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What is gamification?

Gamification is 
the use of game design elements 
in non-game contexts 
to reach different goals.

Source: Deterding, S., Dixon, D., Khaled, R., & Nacke, L. E. (2011). From game design elements to gamefulness: Defining ‘gamification’. Proceedings 
of the 15th International Academic Mindtrek Conference, 11, 9-15. https://doi.org/10.1145/2181037.2181040 
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non-game contexts

business

health care

HR

professional development

businesscustomer service politics 

education…



goals

motivation

engagement

21st century skills development

assessment that supports learning

differentiation 

individual learning pathslearner autonomy

experiencing competence

self-knowledge



Solutions for grading 

- point collecting methods based on gamification -

“Dear Students,
You can collect points in four or five 
weeks depending on the length of 
the topic. At the end of this period 
you get a grade based on your 
points in the following way:
0-699 points = grade 1 (fail)
700-899 points = grade 2 (pass)
900-1099 points = grade 3 (so-so)
1100-1599 points = grade 4 (good)
from 1600 points = grade 5 (Master)
and from 2000 points = 5* (Super 
Master :))
You can collect points in the 
following ways:

- the final test is always worth at least 1000 points
- point collecting minis in the beginning of lessons
- homework
- classwork
- online tasks
- above 2000 points you can collect Super Master points
- you can also get grades for the Super Master points or buy:
- 200 points = a yes-no question in a test
- 400 points = an extra day in a deadline
- 800 points = 5 minutes chosen class activity
- 1600 points = grade 5 OR a game lesson for you
- 5000 points = in class activity for the whole group (game 
class, pizza ordering etc.)
- 10000 points = out of class activity for the whole group 
(going for ice cream during the lesson, excursion in the 
afternoon etc.)”

What goals can be reached using this?



Game design elements

Further game elements:
Badges

Source: www.khanacademy.com



Leaderboards

Source: motimore.com



Content Unlocking 
(& Cascading Information Theory)

“You can go to the next 
practice part only if you have 
finished the previous one.”

Source: khanacademy.org



“Levels

Source: Move it! app
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Source: www.classcraft.com



Progress bar

Source: www.neolms.com

Countdown /
time pressure



Source: Szabolcs Simon

Status



Ownership



Avatars

Source: www.khanacademy.org



Easter egg



Cooperation
(vs collaboration)



Summary 
Kahoot!
game



Which game design 
elements would you use 

and how?
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“
Q & A and feedback: 

go to t.ly/cwGXQ 

https://t.ly/cwGXQ

