotheses, the
study adopted the descriptive analytical approach, with the
aim of testing and validating the hypotheses, analyzing,
and interpreting the results obtained from the field study,
and based on the data collected through the preparation

Performance expectancy

Effort expectancy

Social influence

Facilitating conditions

Gamification Perceived 

Gamification Perceived 

Civic 
engagement

Behavioral 
intention

Figure 5. Research Model

and development of a tool. In this study, the researcher
relied on two types of information sources: secondary and
primary. Secondary data was obtained from library sources,
including books, scientific references, university theses, pre-
vious studies published in periodicals, and sources available
through websites in both Arabic and foreign languages
related to the study topic, which are social media-related
variables for the factors that influenced civic engagement
in the context of gamification. On the other hand, primary
data was obtained by developing a questionnaire for the
subject of the study, which was designed, unloaded, and
analyzed using the statistical program (SPSS). The ques-
tionnaire was developed after referring to the theoretical
framework and previous studies and benefiting from them.
A special questionnaire was developed as required by the
study variables, and the five-point Likert scale was used.
The questionnaire was divided into three parts. The first part
was devoted to identifying the demographic characteristics
of the study sample and included gender, age, experience,
and voluntariness of use. The second part: measures the
study’s independent variables, which are Performance Ex-
pectation (PE), Effort Expectation (EE), Social Influence
(SI), Facilitating Condition (FC), Gamification Perceived
ease of use (GPU1), Gamification Perceived usefulness
(GPU2), and Behavioral Intention (BI). The third part was
the dependent variable which was civic engagement. The
questionnaire consisted of (40) items, which were answered
based on a five-dimensional Likert scale to identify the
extent to which the sample members agree with the content
of the questionnaire items, as follows: strongly agree (5),
agree (4), neutral (3), disagree (2) and strongly disagree (1)
as shown in Table II.

A. Study Sample
In the context of our study, considering the demographic

landscape of Bahrain with a population of approximately
1.5 million individuals and an eligible population segment

https:// journal.uob.edu.bh/

https://journal.uob.edu.bh/


Int. J. Com. Dig. Sys. 16, No.1, 827-849 (Aug-2024) 839

TABLE II. Distribution of study variables

Study
variables Study constructs Number of

paragraphs Schedules

Performance
Expectation PE) 5 1-5

Effort Expectation
(EE) 5 6-10

Social Influence (SI) 5 11-15
Independent
variables

Facilitating
Condition (FC) 5 16-20

Gamification
Perceived ease of
use (GPU1)

5 21-25

Gamification
Perceived usefulness
(GPU2)

5 26-30

Behavioral Intention
(BI) 5 31-35

Dependent
variable Civic engagement 5 35-40

Overall number 25 1-40

of 1.4 million aged 18 and above, we aimed for statistical
significance in selecting our sample size. Leveraging the
formula for sample size calculation in survey-based research
n = Z2 × p(1 − p)/E2, where n is the sample size, Z is
the Z−score associated with the desired confidence level
(1.96 for 95% confidence), p is the estimated proportion
of the population with the characteristic of interest (0.5 for
maximum variability), and E is the margin of error (0.05
for a 5% confidence interval), we determined a sample size
of 384 participants. This size ensures a 95% confidence
level and a 5% margin of error, making it sufficiently robust
for analyzing the relationship between gamification and
civic engagement within the Kingdom of Bahrain. This
method follows established statistical principles aligning
our approach with rigorous academic standards.”

