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Gamification and Meaningful gamification

Game-based learning:

Role-playing Games
Educational Board Games and Card Games
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Gamification 
Gamification uses

game elements in non-game settings.

Discuss it and make a simple group 
report with your desk-mate!

Games-based learning uses actual games to teach.

Game-based Learning 

Adding game-like elements in lessons. Game
elements include levels, points, badges,

leaderboards, avatars, etc.

Using games to teach specific learning objectives. Games
such as Minecraft, Tetris and so on.

Motivation: likely extrinsically rewarding. Motivation: games are intrinsecally rewarding.

Assessment is not within the “game”. Assessment is in-game.

Game-like aspects are adjusted
to fit the lesson contents.

Lesson content is adjusted to fit the game.



Self-determination theory

Flow theory

Experiential learning theory

Theoreticalfoundations

Krath, Schürmann, von Korflesch (2021)



 1) games foster motivation
2) play is a natural mode of learning
3) games induce cognitive flow, which is productive for learning
4) games support learning-by-doing
5) games allow for performance monitoring
6) games offer freedom of movement 
7) games support social learning
8) games allow for safe experimentatio
9) games accommodate new generations of learners
10) there are many successful games for learning

The effectiveness



The effectiveness

the evidence of effectiveness needs
to be more extensively studied

Learning outcomes

Affective outcomes

the evidences on the use of games
in educational contexts in relation to

Yu et al., (2021); Zainuddin et al., (2020);
Mayer (2019); Faiella & Ricciardi (2015)



Learning outcomes

students learned better in a computer game when words were
spoken rather than printed on the screen

students learned better in a computer game when words were
presented in conversational style than formal style

providing students with pregame information such as the names and
descriptions of the key concepts in the lesson resulted in better
learning posttest scores

providing advice or explanative feedback during the game resulted in
better learning posttest scores

providing prompts for players to write or select explanations during
the game resulted in better learning posttest scores

The effectiveness

Which game features promote learning?



Learning outcomes

people who were assigned to play first-person shooter
games an extended period of time performed better on
perceptual attention tasks than people assigned to play a
control game or no game

people who were assigned to play a spatial puzzle game for
an extended period scored higher on mental rotation tests
of two-dimensional shapes than people who were assigned
to not play that game

The effectiveness

When does game playing have
positive consequences?



Learning outcomes

the most-studied educational discipline is science, in which
learning by playing games produced higher test scores than
learning from conventional lessons

in reviewing mathematics studies, games resulted in better
learning than conventional media

in experiments involving learning a second language,
students learned better from games than from traditional
media

The effectiveness

Do people learn better
from computer games?



Learning outcomes

the realism added for its own purpose is not a promising
game feature when the goal is to improve learning
outcomes

adding collaboration or narrative themes, when the goal is
to greatly improve learning, is not appear to harm learning
and may be helpful for certain kinds of learners

The effectiveness



educational games could generally improve student
motivations but the effect of them on motivation is
contradictory

situational games could improve student motivation and
performance

competitive games could lead to frustration of students

some students do not like to compete with their
classmates

The effectiveness

Affective outcomes



The review of literature has revealed that potential of games
to improve learning and affective outcomes has not been
established experimentally.

There is wide agreement about the need for
customization
 aspects of enjoyment or novelty
 ensuring the voluntary nature of participation
 providing early, frequent, meaningful and rapid feedback
 creating a playful environment with clear goals,
challenging tasks, and authentic stories in which team
spirit is fostered

The effectiveness

Affective outcomes

Learning outcomes
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