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Let’s Gamify these Key Classroom Elements

Syllabus Blackboard Tests Attendance



Syllabus Escape Room

Incentivize and gamify 
students inventorying and 
interrogating your syllabus
• Ask them to find key items
• Highlight the important tasks 

or projects they need to flag
• Challenge them to reflect on 

why a policy is in place



 Puzzle 1: The Office Hours Vault
"The key to success is knowing when 
to ask. I’m always here for you, but not 
on campus 24/7. When and where 
can you find me?"

A fun twist? Have students come find your office 
and reward them with some XP or an “item drop”

 Unlock Code: (The correct 
office hours listed in the syllabus)

 How to Implement:
In-person: Have students find the 
office hours in the syllabus and 
write them down to show the 
instructor or TA.
Online: Use a Google Form 
where they must enter the 
correct office hours before 
moving on.



 Puzzle 2: The Grading Gridlock
"Some tasks are small, some weigh 
more. To reach the goal, you must 
explore. What kind of task or 
assignment is worth the most?“

Emphasizes that not all tasks are created equal. Could also emphasize the importance of 
small tasks like, “If I never complete the homework on time what the highest grade I 
could earn?”

 Unlock Code: (The highest-
weighted assignment in the 
grading breakdown)

 How to Implement:
In-person: Provide a multiple-
choice sheet where students 
circle the correct answer.
Online: A dropdown menu or 
short-answer question in a 
Blackboard quiz.



 Puzzle 3: The Deadlines Dilemma
"Wait too long, and doors will close. 
When must the first big task be 
completed?"

You can also use something like this to highlight your late or missed work policies.

 Unlock Code: (The date of 
the first major assignment)

 How to Implement:
In-person: Have hidden 
envelopes with different due 
dates; only the correct one has 
the next clue.
Online: A short-answer question 
that requires the exact due 
date.



 Puzzle 4: The Plagiarism Paradox
"If you copy, if you steal, your grade 
will surely take a hit. Where can you 
find the rule that tells you this?"

I love to emphasize this part with posing “What if” scenarios and asking the students how 
they would handle them using the student handbook and syllabus policies (great place 
to bring us using GenAI too !).

 Unlock Code: (The section in 
the syllabus about academic 
integrity) 

 How to Implement:
In-person: Have students 
highlight the relevant passage in 
the syllabus.
Online: A fill-in-the-blank or 
dropdown selection in a quiz.



 Final Challenge: The Course 
Success Treasure
"You've cracked the code and 
reached the chest! But one final test 
remains. Tell me—what is one key to 
success in this course?"

Let’s remember why we’re here!

 Unlock Code: (Any key 
takeaway from the syllabus—
students must write their own 
answer!) 

 How to Implement:
In-person: Have students write 
responses on sticky notes to 
share.
Online: A short reflection 
question.



Use the syllabus as a place to set the narrative (see Week 2 handout)



Let’s Gamify these Key Classroom Elements

Syllabus Blackboard Tests Attendance

Syllabus Sleuth



Progress Tracking
Grading Schemas



Create a 
Tournament using 
the Quiz Bowl 
Feature



Adaptive Release
 You can completely customize how things are released:

 Achievement
 Engagement
 Date



Achievements



Exemplary Course 
Program

Offered by Anthology



Add progress tracking as a visual cue



Thinking 
Creatively About 
Grade Display

 You can create up to 100 
grading schemas in BB!

 You can have course level or 
individual assignment levels

 Report out both XP (points) 
and rank within the Gradebook



Let’s Gamify these Key Classroom Elements

Syllabus Blackboard Tests Attendance

Control Panel 
Commander



Gamifying Exams

 Keep them on theme

 Give them a fun name (Boss Battles, Firewall Test, Rounds Review, Diagnostic 
Challenge, Arcane Trials, Hack-a-Thon)

 Present them as an opportunity to level up

 Link content to specific learning objectives (I love how this works in standards-based 
grading)

 This doesn’t affect the content just the context and the language you use!



Choose your own adventure 
exam format

 Decision Tree 

 Answer additional questions if incorrect answers are 
selected

 Could be routed in Forms, Qualtrics, or Blackboard



Choose your own adventure 
exam format

 Decision Tree 

 Answer additional questions if incorrect answers are selected

 Could be routed in Forms, Qualtrics, or Blackboard



Let’s Gamify these Key Classroom Elements

Syllabus Blackboard Tests Attendance

Assessment Innovator 



Starting off 
Class

Entry Quests 

Students complete a quick challenge (e.g., a one-question poll, riddle, or 
discussion prompt) to be marked present. 

Example: "Solve this microbiology riddle: I have no nucleus but can 
outnumber human cells in your body. What am I?" 

Themed Check-Ins 

Tie attendance to your course theme. For a pirate-themed course, students 
might enter by sharing a "Captain’s Log" (idea or reflection). 

XP for Attendance 

Track attendance as experience points (XP). Students who reach milestones 
(e.g., perfect attendance for 3 weeks) earn small perks, like extra hints on a 
quiz. 

Mystery Seat or Role 

Assign a "secret role" (e.g., The Scribe, The Spy, or The Captain) to one 
random attendee who gets a small reward or responsibility for the day. 

Team-Based Check-Ins 

Students earn points for their team when they attend, reinforcing group 
accountability.



In the Middle of Class

Checkpoint Challenges 

Drop an unannounced mid-class challenge that earns participation credit. 

Example: "Everyone who contributes an answer to this discussion gets a +1 to their Attendance 
XP!" 

Roll to Attend (Dice Game) 

Have students roll a die when they answer a question. If they get a certain number, they unlock a 
bonus XP toward attendance milestones. 

Surprise Attendance Boss Battle 

Occasionally, announce a mini-game where present students compete in a rapid review 
challenge. Those who participate get attendance XP or small rewards.



At the End of 
Class

 Exit Tickets with a Twist 
 Instead of just checking out, students 

submit an "Exit Boss Defeat", where they 
answer a final challenge or reflect on a 
key takeaway.

 Wheel of Attendance Fortune 
 Spin a virtual wheel at the end of class to 

reward one attendee with a perk (e.g., a 
class privilege or fun title for the next 
session).

 Attendance Streak Leaderboard 
 Show a leaderboard of attendance 

streaks. Long streaks earn students bonus 
XP or a special title (e.g., "Microbiology 
Mastermind").



Questions? Submit them here!

Congratulations! You have 
completed Level 3: Gamifying 

Classroom Components

Join us April 1st at 3:30pm
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