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Why gamify?

“You create these communities around the game that do an incredible
amount of intellectual work, and when they’re done with the work, they
will leave the game and go to another game that’s more challenging.
Can you imagine if we had that kind of environment in classrooms?”

— Constance Steinkuehler Squire
Associate Professor in digital media at the University of Wisconsin-Madison
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Gamification in teaching

“Gamification is defined as the application of typical elements of
game playing to other areas of activity, specifically to engage users

In problem solving”
Hall 2013
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Gamification in teaching

Understanding
the target
audience
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Other game elements:
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Other game elements:

Unlock: new levels, skills etc
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Other game elements:

Lottery:




Characteristics of successful gamers:

Huang J et al . 2017 Master Maker: Understanding Gaming SKill
Through Practice and Habit From Gameplay Behavior. Topics in
Cognitive Science.



Characteristics of successful gamers:

1. Everybody can succeed

Gamers (students?) believe that everyone can succeed by working
hard enough and long enough.

Huang J et al . 2017 Master Maker: Understanding Gaming SKill
Through Practice and Habit From Gameplay Behavior. Topics in
Cognitive Science.



Characteristics of successful gamers:

2. Play the odds

Gamers are more likely to believe, “with a little luck | can be
successful without formal training.”

Huang J et al . 2017 Master Maker: Understanding Gaming SKill
Through Practice and Habit From Gameplay Behavior. Topics in
Cognitive Science.



Characteristics of successful gamers:

3. Learn from the Team, not the coach (lecturer!)

Gamers are good a teamwork, often gaming in groups. They learn
from each other, not a coach or a teacher.

Recommendation: “Teach” by introducing a problem and then
getting out of the way.

Huang J et al . 2017 Master Maker: Understanding Gaming SKill
Through Practice and Habit From Gameplay Behavior. Topics in
Cognitive Science.



Characteristics of successful gamers;:

4. Gamers use maps

Gamers function best when they know exactly where they are,
where they need to go, and who is ahead of them.

Recommendation: Incorporate learning plans into your courses
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Huang J et al . 2017 Master Maker: Understanding Gaming SKill

Through Practice and Habit From Gameplay Behavior. Topics in
Cognitive Science.




Characteristics of successful gamers:

5. Demand the right team

Gamers seek out other gamers who are at the same skill level. Most
gamers don't like to play with experts or newbies.

Recommendation: Avoid mixing skilled and unskilled people into the same
group. Unskilled people learn best when grouped with other unskilled
people (True?).

Huang J et al . 2017 Master Maker: Understanding Gaming SKill
Through Practice and Habit From Gameplay Behavior. Topics in
Cognitive Science.



Gamification in teaching

Play time??



Animal Population Ecology:
The course that everybody hates!

203307 Game
Completion Badge

1) Online quiz
2) “Treasure hunt” in course reading material |
3) Virtual modelling exercise o
4) Crossword 1 9@
5) Field-based taxi challenge (X2 points)

Five “Challenges”:

* Each challenge was made available following completion
of the previous one
» Students earned points for the attempt and performance
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Gamification In
Z03307

mal Population® N
D ** 703307 LEADERBOARD **
FINAL
arials
Avatar name EEe % /max Extra credit L e ad e r b 0 ard
Total
Grades Lokégl' 37850.0 98.3| 2
Kodag%a 37230.0 96.7 2
lainZ 36787.4 95.6 2
Teletubbies219 36731.6 95.4 2
bz . * Only Avatar names shown
FuzzyOtterd300 35880.0 93.2 2
witlikebeuy 35725.0 92.8 2
iy | * Updated weekly and
Li?‘tleFox 35000.0 90.9 2 accompanied by an email
anagement lain? 34592.6 89.9 2 . .
 regive e 2 praising the top 3 students
HJTO1 34537.9 89.7 2
bamos 34500.0 89.6 2
pr— 323000 > e At the end of the course: +1
oy e : CGS grade to those that
Spix'smacaw95 33800.0 87.8 2 aChIeved >65% Of the tOtaI
A : possible marks; 2CGS for

>85%.



