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What is 

Gamification?



Gamification is about 
taking the engaging aspects of 
video games and translating 
them into the classroom

"human brain on white background" by _DJ_  Attribution-ShareAlike License



What is gamification 

NOT?



buzzwords
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buzzwords
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Gamification is NOT simply about:
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Gamification is NOT simply about:

120 points

• Points  
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• Badges

Gamification is NOT simply about:

120 points

• Points  
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• Badges

Gamification is NOT simply about:

120 points

• Points  

• Leveling up  

Level 2 
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can be game changing! 
Gamification
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Game Based Learning (GBL)  
Gamification is also NOT



is about using video games
to support learning

Game Based Learning (GBL) 

"Electronics on White Background" by Reindert FrankeAttribution-NonCommercial-ShareAlike License



So what are these engaging 
and motivating aspects of 

video games?

"XBox 360 Controller" by Marc Wellekötter



www.tinyurl.com/avimotivate

Source: YouTube Screenshot

(3m51s)

http://www.tinyurl.com/avimotivate


www.tinyurl.com/avimotivate

Source: YouTube Screenshot

(3m51s)
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..So what classrooms have I tried to help

Gamify?
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What was

next?
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Structure!
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key elements of 6 
Gamification



in Shanna’s classroom

key elements of 6 
Gamification



key elements of 6 
Gamification
‣ Recognition 
‣ Up 
‣ Choice 
‣ Failing Forward 
‣ Feedback 
‣ Differentiation 



Recognition



Recognition

‣ Every student receives an initial evaluation in support of learning (i.e. - baseline)

in Shanna’s class?
what about

Photo 3 by Avi Spector / CC Attribution
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Recognition

‣ Depending where each student is at.. is where the start! (i.e. - amount of stars) 
‣ Recognizes efforts as they go along (i.e. - stars) and are shown progress

in Shanna’s class?
what about

Photo 4 by Avi Spector / CC Attribution
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‣ Students are given detailed criteria on what they need to do in order to 
obtain 1,2,3,4 or 5 stars

Model/Content by Avi Spector, Shanna Loach / CC Attribution, NC, SA



‣ Students are given detailed criteria on what they need to do in order to 
obtain 1,2,3,4 or 5 stars
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… or students could be given broad criteria on what they need to do in order to 
obtain 1,2,3,4 or 5 stars. (Andrey Kutash and Katie Cashion, NFSB)
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..what’s the takeaway?



goals 
of the courseY

defining  



visualproviding a  

representation



participants
in the learning process

 Image by Charlie Nguyen / Attribution License

bringing students to be

active



Up
gain points

instead of losing them

"Thick arrow made from jigsaw puzzle pieces" by Horia Varlan Attribution License



Rita Pierson: Every Kid Needs a Champion (TED)
Source: YouTube Screenshot

https://youtu.be/SFnMTHhKdkw?t=4m28s

“-18 sucks all the life out of you, +2 
says I ain't all bad.” - Rita Pierson

Source: YouTube screenshot

https://youtu.be/SFnMTHhKdkw?t=4m28s


Up

‣ Students are tracked on paper. 
‣ Students are always moving forward, they never lose stars.

in Shanna’s class?what about

Model/Content by Avi Spector, Shanna Loach / CC Attribution, NC, SA



Up in Shanna’s class?what about

Model/Content by Avi Spector, Shanna Loach / CC Attribution, NC, SA

‣ Students working on multiple courses are now tracked on a 
continuum. They never lose stars. (March 2016)



achievements?class
Up

Penny Arcade Extra Credits: Gamifying Education
https://youtu.be/MuDLw1zIc94

Source: YouTube screenshot

https://youtu.be/MuDLw1zIc94


X

Choice

"Star Defense map unlocked" by Lon2000 / Attribution-NonCommercial-ShareAlike License



MegaMan by tifotter on Flickr / CC Attribution



Source: YouTube screenshot

Choice



Choice
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Choice

‣ Structured choice = Shanna allows students as much freedom as possible to choose 
topics, process, and how they demonstrate knowledge (PBL approach)

in Shanna’s class?

what about

Photo by Avi Spector / CC Attribution



creates
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agency
Choice



What is agency?
Choice

Penny Arcade Extra Credits: Gamifying Education
https://youtu.be/MuDLw1zIc94

Source: YouTube screenshot

https://youtu.be/MuDLw1zIc94


great visual 
re: 

lacking agency

Penny Arcade Extra Credits: Gamifying Education
https://youtu.be/MuDLw1zIc94

Source: YouTube screenshot

What is agency?
Choice

https://youtu.be/MuDLw1zIc94


Failing Forward
encourage                from

"Smashed Piggy Bank" by Images Money / Attribution License


learning mistakes



Failing Forward
encourage                fromlearning mistakes

Source: Image by Avi Spector (used with permission)



Failing Forward
encourage                fromlearning mistakes

Voice Recorder Pro 7



Failing Forward
encourage                fromlearning mistakes

www.tinyurl.com/adobevoiceavi

Photo by Avi Spector / CC Attribution

http://www.tinyurl.com/adobevoiceavi


Failing Forward in Shanna’s class?

what about

Photo by Pixabay

‣ Fosters an environment where it is safe to make (and learn from) mistakes. 
‣ It’s ok to ask for help + not be perfect. Building relationships + trust! 
‣ Focus on formative assessment: Everyday activities do not count for marks 
but students need to demonstrate competency before taking exams.



