
Andrzej Marczewski designed a player profile, 
that you can consider when designing your 
gamified experiences. http://www.gamified.uk/

Yu-Kai Chou has designed the Octalysis, a gamification 
framework that helps us understand the drives a 
gamified experience could have. www.yukaichou.com
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What is 
gamification 

(in education)?

It’s not game-based learning…
 It’s game mechanics.

learning 

experiences

to design

is 

essential

gamified

It’s the use of game mechanics in a non-

game context, like school, to engage 

learners in problem-solving  experiences.

 When we gamify education, the 
addiction is to learning, and to prove it.

We use gamification 
to transform the 
learning curve… from this… to this

Creativity

Harry Potter shows a great example 
of a gamified experience, in which 
students are awarded house points 
for every extraordinary deed.

A gamified experience 
must  be designed 
considering…

(Tom Vander Ark)
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What weapons  
can you use?

Gameplay is the specific way in which 
players interact with a game, and in 
pa r t i cu la r w i th v ideo games . 
Gameplay is the pattern defined 
through the game rules, connection 
between player and the game, 
challenges and overcoming them, 
plot and player's connection with it. 
Video game gameplay is distinct from 
graphics and audio elements.

Gameplay
according to Wikipedia

What drives your students? Earning or learning?

But the real prizes are…

Blue Rabbit is a gamified platform 
that can help you gamify your 
learning experiences in a very 
friendly way. app.bluerabbit.io

Positive emotions 
Real sense of purpose 
Better empathetic bonds 
Interest in learning more than earning

Increased self-confidence 
Better collaboration 
Increased responsibility
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