Results: Student participation

100.0
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Avatar submitted Challenge 1 Challenge 2 Challenge 3 Challenge 4 Challenge 5

% students completed
= = = =
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Game Challenge

» 53 students registered on the course
* 94.4% submitted an avatar name
* 35 completed Challenge 5



Completion of all 5 Game Challenges
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Results: SCEF responses

e Student course enjoyment:
> Pre-gamification:

* In relation to the Game component of the course:
> ... better understanding of the course material? :
> ... better engagement with the course?:




Results: SCEF responses

e Student course enjoyment:
> 2014-15:

* In relation to the Game component of the course:
> ... better understanding of the course material? :
> ... better engagement with the course?:
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BIODIOPOLY
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Topics in
Conservation:

Eilidh Bennett
Eilidh Taylor
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NEPAL: COMMUNITY
FOREST
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. Community based management

. 25% of the national forest (1.1
millicn ha) is now managed by more
than 35% of the total population

. improvement in conservation of
forests and enhanced soil and water
management

. Some poorer groups suffer from less
access to forest products

. Includes training of foresters to fit
them for new roles as community

advisors

COST: 51000
Donation: $100

1,053 sq. mile Caiba Island National
Park, which remains largely
unspoiled thanks to the fact that the
island was home to a penal colony
(from 1919 to 2004)

. Promotes eco-tourism and requires
permission from the National
Environment Authority (ANAM) to
visit

. Those which inhabit the area rely on
the income generated from the
tourism, and are restrictedto provide

eco-tourism through laws and

legislation

COST: $1000
Donation: 5100

d

Previously Chi Phat was poverty
stricken and highly dependent upon
illegal forest activities

With ecotourism - Illegal forest
activities have significantly
diminished and community
members are showing signs of
emerging prosperity

Creates a more sustainable village,
protects the forest, and increases
rewilding — in a sustainable manner

COST: $300
Donation: $30

China has set aside vast territories

home to small numbers of Siberian
tigers & Amur leopards

. National park works with small
numbers of locals to reduce threats
to endangered animals

. Mining and logging practices have
been banned — with the
government promoting tourist
industry instead

. Chinese government providing

compensation to those affected

Cost: $1000
Donation: 5100

A network of indigenous and rural
communities, and  institutions
devoted to  supporting  the
sustainable development of tourism
. Community based management,
allows communities to assume the
leadership in planning, operation,
monitoring and development  of
their businesses
. Only  helps  businesses/activities
which are economically viable,
socially oriented, culturally
enriching  and  envirenmentally
responsible

COST: 5300
Donation: $30

—

Project funded by SEEDS Trust

Native mangrove population degraded
due to explitative use, industrial and
urban pollution, spread of invading
weeds and intensive tourism

Aim to regenerate 200ha of estuary
Soodystem

Locals’ income and nutrition will benefit
from healthéer ecosystem as the fish
stock will increase

COST: 5800
Donation: $120

*  World's largest natural mangrove forest
* Provides sustainable livelihoods for
millions with people working as wood-
cutters, fisherman and honey gatherers
& Offers protection against storms,
cyclones and tidal surges
* Ecosystem at risk from illegal hunting,
timber extraction and agricultural
encroachment
COST: 5800
Donation: $120

—

Project funded by SEEDS Trust

Native mangrove population degraded
due to explitative use, industrial and
urban pollution, spread of invading
weeds and intensive tourism

Aim to regenerate 200ha of estuary
ecosystem

Locals” income and nutrition will benefit
from healthier ecosystem as the fish
stock will increase

COST: $200
Donation: $120




Computer - based games
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How mary of you get your water J
from wels at home? Chances are
not many of you. Approsimately
42 milion people in the U.S.
obtain water fram their own
private drinking water supplies,
but few Massachusetts people do.
Yiou may be surprised to find that
there are some wells around here,
though! The ERA does not
oversea private wells, although
some state and local governments
do set rules to protect wsers of
these Here's a picture of what a
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professional on a new job in an urban hospital.You're
alking down a crowded hospital hallway, doctors,
irneys, technicians, and patients whizzing by. A
bries of patients come in with bizarre, yet strikingly
milar symptoms. Alarm spreads through the city as
ore people get infected and news of first deaths
aks to the local press. Time is ticking as you begin
bur investigation to identify, cure and eventually
event the disease from spreading. The stakes are
gh, and risk of infection is a constant. You must
LO3d GIME e all available expertise and medical tools to find
t who is sick, how they got infected and what can
e done to contain the impending epidemic.
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Catchment Management game

https://www.abc.net.au/science/catchmentdetox/files/home.htm

POPULATION: 1,000 GAME HELP

| SOUND OFF

© VIEW TOP
(LAND ELEVATION)

ATER RESTRICTIOMS WATER STATUS ENVIROMMENTAL HEALTH 35
LEVEL 2 TERRIBLE
B RAINFALL LASTTURN /A AVAILABLE CASH
= $100,000




But: Gamification..

* Is not about making everything a game
* Is not about badges, points, and leaderboards

e It can't fix a bad product




But: Gamification..

* Is not about making everything a game
* Is not about badges, points, and leaderboards
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How would yow apply

To- your courses?
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» Why gamify that pawrticular
course? What is the
motivation?

« Gamify the whole course or
part of it?

. Smgle/ ww,lt’q:le/pathéxto-
“success’ ?

« Compulsory [ optional?

« How wouwld yow structure it?
« Measure success? |
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