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What Is Gamification
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Introduction
ecially in educational

to education is increasing due
tal learning

e Gamification has gained significant attention esp

contexts. The trend of integrating gamification In
to the advancements in technology which allows more digi

environment.

fication is not about a game, but about the use of game

e Simply put, gami
ch one or more game

olements in a non-gaming context. ltis a method in whi

elements are processed for better transfer knowledge.
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e These methods can include points, leaderboards, direct competitions and
ctickers or badges. A similar definition of gamification is that a set of activities
and processes to solve oroblems by applying the properties of games. By
gamifying education, students are interacting with classroom material in a
new and fun way, and retaining the information they learn for longer.
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Introduction

of gamification. The way the elements
tive and social cultural
grated as socialiser the

e The use of game elements is the heart
are used impacts the affective, behavioral, cognli

engagement. For instance; the more elements are inte

more a game is robost in terms of social-cultural perspective.
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enfits of Gamification in Education
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° | earners have e | earnersactmore o |t offers situated
control over their comfortablein a e  Gaming makes learning and augments
' : : addiction to |earning. retention of knowledge.
own |ear|n . |earn|ng enwronment - .
g o Gamification

e Learning becomes in which gaming . .
provides real-time

feedback.

fun and thus exists.

e (Gamification sparks

motivates intrinsicly. students’ curiosity




How Can I Gamily Education In My
Classroom?
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Gamification in Award students Integrate educational video
rading: o ames into your
srading with badges £ oY
curriculum

Each assighment and each As students watch tutorials and The use of games allows students to fail,
test feels rewarding, rather complete tasks, award them points and overcome, and persevere. Students are
than disheartening. Using badges to track progress and encourage given a sense of agency—in games, they
experience points allows perseverance. It's important to add control the choices they make, and the
educators to align levels with value to badges, such as bonus points, more agency students have, the better
skills and highlight the skill levels, etc. students do. @

inherent value of education. = (“' ,i(C
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How Can I Gamily Education In My
Classroom?
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Implement a class-
wide rewards system

Each assignment and each
test feels rewarding, rather
than disheartening. Using
experience points allows
educators to align levels with
skills and highlight the

inherent value of education.
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Gamily homework
assignments to encourage
informal learning

We Educators hope that games will
eventually transform learning into
informal settings. There are not enough
hours in the day for an educator. Games
allow curiosity and learning to continue
long after the bell rings.
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Point systems Leaderboards Badges
Par ks Parks: Perks:
-Build motivation -Builds team-work spirit -Students feel recognized
-Track prograss -Develops a competitive ~Drives more enthusiasm
-Increase engagement frame of mind
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Challenges .
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' o e -Channelizes enthusiasm
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Avatars or Role-playing Quests Quiz
Parks: Perks: Perks:
-Induces ereativity -Encourages collaboration -Promotes brainstorming
-Builds strong communication -Teaches information gathering & -Builds confidence
ckills sharing -Turns information into
-Builds patience & problem-soky- knowledge

Impacts overall personality ing skills
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