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The ter m g arecentlybecane andnfotmallurabsella for the use of video game
elements imongaming systems and applicationsith the intentof improving user
engagementor educatorsthe objectivas to improve engagemeriut more sQto increase
retention ananastery of contepencouragereative risktaking andto stimulate greater
strategic reasoning

Recent brairbased research suggests a similarity between effective methods of acfivadiagental
motivationtriggers in gamesandthe principlesof adult learningEx 1-2). Therefore, our first step in
game formatting was teonstructcorrelations between Knowlg@st\ndragogy BloomsDomainsof
Learning andtheories of intrinsic and extrinsic motivatido elements of gamificatioMore
specifically,we identifiedspecific learningbjectives within a determined course that would lkself to
gamification, and associated it with learning theories that would support the alternative structure.

Gamificationis more widely used in technological applicatipyet in our environment, we
chose a more assessable and economical mediulm:ahe r d g a megraedtfeso v e
construcinto our existing course instructi@sobecauset provides handson cognitive
developmenanda nonthreatening, playful, yet competiti@vironmentThe game elements,
discussions, and problem solving with fellow team membenge avehicles for learningand
by incorporatingquestions, problems to solve, and situations to consedgnersare challenged
to think throughto application.

In areporton gamificationin theK-12 experiencg® ColumbiaU n i v e rAssistaniPrdfessor
of Technology& Education,JoeylLeePhD.,, statedfi Bringing educatiorandgameelements
togethercouldturn outlike peanutouttermeetingchocolatetwo greattasteswvorking togethey
leadingto resultsthatareespeciallyimportantfor developing21stcenturyskills. Gamification
canmotivatestudentgo engagen the classroomgive teacherdettertoolsto guideandreward
studentsandgetstudentgo bring their full selesto the pursuitof learning.lt canshowthemthe
waysthateducatiorcanbe ajoyful experienceandthe blurring of boundariebetweennformal
andformal learningcaninspirestudentgo learnin life-wide, lifelong, andlife-deepwayso

In higher ed. institutions, very little research and experimentation withewobmical
gamification has been document@ulir ongoing integration has beendetermire if
gamificationcanmake significantmprovements in the adult e a r engageséntetention,
and quality of learningaswith children and younger students,whether it igust anen vogue
notion with no practicalelevance in the university environméong-term

Ourworkshopbroughttogethereducationapractitionerdor a handsn gameplay and

discussons of thegameé snhancement tiearningand meahg anagogicatequirementsits

flexibility to includediverselearning styles t h e | e ar to think&tsategichllpdnd e n g e
creativelyandthegmeéd s ease of emqpdagaandunfadwor. | i ty t o

* Lee,J.J.& HammerJ. (2011).Gamificationin Education:What, How, Why Bother? AcademidExchangeQtrly
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All games can be understood from the perspective of a system.
A game is theinterplay of a group of predefined elements of
interaction . (Salen and Zimmerman, 2004)

For a game to function effectively, it must be established at a
level that represents an abstraction of society; mundane
concepts are removed to increase player engagementGarris
et al., 2002; Kapp. 2012b; Muntean, 2011

A player will either achieve or not achieve each goal within a
game. During a game, a player receivegeedback and progress
toward a goal. Well-structured goals can be achieved using
scaffolded player experiences that include subgoals.
Achievement of the ultimate goal within a game means that
the interaction with the game is finished. (Garris et al., 2002;
Kapp, 2012b; Muntean, 2011; Salen & Zimmerman, 2004)

An educator has theesponsibility to
Self assist an adult learner to move from
Drected  peing dependent on the educator to
havina seHldirected experiences.

f An adult learner is seeking learning
Expergence experiences to aid the in coping with
realworld problems

Past experiences @ adult learner can

ely be used as a rich source of material
within the learning environment.
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A Quest / Interest Cong 1 >y increased competence.
Rapid Feedback S ,‘ Material taught in a learning
) < ' Rglevant  environmentrequires justification and

Levels of Achievepfent . an explanation of its applicability to
Playful Design life.
Scoreboard / Leaderboard Self An adult learner typically has internal

Motivateq  Motivation for their desire for learning.