Feedback
systems for more                     feedbackimmediate

"screenshot 2007-05-27 01" by Stephan Mosel / Attribution License



Feedback
systems for more                     feedbackimmediate

"New Blooms Pyramid" by Andrea Hernandez / Attribution-ShareAlike License



Feedback
systems for more                     feedbackimmediate

"New Blooms Pyramid" by Andrea Hernandez / Attribution-ShareAlike License

(not a bad thing)



www.brainscape.com 
Brainscape by Gustavo da Cunha Pimenta on Flickr / CC Attiribution

http://www.brainscape.com


Duolingo: Language learning

Dragon Box 12+: Math, Algebra concepts

Video screenshot by Avi Spector and Darren Hatley, Math Teacher at Hull Adult Education Centre, WQSB

Dragon BoxDuolingo 

2014-01-06 22.36.43.png by Aaon Parecki on Flickr / CC Attiribution

http://www.dragonboxapp.com/
http://www.duolingo.com
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Google Play (Android)Apple (iOS) Windows 8.1

Screenshot: Explain Everything website / Apple, Android, Windows Logos



Image: YouTube Logo



Feedback in Shanna’s class?

what about

‣ Using an app/Googling something does not equal immediate feedback. 
‣ Feedback is given when the teacher works with each student. 
‣ Feedback is given throughout the process (i.e. - evaluation to support learning)

Photo by Avi Spector



Differentiation
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Differentiation

"Mega (Macro) Man" by Brian Talbot / Attribution-NonCommercial License
"Ragnaros! [1182]" by Brian J. Matis/ Attribution-NonCommercial-ShareAlike License

"Dethling [1181]" by Brian J. Matis / Attribution-NonCommercial-ShareAlike License



Differentiation
"Mega (Macro) Man" by Brian Talbot / Attribution-NonCommercial License
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Differentiation
"Ragnaros! [1182]" by Brian J. Matis/ Attribution-NonCommercial-ShareAlike License
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Differentiation
"Dethling [1181]" by Brian J. Matis / Attribution-NonCommercial-ShareAlike License
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Differentiation

Image by Pixabay / CC0 Public Domain



Differentiation in Shanna’s class?

what about

‣ Students are given different tasks, tools, materials (appropriate for their level/abilities) 
‣ One size does not fill all in Shanna’s class.

Photo by Avi Spector / CC Attribution



‣ Students do not meet class goals at the same time. 
‣ Start where they are at and bring them “up” at their own pace.  
‣ Students are made aware of expectations (rubrics + ongoing conversations).

Photo(s) by Shanna Loach

Differentiation in Shanna’s class?

what about



? ? ? ? ??

fit in?
Where do badges 

Free Symbly Gamification Icons by the Icon Deposit (CC Share Alike)

http://www.icondeposit.com/theicondeposit:23


‣ Badges = visual representation of the competencies the students need to tackle. 
‣ Students need 4 competencies (i.e. - four badges) to unlock the exam.  
‣ No additional badges in Shanna’s model, no random badges given. 

Photo by Avi Spector / Model by Avi Spector and Shanna Loach (C)



‣Katie Cashion (NFSB, Nova) uses badges to encourage students in regards to 
attendance and other positive classroom behaviours. 

Model/Content by Avi Spector, Shanna Loach, Katie Cashion, Andrey Kutash / CC Attribution , NC, SA



Leaderboards?
What about class 

Source: Screenshot, Nintendoland Wii U



Leaderboards?
What about class 

Source: Screenshot, Nintendoland Wii U



Avatars?
What about student 

Photo by Pixabay / Public Domain CC0



Avatars?
What about student 

Photo by Pixabay / Public Domain CC0



Gamified?
Do the students even know the class is  



No!



about
it is 



goals 
of the courseY

defining  



visualproviding a  

representation



participants
in the learning process

 Image by Charlie Nguyen / Attribution License

bringing students to be

active



Phillip Vinodogrov’s “Gamification and Flipped Instruction: A Winning Combination”
Prezi: www.tinyurl.com/vinogame  /  Gamified model:  www.tinyurl.com/vinomodel  

Models? 
What about other gamified

Source: Prezi Screenshot (Phillip Vinodogrov)

http://www.tinyurl.com/vinogame
http://www.goo.gl/XMgaJ
http://www.tinyurl.com/vinomodel


Classcraft

Classcraft: Overview
https://youtu.be/pgsQ4oP6gsQ
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https://youtu.be/MuDLw1zIc94
http://www.classcraft.com


Class Dojo



Class Dojo



Resources
and contact info 



Resources:

• Gamifing Education by Penny Arcade: 
www.tinyurl.com/gamifypenny 

• Vinogradov’s Gamification Prezi: 
www.tinyurl.com/vinogame 

• Vinogradov’s Gamificaiton model:  
www.tinyurl.com/vinomodel  

• Quest to Learn School, NY: q2l.org 

• Avi’s Gamification Video: 
k12onlineconference.org/2014/10/23/
gamification-its-not-all-fun-and-games/X

p.127-132 (ARGs in education)

p.49 -50 (Intrinsic motivation)

Creative Common Badges: 
www.icondeposit.com/theicondeposit:23 

“Reality is Broken” a book about game 
culture by Jane McGonigal:

http://q2l.org
http://k12onlineconference.org/2014/10/23/gamification-its-not-all-fun-and-games/X
http://www.icondeposit.com/theicondeposit:23


www.tinyurl.com/catavigame
Source: Web Screenshot

http://blogs.learnquebec.ca/wordpress-mu/blog/2014/04/all-fun-and-games-gamifying-a-language-classroom/
http://www.tinyurl.com/catavigame
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www.beyondthetools.com

Beyond the Tools aims to share best practices in regards to 
technology integration. Rather than simply providing information 
about an app or tool, Beyond the Tools focuses on sharing stories of 
successful technology projects and connecting teachers with similar 
pedagogical goals.

http://www.beyondthetools.com


game
So.. what’s your

plan?

Q&A’s


