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Introduction 

Gamified learning has become an effective tool in modern marketing campaigns, combining interactive material with entertaining gaming features like rewards and points to draw in customers. By making brand interaction enjoyable and fulfilling, it promotes a more enhanced engagement than the average traditional marketing techniques. This strategy improves how their customers learn about the campaign's products and services while also boosting motivation and long-term knowledge, at the same time reducing further errors that may affect the future brand reputation. Gamified learning is set to become a crucial tactic for future marketing campaign growth as digital customers demand more immersive and engaging experiences. These methods are successful due to marketing campaign employees using business tools like SWOT and PESTLE to show first-hand what needs to be done or changed within the campaign in order to become increasingly popular and effective. SWOT analysis is a tool that can assist in appraising a business’s current strengths via internal and external review. PESTLE identifies the long-term future marketing strategies, for example, trends that will be needed in the development of business environments and sectors. SWOT and PESTLE as a whole serve as tools that are successful as they both examine internal and external analytics to further help campaigns differentiate from similar competitors. On the other hand, while SWOT and PESTLE have similarities, they also differ in different aspects, one example being that SWOT divides and separates into two categories: positives and negatives, whereas PESTLE classifies external influences into Political, Economic, Social, Technological, Environmental and Legal. Additionally, the main focus of this report is to broadcast the efficacy of gamified learning in a marketing campaign and the ways that this is made possible for key future developments.














Main Findings

Gamified learning in marketing campaigns across the world can be utilised for providing important achievements and drawing people in; this is mostly done through rewards, points and loyalty programmes to gain customer satisfaction and increase engagement. Marketing campaigns frequently seek to inform customers about the particular characteristics of their product to try and stand out from competitors now and in the future. The rapid growth of smartphones, handheld smart devices, along with the pervasive adoption of internet-based services, has specifically generated a wide demand for gamification (Ocean, 2021). 

Nevertheless, two of the business tools that have been chosen in this report are PESTLE and SWOT to examine gamification in marketing. PESTLE is utilised in the campaigns to determine how safe the data is to ensure that no customer's personal information is leaked and to limit the risk of damaging the brand image. The economic aspect of SWOT includes using rewards and points to further motivate customers into becoming loyal and intrigued; this is mostly done through discounts, points, etc. Similarly, social trends are becoming increasingly popular over the years, and therefore marketing campaigns must coincide with them in order for successful gamification, not just now but in the future as well. With advancing technology on the rise, it is important for marketing campaigns to create new opportunities with AI and VR for engaging and customised gamified experiences. However, campaigns need to adhere to advertising laws and regulations to stay away from legal liabilities. Lastly, in future marketing campaigns, one of the goals that aspires to be achieved is to aim to become more eco-friendly for target audiences by promoting sustainable products, whether it be online rewards or biodegradable plastics, in the next couple of years. While often mentioned together, SWOT and PESTLE aren't interchangeable. They serve distinct but complementary roles in strategic planning, especially for B2B account teams trying to understand their clients better (Jahic, 2025).

SWOT analysis is a successful and widely used business tool that is used by many companies, similar to PESTLE, to evaluate how the business is currently performing and where improvements need to occur. Over the last decades, gamification has become increasingly popular, its benefits being recognised by a large cluster of e-Commerce providers and consumers (Ioana Andreea Bogoslov and Georgescu, 2023). Strengths include Gamification in marketing not only attracts attention but also builds long-term loyalty. By offering rewards and badges, customers feel valued. Loyalty programs that use points or leaderboards foster a sense of achievement and competition, encouraging repeat purchases and deeper engagement (Morley, 2024). However, they are prone to weaknesses; these include that it can be challenging to get right—if fundamental techniques are not implemented properly, the performance of the campaign can backfire and actually disengage users rather than engage them (Burmester, 2022). The Gamification Market has grown significantly, with the key growth role played by various sectors in terms of adoption of digital engagement strategies. Numerous opportunities exist, such as incorporating various gamified systems into national structures to enhance experiences (S&S Insider, 2024). However, threats are inevitable; for example, changes in technology can pose risks to businesses through automation and increased competition. It's important to follow technological updates in the industry and maintain enough flexibility to adapt quickly (Indeed Editorial Team, 2021). SWOT and PESTLE are similar in the way that they both provide decision-making and both analyse threats and opportunities by sharing perspectives on internal and external influences. SWOT Analysis is a tool that can help analyse what a company does best now, and to devise a successful strategy for the future. SWOT can also uncover areas of the business that are holding you back, or that competitors could exploit (Dunne, 2024). Furthermore, it can be used on its own for a quick analysis, but it is most effective when it synthesises the findings from prior PESTEL research (Affordable Dissertation, 2021). Additionally, it can be considered all about opinions and how both tools either coincide or oppose each other and how some managers may tailor them to their specific business. 

