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Reading Writing Problems Behaviour 

White 

Reads some words 

Forces the teacher to 

raise his voice; disturbs 

classmates 

Yellow 

Reads syllables and 

classroom texts 

Sometimes obeys to the 

teacher and day team. 

Listens during collective 

moments 

Red Reads a small text … 

Green Reads the text and fills 

the interpretation 

sheet 

… 

Blue Reads for the class … 

Brown Reads stories on the 

“Tale activity” 
… 

Black 
Reads like an adult 

Behaves like an adult 
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Emotions 

 Game designers focus on the emotional component of an 

experience 

 How to produce an emotional response? 

 Fun: 

 Winning 

 Problem-solving 

 Exploring 

 Social Recognition 

 Role Playing 

 Collecting things 

 Surprise 



ADD FUN ! 

PIANO STAIRS DEEPEST BIN 



Other examples… 

 Example 1: LinkedIn profile 

 Fill a form: Boring! 

 Solution: “Profile Completeness” 

 Moves people a little bit more towards 

achieving an objective 

 Gives immediate feedback 

 It doesn’t force the user to anything 

 Sense of progression 

 How close we are to completion 

 

 Anothe example: MBL 

 Badges in a collection 

 



What’s in a game? 

 Goal 

 Rules 

 Lusory attitude 

 

 

 Game: the art of making 
someone voluntarly 
overcoming unnecessary 
obstacles 

 

 



The Magic Circle 

 Boundary (either physical or 
virtual) 

 

 The boundary separates the 
game from the real world 

 

 In the game, the rules of the 
game matter (not the rules 
of the real world) 

 

 Our objective: to put the 
player, the best we can, in 
the magic circle! 

 



The Magic Circle 

Our objective: to put the player, the best we can, 

in the magic circle! 





THINKING LIKE A GAME DESIGNER 

 “I am a game designer” (a skill, a state of mind) 

 Think of your participants as players (and not a learner) 

 Subtle implications on the notion of the relationship 

 Player is at the center of a game 

 Sense of autonomy/control 

 They make choices, they are driving 

 Players play 

 Sense of free motion within a set of constrains  freedom 



THE PYRAMID OF GAMIFICATION ELEMENTS 

Dynamics 

Mechanics 

Components 



The Piramid: Components 

 Achievements 

 Avatar 

 Badges (visual repres. 
achievments) 

 Boss fight 

 Collections 

 Combat 

 Content unlocking 

 Gifting (altruism) 

 Leadeboard 

 Levels 

 Points 

 Quests 

 Social graph (set of friends avatar) 

 Team 

 Virtual goods (users want to buy) 

 

Dynamics 

Mechanics 

Components 



 Achievements 

 Avatar 

 Badges (visual repres. achievements) 

 Boss fight 

 Collections 

 Combat 

 Content unlocking 

 Gifting (altruism) 

 Leadeboard 

 Levels 

 Points 

 Quests 

 Social graph (set of friends avatar) 

 Team 

 Virtual goods (users want to buy) 

 



 

 Challenge (objective) 

 Chance (dice, random) 

 Cooperation 

 Competition 

 Feedback 

 Resurce aquisition (oil, 
points,…) 

 Rewards 

 Transactions 

 Turns 

 Win states 

 

Dynamics 

Mechanics 

Components 

The Piramid: Mechanics 



 Dynamics:  hidden/implicit structure that makes the 

experience coherent (coherent patterns) 

Dynamics 

Mechanics 

Components 

 Constrains 

 Emotions 

 Narrative 

 Progression 

 Relationships 

 

The Piramid: Dynamics 



Example: Empires and Allies 





An example: Polytechnic Institute of Leiria 



THE PBL TRIAD 

 (P)oints, (B)adges and (L)eaderboards 



Ex: Samsung Nation (http://www.samsung.com/us/samsungnation/)  

http://www.samsung.com/us/samsungnation/


The PBL Triad: (P)oints 

 Points are an universal currency,  that can be used… 

 

 … to keep score (it tells how well/competent someone is) 

 … to determine Win States: 

 Ex. 1: comparing the player with the other players 

 Ex: 2: “Who wants to be a millionaire?” show 

 … to connect to rewards 

 … to provide real time feedback  

 …to display progress (“where the player is in the ladder of the task accomplishment”) 

 

 It also offers data for the game designer  

 It’s fungible 

 



 Badges are visual icons with the following advantages 
 They offer a visual representation of achievement (we are visual 

learners) 

 They offer flexibility (The game designer can think of one for every 
task he/she can remembers, motivating for a specific desired 
behaviour) 

 They are a Signaling of importance (What is an important  
accomplishemnt in the game) 

 Credentials 

 Collections (filling shelves is motivating) 

 Social Display (status symbol) 

 

 

The PBL Triad: (B)adges 







ON FIRE! 
This user gave at least a contribution to the forum for 5 days in a row! 

EARLY BIRD 
This user delivers homework at least 5 days before the deadline 

THE GOOD SAMARITAN 
This user helps other student’s in the forum 

BRIGHT IDEA 
This user gave a innovative contribution to solve a task 



 How can groups (for groupwork) be made? 

