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Level 1.
Introduction to
Gamification

Basic
Definition

® K.Becker [

g| Game-Based Game-Based
| Learning (GBL Pedagogy (GBP)

Purpose

" . A game designed for The process and practice|The process and practice
Thistermincludesallthe purposesotherthanor | _ AB3ame designed | learning using games. |of teaching usinggames.| 1€ Use of game
other categories except | " e specificallywith some elementsina non-game
PR e in addition to pure FISORREL Ay [From the learner's [From the teacher’s PRSI
& ' entertainment. E8 ' point of view] point of view] '
i x Often usedto drive
Change in behaviour, : o - motivation, but can also
Can befor any purpose attitude, health, Normally connectedwith| Nota game - thisis an | Not a game - thisis an Beticed o fhake
urla(cri‘ir;::gd:!ng, some educationalgoals. | approachtolearning. | approachtoteaching, something more playful
ge. and game like.
To improvelearning. To | To improve teaching ) )
increaselearning | practice & effectiveness. | Depending on how it’s
Canbeeitherplayor | Togetthemessageof | o learriscrat effectiveness. implemented, it can tap
rewards (or both). the game. ng: *Note GBP & GPL are related. | into extrinsic or intrinsic
*Note GBP & GPL arerelated,| They arelike two sides of a rewards (or both)
but not the some, single coin.
Am | learningwhat!am Business: Does it
Is it fun? Isitengaging? Is it effective? supposed/ needto be Is iteffective? improve profits?
gaging P p
learning? Education:|s it effective?
Player Experience Content/ Message Content/ Message Learning Objectives Learning Objectives User Experience
(how) (what) (what) (what & how) {what & how) (how)
Usually part of Usually part of

Next to nothingto 100's

Next to nothing to 100's

Next to nothingto 100's

institutional budget.

institutional budget.

Next to nothingto 10's of

Fidelity

otherwise irrelevant

essential

essential

essential

of millions. of thousands. of thousands. Largelyirrelevantto the | Largelyirrelevantto the thousands..
user. user.
User Pays Producer Pays Varies Institution Pays Institution Pays Producer Pays

In learning it usually
TN e Gameis the lesson or is | Game s the lesson or is [ impacts HOW things are
Core Amusement, Message. Knowledae Ga used as a partof the usedas a partof the [taughtand administered

BEROR lesson. lesson., rather than WHAT is

taught.
Not Applicable.If a

Self-consistent, Faithfulness to message | Faithfulness to message | Faithfulness to message | Faithfulnessto message | narrative exists, it need

essential

have nothing to do with
what's being gamified.




Level 1.
Introduction to
Gamification Game | Game | Viual | Game | Non

Thinking = Elements World Play Purposeful

Game & Game-Like Experiences Split by Design Intent

Game Inspired
Design
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Level 1.

Introduction to
Gamification

i Pl
C:)aI;nyefaJ:\ 32;2%/ Serious Games Gamification m GamesayToys

I
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LEVE' 1 [Game Thinking = What do you need?] [Game Thinking = What have you got?]

Is its main purpose
to entertain?

Do you want the main
purpose to be
entertainment?

Do you want to create
You probably want a a safe virtual environment
Game to test real life situations?

It is probably a Does Ilt try to accurately
simulate a real
Game RS
life situation?

Do you want a real game
that will teach something or
achieve a real world goal?

"l‘.f‘::x%‘;{./f;‘.ffﬁ - Does it play like
it r..,’x “\-
Simulation a game?

Are you looking to use game
) You probably want a Y ng g

elements and ideas to
Serious Game motivate and engage?

itis probably a Serious Does it contain game
Game elements?

ISS I';O:O m)

condary Schools

el R

P ] “ Erasmus+
(®  Gamified UK @ Gamified UK
© gamified.uk 2015

© gamified.uk 2015




Level 1.

Benefits

Make classrooms more fun and engaging
Motivate students to complete activities
Help students focus to be more attentive to what they are

learning
Allow students engage in friendly competititions with peers
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Level 1.

Problems

Gamification can become predictable and boring

Poorly designed gamified activities can seem meaningless
(if learning objectives are not well defined)

Gamification can seem manipulative (ethical questions

arise)
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Level 1.

3 VIDEO GAME 4
& VIDEO GAME

7 background

Introduction to y.
Gamification

Gaming dynamics
Why do we (or children) love to
play videogames?

;//"9'; Go to www.menti.com and
N\ o’ use the code 85 91 98
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Level 1.
Introduction to
Gamification

What player type .
are you? .
Take the Bartle test iy |
;/;fﬂ'; Go to
"o http://matthewbarr.co.uk/bartle/
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Level 1.

