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Define and explain “Gamification”

Describe some general implications for education

Gamification
Our experiences with two game platforms: Kahoot
and Quizlet

Implications for the academic community at XJTLU



Gamification: Definition

Learning from games; 
Understanding what makes the games 
successful, engaging and powerful

Games

Taking some of those techniques, 
and thoughtfully applying them to 
other situations which are not 
themselves games

Non-game Contexts



What is a game?
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system
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participation

Source: Figueroa (2015, p.39)



Elements of games
Progress bar
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Source: Figueroa (2015, p.39)

Performance Graphs



Gamification in business contexts

Goal 
Tracking

Gamification

Employee
Motivation

Customer
Loyalty

Brand
Awareness

Werbach and Hunter (2012)



Gamification in business contexts



Gamification in business contexts



Gamification: General Implications for Education

Number of Empirical Studies utilizing Educational Gamification Design Principles

Source: Dicheva, Dichev, Agre and Angelova (2015)



Gamification: General Implications for Education

Number of Subject Domains of the Application of Gamification

Source: Dicheva, Dichev, Agre and Angelova (2015)



Example 1: Kahoot
• a student-response tool 
• available on all platforms – MS 

Windows, Android, IOS etc.
• allows teachers to run game-like 

quizzes in real time
• students need an electronic device
• the teacher needs a PC & projector
• teams or individual
• 4 types of activity: multiple choice 

quiz, jumble, discussion, survey
• Free to use
• No advertising



Kahoot: How it Works
• The educator pre-prepares 

the quiz.
• In class, the educator 

opens the quiz and 
chooses a mode.

• A random number is 
generated.

• Students can sign in using 
this number on their 
smartphone/ device.



Using Kahoot in class (video)



Example 2: Quizlet
• an education tool designed for 

“learning everything”
• available on all platforms – MS 

Windows, Android, IOS etc.
• Flashcards/Tests/Built-in Games
• Quizlet Live

• the teacher needs a PC & 
projector

• Students played in teams on their 
phones



Using Quizlet in class (video)



Students’ Reaction

• https://padlet.com/angelaxia/c04



How might these games enhance lectures?
These games have many uses, including:
• Checking students’ prior knowledge
• Checking recall of previous learning
• Warming-up
• Review of key terminology and vocabulary
• “Flipped classroom” approaches



Conclusion
• Gamification is likely to play a greater part in learning.
• It should offer a richer, more engaging experience for students.
• It has the potential to empower and engage the learner, 

enhancing motivation whilst sustaining a positive atmosphere 
in the classroom.

• Educators may seek greater professional development in this 
area.

• There is great potential for gamification within the XJTLU 
academic context.



Appendix 1: Comparison of Features
Kahoot Quizlet

Visuals Colourful & appealing Highly appealing

Ease of preparation Quick and easy Quick and easy
Participant numbers Up to 4000, where bandwidth allows Multiple

Questions Copiable from other members Copiable from other members

Quick to edit Quick to edit

Activity types

• MCQ
• Jumble
• Survey
• Discussion

Students can choose from:
• flashcards
• matching
• gravity game
• quizlet live
• learn
• spell

Access It usually takes a few minutes to log in. However, this 
can be done before class

Quick to login

Cost none none
Nuisances (advertising/ malware etc) none none

Continuous assessment options • Possible but perhaps not feasible 
• Scores can be recorded and saved in Excel
• keeping a “league table” may be tricky

• Classes can be created and populated
• Can be integrated with Google Classroom
• Scores can be recorded.

Take-home record No. Kahoot is designed for in-class use May be used both in class and outside
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Useful Links:
• www.getkahoot.com
• www.quizlet.com
• https://secure-nikeplus.nike.com/plus/what_is_fuel/

http://www.getkahoot.com/
http://www.quizlet.com/
https://secure-nikeplus.nike.com/plus/what_is_fuel/


Thank you and enjoy your lunch!

• ling.xia@xjtlu.edu.cn
• mark.sinnott@xjtlu.edu.cn

mailto:Ling.xia@xjtlu.edu.cn
mailto:Mark.Sinnott@xjtlu.edu.cn
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