However, on the other hand, it can be argued that SWOT and PESTLE differ when it comes to future developments in technology in relation to marketing campaigns. The main difference between the two is that a PESTLE analysis focuses only on external forces. A SWOT analysis looks at internal and external factors that can affect a business, such as your internal resources (staff) and tangible assets (Jones, 2022). SWOT separates external insights into positives (Opportunities) and negatives (Threats), and PESTEL categorises external factors as being either Political, Economic, Social, Technological, Environmental or Legal/Legislative (Fox, 2025). In regard to marketing campaigns, SWOT focuses primarily on how the business uses technology now, whereas with PESTLE, it determines what kinds of long-term future marketing tactics will be required or feasible for technology to be improved. Long-term strategic planning, PESTLE analysis supports organisations with great insights into long-term developments and trends and macroeconomic factors that could impact their industry/ sector and business environment (Ramsudeen, 2025). However, SWOT focuses more on the repercussions of a damaged brand reputation and what it can do to a marketing-focused business and ways to make it successful. For example, it shows how skilled the marketing team are and how they run the business and whether they spot inconsistencies to stop hostile competitors, whereas PESTLE does not do this.  

Gamified learning is extremely effective in marketing because gamified events typically greatly increase user engagement as they provide quick feedback, which promotes ongoing involvement for future recommendations of the business. Feedback in gamified learning transforms the way we learn by making it instant, interactive, and engaging. Boosts Engagement: Gamified feedback increases employee engagement by 48% and academic performance by 40%. Drives Motivation: Features like points, badges, and leaderboards encourage participation and progress tracking (CompassAI, 2025). This is important to reduce errors or mistakes in the future. Gamified learning in marketing is favourable for future uses through positive consumer behaviour, for instance, recycling, global warming and technology. Marketing businesses may set themselves apart from competitors and have a significant emotional effect by integrating gamified learning into their online marketing efforts. Using Apps that challenge users to ‘green’ actions, such as planting a tree, reducing plastic use, or biking to work, and reward them with points or virtual badges. Platforms where users create and manage virtual ecosystems, learning about biodiversity, conservation, and the impacts of various human activities on the environment (admin, 2023).

Part of marketing campaigns is to continue and remain successful. One of the most important ways of doing this is through recommendations. There’s definitely no” one size fits all” answer to this, but the data will play an important role- from understanding the market and the audience, to identifying the right sort of content/messages and channels to use, all the way through to analysing the campaign’s success (Gilsenan, 2024). It’s a good idea to get to know your local media (Museums Galleries Scotland, 2025), which is key to standing out against local competitors. Another recommendation is that developing a compelling message that speaks directly to the target demographic is key. This message should be consistent across all channels, whether it’s through an email marketing campaign, social media posts, or paid ads. It should reflect values and fit customers' personas (Team, 2025). Secondly, by studying competitors’ strengths and weaknesses to differentiate your approach. It allows the campaign to be in control of what needs to be done to make sure competitors do not take over. Tools like SWOT analysis can provide a structured way to assess marketing campaign positions (Park University, 2025). Gen Z are the most marketed to generation in history and has a huge impact on how they engage with marketing. Vision Critical research shows that the average attention span of a Gen Z is eight seconds, four seconds less than a Millennial. To engage them, (Stansell, 2025) marketing campaigns should conduct research in advance and tailor their campaigns to their target audience's attention spans and make sure that rewards and points are promising in order for them to retain the information given. Furthermore, KPIs are often the key to successful, grounded marketing campaign strategy planning (Cloud, 2017) and are also important to see indications that may need to be altered or kept the same. Lastly, Interactive quizzes, polls, and challenges encourage users to willingly share preferences and feedback in exchange for personalized experiences. This ethical approach to data collection respects user privacy while providing brands with authentic insights they can use to tailor future marketing campaigns to actual customer preferences (Grzybowska, 2025).
























