4 Centre of
English Studies

The Gamification of Online
Lessons

(O)S

Richard Neylon



CLICK HERE
TO TOSS CApP

TVLKINGHEVDS

REMAIN IN LIGHT




Overview:

1.What is Gamification?
2.How we can apply it

to the Language Classroom?
5.Examples

4.Reflection




What is Gamification?

The application of typical elements of game playing (e.g. point scoring,
competition with others, rules of play) in non-game context

Using elements of games to encourage ENGAGEMENT.
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What is agame ? The 4 Cs

The “magic circle" is the space in which the normal rules and

0 Contnvance reality of the world are suspended and replaced by the artificial

reality of a game world.

. e  Agoal with obstacles in the way.
CO nﬂ |Ct e Aconflict against a team or your previous score.

[ Limited resources to overcome.

° COntrOI Agreeing to rules/roles. Taking turns. Making moves. Keeping track.

0 COﬂClUSIOn How does the game end?


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

Elements of Games that Engage and Motivate.

1. Points
2.Badges

5. Leader boards
4.Levels

5. Challenges




Gamification in our Daily Lives
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Gamification Online:

@ Public - Hosted by Joel Fuhrman, MD | Aol Maybe  ees |
(@ November 20, 2010 - December 31, 2010 GUESTS
Nov 20, 2010 at 8:00am fo Dec 31, 2010 at 1130pm 1.7k 139 1.2k
' ' o went maybe invited
My challenge to you this holiday season:
- Eat a large salad every day SUGGESTED EVENTS See More
- Enjoy a generous serving of steamed greens with mushrooms and
onlons Montreux Jazz Festival 2015, ...
- Satisty your sweet tooth with three fresh frults a day SatJul 4in UTC+02 at Montreu
-Havealeasta\emngmotbeanseamoay 2 fiends are going
- Avoid white flour Join - Maybe
- Avoid sugars & artrficial sweeteners
® Stroet Food & Hip Hop @ *..
The six week holiday challenge will begin on November 20th and go SRRNE: | 9000m i UTC-83 4 Corcle 4
through December 31st; with the official kick-off on Saturday, November | ‘2 Nends 3 gomg
20th Stay tuned to http //DiseaseProof.com/ in the weeks to come to be Join - Mmpbe
inspired and motivated by the line-up of guest authors! SR DU
Friday in UTC+02 at Jardin Ang...
Commit to the challenge at hitp./Awww.drfuhrman.com/shop/benefits. aspx ,ms a9 going o
and learn the details - including free gifts and a video contes... See More Soin Muybe

Result: 1000 were people invited, 1700 people showed up.




Gamification Online:
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4 ‘ Gordy-Andy Del eon 7 pts
5 . Amy Mooney Hahn 6 pts
6 Georgia Elite Realhy 6 pts
a
7 . E-Title Solutions S pts
v
8 ' Evelyn Soto 5 pts
v

Like - Comment - Share £ 26,783 ) 11,459 [0 6,302



Why Use Gamification in Our Classrooms?
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1. Increased intrinsic motivation
2. Something different

5. Help integrate new students
4. It's what we are up against

s
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The Competition

The average smartphone
owner will click, tap or
swipe their phone 2,617

times a day. The average time

spent on
smartphones a
day is 2 hours
and 51 minutes.

When leaving their phones at home,
50% of respondents feel uneasy.




What is
Gamification
in the
Language
Classroom?

HOWTO GAMIFY YOUR ESL CLASSROOM

Consider
Playing in Teams
Gamification in the
classroom does not
necessarily mean
students will play
individually and
Designa compete with
Leaderboard others.
Leaderboards display which
students have reached the most
milestones, gained the most points.
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Choose a Goal

What do you want

your students to

accomplish? Is there

a behavior/habit

you want them O 2

?
to learn? Divide Itinto

Milestones

How can you divide your

goal into achievable steps, targets
or milestones they can

progress through?

Design Your
Game Board

will students A simple chart with 03
be represented in milestones? Ora
your game? Design board game type of path

avatars they can choose they must travel
from or have them design down?

their own.
04

Create Avatars

B ots
A Teacher
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Bloom’s Taxonomy and Learning Objectives

Produce new or original work
Design, assemble, construct, conjecture, develop,
formulate, author, investigate

Justify a stand or decision
o Appraise, argue, defend, judge, select, support, value,
valuate atique, wagh i |

Draw connections among ideas
[ ‘ ze Differentiate, organize, relate, compare, contrast, distinguish,
Analy examine, experiment, question, test

| Use information in new situations
Apply

Execute, implement, solve, use, demonstrate, interpret,
operate, schedule, sketch

Explain ideas or concepts
Classify, describe, discuss, explain, identify, locate,
recognize, report, select, translate

_..\_Jndetistand



Examples

1. Using Kami for Exam Classes.
2. PowerPoint Game
5.Vocaroo Challenge
4.Quizzez




Fun?

e Fun is subjective.

e Aim for engaging.



http://www.youtube.com/watch?v=58cdE_7FCc8

Avoiding the Pitfalls of Gamification

W JoB SIMULATOR
1. If you don'’t get buy-in, the activity can drag. = Ay

1. The novelty wears off.

1. Fun things are less fun when they are a requirement.




Reflection:

1.1 want to try.....
2.1 want to learn more about...
5.1 already.......