B. Study results
The data analysis and hypothesis evaluation for this

study were conducted using the Statistical Program for
Social Sciences (SPSS), renowned for its comprehensive
statistical analysis capabilities. The application of descrip-
tive statistical techniques allowed for an in-depth under-
standing of the participants’ demographic and functional
attributes, through the calculation of frequencies, percent-
ages, and standard deviations. The questionnaire’s reliability
was assessed using the Cronbach’s Alpha test, a measure of
internal consistency among the items within each construct,
crucial for affirming the study’s validity. The Variance Infla-
tion Factor (VIF) was applied to rigorously test the relation-
ships posited by the study’s hypotheses. Table III present
the internal consistency results for the various constructs
examined in the study, where each construct’s “consistency
value, ”represented by the Cronbach’s alpha coefficient,
signifies the degree to which the items within a construct

are correlated, thus measuring the construct’s reliability. For
example, the constructs “Effort Expectation (EE) ”and “So-
cial Influence (SI) ”exhibit high internal consistency with
values of 0.91 and 0.92, respectively, demonstrating a strong
correlation among their items and indicating a reliable
measurement of the constructs. Likewise, “Gamification
Perceived Usefulness (GPU2) ”and “Behavioral Intention
(BI) ”show commendable reliability with values of 0.93 and
0.90, respectively. Although “Gamification Perceived Ease
of Use (GPEU) ”has a slightly lower value of 0.87, it still
indicates a reasonable level of consistency among the items,
suggesting they cohesively measure the intended concept.
Overall, the inclusion of internal consistency values in Table
III underscores the reliability of the questionnaire items for
each construct, thereby bolstering confidence in the validity
of the study’s conclusions.

TABLE III. Internal consistency for the study constructs

Construct
Internal

consistency
value

Performance Expectation (PE) 0.89
Effort Expectation (EE) 0.91
Social Influence (SI) 0.92
Facilitating Condition (FC) 0.88
Gamification Perceived Ease of Use (GPU1) 0.87
Gamification Perceived Usefulness (GPU2) 0.93
Behavioral Intention (BI) 0.9
Civic Engagement 0.89

Table IV encapsulates ’Cronbach’s Alpha Value (%)’
associated with various factors assessed within the context
of the study. Higher Cronbach’s alpha values, expressed as
percentages, reflect stronger internal consistency, suggesting
that the measurement items are coherent and reliable in
capturing the targeted constructs. The constructs of Perfor-
mance Expectation (PE), Effort Expectation (EE), Social
Influence (SI), Facilitating Condition (FC), Behavioral In-
tention (BI), and Civic Engagement exhibit commendable
internal consistency, with Cronbach’s alpha values ranging
from 87% to 93%. The average Cronbach’s alpha value
across the constructs was approximately 89.98%, indicating
a high level of internal consistency and reliability among
the measured variables. This demonstrates that the ques-
tionnaire items within each construct consistently measure
the same underlying concept. Notably, the constructs related
to Gamification Perceived Ease of Use (GPU1) and Gamifi-
cation Perceived Usefulness (GPU2) displayed particularly
robust reliability, with Cronbach’s alpha values of 87%
and 93%, respectively. In summary, the Cronbach’s alpha
values, showcased in Table IV, confirm the reliability and
coherence of the measurement scales used to assess various
constructs within the study, reinforcing the validity of the
findings regarding factors influencing civic engagement in
the Kingdom of Bahrain.”
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TABLE IV. Validity test

Factor Cronbach
Value

Performance Expectation PE) 89.37%
Effort Expectation (EE) 91.12%
Social Influence (SI) 92.48%
Facilitating Condition (FC) 89.39%
Gamification Perceived ease of use (GPU1) 87.12%
Gamification Perceived usefulness (GPU2) 93.24%
Behavioral Intention (BI) 90.67%
Civic engagement 89.55%

Table V provides insights into the degree of multi-
collinearity among the study variables. The VIF values,
which measure the extent of correlation between predictor
variables, are all below the threshold of 5. Similarly, the
Tolerance values, representing the proportion of variance in
a predictor variable that is not explained by other predic-
tors, are all above 0.2. These results collectively indicate
that multicollinearity is not a significant concern among
the study variables. This outcome enhances the validity
of the regression analysis, allowing for a more accurate
interpretation of the relationships between the variables and
reinforcing the reliability of the study’s findings.

