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Gamification

The use of game-like thinking and elements 
in places that aren't traditionally games. 
– Gamifyingeducation.org
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Why Gamification Matters
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Why Gamification Matters

It can be used for
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Why Gamification Matters
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What is Gamification?

Extra Credits:
Gamifying Education

penny-arcade.com/patv/episode/gamifying-education

http://penny-arcade.com/patv/episode/gamifying-education
http://penny-arcade.com/patv/episode/gamifying-education


Challenge



Gamification in Art Ed

GAMES:
• Detail 

Detectives
• Act Up / Act Out 

(Charades)
• Simon Says
• Statue
• Quick Draw

Difficulty: Easy



Gamification in Art Ed

GAMES:
• Token response
• Mystery Critic
• Musical Gallery

(musical chairs)
• It’s Element-ary!

(scavenger hunt)
• Art Interview
• Postcards!

Difficulty: Easy



Gamification in Art Ed

Create Your Own!
“Read My Mind”

Difficulty: Medium



Gamification in Art Ed

Difficulty: Advanced



Encourage 
Agency

Increase 
Engagement

Nurture 
Creativity

Improve 
Education

Motivate
It Works

Defeat Evil!



GAME ON
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What is Gamification?

•The use of game-like thinking and 
elements in places that aren't 
traditionally games. – Gamifyingeducation.org

•Examples: leveling, achievements, 
quests, checklists, rewards, 
experience points (xp), badges, and 
leaderboards.

•Layered over existing activities



Why Gamification Matters

Flaws in Education
Traditional grading = demotivational

Punishes mistakes – Fear of failure

Few choices & little control

Pros of Games
Progress encourages progress - More fun to gain than lose

Teamwork

Agency – Control of destiny

Difficulty?
Doesn’t require major changes

Ex: Count upwards instead of down; ‘Grades’ changed to ‘levels’



Why Gamification Matters

Corporations already know this!
•Credit card rewards for spending and/or debt

•Frequent flyer & return customer programs

•Ex: McDonald’s Monopoly Game

•Encourages buying soft drinks & fries – 2 most profitable 
items – by putting most game pieces on those items.

Modern Society = Crisis of Engagement

•Compare modern leisure activities, including internet, film, tv, 
music, video games, theme parks, comic books, professional 
sports, etc – with choices available just 100 years ago.

•How much has education changed in 100 years?  Jobs?


