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ABSTRACT

Thisarticleoffersanovelinnovativegamificationapproachforundergraduateswithinhighereducation.
Tosupporttheinnovativeapproach,amixedmethoddataanalysisinvestigationwasconductedto
capturethecasestudy.Theauthorsproposeagamificationmodeltosupportstudent’sperceptions
and views while they were undertaking their Level 5 Games Technologies and Level 6 Games
DevelopmentcoursesatahighereducationinstitutewithinthenortheastoftheUnitedKingdom.The
modelusedwithingamificationwillprovideasupportiveapproachforgamethinkingchallenges,to
helpbuilduponexcitementandmotivationalinfluencestoimproveretention,engagement,motivation,
andproblemsolving,whilstusingacompetitionbetweenthetwo-yeargroupsasanincentive.The
authors’analysissuggeststherearekeyfactorsbetweencompetitionandusingmotivationthrough
gamificationtoinfluencethelearners.
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INTRODUCTION

Gaming technologies have long been effectively utilized as learning tools to improve retention,
engagement,motivation,andproblemsolving.Thehistoryofusinggamingasalearningtoolstems
fromthemidtoearly20thcenturyintheSovietUnion,asawayofmotivatingtheworkforcethrough
incentives.AsNelson(2012)indicates,factoryworkerswouldregularlycompeteagainsteachotherto
increaseproductioninreturnfor“…morale-buildingviateamgamesandworkplaceself-expression…”
(Nelson,2012,p.1).ResearchersBehnke(2015),Flores(2015),andSeabornetal.(2014)indicatethat
bymappingeducationalcontentthroughtheuseofgamingtechnology,educatorscanoffersupportive
pedagogicalapproaches,adaptiveinfrastructures,gamethinkingchallenges,anddesign.Theideaof
gamificationistoapplygamedynamicsandgamedesignstrategiestoengageandmotivatelearners
toachievetheirgoals(Bostan&Altun,2016).Gamificationthrivesonthedesireforanindividual
toachieveaslongasitappealstotheirsenseofexcitement.Throughbuildinguponexcitementand
motivation,theeducatorcanengagethelearnersinavarietyoftasks,thatusesgamingtechnologies
toaidinsocialinteraction,community-basedlearning,connectivity,andotherlearningapproaches
toprovidealearningenvironmentthatisfun,entertaining,andintellectuallystimulating.Educators
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canharnessthispositiverelationshipbyusingcollaborative/individualprojects,tutorials,andtraining
programmes,throughgamingexamplesorgamingenginestoharnessthestudent’sability,rewarding
theirprogresswithavarietyofdifferent typesof intrinsicandextrinsicmotivational techniques
thatenhanceandempowerthewaytheylearnandmaximizetheresultsfromthelearningprocess.
Gamificationwillbeusedwithinthisstudytoguidethelearnersthroughprovidingindividualswith
excitementandenjoymentviaadiversechallengebetweenlevel5andlevel6gamesdevelopment
groups.TheModelbeingpresentedherewillbeabletosupportandgiveguidancetothetutorswhile
mappingtheeducationalcontentthroughelementsofgamingtechnologiesandpeersupport.

Background
Thissectionprovidesacriticalintroductiontogamingmechanics,socialgamingelements,team-work,
non-gamingenvironments,andthepursuitoflearningactivities.Inpracticalterms,thebackground
section focuses onproviding an explanationof current approachesused to support gamification
elementswithinasocial/communitycontext.Throughusingtheseconcepts,guidelinescanbedrawn
uptoassisttheeducatortoharnesstheflexibilityofgamificationwhendesigningtasks,challenges,
orassessment.Thelayoutofthisresearchstartswithguidelinesfocusingondesigningcoursecontent
andhowtoincorporategamificationintolearningactivities;theseprinciplesarefollowedwiththe
explicationofatheoreticalmodelthatcouldbeusedtoassistintheexplorationofthedomaintopic
throughtheuseoftechnologies,pedagogy,andengagement.

GUIDELINES

Whendesigningcoursecontent,itisimportantfortheacademictohaveclear,well-definedgoals
thatarerelevanttothelearner.Sharma(2018)recommendsconsideringbothcognitiveandaffective
learningoutcomesforaneffectivelearningdesignandtopayattentiontotheaffectivestateoflearners
astheyengagewithlearning(p.380).Thesewillassistthelearnerwhentacklingdifferentchallenges
incompletingthetaskswithinthelearningprocess(Kim&Lee,2012).LandersandLanders(2014),
andKimandLee(2012)recommendthatonewayofinfluencingthelearneristostrengthenand
buildupontheinstructionaldesignandtheoutcomes(Bedwell,etal.2012).Bedwelletal.(2012)
indicatethatpurposefulalignmentwouldenabletheacademictosetaseriesofattributesthatwould
challengethecommunity,baseduponseveralkeybuildingblocksora“TaxonomyAlignment(TA)”.

TheTAwouldeffectivelyallowthetutortoconsideraspectsof:

“Action Language
Assessment
Conflict/Management
Control
Environment
GameFiction
HumanInteraction
Immersion
Rules/Goals
Game Matrix”(p.733)

while effectively placing the taxonomy directly into the learning environment for the learner to
benefitfrom.LandersandLanders(2014)indicatesthathomingontothecategoriesthatBedwellet
al.(2012)suggest,wouldenablethelearnertoembraceandfullyidentifytargetssetwhilegaining
aharmoniousbalancewithintheeducationalsetting.
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