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The use of gamification has gained popularity in higher education, which offers a valuable learning experi-
ence and improved skills acquisition by incorporating game-based mechanisms such as points, badges, leader-
boards, and challenges. The use of gamification in education enhances student engagement and motivation
by making learning more interactive and fun, improves learning outcomes, incentivises self-directed learning,
and encourages collaboration and competition, thereby building connections within academic communities.
Despite these benefits, the implementation of cloud-based gamification in South Africa faces several chal-
lenges, including the digital divide, accessibility, infrastructure, data security, and faculty readiness. Address-
ing these challenges is crucial for the successful implementation of gamification within the higher education
environment. The challenges, which include inadequate infrastructure, unreliable internet services, and the
affordability of technology, significantly hinder the use of cloud-based platforms, especially among disadvan-
taged students.
This study aims to develop a cloud-based gamification model to enhance collaborative learning in South
African higher education institutions, specifically universities in Gauteng Province. The integration of the
GamificationAcceptanceModel, Gaming Learning Systems Framework, Self-DeterminationTheory, and Teach-
ing Gamification Infrastructure Cloud-based Framework factors can be identified in the development of a
cloud-based gamification model. By integrating game elements like points, badges, and leader boards, the
model seeks to foster a competitive yet skills-based environment. The data will be collected from participants
through quantitative surveys and qualitative interviews, and the Delphi method will be used to achieve expert
consensus on the model’s usability, relevance, and impact on student learning outcomes.
The expected contributions of the study are methodological, practical, and theoretical by developing a cloud-
based gamificationmodel that will be tailored to South African higher education institutions. Thismodel seeks
to improve educational practices, enhance student engagement, motivation, and learning outcomes, and ad-
vance educational technology and collaborative learning, providing valuable insights and tools for various
educational contexts to support student success.
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