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The Gamification of Online 
Lessons



1. What are the Issues in Our Online Classrooms? 



                                Overview:
ok at today:1.What is Gamification?
2.How we can apply it 
to the Language Classroom?
3.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 a game ?   The 4 Cs
1

● A goal with obstacles in the way. 
● A conflict against a team or your previous score.
● Limited resources to overcome. 

2

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

iscing elit. Sed do eiusmod tempor incididunt ut labore et dolore magna nec. Lorem ipsum dolor sit amet, 
consectetur adipiscing elit.

3

4

The “magic circle" is the space in which the normal rules and 
reality of the world are suspended and replaced by the artificial 
reality of a game world.

Conclusion    How does the game end?

Conflict

Contrivance

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


Elements of Games that Engage and Motivate.
ok at today:

1. Points
2. Badges
3. Leader boards
4. Levels
5. Challenges



Gamification in our Daily Lives



Gamification Online:



Gamification Online:



Why Use Gamification in Our Classrooms?
ok at today:

1. Increased intrinsic motivation
2. Something different
3. Help integrate new students
4. It’s what we are up against



The Competition



What is 
Gamification 
in the 
Language 
Classroom?
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Bloom’s Taxonomy and Learning Objectives



                                        
Examples
ok at today:

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



Fun?

● Fun is subjective.

● Aim for engaging.

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


Avoiding the Pitfalls of Gamification

1. If you don’t get buy-in, the activity can drag.

1. The novelty wears off.

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



Reflection:
ok at 
today:

1. I want to try…..
2. I want to learn more about...
3. I already…….


