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Learning Objectives
At the end of this workshop, learners will be able to…

Identify at least five online tools that can be used to build learning games, and describe 
what each one does well for learners. 

Design a short learning game that matches the game format to a clear learning goal and 
a specific group of learners. 

Decide what gamification elements are a good fit for a given teaching situation and 
available resources. 

Evaluate a gamification tool based on its learning value, not just how fun or engaging it 
looks on the surface. 

Reflect on how game-based learning approaches could work in your own teaching, 
across different subjects, learner groups, and settings.

https://anzahpe.dougspresentation.com/

You can find these 
slides and a bunch of 
other useful stuff at 

this link. 

Principles and Examples
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What is Gamification?

Gamification is 
the use of game 

design elements in 
a non-gaming 

context. 

Sources: 
1) Sanchez, E., Oostendorp, H., Fijnheer, J., & Lavoué, É. (2019). Gamification. , 1-11. https://doi.org/10.1057/9781137449566.0013.
2) (2022). GAMIFICATION IN EDUCATION. Российская наука: актуальные исследования и разработки. Сборник научных статейXIII 

Всероссийской научно-практической конференции. В 2-х частях. Часть 1. https://doi.org/10.17748/2075-9908-2014-6-6_2-314-317.

What Are Gaming Elements?

https://anzahpe.dougspresentation.com/8/

Wang et al. 2024 Game Elements

Board games28. Peer rating19. Freedom to fail10. Integration with 
educational objectives

1. 

Hierarchy29. Storyline 20. Task with challenging 
goals

11. Game rules2. 

Virtual identity30. Clues21. Prize or bonus money12. Rapid feedback3. 

Integration with 
software apps

31. Virtual helper22. Leaderboard13. Fairness4. 

Virtual treasure 32. Puzzles23. Adaptation to difficulty14. Points or scoring5. 

Virtual reality 33. Social network24. Experiential activities15. Teamwork6. 

Health score34. Progress bar25. Educational tools or 
props

16. Competition7. 

Check in35. Badges26. Performance status 
feedback

17. Time pressure8. 

Customization or 
personalization 

27. Virtual currency or 
chips

18. Increasing difficulty9. 

Some important Design principles

•Integration with training goals
•Clear and fair game rules
•Rapid feedback
•Team-based competition
•Challenging goals
•The degree of difficulty and pressure of gamification

Some important Game Mechanics

•Points

•Prizes

•Leaderboard
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Video Game Genres

•Action
•Adventure
•Puzzle
•Role-playing
•Simulation
•Strategy
•Sports

•Board / card game
•Casino game
•Party Games
•Social deduction 
games

•Trivia Games

Example 1

•Tool: Gimkit.com

•Genre: Action game

•Mechanics: 2D Platformer, 
answer MCQs for energy

•Objective: Recall Kern’s 
stages of curriculum 
development

•Audience: ANZAHPE 
workshop attendees

Example 2

•Tool: Sporcle.com

•Genre: Puzzle / Trivia game

•Mechanics: click the 
appropriate part of the image

•Objective: Recognize parts of 
the brain on a midsagittal cut

•Audience: 2nd year medical 
students in a neuroanatomy 
class

Scan this, then press

Thoughts?

• Example 1 • Example 2
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Gamification can support both team-
based and individual learning

Individual:

• Boosting individual motivation 
and engagement online.

• Improving individual 
performance and knowledge.

• Personalized pathways and 
player types.

Team-Based:

• Building group cohesion and 
teamwork.

• Large classes needing active, 
social in-class work.

• Tasks where competition + 
collaboration matter

Recall vs APPLICATION

Your main goal
• Memorize terms/facts 

• Long-term retention of 
course content

• Evaluate or train 
procedures/skills

• Foster transfer, problem 
solving

Gamified Examples
• Kahoot/Quizizz-style 

quizzes

• Bi-weekly online gamified 
quizzes

• Gamified procedural 
assessments, simulations 

• Gamified activities focusing 
on process performance

Your main goal

Recall

Recall with spaced, repeated 
assessments

Application

Application with process data

rapid feedback is usually better

delayed feedback helps to curb shallow “guess-and-check” 
strategies or to manage cognitive load.

Rapid Feedback

• Skill polishing and performance 
improvement.

• Formative quizzes and language 
learning.

• Reducing cognitive load & supporting 
strategies.

• Engagement and motivation in class.

Delayed Feedback

• Curbing “gaming the system.”

• Avoiding overload or annoyance.

• Preventing demotivation from negative-
only feedback.

Learning Objective

Game Mechanic Rapid Feedback

Does the 
activity require 
the right skill?

Does 
performance 

result in 
change?

Does the 
mechanic 

reveal mastery 
of the skill?
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Kimi.com

Recommended For this Workshop:

•Use the prompt template provided

•Try a Zork-Type Text Adventure, Card Game, or Social 
Deduction Game

•Keep the game short – 1-2 minutes

•Keep the play simple 

•Your audience is us – design either for 3 teams, or for 24 people

Instructions (KIMI):

1. Open the template or one of the example prompts
2. Replace all the text in RED font with your specific changes 
3. Copy the entire text of your prompt
4. Paste it in the text box on Kimi.com
5. Make sure the model is set to K2.6 AGENT
6. Press the black Up Arrow button  (     )
7. Kimi may think for several minutes, and then you’ll see your 

game 
8. Download the file
9. Please give a copy to Doug and he’ll share it with the group 

2. Replace all the text in RED font 
with your specific changes 
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3. Copy the entire text of your prompt 4. Paste it here:

4. Paste it here: 5. Make sure the model is set to K2.6 AGENT

5. Make sure the model is set to K2.6 AGENT 6. Press This Button
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7. Kimi may think for several minutes, and then 
you’ll see your game 

8. Download the file

9. Please give a copy to 
Doug and he’ll share it 

with the group
Flippity.net

Ignore the big distracting advertisement in this space
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Rename the file

Replace all this text with 
your own questions
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Copy This Link

Paste The Link Here

Now Click Here
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Wordwall.net

Similar to other 
“Fill in the blanks” 

sites

•Blooket
•BookWidgets
•Flippity
•Genially
•Gimkit

•Kahoot!
•Sporcle
•Quizlet Live
•Wordwall
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Wayground.com

Click Here

This option lets you fill in the blanks

Use this option to upload a file with 
the content you’re teaching

Click Here

Click Here
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Build!

Each Team:

• What is a topic that you want to teach?

• What is the target audience?

• Come up with a simple learning 
objective

• Choose one tool:
• Flippity.net
• Kimi.com
• Wordwall.net
• Wayground.com

• Think about your game mechanics 

• Build your game!

Play!

Discussion

Discussion

•Did the various games have educational value?

•Were the games engaging?

• Is it feasible to use games like this?

•How might you adapt these tools to your own teaching setting?
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