TABLE V. Variance Inflation Factor (VIF) and Tolerance for Study
Variables

Performance Expectation (PE) 2.1 0.48
Effort Expectation (EE) 1.98 0.51
Social Influence (SI) 1.85 0.54
Facilitating Condition (FC) 2.2 0.45
Gamification Perceived Ease of Use
(GPU1) 1.73 0.58

Gamification Perceived Usefulness
(GPU2) 2.08 0.48

Behavioral Intention (BI) 2.15 0.47
Civic Engagement 1.92 0.52

Table VI provides a comprehensive depiction of the
demographic attributes and perceptions of participants in
the study. The gender distribution showcases a diverse
representation, with 57.3% identifying as male and 42.7%
as female The table delineates the gender distribution of
the respondents, indicating that out of the total 384 par-
ticipants, 220 individuals identified as male, constituting
57.3% of the sample, while 164 respondents identified
as female, accounting for 42.7% of the total participants.
This comprehensive representation of gender provides an
overview of the composition of the study’s participant pool.
The age distribution of the respondents is provided, offer-

ing insights into the diversity of participants’ age groups.
The distribution showcases the distribution of participants
across various age ranges: 18-24 years (19.5%), 25-34 years
(29.9%), 35-44 years (18.2%), 45-54 years (15.1%), 55-
64 years (13.0%), and 65+ years (4.2%). This distribution
provides a comprehensive depiction of the study’s partic-
ipant age composition, encompassing a wide spectrum of
ages. Participants’ experience levels related to the subject
under scrutiny are elucidated in the table. This distribution
spans a spectrum of familiarity: very unfamiliar (8.9%),
somewhat unfamiliar (15.1%), neutral (26.6%), somewhat
familiar (35.2%), and very familiar (14.3%). These Figures
collectively offer insights into the participants’ range of
experience levels and familiarity with the topic of investiga-
tion. The table further delves into participants’ perception of
voluntariness of use, delineating degrees of voluntariness.
This perception distribution encompasses categories like
completely voluntary (12.5%), mostly voluntary (20.3%),
neutral (22.1%), somewhat involuntary (24.5%), and com-
pletely involuntary (20.6%). This breakdown encapsulates
participants’ varied perceptions of the extent to which their
usage of the subject matter was voluntary. In conclusion,
the table provides a comprehensive snapshot of the demo-
graphic attributes and corresponding perceptions of the par-
ticipants across gender, age, experience, and voluntariness
of use. This breakdown contributes to a better understanding
of the participants’ backgrounds and viewpoints, contextu-
alizing the subsequent analysis and findings of the study
within the framework of these demographic characteristics.

Table VII presents the descriptive statistics and ar-
rangement levels of the study variables, both independent
and dependent. The descriptive statistics include thematic
averages and standard deviations, providing insights into
the central tendency and variability of the data. Among
the independent variables, the “Performance Expectation
(PE)” exhibited a thematic average of 4.3, indicating a
high level of performance expectation. Similarly, the “Effort
Expectation (EE)” scored 4.5, signifying a high expecta-
tion of effort. “Social Influence (SI)” garnered a thematic
average of 4.1, highlighting its influence on the study’s
context. “Facilitating Condition (FC)” scored 4.2, reflecting
favorable conditions for the study’s objectives. The “Gami-
fication Perceived Ease of Use (GPU1)” recorded a thematic
average of 3.8, indicating a relatively lower perception
of ease of use. Conversely, the “Gamification Perceived
Usefulness (GPU2)” achieved a high thematic average of
4.6, emphasizing its perceived usefulness. The “Behavioral
Intention (BI)” variable scored 4.4, suggesting a high level
of intention to engage in the specified behavior. The overall
average of the independent variables stood at 4.2, represent-
ing a generally high thematic average. For the dependent
variable, “Civic Engagement” received a thematic average
of 4.5, reflecting a high level of civic engagement. The
standard deviations for both independent and dependent
variables provide insights into the spread of responses
around the thematic averages. The descriptive statistics
and arrangement levels of the study variables provide
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TABLE VI. Demographic Characteristics and Perceptions.

