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How many  people play 
games on a daily basis? 





Do you play any type of video game on a regular basis?

100%



“Gamification has become an essential part of any
digital business strategy as a way of digitally
motivating people and overcoming barriers of scale,
time, distance, connectedness and cost. It is being
used to add value to the product offer, to increase
employee engagement and to drive crowdsourced
innovation.” Gartner 2014

“From all the strategies that exist,
Gamification is one that constantly
promotes motivation.” Flores 2015



Werbach and Hunter (2012) define gamification as
the use of game elements and game design
techniques in non-game contexts.



The main objective of gamification is to increase
participation and to motivate users through the use of
game elements. Essentially, any activity, task, or
assignment could be gamified. In order to gamify a
task, it is important to consider the elements or
components in gamification such as points,
leaderboards, and immediate feedback among other
things.



Do you have time?





Soft Gamification

Points Badges Leaderboard



Do you have to teach vocabulary?

Do you have a list of words?



Replicability

http://www.cram.com/
http://www.cram.com/
http://www.quizlet.com/
http://www.quizlet.com/


http://www.cram.com/
http://www.cram.com/






http://www.cram.com/flashcards/games/jewel/feec10-unit6-prepositions-6485739

http://www.cram.com/flashcards/games/jewel/feec10-unit6-prepositions-6485739


http://www.quizlet.com/
http://www.quizlet.com/












http://www.classtools.net/mob/quiz_84/FEEC10__Unit1__UECA_PD_Fest_6UAUH.htm

http://www.classtools.net/mob/quiz_84/FEEC10__Unit1__UECA_PD_Fest_6UAUH.htm






http://www.superteachertools.us/jeopardyx/jeopardy-review-game.php?gamefile=1586347#.V9Pg7q1a00g

http://www.superteachertools.us/jeopardyx/jeopardy-review-game.php?gamefile=1586347%23.V9Pg7q1a00g








https://create.kahoot.it/?_ga=1.165106623.1634219220.1467016341&deviceId=758780e7-
7138-4076-832e-26584cecda10R#quiz/700816d1-bce9-4ec5-8710-8bb7757dfd7b

https://create.kahoot.it/?_ga=1.165106623.1634219220.1467016341&deviceId=758780e7-7138-4076-832e-26584cecda10R%23quiz/700816d1-bce9-4ec5-8710-8bb7757dfd7b
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