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Webinar Targets of the Day
1. Identify the general principles of games and 

gamification
2. Integrate gamification principles into 

education
3. Address common alternative conceptions 

(misconceptions) on gamification
4. Seek ways to integrate values in gamification 

techniques



The education system is a system in 
an engagement crisis.

-Scott Herbert 

Do you agree to this?



Issues on Student Engagement

Signs: uses smartphones, 
sleepy, loves the view of the 
window, pretends listening

Boring No sense of agency
“control” of their own 
destiny; their choices 

matter

“Toxic” Commitment 
to standards

you cannot always go by 
the books

TPACK of Teachers
the need to improve 

quality of teachers; open-
mindedness



Boredom
an emotional and occasionally psychological state 

experienced when an individual is left without anything in 
particular to do, is not interested in their surroundings, or 

feels that a day or period is dull or tedious.

https://en.wikipedia.org/



—Brene Brown

If we want to reignite innovation and 
passion, we have to humanize work.



Sense of Agency
feeling of control over actions and their 

consequences.

(Moore, 2016)



—Daniel Pink

Control leads to compliance;

autonomy leads to engagement.



“Toxic” Commitment to 
Standards

Instead of supporting education as a broadening of experiences, it 
will ensure that each student is taught no more and no less than 

every other student. 

(Hart, 2019)



—George Couros

Learning is creation, not 
consumption. Knowledge is not 

something a learner absorbs, but 
something a learner creates.



TPACK of Teachers
the Technological Pedagogical and Content Knowledge is a
theory that was developed to explain the set of knowledge 
that teachers need to teach their students a subject, teach 

effectively, and use technology.

(Mishra & Koehler, 2006)



—Maya Angelou

When you know better, 

you do better.





Sanford’s Theory of Challenge and Support







From: https://www.google.com/url?sa=i&url=http%3A%2F%2Fkaidus.com%2Fthe-most-common-gaming-

stereotypes%2F&psig=AOvVaw2r0fOxkNSveawwjcbdA1B5&ust=1598755168423000&source=images&cd=vfe

&ved=0CAIQjRxqFwoTCOCz9aKxv-sCFQAAAAAdAAAAABAD
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What are Sandbox Games? Why teens like them?

Freedom

A sandbox game is a video game with a gameplay element that gives the player a great 
degree of creativity to complete tasks towards a goal within the game, if such a goal exists.

Creativity
Gamers are 
excited to 

make 
outstanding 

structure.

Agency
They have 
control to 

parameters.

Gamers are 
free to roam, 

build, and 
construct.





CLASROOMS IN 1899

https://www.vintag.es/2016/11/38-amazing-vintage-photographs-that.html

CLASROOMS TODAY



https://sites.google.com/site/gclassroomguide/assignbystudent

IN AN ONLINE CLASSROOM







(Lahri, 2015)



Gamification in Brief

Gamification is an 
integration of game 
elements and game 
thinking in activities 
that are not games. 

GamifyingEducation.org



Your students/ the 
teacher may be 

involved

Key Features in Gamification

Users

Levels
Which users pass 
depending on the 

points

Challenges/Tasks
What users 

perform/progress 
towards objectives

Badges
Serve as rewards for 
completing actions

Points
Accumulated as a 
result of executing 

tasks

Ranking of Users
Simple ranking 

according to 
achievements

(Kiryakova, Angelova, & Yordanova, n.d.)





The use of game 
mechanics 

improves the 
abilities to learn 

new skills by 40% 
(Giang,2013). 







(Andriamiarisoa,2014)
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My Challenge to Schools doing ODL

1. Make a team of online strategists 
and architects

2. Make and train a team of game 
developers

3. Make and train a team of interface 
designers

4. Make and train a team of 3D 
animators and designers



Hello!

Awesome Words
Gamification offers instructors

• Numerous creative opportunities to enliven their 

instruction with competitions, leader boards, or badges

• Opportunities to give students a recognition mechanism 

and a positive attitude towards study

• Ability to measure progress toward clear goals, allowing 

students to compete against themselves



Hello!

Awesome Words
Gamification is NOT about 

adding games to classes, but 

designing classes as games.



John Dewey 
was quoted 
to have said 
this in 1917. 
That’s 103 
years ago…



Hello!

THANK YOU!