Demographic
Object

The valid
items Number Percent %

Gender
male 220 57.3%

female 164 42.7%
Total 384 100%

Age

18-24 years 75 19.5%
25-34 years 115 2990.0%
35-44 years 70 18.2%
45-54 years 58 15.1%
55-64 years 50 13.0%
65+ years 16 4.2%

Total 384 100%
Very unfamiliar 34 8.9%

Somewhat
unfamiliar 58 15.1%

Experience Neutral 102 26.6%
Somewhat

familiar 135 35.2%

Very familiar 55 14.3%
Total 384 100%

Completely
voluntary 48 12.5%

Mostly
voluntary 78 20.3%

Voluntariness
of Use Neutral 85 22.1%

Somewhat
involuntary 94 24.5%

Completely
involuntary 79 20.6%

Total 384 100%
Total 451 100%

a comprehensive understanding of their distribution and
central tendencies. High thematic averages across various
independent variables, such as “Performance Expectation,”
“Effort Expectation,” “Social Influence,” and “Facilitating
Condition,” suggest positive perceptions and expectations
related to the study’s context. The “Gamification Perceived
Usefulness” stands out with its particularly high thematic
average, indicating its perceived value in the context of
gamification. The “Civic Engagement” dependent variable
also demonstrates a high thematic average, emphasizing
active participation in civic activities. These findings collec-
tively contribute to a deeper comprehension of the factors
affecting civic engagement within the Kingdom of Bahrain.

4. Hypothesis Testing
Table VIII presents the results of a multiple linear

regression analysis conducted to examine the relationship
between the study variables and their impact on civic

TABLE VII. Descriptive statistics results

Study
variable

The valid
items

Thematic
average

Standard
deviations Arrangement Level

Performance
Expectation

(PE)
4.3 0.76 4 High

Effort
Expectation

(EE)
4.5 0.68 2 High

Social
Influence

(SI)
4.1 0.92 6 High

Independent
Variable

Facilitating
Condition

(FC)
4.2 0.81 5 High

Gamification
Perceived

Ease of Use
(GPU1)

3.8 0.72 7 High

Gamification
Perceived
Usefulness

(GPU2)

4.6 0.64 1 High

Behavioral
Intention

(BI)
4.4 0.78 3 High

Average 4.2 0.72 High
Dependent
Variable

Civic
engagement 4.5 0.7 1 High

engagement in the context in the Kingdom of Bahrain.”
The analysis aimed to assess the significance of various
factors in influencing civic engagement within the specified
context. The coefficient of determination (R2) indicates
that 45% of the variance in civic engagement can be
explained by performance expectation. The F-value of 32.58
is statistically significant at the 0.001 level, indicating that
the relationship between performance expectation and civic
engagement is significant. The analysis revealed that effort
expectation accounts for 34% of the variance in civic
engagement. The F-value of 24.73 is significant at the 0.003
level, suggesting that effort expectation significantly affects
civic engagement. Approximately 52% of the variance in
civic engagement can be attributed to social influence. The
F-value of 40.12 is highly significant at the 0.001 level,
indicating a strong relationship between social influence and
civic engagement. The facilitating condition also explains
40% of the variance in civic engagement. The F-value
of 28.95 is significant at the 0.002 level, signifying a
significant impact of The facilitating condition on civic
engagement. The study also suggested that 20% of the
variance in civic engagement is explained by gamification
perceived ease of use. The F-value of 18.76 is significant
at the 0.008 level, indicating a notable relationship between
this factor and civic engagement.

