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What is a game?

“A game is a rule-based formal system with a variable and quantifiable outcome, where 
different outcomes are assigned different values, the player exerts effort in order to 
influence the outcome, the player feels attached to the outcome, and the consequences of 
the activity are optional and negotiable." (Juul, 2011)



Gamified vs. game-
based learning
• Gamified learning

• Uses elements of game design to construct 
engaging and playful learning activities.

• Learning is made game-like.

• Game-based learning
• Uses games to teach certain knowledge and 

skills.
• Learning is expected to occur as a game is 

played.

There is a lot of ambiguity in definitions of these two 
terms and what distinguishes them.

See for ex. Landers (2014) & Krath et al. (2021)



Gamifying learning
• Use game design elements to transform 

any learning activities into engaging and 
playful games.

• Key points covered in the lesson:

• Range of examples of effective gamified 
learning.

• Developing engaging storylines for gamified 
learning.

• Develop appropriate assessment strategies.

• Methodology in a nutshell:

Learning outcomes/
competences

Game design
elements



Potential learning outcomes

Engaged 
learners

Active 
learning

Student 
agency

Enhanced 
motivation

Relatable 
outcomes

MORE 
FUN!



Questions? Comments?



Gamification handbooks / learners-trainers
Learners’ Handbook:
• Details about 

gamification 
processes

• How to use 
gamification 
worksheets to 
gamify lessons

Trainers’ Handbook:
• Key learning points 

related to 
gamification 
processes

• Teaching others to 
use gamification 
worksheets to 
gamify lessons

Link: https://actionelearning.eu/wp-
content/uploads/2024/09/Gamification-Handbook-
for-learners.pdf

Link: https://actionelearning.eu/wp-
content/uploads/2024/09/Gamification-Trainers-
handbook-fin.pdf

https://actionelearning.eu/wp-content/uploads/2024/09/Gamification-Handbook-for-learners.pdf
https://actionelearning.eu/wp-content/uploads/2024/09/Gamification-Handbook-for-learners.pdf
https://actionelearning.eu/wp-content/uploads/2024/09/Gamification-Handbook-for-learners.pdf
https://actionelearning.eu/wp-content/uploads/2024/09/Gamification-Trainers-handbook-fin.pdf
https://actionelearning.eu/wp-content/uploads/2024/09/Gamification-Trainers-handbook-fin.pdf
https://actionelearning.eu/wp-content/uploads/2024/09/Gamification-Trainers-handbook-fin.pdf


Collaborative online tool for gamification



Game design elements

• See about game design elements here:
• https://en.wikipedia.org/wiki/Game_design#Design_

elements

• Key game design elements in gamified learning:
o Storyline: Narratives and plot. The storyline suggests 

how players are to understand their role in the game 
and their purpose.

o Control & interaction: Rules, what players do in the 
game, how they interact with other players, how they 
interact with physical elements of the game.

o Challenges & progression: Elements that drive 
players through various game stages.

o Strategy: Opportunities for players to pursue  various 
ways to progress through the game.

o Payoff: Motivational elements, rewards, points, 
badges etc.

https://en.wikipedia.org/wiki/Game_design
https://en.wikipedia.org/wiki/Game_design


Zsolt Olah (2021): https://elearningindustry.com/playful-entry-in-storyline--rabbitoreg



Storyline
• The storyline describes the plot of the game:

• What roles are players in?
• Why are they playing?
• What are they trying to achieve in the game?

• Types of storylines:
• Pre-determined storyline

o Teacher as "game master” who decides on essential 
features of the game.

• Player-generated storyline
o Role of "game master" is shared between teacher and 

players. Teacher may decide on overall plot but leaves 
flexibility for players to have a say on specifics.

Arevalo, etal. 2020: 
https://www.researchgate.net/publication/339999477
_Storylines_for_practice_a_visual_storytelling_approa
ch_to_strengthen_the_science-practice_interface



Control & interaction

• This element applies to the rules and tools that 
define what players can do, what they cannot do, 
and how they do things:
• Basic game rules
• Objects used to facilitate gameplay (e.g. dice, 

hands, controllers (computer games))
• Other players



Challenges & progression

• This element includes the tasks that players need to 
complete for the game to move on towards its completion.

• Specific challenges will typically require players to gain 
and/or use newly acquired skills and knowledge.

• Depending on the scope of the game, challenges may 
appear in sequences where they become progressively 
more difficult, continuously requiring updated or newer 
knowledge and skills.



Strategy

• This element addresses how gameplayers 
apply their newly acquired knowledge and 
skills, with an element of foresight, to 
advance through stages of gameplay.

• The key factor here is that gameplayers 
have opportunities to plan ahead about 
how they can influence the progress of the 
game in their favour.



Payoff (goals & objectives)

• Payoffs are an important motivating element 
in games. We assume that players want to 
get some sort of benefit or reward for the 
hard work that they put into their gameplay.

• Payoffs generally work with challenges and 
progression in that each challenge carries a 
reward leading to an ultimate payoff, i.e. 
winning or successfully completing the 
game.

• Examples of payoffs: Points, badges, 
rewards, "winning", etc.



Linking game elements and learning elements

Key learning elements in 
game-related contexts:

• engagement

• communication

• agency (differentiated 
learning/inclusion)

• Knowledge/competence retention

• Knowledge/competence transfer

Key elements of game design:

• control & interaction (inc. rules)
• challenge(s) & progression
• strategy
• payoff



Questions? Comments?

• Is it for any subject? Any topic? – Think about the learning 
outcomes... 

• What sorts of games? Any... 
• If we have a game that exists, through this method, can we gamify 

any subject? Making up new rules...
• What are we going to do in Florence? We are going to focus on 

gamification... come to the session with a lesson plan that you 
have prepared for your own teaching. You are going to gamify the 
lesson plan.

• Come with you tablets or computers to Florence...



Assessment & transferability
• Assessing in-game learning

• How can assessment be built into game elements?
• fair assessments
• meaningful assessments (summative or formative)

• Rewards & payoffs are not assessments.
• Rewards & payoffs are incentives but do not necessarily provide insight 

into learning.
• Rewards & payoffs can give a skewed picture of learning outcomes (no 

proof that “winners” learn more than others).
See Caballero-Hernández (2017) for a more in-depth discussion of learning 
assessment in relation to games.

• Learning is contextual!
• What is learned in one context does not necessarily transfer directly to 

others.
• How do we ensure that knowledge & skills acquired in game contexts prove 

useful in other contexts?

• Learning is the primary objective – games are just a way to make learning more 
interesting.

• Needs to be understood by teachers and students alike.



Preparation for workshop in Florence
Resource list Gamification worksheets (see 

handbook) 

https://actionelearning.eu/wp-content/uploads/2024/09/ACADIMIA_Gamification_Resources.pdf
https://reiknistofnun.sharepoint.com/sites/ADADIMIAProject/Shared%20Documents/General/Vinnuskjol/Gamification-Handbook%20for%20learners.pdf?CT=1728298347686&OR=ItemsView&wdOrigin=TEAMSFILE.FILEBROWSER.DOCUMENTLIBRARY
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