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Plan
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Gamification

Syllabus Updated Processus

Edugame LAB

Gamification Tools Tutorial (Crossword puzzle , 

Quizalize)



Gamification

• Use game mechanics 
• points, badges, leaderboards, challenges

• in non-game contexts to increase engagement and intrinsic 
motivation.

• Facilitate learning and innovation, encourage positive
behavioral changes through immediate and personalized
feedback.

•  Collect valuable user data and can improve collaboration 

• Transform tasks into interactive and stimulating experiences, 
making objectives more accessible and enjoyable.
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International 

Valancia Review

Local

Tunisian Review

Processus de mise à jour du 

Syllabus

Initial 

Syllabus
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Syllabus

updated
Checked

Syllabus &

Uploaded

Syllabus Update Process
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Syllabus Update Process

• My contribution to the project Content author in WP2 "Curriculum"
• Creation of the Hybrid Mobile App Syllabus in master degree MPSWM 

• Integrate gamified objectives into my Syllabus

•  Processus review local & international 
• Tunisian Review
•  VALANCIA Review

• Finalisation 
• Syllabus checked et uploaded
• Teaching next semester WP3 « Teaching and learning Ressources"
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Tunisian Review
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Valencia Reviewer
Universitat Politècnica de València
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Syllabus updated
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Game-Based Learning Elements



The Framework Challenge:
● Concept: A virtual "escape room" type game where

students must solve puzzles and programming
challenges to "escape" from a scenario related to hybrid
mobile development.

● Learning Objectives:
o Master the syntax and basic concepts of React Native, Flutter, 

or Ionic.
o Understand the architecture of a hybrid mobile application.
o Solve common coding problems.



2. Perfect App Race:

● Concept: A racing game where students compete to develop the 
highest-performing and most user-friendly hybrid mobile 
application in a limited time.

● Learning Objectives:
o Develop high-performance hybrid mobile applications.
o Optimize code for a smooth user experience.
o Work effectively under pressure.

• Quest Example: Students must develop a to-do list application 
with advanced features (data synchronization, notifications) 
using Flutter, and deploy it to a mobile device in record time.



3. The Feature Integration Adventure:

● Concept: A text-based or graphic adventure game where 
students play developers who must explore different mobile 
device APIs and features (GPS, camera, etc.) to complete a 
mission.

● Learning Objectives:
o Integrate native mobile device features into hybrid applications.
o Understand how mobile APIs work.
o Manage data permissions and security.

● Quest Example: Students are secret agents who must use Ionic 
and a phone's GPS to locate targets and collect information by 
building a secure geolocation application.



4. The User Interface Design Challenge:

● Concept: A "design challenge" type game where students must 
create attractive and intuitive user interfaces for hybrid mobile 
applications using specific UI components and libraries.

● Learning Objectives:
o Design user-friendly and aesthetically pleasing interfaces.
o Use reusable UI components.
o Apply UX/UI design principles.

• Quest Example: Students must design the user interface for an e-
commerce application using React Native and a pre-defined UI 
component library, with an emphasis on accessibility and 
responsiveness.



• The EduGame laboratory is intended for:
• teaching purposes,
• familiarizing students with equipment and devices,
• carrying out practical work,
• as well as other activities defined in the project proposal

• Scientific Director of the lab: 
• Mrs. Maha HARZALLAH, Professor Technologist in 
Computer Science 
• Ensure that the lab's plan and scheduling are respected 
throughout the project. 

• Maintenance and management of the laboratory are 
provided by 
• Mr. Mongi Essaies, computer technician employed by 
ISITCom.

Edugame Lab ISITCOM
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Workshop University of Sousse : Infoday EduGame

• 28-04-2025



Gamification Tools



Crossword puzzle
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https://crosswordlabs.com/view/2025-04-27-487
https://crosswordlabs.com/view/2025-04-28-109


Quizalize Tutorial



AI Quiz generated



Preview or print Quiz







Choose game to play 



Feedback & Follow-up Students



Quiz Gamified



Leaderboard



Conclusion
Strengths

• Increased Motivation and Engagement

• Improvement of Retention and Understanding

• Development of Skills and Know-how

• Immediate and Personalized Feedback

• Reinforcement of Active Learning

• Creation of a Positive Learning Environment

• Poorly designed gamification can prove superficial and not produce the 
desired effects.



Merci pour votre Attention
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