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GAME-BASED LEARNING GAMIFICATION

uses game elements to teach a specific skill
or achieve a specific learning outcome. It
takes your core content and objectives and

the application of game mechanics in a
non-game context to promote desired
behavior and drive learning outcomes. Think

makes it fun. points, badges, leaderboards and incentives.

The main difference between the two is the degree of integration of game mechanics into the
content. GBL fully integrates so that the game is the learning. Gamification, on the other hand,
uses game elements as a reward for completing existing learning tasks/expectations (source).

‘ Promotes Pr'olalem solving, student

A GBL Example |
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& @ of Gamification

‘ Adds an element of Fun which enhances

collaboration, and critical thinking

‘ Better for complex material that requires
9+ron3 engaéement

‘ Great for ostering resiiency in learners.

@ Gamification can be built into a GBL
experience.

= Designing GBL experiences can be
expensive and/or time cohsuming

Paul Darvasi

e Twitter: @PaulDarvasi

e Listen to Learn from Paul on
The Good Life EDU Podcast

A
Gamification

-,

student engagement.

‘ Generaly cheap and easy to implement.

® Works well with simple, memory-based
Iearning

@ Motivates students to complete tasks.

= Can become Iaor'ing when it's repetitive,
predictable, and/or disconnected From the
cohntent.

Blog with

Examples

Michael Matera

e Twitter: @MrMatera

e Listen to Learn from Michael
on The Well Played Podcast

\

Educators#o

e Click Here to visit Paul’s
company Gold Bug Interactive
for Resources, Games, and More

e Click Here to visit Michael’s
Blog to Find His Book,
Resources, and More

Follow

Where to Learn More

e How to Use Gameplay to Enhance
Classroom Learning (from Edutopia)

e A Conversation on What Makes a Came

an Effective Learning Activity Versus a
Time Waster?

e Join in the #Games4Ed weekly Twitter
Chat moderated by Nebraska’s own

@MPilakow

Three Reflection Questions

1. What games have | played in my classroom
before, and did those experiences use GBL
or gamification or both?

2. Does GBL or gamification seem more
applicable to my grade and content? Why?

3. Where might | be able to add GBL or
gamified elements into my classroom? n~ e 58 rA/s ka4
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http://bit.ly/PDforMeGames
http://esucc.org
https://trainingindustry.com/articles/learning-technologies/game-based-learning-vs-gamification-do-you-know-the-difference/
http://www.youtube.com/watch?v=2c2-kYxNyMc
https://www.bookwidgets.com/blog/2019/09/the-best-gamification-apps-and-techniques-for-in-your-classroom
https://twitter.com/mrmatera
https://podcasts.apple.com/us/podcast/well-played/id1223852505
https://www.mrmatera.com/
https://twitter.com/pauldarvasi
https://podcasts.apple.com/us/podcast/designing-alternate-reality-games-for-education/id1512974122?i=1000504542344
https://www.goldbuginteractive.com/
https://www.edutopia.org/article/how-use-gameplay-enhance-classroom-learning
https://www.edutopia.org/article/how-use-gameplay-enhance-classroom-learning
https://www.bamradionetwork.com/track/what-makes-a-game-an-effective-learning-activity-versus-a-time-waster/
https://www.bamradionetwork.com/track/what-makes-a-game-an-effective-learning-activity-versus-a-time-waster/
https://www.bamradionetwork.com/track/what-makes-a-game-an-effective-learning-activity-versus-a-time-waster/
https://twitter.com/search?q=%23Games4Ed&src=typed_query
https://twitter.com/mpilakow

