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The Premise… Congratulations, 
You Logged-In!



What is 
gamification?

Your Gamified 
Class

Using the 
MakerLab

Core Elements 
& Tools

Gamifying Classroom 
Components

Designing & 
Implementing 

a Gamified 
ClassImplementation 

Work Day



The definition, err definitions?

 The process of game-thinking and game mechanics to engage used and solve problems 
(Zichermann and Cunningham 2011)

 The use of game design elements in non-game contexts (Deterding, et al. 2011)

 Using game-based mechanics, aesthetics and game thinking to engage people, 
motivate action, promote learning, and solve problems (Kapp 2012)

To what extent do you 
currently deploy gamification 

in courses as part of your 
teaching?

2002042Slido.com  



Using game-based mechanics, 
aesthetics and game thinking to 
engage people, motivate 
action, promote learning, and 
solve problems (Kapp 2012)

Let’s play a game!



Answer these questions based 
on what you know or assume 
about gamification.

Achievement Unlocked: 
Gamification Pre-Test

Kahoot.it Pin# 688205



Making every day tasks
an adventure increases 
satisfaction

Intrinsic Motivation: Challenge, Curiosity, Control, Context 



What are the most
important outcomes
from your class?

Reframing Classes as 
a Place for Learning 
Rather than Grades

Trying is often penalized with a loss of points, how 
can we change the narrative and mitigate the risks 
of failing in the classroom?

Extrinsic Motivation: Praise, Punishment, Public Recognition, Prizes  

Achievement Unlocked: 
Prioritizing Learning



What if we were better at encouraging trying?

 You learn through failing!

 For play to work: low stakes (lots of opportunities to fail!) 
and encourages relation (to others, to content, to 
format)

 Reinforces growth mindset, “practice makes better”

 “If we weren’t so concerned with failure, how much 
more could we learn?”

Growth Mindset



Effects of Gamifying Course Content

Don’t take my word for it, let’s look in the literature!



Not only did gamifying 
increase test 

performance, students 
liked it!



Gamification increased students’ 
appreciation of the benefit of 
cooperative learning on content 
knowledge 

Collaborative learning, by way of 
gamification, increased students’ 
motivation for learning



Team-based 
gamification closed 

gender –based 
achievement gap!



Gamification increased student 
attendance and engagement

Collaborative learning, by way of 
gamification, increased students’ 
motivation for learning

Achievement Unlocked: 
Teacher-Scholar



Types of Games



Classic Standbys

BINGO

Jeopardy

Quiz Bowl



Readymade Games & Apps



Building from Resources & Databases

There are tons 
of activities, 
simulations, 
and 
worksheets you 
can gamify 
available in 
public 
databases 
and 
repositories.

biointeractive.org 

phet.colorado.edu



Make your own!

Species Competition Game ↓

“I'm really glad I took this 
class and learned a lot! The 
parasite game was also 
super fun.”

“The games with the 
class were really fun. 
We all got to talk freely 
and bounce ideas off 
of each other which I 
liked.”

Parasite
           



Gamify your class from top to bottom!



Want to Learn More? 

This text provides a 
lot of idea at varied 
levels of activation 
energy

This guide provides 
a roadmap to a 
complete 
gamification of your 
course – detail & 
plans!

Step-by-step approach 
to applying the concepts 
of gamification, learn & 
apply

An account of how to 
use gamification in the 
online learning with 
applications for on-
ground, hybrid, and 
eLearning settings 



Questions? Submit them here!

Congratulations! You have 
completed Level 1: What is 

gamification?

Join us next Tuesday at 3pm in the MakerLab!
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