Introduction to

Killers Achievers

Gamification Defined by: Defined by:
A focus on winning, rank, and A focus on attaining status
direct peer-to-peer and achieving preset goals
competition. quickly and/or completely.
Engaged by: Engaged by:
Leaderboards, Ranks Achievements

Socialites Explorers

; Defined by;

Defined by: A focus on exploring and a
A focus on sodializing and a drive to discover the

drive to develop a network of unknown

friends and contacts. :

Engaged by: Enf -

Newsfeeds. Eriénds izs. Chat Obfuscated Achievements
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Level 1.
Introduction to
Gamification

The Player User Type Expanded

o] 4 |

e |+ |

[ Achiever ] = [

(Philanthmpis;- J = [

Reward ]
Reward ]
Reward J
Reward J

[ Networker ]
[ Exploiter ]
[— Consumer ]
[- Self Seeker J -

-
-

WA .
-
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Level 1.

) | Willingto ) | L
Introduction to L “Play” H‘ Player H R }
Gamification :
; Less willingto E o \' Relatedness /
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9{ Free Spirit H Autonomy J a
[
I [
9{ Achiever Mastery -1
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»L Philanthropist H Purpose WJ
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Level 1.
Introduction to

Gamification
Philanthropist Achiever

What player type
are you?

Socialiser Free Spirit

Intrinsic User Types
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Level 1.
Introduction to
Gamification

What player type
are you?

Player (Extrinsic) User

Sub-Types:
Essentially the Player is motivated by

rewards, plain and simple. They will do

similar things to the intrinsically
motivated group, but only if there is a
reward at the end of it!

Self -Seeker

Networker

0 ©

Consumer

Exploiter
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http://www.gamified.uk/2012/11/07/the-danger-of-extrinsic-rewards-on-motivation-what-i-learned-from-my-5-year-old/

Level 1.
Introduction to

Gamification
Griefer Destroyer

What player type
are VOU? Influencer Improver

Disruptor User Types
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Reward
Points / XP

Physical Rewards / Prizes
Leaderboards

Badges/ Achievements
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Level 1.
Introduction to
Gamification

Games make an emotional connection
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Level 2. Fun and
Learning Experience

Gamification in learning IRALELS

- W e

Ead - -
-

-

Illustratid@ progress

Creating challenges A sense of
accomplishment

Unlocking achievements

ACADEMY+PLUS



8 GAME ELEMENTS TO
MAKE LEARNING FUN

These elements make learning games more
engaging and motivating for your learners.

ELEMENT 1: MYSTERY

Mystery piques learners’ curicsity—use it to
draw them in and encourage them to explore
content from several angles.

ELEMENT 2: ACTION

Good games start with action. Involve

the learners immediately in the learning

process—don't have them read content
for the first 10 screens. Action and U

interactivity engage learners, —

‘\,,? ELEMENT 3: CHALLENGE
{

Learning modules need to start with a
challenge—something that is difficult,
"-,‘ requires deep thinking, and cannot be

-i‘ Soee, achieved by guessing.
>
o

$

ELEMENT 4: BEING AT RISK

In a game, a player could lose a life

or be required to start over because of
a wrong move. When people believe
something is at risk, they pay closer
attention, focus their energy, and are
engaged with the task at hand.

ELEMENT S: UNCERTAINTY

OF OUTCOME

Add an element of chance into the leaming
process. Have learners “het” on the confidence
of an answer or give them a 50/50 opportunity
to get an easy or hard question. Uncertainty
adds suspense and intrigue and focuses
learners' attention on the task at hand.

ELEMENT 6: OPPORTUNITY

FOR MASTERY

People like to have a sense of mastery.
They like to know that they know

the content. Give them a chance

to apply their newly learned content;
ask it in different ways, and see if they
can express their own knowledge.

ELEMENT 7: VISIBLE

SIGNS OF PROGRESS

Games let you see how you are doing.
Throughout the module, give learnars
visible signs of moving through the content,
such as a badge when they achieve a learning
objective. Don't leave “progress reports”

w until the end. Include them often within
the instruction.

ELEMENT 8:
EMOTIONALCONTENT

Games fill a player with a wide range of emotions—
frustration, elation, sadness, anger, happiness, Put
the critical element of emotion back into learning.

Humans are quite adept at recalling learning
when the learning is tied to strong emotions.
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Level 3. Mechanics, Dynamics

and Com ponents Structured as a pyramid, Components are the base element,
with Mechanics in the middle, and Dynamics at the top.