Moreover, approximately 34% of the variance in civic
engagement can be attributed to gamification perceived
usefulness. The F-value of 25.14 is significant at the 0.003
level, underscoring the significant influence of this factor
on civic engagement. Finally, the analysis revealed that
behavioral intention accounts for 58% of the variance in
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civic engagement. The F-value of 48.92 is highly sig-
nificant at the 0.001 level, emphasizing the substantial
impact of behavioral intention on civic engagement. The
regression analysis results provided strong evidence to
support the hypotheses put forth in the study. All tested
factors—performance expectation, effort expectation, social
influence, The facilitating condition, gamification perceived
ease of use, gamification perceived usefulness, and behav-
ioral intention—have been found to significantly influence
civic engagement in the Kingdom of Bahrain. The findings
highlight the multifaceted nature of factors impacting civic
engagement and emphasize the potential of gamification
strategies to enhance citizen involvement in the public
sphere.

Table VIII showcases the results of a regression analysis
conducted as part of the study that aimed to explore the
relationship between various factors and their impact on
behavioral intention and civic engagement among individ-
uals in Bahrain. To achieve this objective, a regression
analysis was employed to examine the hypotheses pro-
posed in the study. The analysis assessed the influence of
independent variables, including Performance Expectation
(PE), Effort Expectation (EE), Social Influence (SI), The
facilitating condition (FC), Gamification Perceived Ease
of Use (GPU1), and Gamification Perceived Usefulness
(GPU2), on the dependent variables, namely, Behavioral
Intention (BI) and Civic Engagement. The table’s results
offer insights into the significance and direction of the
relationships between the independent variables and both
Behavioral Intention (BI) and Civic Engagement. Each
hypothesis is tested individually to determine whether the
independent variables have a statistically significant impact
on the dependent variables, contributing to our understand-
ing of factors influencing civic engagement. The analysis
revealed a significant positive relationship between Perfor-
mance Expectation and Behavioral Intention. This indicates
that higher levels of performance expectation are associated
with a greater intention to engage in civic activities. Effort
Expectation demonstrates a statistically significant positive
influence on Behavioral Intention. Individuals who perceive
higher effort expectations are more likely to express an in-
tention to participate in civic engagement. The findings also
supported a positive relationship between Social Influence
and Behavioral Intention. People who feel greater social
influence are more inclined to express an intention to engage
in civic activities. The facilitating condition also showed
a statistically significant positive impact on Behavioral
Intention. Higher levels of facilitating conditions contribute
to an increased intention to participate in civic engagement.
Furthermore, the analysis indicated a statistically significant
positive relationship between Gamification Perceived Ease
of Use and Behavioral Intention. Individuals who find gam-
ification easy to use are more likely to express an intention
to engage in civic activities. The results also supported a
positive and significant influence of Gamification Perceived
Usefulness on Behavioral Intention. Those who perceive
gamification as useful are more inclined to express an

intention to participate in civic engagement. Finally, the
analysis revealed a significant positive relationship between
Behavioral Intention and Civic Engagement. This suggests
that individuals with a stronger intention to engage in civic
activities are more likely to actively participate in civic
engagement. The regression analysis provided compelling
evidence that factors such as Performance Expectation,
Effort Expectation, Social Influence, The facilitating con-
dition, Gamification Perceived Ease of Use, and Gami-
fication Perceived Usefulness significantly and positively
impact Behavioral Intention. Moreover, higher Behavioral
Intention is linked to increased Civic Engagement. These
findings highlight the relevance of the proposed model’s
constructs in explaining and predicting civic engagement
behaviors among individuals in the Kingdom of Bahrain.
Furthermore, the constant coefficient signifies the baseline
effect on Behavioral Intention (BI). The results underscore
that these independent variables collectively contribute to
shaping civic engagement behavior in the Kingdom of
Bahrain. The findings enhance our comprehension of the
intricate relationship between these factors and their impact
on civic engagement, shedding light on potential strategies
to enhance citizen participation and involvement in civic
activities.

