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1.  In the previous slide, what colour of 
sweater was I wearing?



What is Gamification?

“the application of game 
design principles in non-
gaming contexts”

Robson K, Plangger K, Kietzmann JH, McCarthy I, Pitt L. Is it all a game? Understanding the principles of gamification. Business 
Horizons. 2015 Jul 1;58(4):411-20.

https://www.sciencedirect.com/science/article/pii/S000768131500035X
https://www.sciencedirect.com/science/article/pii/S000768131500035X


2.  The joystick from the previous slide is 
from which classic video game console?





Why Gamification?

Extrinsic
Motivation 

Increased
Engagement 

Academic
Success

Student
Retention



Types of Gamification I

● Badges / Achievements
● Points
● Leaderboard
● Competition
● Cooperation



Types of Gamification II

● Instant feedback
● “Levelling up”
● Quests
● Role playing



COSC 1046/7 - Intro to computer science

● 8:00 a.m. start
● Large class
● Mostly non-degree 

students



Gamification System

● Unearned badges “greyed out”
● Colour-coded categories

○ Blue: Assignments
○ Green: Tests
○ Grey: Miscellaneous
○ Orange: Social
○ Purple: Test reflections
○ Red: Labs

● Mystery badges: ?????



3. Roughly what percentage (or fraction) 
of my first-year students are 

non-program students?



Gamification System

● Scoreboard/leaderboard 
with optional “nicknames”
and opt-out.



Gamification System



COSC 1046 - Exit Survey
Did you enjoy the badges/achievements website?

1st time 2nd time



COSC 1046 - Exit Survey
Did the badges/achievements 
motivate you to work harder on 
assignments (top, or labs 
bottom) than you would have 
without them?

1st time 2nd time

assignments

labs



COSC 1046 - Exit Survey

Which feature was 
your favourite?

1st time 2nd time



4. What colour were the assignment 
badges?



COSC 1046 - Exit Survey

*2nd time only



Student feedback: #thumbsup
● 1st time

○ Yes to badges!! :)
○ Overall an A1 idea. I wish my Engineering classes provided 

some incentive like this.
○ I think it was a good idea. I might have enjoyed it more if I understood 

the course better and knew what I was doing. They would have been more 
fun to unlock and such. But i really think they are a good idea!!

● 2nd time
○ I enjoyed the badges system... It was good motivation to do better
○ Thanks for making this fun addition to class! Would like to see a Code Review badge to 

encourage collaboration.



5. What was the students’ favourite 
feature of gamified COSC 1046 

(computer science I)?



Student feedback: #thumbsdown
● 1st time

○ There should be some sort of rubber banding or catch-up 
mechanism, since once you fall behind even a little bit, it is very 
difficult or impossible to win. Which make it demotivating which defeats 
the purpose of the whole thing.

○ They favor those that already do really well and that would work hard regardless.
○ The only downfall was requesting mystery badges.

● 2nd time
○ I still haven’t gotten the badges that I requested…
○ I would appreciate if students would not comment pointless [censored] in the 

discussion forum because its really annoying searching through their [censored] 
comments to find useful information



What “Worked”

● It’s fun!
● Potential source of motivation and 

engagement.
● A solid foundation to build on.
● Interest from faculty and instructional 

designers is increasing.



What “Needs Work”

● Mystery badges aren’t (always) 
fun.  

● Administration is too manual.
● Doesn’t work for everyone.
● Novelty is an issue.
● How to “measure” 

effectiveness?



But What About - Pandemics



Future Enhancements

https://en.wikipedia.org/wiki/File:Kahoot_Logo.svg

+
Attendance



Why Not in PSE?



Why Not in PSE?



Why Not in PSE?

¯\_(ツ)_/¯



6. Name two gamification techniques 
other than badges/achievements.



Moving Beyond Badges

Haskell C. Understanding quest-based learning. White 
paper. Boise State University. 2013.

+ OERs



Closed Systems vs. Open Badging or
Gamification vs. Credentialing



The end?



Assignment Badges



Test Badges



Misc Badges



Social Badges



 Kahoot/Reflection Badges



Lab Badges
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