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WHAT IS GAMIFICATION?
(Deterding et al., 2011)

Gamification
• Applying game design elements
in non-game activities
• Ex: Earning a badge for
completing each level of a
program

Game-Based Learning

Serious Game

• Incorporating a game into a
curriculum/program to promote
outcomes
• Ex: using Monopoly within a
financial literacy curriculum

• Delivering or converting a
curriculum/program into a full
fledge game.
• Ex: Creating an online game to
teach parenting skills

ELEMENTS OF GAMIFICATION
• To increase motivation and engagement
Most common elements:
• Points: measure progress,
achievement
• Prizes: giving incentives or rewards
• Badges: measure accomplishment,
goal achievement
• Leaderboard: measure
progress/status against other
players

Other gaming elements:
• Challenges: to engage in a contest
or competition
• Storyline: narratives to provide
context for learning
• Levels and achievements: measure
progress, efforts, skills
• Unlocking content
• Customization

GAMIFICATION IN COMMUNITY PROGRAMMING
• Health promotion programs
•
•
•
•

Nutrition, eating disorder, childhood obesity

Mental health: depression, anxiety
Sports & physical health
Sexual health education

GAMIFICATION IN COMMUNITY PROGRAMMING
• Life skills programs
•
•
•
•
•

Emotion education

Parenting
Family engagement
Financial education

Careers education

GAMIFICATION IN COMMUNITY PROGRAMMING
• Early childhood programs
• Cyber security education
• Environmental education
• Entrepreneurship and business programs

EXAMPLE: PARENTING PROGRAM
(Love et al., 2016)

Triple P (Positive Parenting Program) Online Community (TPOC)
1) 8 modules, self-paced
2) Encourages peer support by allowing users to share & read program work
& “star” each other’s postings

3) Incentivizes the practice of positive parenting strategies through a badge system
4) Decreases stigma by creating a virtual client identity to maintain anonymity
5) Triple P accredited facilitator responds to posts, answers questions, rewards and
features parents’ exceptional shared work, & monitors the site

EXAMPLE: HEALTH PROMOTION PROGRAM
(Harris, 2018)

Beat the Street – UK, 2017

•

Goal: To get people more physically active by using
gamification components

•

Residents record their walking and cycling journeys by
tapping a radio frequency identification (RFID) card on
RFID readers called ‘Beat Boxes’ placed on lampposts
around the area

•
•

Receive 10 pts each time 2 consecutive ‘Beat Boxes’ are
touched within 1 hr.
Residents compete to see which schools; community groups and
individuals can achieve the greatest physical activity over the
course of the game period and highest scorers.

EXAMPLE: SOCIAL SERVICES
PROGRAM
(Bista et al., 2014)

• Dept of Human Services in Australia
• Target group: social services recipients
transitioning to a different payment system
• To bring people in similar situations together to
provide social, emotional & moral support by
sharing their experiences, ideas and tips
• To create a place for the dept to target its
information and services when dealing with a
specific group of social services recipients.
• To create a space to invite individuals to go on a
reflection journey
• Introduced gamification in an online community
designed to support the transition

GENERAL OUTCOMES OF GAMIFICATION
(Buckley & Doyle, 2016; Eschenbrenner et al., 2008; Hamari, 2017; Hamari et al., 2014)

• Increase motivation, engagement, and task completion
• Greater skill acquisition
• More time spent on learning activities
• Improve learning outcomes

SOME PROGRAM-SPECIFIC OUTCOMES
•

Health promotion programs (Gonzalez-Gonzalez et al., 2018)

•
•

•

Life skills programs (Haruna et al., 2016).

•

•

Increased motivation in youth to exercise
Reduced body weight
Game-based learning (GBL) and gamification groups had significantly higher motivation,
sexual health knowledge, and engagement than students in traditional classrooms. No
significant differences between GBL and gamification groups Environmental education

Environmental education (Morganti et al., 2017)

•

Gamification fosters energy conservation behavior

YOUTH ARISE CURRICULUM

• 3 levels
• a trip to the state capitol to meet with lawmakers

GAMIFICATION AND YOUTH CIVIC ENGAGEMENT

ICIVICS GAME

Virtual implementation
• Program coordinator presented content & game demo
• Site coordinator monitored and answered questions

In-person implementation
• Program coordinator presented content & game demo
• School advocate assisted

YOUTH ARISE: POINT SYSTEM

YOUTH CIVIC ENGAGEMENT: CHALLENGES

Jigsaw Puzzle Challenge

Sculpture Challenge

YOUTH CIVIC ENGAGEMENT: CHALLENGES

Obstacle Course Challenge

Stream Challenge

HOW WE PIVOTED

Board Games

HOW WE PIVOTED

Students and staff at Marrs and Norris playing board games

LESSONS LEARNED AND BEST PRACTICES
(Morschheuser et al., 2017)

• Start by identifying a problem that should be addressed through gamification
•
•
•
•

To increase engagement

To increase motivation
To encourage program completion
To better monitor participant’s progress

• Understanding the participants/users
• Identify participants’ needs, motivations, and behaviors
• Selecting the game elements to address those needs

LESSONS LEARNED AND BEST PRACTICES
(Morschheuser et al., 2017; Schoech et al., 2013)

• Assemble an interdisciplinary team
• Content experts, human behaviors and psychology, game design, business process,
information system design

• Pilot and evaluate to improve user experiences and outcomes
• Get user/participant feedback
• Reiterate to fine tune gamified element/process

LESSONS LEARNED AND BEST PRACTICES
(Love et al., 2016)

• Be cognizant of the digital divide and access to technologies
• Email address for registration, computer, internet access

• Ensure adequate infrastructure and support
•
•
•
•

Outdated internet browsers
Slow internet connections (upload/download speed)

Schools' firewalls and access restrictions
Have multiple staff onsite to help with technologies

LESSONS LEARNED AND BEST PRACTICES
(Kapp, 2012; Maddison et al., 2007; Schoech et al., 2013; Wee & Choong, 2019)

• Strike a good balance between gameplay and learning
• Extrinsic vs. Intrinsic motivation

LESSONS LEARNED AND BEST PRACTICES
(Kapp, 2012; Maddison et al., 2007; Schoech et al., 2013)

• Ensure that the content drive the technology rather than the technology drive
the content

• Game play in teams is more effective: collaboration & social interaction

LESSONS LEARNED AND BEST PRACTICES
•

Skill acquisition

•
•

•

•

Participants may lack basic reading and math skills that hinder game play

Ex: reading registration instructions, adding numbers

Points

•

Students love prizes: multiple small and immediate rewards better than larger or long-term
rewards

•

Difficult for after-school programs with inconsistent attendance

Evaluation can be challenging

ACTIVITY DEMONSTRATION
Puzzle Challenge (10 – 15 minutes)

Skills To Practice

•
•
•
•

Form teams of 3-4 individuals

• Teamwork

Each team will be given a bag of jigsaw puzzle pieces

• Communicating

Work in your team to put together the jigsaw puzzle

• Strategizing

Some puzzle pieces are mixed in with other teams'
bags

• Planning

•

Negotiate and work with other teams to get the pieces
you need

• Sharing resources

•

The team that finish their puzzle first wins the challenge

• Negotiating

DISCUSSION
• What did you learn from the activity?
• What was it like working in your team to put together the jigsaw puzzle?
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