 Let the students decide? 

 Organize them by interests? 

 Organize them by complementary skills? 

 We shouldn’t speak about “groups”… 

 … we should speak about teams! 

 

(they are players, not students) 



 Advantages 

 Offer feedback on Ranking (feedback on competition) 

The PBL Triad: (L)eaderboards 



 Dangers 

 They can demotivate 

 Solution: personalized leaderboards 

 Relative position 

 Friends position 

The PBL Triad: (L)eaderboards 

Player Points 

John 7,500 

Mary 1,500 

Anne 1,300 

Simon 1,290 

Player Points 

Mary 1,500 

Anne 1,300 

Simon 1,290 





The PBL Triad: (L)eaderboards 

 Moodle 

 We can set “groups” in Moodle, one for each team 

 Each team has its own forum 

 Teams cannot see each other forums 

 The teacher defines the scope (how much a player or a team 

sees in the virtual environment) 



BEHAVIOURISM 

 Classical Conditioning (Pavlov’s dog) 

 Operant Conditioning (Skinner) 

Stimulus Behaviour Black Box 

Stimulus Behaviour 

Consequences 



Behaviourism in Gamification 

 Looks what people do 
(external responses to 
stimuli)  

 

 Feedback (you do 
something, you get points 
immediately) 

 

 Conditioning through 
consequences 

 

 Reinforcement through 
rewards 

Speed camera lotery 

Giving people something they 

find valuable. 



REWARD STRUCTURES 

 What should be rewarded? 

 Every time a task is done? 

 Make the player show every day? 

 How?  Offering a “Quest”  

 Etc… 



 

 Typology of different rewards: 

 

 Tangible/Untangible 

 Tangible:  Money, boy scout badges (“social status”) 

 Intangible Virtual badges,  encouragment feedback (“good job!”) 

 

 Expected/unexpected (our brains love surprises!) 

 

 Contingency (what the player has to do) 

 Non-contingent (you get the reward no matter what) 

 Engagement-contingent (You get a reward for starting the task) 

 Completion-contingent: (You get a reward for finishing the task) 

 Performance-contingent: (You get a reward for how well the task is done , not 
just for starting & finishing it) 

Rewards: Cognitive Evaluation Theory 



Reward Schedules (psychological value of 

when the reward should be given) 

 Continuous 

 The player gets a reward just for playing the game 

 Least interesting 

 Fixed Ratio 

 Ex: the player gets a reward every 10 times he enters the game 

 Badges can be used to implement this strategy  

 Fixed Interval 

 Ex: the player gets a reward every x units of time  

 Variable  

 No fixed schedule 

 Rewards come as a surprise! (Something that is not a know 
pattern by the player) 



Some Limits and Dangers of Behaviourism 

- Manipulation (ex: by adiction) 

 

- Hedonic Treadmill (you have to give the reward 

everytime forever!) 



INTRINSIC & EXTRINSIC MOTIVATION 

 Intrinsic reward: you do the task for its own sake  
 “I love my job so much that I would work for free!” 

 

 Extrinsic: you do the task for other reason than the task itself  
 “I do my job for the money it pays.” 

 

 Extrinsic motivators: 
 Status (it will make us cool – leaderboard, mile cards,…) 

 Access (access to the reward – content unlocking) 

 Power 

 Stuff (tangible rewards) 

 

 Game elements can be intrinsic or extrinsic, depending on the 
context 



How rewards can de-motivate 

 Extrinsic motivators can kill the intrinsic motivators!!!! 

(over-justification effect, substitution effect) 

 The “Kids Drawing” experience: 

 

 Some considerations on reward types: 

 Tangible rewards are the worst 

 Unexpected rewards are the best !!! 

 Performance-contigent are good 

 “I see you did a good job!” (the player sees it as something he/she 

already knows) 





Player Points 

Son 1,000,000,000,000 

Cat 1,500 

Husband 1,300 



 We should activate these 3 motivators of intrinsic 

motivation: 

 Competence (sense of achieving things, overcoming 

obstacles,…) 

 Autonomy (sense of feeling in control / “I have the choice”) 

 Relatedness (sense of purpose) 



SOME IDEIAS… 



Ali Baba 

 What are their passwords? Do the 

activities A, B and C (if you wish) 

to get them (the teacher will send 

you the password by email IF you 

score ate least 80% in a test) 

 

 Some caves might not have any 

golden coins (it’s a surprise!) 

 

 Game element: content unlocking 

 



Sphinx 

 If you decide to face the sphinx, you enter 

in a challenge: you have to answer a secret 

question! 

 If you succeed, you will DOUBLE your 

coins! 

 If you fail, you will lose HALF of your coins 

 

 Rules: send an email to the teacher, telling 

him that you want to face the Sphinx. 

 In the next 24 hours, the teacher will phone 

you and ask a question about the subject of 

the course. The question is different for 

every student that wants to face the Sphinx. 

 The teacher will double ou halve your 

points according to your answer   



Resources 

 http://elearninginfographics.com/the-gamification-of-

education-infographic/  

 Coursera’s Gamification course 
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