DYNAMICS

| RELATIONSHIPS
EMOTIONS

CONSTRAINTS PROGRESSION

N T S



Level 3. Mechanics, Dynamics
and Components

Gamification Interventions
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Level 3. Mechanics, Dynamics
and Components

HUMAN DESIRES

QITLT Revars [sats [achiowment e 5t |comptton

VIRTUAL GOODS
LEADERBOARDS
GIFTING & CHARITY

. Game Mechanic Fufills . Other Areas It Affects




Level 3. Mechanics, Dynamics
and Components

Implementation of a Gamification experience

* Define (learning) objectives

* Delineate target behaviors (assessment goals)

» Describe players (students)

» Devise activity cycles (beginning --> end; loops; branches)

* Incorporate FUN

* (Then, finally) Deploy the appropriate Mechanics and Components

ﬁmﬁ}a@
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Level 3. Mechanics, Dynamics
and Components
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Level 3. Mechanics, Dynamics
and Components

Leaderboards

Team leaderboards drive
competitiveness and social
connectedness, creating a
sense of community.

collect the bf”°°ns/ x

7 ‘. :. - o ' Y

Ends in 2056 07
\
30

Colled 150 more
to get next reward! Z’ .

" a2 Hippo
-+, %% 500
7 5, | Mushroom
> %% 200

Gorilla

. “.._f/y- -'onne‘c't"" ®
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LEARNERS REMEMBER

we) 20 502) 90%

OF WHATTHEY  OF WHAT THEY ﬂFWHATTHEY OF WHAT THEY
READ LISTEN

EVEN IF DMLY AS R SINLILATIDN

ELEMENTS

ACHIEVEMENT SOCIALIZE

00 Lo

ENGAGEMENT COMPETITION

LleLE

LEARNING

®VIR.P.
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Level 4. Storytelling

Components

1. The elements of a Story
2. The Storyline
3. The Structure

Gamification
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Level 4. Storytelling

1. The elements of a #@{é "
Story L gL
- e VR
e A Story needs a main caracter SET T
(Hero) e AN

e With Intention
 And Quality




Level 4. Storytelling

8 o>
1.The elementsofa ¢ “@{4 .
Story 4 a0
e VR
A Story needs a goal SET 9 §
* Something to Aim for oo A




Level 4. Storytelling

8 o>
1.The elementsofa ¢ “@{é .
Story Ar v a1 | 6
e VR
A Story needs an obstacle ST 5 i
* Orenemy N )




Level 4. Storytelling

Obstacle . Goal
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Level 4.

2. Story Line: A pattern

THE LANG, OF4
PERFECT, DAY,




Level 4. Storytelling

2. Storv Line: A pattern

Call to Adventure

The hero starts off in a mundane situation of
normality from which some information is received
that acts as a call to head off into the unknown.

Refusal of Call

Often when the call is given, the fulure

hero refuses to heed it. This may be
£ from a sense of duty or obligation, fear,
3 i ity, a sense of inadi efc.

= Supernatural Aid
Once the hero has committed
to the quest, consciously or
uncensciously, his or her
guide and magical helper
appears, or becomes known.

Crossing First
Threshold

This is the point where the
person actually crosses into the
field of adventure, leaving the
known limits of his or her world

SEPARATION

THE 17 STAGES

OF JOSEPH CAMBELL’S

MONOMYTH

and venturing into an unknown
and dangerous realm where the
rules and limits are not known.

|

Belly of the Whale g

The belly of the whale
D ts the final separation
from the hero's known world and
self. By entering this stage, the
person shows their wilingness
to underge a metamorphosis.

Road of Trials

The road of inals is a series of tests,
tasks, or ordeals that the person must
undergo to begin the transformation.
Often the person fails one or more of
ihese tests, which often occur in threes.

5%
Y

Meeting with the Goddess

This is the peint when the person experiences a love
that has the power and significance of the all-powerful,
all encompassing, unconditional love that a fortunate
infant may experience with his or her mother.

RETURN

Freedom to Live

Mastery leads to freedom from the fear of death, which in turn is
the freedom to five. This is sometimes referred to as living in the
moment, neither anticipating the future nor regretting the past.

Master of Two Worlds

Achieving a balance between the material
and spiritual (the inner and outer world).

Crossing the Return Threshold

Retaining the wisdom gained on the
quest, integrating that wisdom into a
human life, and possibly sharing the
wisdom with the rest of the worid.

b
¥

Rescue from Without
Oftentimes the hero needs a
powerful guides to bring them

back to everyday life, especially if
the person has been wounded or
weakened by the experience.