TABLE VIII. Hypotheses testing

Hypothesis Independent
Variable Beta Coefficient t-value p-value Result

H1
Performance
Expectation

(PE)
0.42 5.67 ¡0.001 Supported

H2
Effort

Expectation
(EE)

0.37 4.12 ¡0.001 Supported

H3 Social
Influence (SI) 0.29 3.58 0.002 Supported

H4
Facilitating
Condition

(FC)
0.25 2.87 0.006 Supported

H5

Gamification
Perceived

Ease of Use
(GPU1)

0.21 2.23 0.027 Supported

H6

Gamification
Perceived
Usefulness

(GPU2)

0.38 4.58 ¡0.001 Supported

H7 Behavioral
Intention (BI) 0.55 6.72 ¡0.001 Supported

Constant 0.65 7.562 ¡0.001 Supported

5. Discussion
The discourse surrounding civic engagement and its

intersection with gamification has been extensively explored
in previous literature. The evolution of technology has
facilitated citizens’ involvement in governance processes
through digital platforms, marking a transition from tra-
ditional participation methods [78]. E-participation, a sig-
nificant aspect of civic engagement, has evolved to en-
compass interactions between government entities and civil
society, striving to enhance community well-being [80].
However, quantifying the exact impact of e-participation
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on community welfare remains a complex challenge [143].
Framed positively, e-participation embodies citizens’ inter-
action with government and fellow citizens for community
betterment [79]. Nonetheless, achieving tangible community
betterment remains elusive, given the multifaceted nature of
engagement [81]. Civic engagement is an essential driver
of community progress, with active participation spanning
various levels of governance [82]. As individuals engage in
activities such as voting, suggesting projects, and expressing
viewpoints, collaborative efforts among researchers, local
authorities, and corporations have gained momentum, par-
ticularly within the framework of Smart Communities [83].
This emphasis on collaborative endeavors underscores the
significance of involving citizens, private enterprises, and
institutions in governance [84]. Despite these efforts, effec-
tively motivating and facilitating civic engagement remains
intricate [85]. To address this challenge, the integration
of gamification, the use of game elements in non-game
contexts, has emerged as a potential solution to enhance user
engagement and invigorate e-participation initiatives [94].
The findings of this study have been illuminated through
a comprehensive analysis of the presented tables, each of
which provides invaluable insights into the demographic
composition of participants, the descriptive statistics of
study variables, and the outcomes of hypotheses testing.
Collectively, these results offer a nuanced understanding
of the multifaceted factors influencing civic engagement
within the context of the Kingdom of Bahrain. The de-
mographic characteristics and perceptions of the study’s
participants come to the forefront. The gender distribu-
tion showcases a commendable representation, with both
male and female participants contributing to the study.
This balanced distribution ensures a diverse and inclusive
sample, contributing to the generalizability of the findings.
Furthermore, the age distribution reveals a wide range of
participants, ranging from young adults to senior citizens.
This diversity underscores the relevance of the study across
various age groups, capturing the broad spectrum of civic
engagement potential. The segmentation of participants’
experience levels and their perceptions of voluntariness of
use, as depicted in the same table, adds layers of context
to the findings. The varying degrees of familiarity and the
voluntary nature of engagement provide crucial insights
into the participants’ backgrounds and predispositions. Such
comprehensive demographics shed light on the nuanced
attitudes and behaviors that influence civic engagement in
Bahrain.

Moving to the descriptive statistics of study variables
reveal patterns of perception and anticipation. Notably
high thematic averages in variables such as ”Performance
Expectation,” ”Effort Expectation,” ”Social Influence,” and
”Facilitating Condition” signify an optimistic outlook to-
wards civic engagement. This optimism is particularly
salient in the thematic average of ”Gamification Perceived
Usefulness,” which underscores the potential of gamifica-
tion strategies to enhance participation. The corresponding
standard deviations mirror the variability around these av-

erages, providing a measure of response diversity. Such
variations could be attributed to the distinct backgrounds
and experiences of participants, further substantiating the
complex interplay of factors influencing civic engagement.
The substantial R-squared values signify the proportion of
variance in civic engagement that can be attributed to the
independent variables. The statistically significant F-values
bolster the case for the relationships between these factors
and civic engagement. The results point towards a profound
positive influence of factors like performance expectation,
effort expectation, social influence, the facilitating condi-
tion, and gamification on individuals’ behavioral intention.
These findings resonate with the hypotheses put forth in
the study, where each hypothesis gains empirical support.
This empirical backing for hypotheses involving variables
such as gamification perceived ease of use and gamification
perceived usefulness accentuates the importance of the gam-
ification’s role in fostering engagement. The significance of
behavioral intention in influencing civic engagement is also
highlighted, affirming the pivotal role of personal intention
in translating into active participation.