Conclusion 

In conclusion, gamified learning in relation to marketing campaigns has been shown to be a successful tactic for raising customer engagement and strengthening brand recognition in advertising efforts. Due to its being intriguing and gratifying, it promotes consistent engagement, which increases the impact of memory retention and knowledge. This is done by marketing campaigns by applying rewards and points to further encourage customer loyalty. This is represented through two business tools, SWOT and PESTLE, which are both needed and used for marketing campaigns in order for them to examine internal and external analysis. The similarities typically exceed the differences, even though their achievements depend on careful planning and target audience demographics. With continued improvements in modern technology, gamified learning is expected to become more popular, especially amongst the younger generations and with them influencing future marketing tactics. Likewise, it gives marketing campaigns special opportunities to cultivate long-term customer loyalty and commitment by crafting memorable and enjoyable customer experiences for everyone. Additionally, the information obtained from gamified learning and encounters may be able to assist marketers in improving and customising marketing campaigns currently and for future recommendations. In the end, this turns gamified learning into a strategic advantage for long-term marketing success rather than using outdated traditional measures. Ultimately, future recommendations within marketing campaigns are what drive and encourage their growth, whether it be immediate feedback or customer loyalty, every last detail is important to make a profit and expand. 


















Reflections

As always doing new things that push you out your comfort zone can be intimidating I first discovered this when I joined my university’s You’ve been hacked escape room during the first week of freshers. We had to work together as a team to try and stop a cyber-attack crisis from happening enabling my interactive side to come out. However, my emotions were running high due to my first proper day - navigating campus, finding your building, wondering if you’ve brought the right stuff - it can be a bit much (Queens University, 2019). At first, I was reasonably quiet and let some of the other people complete the tasks but then as I got more confident, I started to participate and share my opinions on how to solve the clues. I would say what went well was the fact we completed the escape room as a team and I made a few friends out of doing the experience which, I would definitely do again. This is shown as stronger friendships can be forged through this shared experience, which is full of urgency, fun and excitement of it all (Gale, 2024). 
On the other hand, I would say what did not go so well was the fact that we as group found it hard to complete the clues without some sort of third-party help, I also found it hard as I had no previous knowledge on cyber security. In the future I think working collaboratively is important by using essential teamwork strategies to delegate tasks appropriately. It's essential to play to each team member's strengths and assign tasks accordingly (Watermeier, 2024) as this makes it easier to get the clues done quicker. I think some factors that contributed to this was that not everyone was listening to each other and key information for clues were not communicated properly allowing for missed opportunities, and tasks in order for us to move on. It was also hard to communicate with each other as it was dark and loud in there. As stated Without effective communication, teams struggle to collaborate, misunderstand expectations, and fail to align on goals (Hall, 2025) which is why communication is key for success. Puzzles that require teamwork suit smaller groups. This fosters communication and collaboration (Escapely, 2024). 
Furthermore, I would like to change the fact that I was nervous at the beginning and show myself that I did not need to be as I made friends out of the whole experience which, I wouldn’t have done if I didn’t go. One lesson I would say that I learnt is allowing myself to be more patient towards my teammates who were completing the other half of the clues, as they were not as fast as we were when completing them within the given time frame. I would say I need to learn to tolerate the completing one task instead of multitasking (Patience, 2023). I think if I did it again some steps I was take is to encourage myself to be more confident, in the aspect of being more open-mined and putting myself forward more. One way of doing this to reduce stress and guilt (Edgecombe, 2023) and to just have fun not worrying if I get the clue wrong as many other people failed at doing them as well. In the future I think that the timescale of the event needs to be longer as we did run out of time for some parts. The difficulty of the puzzles is one of the biggest factors that affects how long it takes to finish an escape room (escapeworksdenver, 2025) and it was quite challenging to crack the codes and make hard decisions under pressure all within the timescale.

