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Core Elements

Gaming Elements
 Points, Badges, Leaderboards, or Levels – 

How is progress measured and 
communicated?

 Quests: The meat of the course
 Rewards: Extrinsic motivation
 Social Components: Competitive or 

collaborative
 Rules: Every games has guardrails 
 Narratives: The fun, this makes the game 

memorable and immersive

Closest Course Analogs
 Grades
 
 Assignments and Assessments
 Grades?
 Group work, discussion, grades?

 Course policies, Syllabus
 Application



Points, Badges, 
Leaderboards, & Levels

How is progress measured and communicated?



How to represent progress:

 Things to consider:
 What is your goal?

 What are you aiming to communicate?

 How can you share this information with 
students?

 What kind of motivation are you hoping to 
tap into?



Let’s Discuss:

 What progress communication 
strategy might work best for your 
course?

 What strategy do you find the most 
motivating?

 Which strategy do you think 
communicates best with students?

Chat Bubble 
Achievement!



Quests
The stuff of a gamified course



What is a quest?

An activity An assignment An assessment



Keep it on theme

The narrative

But it is still course content

Link to specific objectives

Clear, consistent, language Want to link to the theme, 
key objectives, course 

content, and consistent 
verbiage 



What is a quest?

An activity An assignment An assessment



Want to link to the theme, 
key objectives, course 
content, but is doesn’t 

need to be 
overcomplicated

Practice & Repetition

Journey Through Space: Mastering Proportion & Rates

Objective: This worksheet will help you practice solving problems 
involving proportions and rate, using the theme of space travel & 
exploration 

Keep it on theme, but link to specific objectives



What is a quest?

An activity An assignment An assessment



This might be questionable, 
I would probably adjust this language… 

The narrative does double duty by helping students 
thinking about how they might apply principles in 

“the real world”

Importantly, the actual question can make sense 
independent of the narrative.

Instructions but with narrative



Side Quest: 
How do you think incorporating a narrative or theme 
might impact student motivation?
Would they think its cheesy?
Would it help them think about content different?

Thinking about Themes



Rewards
Grading and other learning acheivements



Grading in Gamified Classes

 Could be graded the normal way you’ve always done it
 What if these were labeled “XP”?

 Could label the accumulation of points with “levels” (a mystery/detective themed 
course: Gumshoe, Private Investigator, Sergeant Investigator, Detective, Chief)

 Could link tasks, assignments, and assessments to standards (see Standards-Based 
Grading)

  Could be other types of “rewards”
 “Item drops” – opportunities for students to practice that must be unlocked by action 
 Institution of time limits or time bonuses – turn your homework in early and get early 

access to the quiz



You’re making 
GREAT progress!



Social Components
Every person for themselves or Better together?



The Social Aspect

Competitive Set-Up

Some students are very 
motivated by competition:

• Competitive Perfectionists

• Risk-Takers & Challenge-
Seekers

• Social Status Seekers

• High Achievers



The Social Aspect

Collaborative Set-Up

Some students are very 
motivated by competition:

• Community-Oriented 
Students

• Constructivist Thinkers

• Empathetic & Inclusive 
Students

• Accountability-Driven 
Students



How have 
these 
student 
types shown 
up in your 
class in its 
current 
format?



Striking the Balance

 Individual Mastery-Based Grading Strategy: Use a 
grading scale that rewards personal improvement 
rather than ranking against peers.

• Example: A biology class allows students to 
reattempt quizzes and improve scores, rewarding 
persistence and self-competition rather than just 
raw performance.

• Who Benefits Most?
• High Achievers – Motivated to push for top 

scores.
• Goal-Oriented Students – Encouraged to track 

their own progress.
• Competitive Perfectionists – Have a chance to 

refine their work without fear of failure.

 Team-Based Assessments Strategy: Use group 
projects where students collectively solve 
problems, submit reports, or create presentations.

• Example: In a computer science course, students 
work in teams to develop an app, with each 
member assigned a role. The project is graded on 
both individual contributions and overall team 
effectiveness.

• Who Benefits Most?
• Community-Oriented Students – Thrive in 

cooperative learning.
• Constructivist Thinkers – Prefer co-creating 

knowledge.
• Accountability-Driven Students – Feel responsible 

for their team’s success.



Striking the Balance

 Competitive Collaboration: Team vs. Team 
Challenges (Supports Both)

• Strategy: Create inter-team competitions, where 
collaboration is required but there is still a winning 
outcome.

• Example: In a physics course, students participate 
in an engineering challenge, designing and 
testing structures against other teams. The best 
design wins, but all teams receive credit for 
participation and effort.

• Who Benefits Most?
• Team-Oriented Competitors – Engage in friendly 

rivalry while working together.
• Team-Oriented Problem-Solvers – Enjoy working 

together toward a goal.
• Competitive Perfectionists --Strive for excellence 

within a high-stakes team environment where 
both individual contributions and collective 
success matter

 Balanced Grade Distribution (Supports All)
A well-structured grade breakdown might look like 
this:
• 50% Individual Mastery (quizzes, exams, personal 

improvement opportunities)
• 30% Group Work (projects, discussions, team-

based assessments)
• 10% Peer Review & Teaching (critiques, mentoring)
• 10% Optional Competitive Challenges (extra 

credit or bonus assignments)
• Who Benefits Most?

• Everyone –There is something for each type of 
student here and it combines the strengths and 
weaknesses of each type of student for a well-
rounded class.



Rules

Making the Class Make Sense and Keeping the Guardrails Up



Rules for a Gamified Course
• Define the objective for the game/course

• Link learning objectives to game 
components

• Be clear how students progress through the 
game/course and what kinds of activities 
contribute directly vs. indirectly to that 
progress

• Set milestones
• Be transparent

• Explain rewards and be sure that they’re 
attainable for all learners

• Delineate collaborative and independent 
work

• Set expectations about participation or 
engagement

• Specify how competition impacts student 
grades



 Important Rules Takeaways
 Clear progression system—students 

understand exactly what they need to 
pass.

 No one "fails" just because they didn’t 
win competitions—everyone can progress 
by engaging.

 Flexibility for different learning styles—
students can focus on individual mastery, 
teamwork, or a mix of both.

 Engagement-driven motivation—
students are incentivized to push beyond 
the minimum.



The Narrative



 Points, Badges, Leaderboards, or Levels: 
Gumshoe, Private Investigator, Sergeant 
Investigator, Detective, Chief 

 Quests: Investigate the cause of death of a 
victim wherein the suspects are pathogenic 
microbes; Clues are the characteristics of the 
infection, symptoms of the victim prior to 
death; Interrogation of “known accomplices” 
aka closely related organisms

 Rewards: Item/Clue Drops, New Abilities, Time 
Limits/Bonuses, Level Advancement 

 Social Components: In class 
discussions/investigation comparisons, reveal 
of clues, mixed level groups, etc.

 Rules: Follow the process, Preserve the chain 
of custody, Avoid random guessing, Use the 
scientific method,





What kind of 
narrative would 
be fun to 
explore for 
your course?

Game Designer



Tools 



Tools & Apps for Gamification

You should have received an email with these links!



Questions? Submit them here!

Congratulations! You have 
completed Level 2: Core Elements 

& Tools for Gamification

Join us March 18th at 3:30pm
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