The beta coefficients, t-values, and p-values collectively
substantiate the relationships explored in the study. The
significant and positive beta coefficients for all hypotheses
confirm the influential roles of performance expectation, ef-
fort expectation, social influence, the facilitating condition,
and gamification in driving behavioral intention, which,
in turn, fosters civic engagement. These findings are not
only statistically significant but also conceptually profound.
The relationships established in this study contribute to
the body of knowledge surrounding civic engagement. The
identification of the interconnectedness of these factors
within the context of Bahrain provides actionable insights
for policymakers, practitioners, and stakeholders aiming to
enhance citizen participation. Previous research, such as
the study conducted by reference [95] in Bahrain, demon-
strates the adoption of technology to involve citizens in
decision-making processes, thereby promoting transparency
and government-citizen interaction. Their assessment high-
lighted significant progress across ten dimensions of e-
participation readiness. Bahrain’s utilization of e-petitions
and mobile channels in areas like education and politics ex-
emplifies the integration of technology for civic engagement
purposes. The government’s commitment to transparency,
equality, and engagement is reflected in diverse channels of
communication [95].

In Bahrain, the evolution of civic engagement has
progressed through various stages and strategies. Initially
centered on sharing political information, the focus shifted
towards fostering interaction with stakeholders through e-
participation. E-consultation, aimed at facilitating advi-
sory participation, feedback collection, and engagement,
gained prominence. Multiple ministries have implemented
e-participation, spanning education, healthcare, culture, and
more. The structured policy-making model involves stages
such as document publication, feedback collection, response
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analysis, decision announcement, and archiving [23]. The
incorporation of technologies to engage citizens and stake-
holders is accompanied by communication protocols that
ensure effective exchanges. The e-Government Authority
in Bahrain has demonstrated preparedness in terms of
sustainability, accessibility, resources, and promotional ef-
forts. Evaluative perspectives highlight improvements in
transparency, engagement, and conflict resolution. The com-
prehensive design aligns with political, project-oriented, and
socio-technical considerations, reflecting critical success
factors for effective e-participation [95].

However, platforms designed for civic engagement often
face challenges in achieving substantial participation rates
[96]. To address this issue, gamification has emerged as a
potential solution. The integration of game elements into
non-game contexts, such as e-participation platforms, holds
the promise of enhancing user engagement [97]. Despite its
potential, the efficacy of gamification varies across domains
[94]. Gamified applications have been shown to stimulate
community-focused suggestions, communication between
municipal services and residents, and awareness of environ-
mental concerns and crisis readiness [98], [99]. The success
of civic engagement initiatives, including those incorporat-
ing gamification, is contingent upon critical success factors
(CSFs) [100]. Transparency, comprehensive documentation,
updates, and effective communication mechanisms are inte-
gral elements within the framework of CSFs (e-Government
Authority, 2021). The interplay of these factors highlights
the importance of strategic planning and execution to en-
hance civic engagement through e-participation endeavors.
The motivation to engage is a crucial aspect of civic
participation, as emphasized by [89]. Motivation can stem
from intrinsic factors such as personal interest or extrinsic
factors that demand external stimuli. The design of engage-
ment tools, aesthetics, and incentives play pivotal roles in
shaping engagement behavior. However, the introduction of
incentives must be judicious to avoid diminishing intrinsic
motivation. The decline in interest over time is a natural
progression, but sustained engagement can be achieved by
fulfilling psychological needs and introducing revitalization
tools [101].