Apart of life is growing up and moving away from home, it is however daunting moving from one place to another. I found this to be true when I moved from Birmingham where I was studying online to the shift of reality when attending university on campus for the very first time. Emotions were definitely running high as the idea of the move can be quite nerve wracking despite these nerves it all worked out in the end, and I no longer have any worries or doubts. For example, moving to a new city can be overwhelming, so familiarising yourself with the local area can significantly ease the transition (Team, 2024). Furthermore, the shift from not seeing my sister and parents every day was also a big shock as I did not think I would miss them that much and it however also took some time to get over the homesickness.
Firstly, what went well for me was that moving to an on-campus made it possible for me to be physically present, which ultimately increased my motivation and was far more beneficial, particularly if I was unsure on an assignment as I could ask questions in person face to face, with a better understanding of the task at hand. This is in the context that a more hands on approach is best suited to me especially in an educational setting. Several research projects demonstrate that students learn most when they actively engage with material by, for example, asking about things that they are uncertain about or in seeking confirmation (Faculty Of Science , 2024). However, on the other hand, what did not go so well with the online course was that I was limited to making new friends as it had people located from all around the world, so it was harder to reach out and communicate with them, but this was no longer a problem when I enrolled on campus. The physicality of in-person classes presents a sense of community that can easily be lost online. When you are all in the same physical setting, making connections feels natural and it is unquestionably easier to reach out to classmates and professors alike (Ong, 2020). I think one of the major factors that contributed to this was the need to go out and enjoying the university life as much as I could, so I pushed myself even further out of my comfort zone and decided to stay in a student accommodation to enable me to make more new friends. For instance, university is not all about learning but includes learning what works for you in new friendships and relationships (kadambari, 2025). 
Furthermore, some of the lessons I would say I have learnt from is that I definitely prefer face-to-face learning now as opposed to it all being online simply because it is more straightforward to learn from and more interactive rather than just looking at PowerPoints all the time. Interactive features of PowerPoint like hyperlinks, embedded videos, and animations can foster an interactive learning environment. They can encourage students to participate actively in the learning process rather than being passive recipients of information (SlideGenius, 2025). I think for in the future I would without a doubt change my prior decision-making actions as I ought to have begun University straight after college as I failed to enjoy the year online. One way I should have done this is by joining clubs and societies earlier as it would enable me to establish acquaintances quicker as one of the hardest parts of university life is settling in – joining societies makes it easier to make friends in your first few weeks (Williams, 2025).
I think now that I have properly settled in at an on-campus university for my next steps I need to now further boost my time management skills as it is much more important now by utilising apps like reminders to help me stay on track with due dates. I also need to review comments frequently so that I can continue to get better at each assignment and learn from previous mistakes. What I need to change now is finding a quiet place to study as I am used to studying in my room back at home thus, now I need to proceed to use the university library to be more consistent. 

Two years ago, my family and I moved to Spain for my mum’s job, I completed Year 12 and 13 there just after I had done my GCSE’s. At first, I initially felt uneasy and uncomfortable about the whole thing as I was going into an unfamiliar setting which I was not used to. Everything surrounding me had changed so rapidly that I had a mixture of anxiety and also excitement. At the same time, anytime I missed the comforting familiarity of England I did develop some anger towards my parents for moving as homesickness was the hardest part to deal with.
As I gradually began to meet more people, I became aware of how different their language and culture is compared to the UK as social norms around friendship can vary widely between cultures (admin, 2024). One thing that I benefitted from was having being embraced by Spanish every single day helped me easily learn some of the common phrases. Similarly, I was not the only one in the position of learning a new language which helped me feel more confident and that my classmates encouraged me when I attempted to speak Spanish. For example, the benefits of bilingualism on the brain are well-documented and far-reaching. Studies have shown that children who acquire a second language are more confident about conversing with others and score better in memory tests (Lykke Digital, 2023). On the other hand, what I struggled with the most was missing my old friends who I grew up with I felt homesick and missed going out with them which I realise now is a completely valid response. This is due to the fact that I arrived at a new school at an awkward school year where everyone already knew each other as friend’s groups had already been formed. However, I quickly felt included and welcomed making me feel much better about being in a completely new country. 
One of the many factors that contributed to our move was work, living costs and also the warmer weather which I did not mind. Furthermore, the most likely factor was that the cost of living is much lower in Spain than it is in England for instance, On average, consumer prices in Spain are 18.6% lower than in the United Kingdom (SEM Consultants, 2023). I had however noticed that relocating to Spain was not entirely abrupt because I had heard my family discussing that they had wanted to move for years. I think Spain was chosen as whole due to us having multiple holidays to Spain over the years and how my family had fallen in love with it. 
Furthermore, I discovered that it usually requires time to adjust to a new environment and that it is acceptable to initially feel unsettled Adjusting to change requires a blend of patience, self-awareness, and resilience—a journey where emotions like excitement, anxiety, or uncertainty often mingle (Transitions, 2024). Secondly, I also learnt that pushing myself beyond my comfort zone fosters personal development, particularly when I’m open to communicating and exhibiting self-patience. By putting yourself in new situations, you can gain different perspectives. Different environments and experiences allow you to approach unfamiliar topics with a broader perspective (Speaker Agency, 2025). However, I would change the fact that I was not extremely prepared for the cultural changes, and I expected it to be a lot easier to adapt to. I will keep refining my Spanish so that when I do go back to Spain I can still communicate and interact with others more effectively and speak more confidently. However, the hardest thing about learning a language is starting it. The second hardest part is to continue it (Rob, 2012). One factor that needed to change is how hard I was on myself when I should have been more patient by not comparing the life I had back in England to the one I had in Spain and just loosening up and enjoying it more. For example, I needed to stop thinking about my friends from back home and focus more on having fun with the friends I made in Spain.
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