
Gamification 

An emerging trend in education is gamification.  

According to badgeville; 

“Gamification is the concept of applying game mechanics and game design techniques to 

engage and motivate people to achieve their goals. Gamification taps into the basic 

desires and needs of the users impulses which revolve around the idea of Status and 

Achievement.” (Badgeville, 2010) 

If you think about games you think about fun, people love games.  There is no reason why we can’t learn 

and have fun at the same time, so gamification makes sense to me.  

Games don’t have to be complex and involve lots of technology and development, such as a computer 

game, they can be as simple as creating a quest.  Learners can make their way through the material and 

as they master a new piece of content they gain a level.  You could have prizes for the first one to the 

next level or tokens to given out as they advance.   

One study showed that students got more out of the game experience if the results were 

inconsequential, for example students worked in teams to complete for points and the winning team  ot 

a fun reward (Marzano, 2010). The students were able to learn the information in a fun way, but they 

did not feel the pressure of a formal test or assignment. 

It is important to keep in mind the learning when using gamifciation.  It can be easy to get caught up in 

the game and forget the learners also need to learn, so make sure you have some form of debrief if you 

having a team quiz.  Make sure everyone is aware of the correct answers, not just the winning team.  

Also make sure the content being covered in the game is important and covers the complex material the 

learners need to know, not just the introductory stuff.  



Games could be incorporated as a knowledge check at the end of a course, or used throughout the 

course to actually teach the material.   
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