Factors influencing civic engagement have been ex-
tensively studied. These include attitudes towards e-
government, perception of value, trust in government initia-
tives, internet usage habits, and e-government engagement
intensity [102], [103], [102], [105]. Trust, in particular,
plays a significant role in shaping citizens’ intentions to
engage with e-government services [105]. The integration
of gamification within civic engagement platforms offers
the potential to boost participation rates [96]. The use of
game elements can tap into intrinsic motivations, resulting
in sustained engagement [5]. Gamification’s impact depends
on its design and context, highlighting the need for a nu-
anced understanding of its deployment [13]. Various studies,
such as [26], provide evidence of gamification’s positive
impact on civic engagement, emphasizing the importance

of elements like rewards, challenges, and interaction. The
literature underscores the complex relationship between
gamification and civic engagement, where effective design
can drive both extrinsic and intrinsic motivations, resulting
in enhanced participation. Gamification’s potential lies in
its ability to sustain engagement and motivate users through
meaningful interactions and rewards. In the context of the
Kingdom of Bahrain, integrating gamification within e-
participation platforms presents a promising avenue to drive
active citizen involvement, thereby enhancing democratic
processes and community welfare.

6. Conclusion and Outlook
This study has delved into the intricate relationship

between gamification and civic engagement, focusing on
the Kingdom of Bahrain. Through an extensive explo-
ration of existing literature, it is evident that civic en-
gagement, as a cornerstone of participatory governance,
has evolved significantly with the integration of digital
platforms and e-participation initiatives. While the potential
for enhancing community welfare through e-participation is
acknowledged, the challenge lies in achieving sustained and
meaningful engagement. Gamification emerges as a promis-
ing strategy to address this challenge by leveraging game
elements to augment user motivation and participation. The
Kingdom of Bahrain’s progress in e-participation serves
as a noteworthy case study, exemplifying how technology
can be harnessed to involve citizens in decision-making
processes. The evolution from sharing political information
to fostering stakeholder interaction and participation reflects
a commitment to transparency, engagement, and commu-
nity well-being. Nonetheless, the issue of low participation
rates remains a concern. Gamification, with its potential
to ignite intrinsic motivation and sustain engagement, of-
fers an innovative approach to overcoming this obstacle.
Through the lens of various studies, it is evident that
gamification holds significant promise in redefining civic
engagement dynamics. The introduction of game elements
into e-participation platforms has the potential to make
participation more appealing, enjoyable, and rewarding for
citizens. The positive impact of gamification on motivation,
sustained engagement, and enhanced participation rates
has been demonstrated across different contexts, and its
potential to transform civic engagement in the Kingdom
of Bahrain is no exception. Looking ahead, several recom-
mendations emerge for future research and practice. Firstly,
future studies could focus on empirically assessing the
effectiveness of gamification in e-participation platforms in
the Kingdom of Bahrain. This could involve conducting
experiments or longitudinal studies to measure the impact
of gamification elements on participation rates, quality
of engagement, and community outcomes. Additionally,
investigating the customization of gamification strategies
to different demographic groups could yield insights into
tailoring engagement approaches for maximum impact.
Furthermore, understanding the ethical implications and
potential challenges associated with the gamification of
civic engagement is crucial. Research should delve into
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the balance between motivation and coercion, ensuring that
gamified platforms uphold democratic principles and safe-
guard civil rights. Additionally, exploring the integration of
emerging technologies such as virtual reality or artificial
intelligence with gamification could open new avenues for
engaging citizens in innovative ways.

In conclusion, this study highlights the potential of gam-
ification to invigorate civic engagement in the Kingdom of
Bahrain and beyond. By tapping into intrinsic motivations
and transforming participation into an enjoyable experience,
gamification presents a powerful tool for promoting active
citizenship, enhancing democratic processes, and ultimately
contributing to the betterment of communities. As technol-
ogy continues to evolve and societies seek more inclusive
forms of governance, the exploration of gamification’s role
in civic engagement remains a compelling area for future
research and practical implementation.
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