Magic Flight
Sometimes the hero must
escape with the boon. This can
be just as adventurous and
dangerous returning from the
journey as it was to go on it

INITIATION

This step is about those material temptations that may
lead the hero fo abandon or stray from his or her quest.

Temptation

Refusal of Return
Having found bliss and
enlightenment in the other world,
the hero may not want to return
{o the ordinary world to bestow
the boon onto his fellow man.

The Ultimate Boon
The ultimate boon is the
achievement of the goal of the
quest. It is what the person went
on the journey to get. All the
previous steps serve o prepare
and purify the person for this step.

Apostasis

When someone dies a physical death, or
dies to the self to five in spirit, he or she
maoves beyond the pairs of opposites to
a state of divine knowledge, love,
compassion and bliss.

Atonement with the Father

in this slep the person must confront and be initiated by
whatever holds the ultimate power in his or her life. In many
myths and stories this is the father, or a father figure who has
Ife and death power. This is the center point of the journey.




Level 4. Storytelling

Climax a

Falling
Action

Exposition Resolution f

Opening Act 1 Act 2 Act3
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Level 4. How to Gamify

Module 1: Define Learning Objectives.

* Define your measurable learning objectives

* Determine how Gamification will help you to achieve your
objectives

« Communicate why you are gamifying this project or process

* |dentify what you want your players to do

* Classify the target behaviors that will help you reach your

Level1: The Lost Lagoon

Define Business Objectives . .
Fundamentals, the Building Blocks of Fun! ObjeCtIVES
* Calculate the metrics (KPIs) you will use to measure these
behaviors
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Level 4. How to Gamify

Module 2: Create an Epic Adventure
E%% ?‘-% * Frame and wrap your quest in a spellbinding story

e Access public domain stories to find characters that you can use
to build your storyline

* Experience The Story Coaster, Joseph Campbell's Monomyth,
and Rory's Story Cubes

 Weave analogies and stories to make the training stickable, so

Level 2: Pead Wen Tell
:;\3/ o Tales Cave ‘

I~ oo It's Story Time...

‘\ % Create an Epic Adventure
\
!

Frame your A 4 that players remember facts and transfer skills to real world
questina Access Experience | (g\\ R .
Spe"binding Pu‘;’fof,omai" story | ® (epo\ ©2014 Sententia scenarios
ies i ) .
stony WS i * Create a narrative thread that pulls through the entire game
i 3 . . .
e o  Craft a compelling storyline using the four elements of a story:

characters, plot, conflict, and resolution
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Level 4. How to Gamify

Build
ok relevant,
ve\?“;“ challel}?‘ing,
ed and fun
\ea"“‘?‘% activities

Level 3: Wirate Wete's Tavern

Design Variety into Your Learning Activities

Module 3: Design Variety into Activities

* Create the right mix of ingredients in your learning activities to
allow the participants to acquire knowledge and skill, rather
than merely receive them

* Strategically place learning activities in the overall sequence of
events

* Build relevant, challenging, and fun activities so participants
want to interact with the facilitator and each other

e Set up a discussion or debrief for the participants after
completing each learning activity

* |dentify next steps that the participants need, should, or want
to take after completing the activity

* Design activities to double-check that learning has occurred

Gamification

a practical approach for Secondary Schools
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Level 4. How to Gamify

Module 4: Game Design and Mechanics

* Identify the game elements you will use (points, badges,
leaderboards, etc.)

* Implement game mechanics to motivate your players

* Mix the appropriate amount of competition, collaboration,
group and individual quests, challenges, and achievements to
earn points, badges, and other rewards

* Give different kinds of feedback that will encourage the players
continued action

* Deploy your system (Ex: no-tech, low-tech, additional
programming on existing website, mobile devises, etc.)

e Pull together the talent you need on your team to implement
your project

Level 4: Booty Cove
Add Game Design & Mechanics

Gamificatienlinthe(Classreem
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Level 4. How to Gamify

ZLevel s: Shipwreck Reef .

Tally up the Aesthetics so They Wanna Play!

Module 5: Tally up the Aesthetics So They
Wanna Play!

* Label the feelings and emotions you want your players to
experience

e Construct a consistent, attractive - even charming and
captivating - cohesiveness that ties the entire project together

* Create an overall design that appeals to different senses -
touch, sight, and sound - using colors, designs, textures, and
manipulatives

* Design props, badges, chance cards, and rewards that are not
only fun for users to earn, but also fun to look at

e Tie everything back to the other four levels, especially the

learning objectives
§ OB ) ) Gamificationinthe(CIassSTeem
) Answer the questlon: IS It fun? a practical approach for Secondary Schools
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Level 4. How to Gamify

The Game
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