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First ...
Permission to unplug and engage O

= As teachers, our attention is constantly divided; give yourself permission to close A
out of your email tab and mute notifications

e After ineffective but mandated PDs, we’re often tempted to check-out of training, |
encourage you for this one to “check in”

o remember your love of learning and how good it feels when students engage
with your lessons

\_ o let’s work together to make this PD work for us and not just at us )
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/By the end of this training, you should be able to: )
e Define gamification and gamified learning
e Explain how to effectively implement the
strategies / pedagogy
e Plan potential implementation of gamification
/ gamified learning in your classroom
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/X\ e demonstration of how to use slides (5 )
iy mins)
{ k\/A ) e exploration of material (30 mins) @
N o In pairs or on your own
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= e group discussion (20 mins)
— e wrap up and plan for next time (5 mins)
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Gamification /
Games in the
Classroom

Gamification /
Gaming_Theory
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Examples of
Gamified Learning.

Create your Own
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Gamification and
Gaming Theory

What is it?
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Brief Overview g

e Gamification and game-based learning draws -
from: neuroscience and human connection to
drive learning

e Gamification

o makes use of game elements in learning

e Game-based learning

o transforms the learning pocess into a

game
Full Article -
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https://elearningindustry.com/gamification-for-learning-strategies-and-examples
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Gamification

Levels of Educational Gaming - How to implement games and gamification into e
Ray Pastore, Ph.D.

LEVELS OF EDUCATIONAL
GAMING

Level 1: Games for Attention
Level 2: Educational/Serious Games
Level 3: Adding Elements

* Level 4: Enhancing Content "

Level 5: Commercial Games for Learning

* Level 6: Game Design and Development

Level 7: Classroom Live Action Role Playing
* (CLARP or CLARPing)

Level 8: Esports/Extra Curricular

www.raypastore.com

Ray p?Stor_a;;tEMMHhe
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Game Design Teaching
‘and Learning

Key Points

““Game-design teaching and learning’ (GDTL), is not just about
games in the classroom, but about using deep game-based
principles of teaching and learning across curriculum, recruiting
any and all tools available for what they are best at” (Gee and Price,
2021, p. 306).

This approach, unlike gamification, is focused more solidly on the
deeper features of games as teaching and learning sites and on

N intrinsic motivation. It stresses principles that are common in
S learning science research and in good video game design” (Gee and
Price, 2021, p. 306). =
i Full Article
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https://www-tandfonline-com.proxy1.cl.msu.edu/doi/pdf/10.1080/08924562.2021.1896928?needAccess=true
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Gamification and
Games In the

Classroom
What can it look |
like? : \_‘_‘
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Commercial Games

THE GAME

e Catan
o pboard game
o puilding civilazation
o resource management

e Salem 1692
o card game

L o pased off the Salem Witch Trials
y
j/j e The Grizzled

o board game
o survive the WWI trenches

Some commercial games can easily be adapted for use in the
history classroom, or are built off of historical settings/people!
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https://www.catan.com/
https://www.catan.com/
https://facadegames.com/products/salem-1692?srsltid=AfmBOoqhqJyQ2dKdAzNVCrZw06bdFPjRPMPIVd5xYlREf27cp49vKdNw
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Adapt Games for the
Classroom
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With a few tweaks, you can also take popular
games such as Monopoly, Candyland, or even
Battleship and adapt them for classroom use!

Genially and_Canva have a host of templates

| ©Q <

(for free!) ready to go.
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https://genially.com/templates/games/board-games/
https://www.canva.com/templates/s/board-game/
https://www.canva.com/templates/s/board-game/
https://www.canva.com/templates/s/board-game/
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Gamified Elements

If an entire game seems overwhelming, gamified
elements, when intentionally used, can help
motivate and engage students.

The University of San Diego has a great list,

including:
Hl Q< e progress bars
X e creating avatars
& = e missions and quests
e |eaderboards
n arc o~ 951 am
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https://pce.sandiego.edu/gamification-in-education/
https://pce.sandiego.edu/gamification-in-education/

Video Games ;

Depending on the level you teach, and your class, you
might encourage students to explore video games that
are based off of historical events. Asking students to
compare and contrast the game to the actual history can
be a powerful tool.

e This article from the Medium goes through 10
examples
e Wolfenstein
o alternative WWII history
e Ghost of Tsushima
0 a samurai’s quest to protect Japan from the
Mongols
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https://medium.com/@coreyslyter/a-historians-10-favorite-video-games-set-in-the-past-b56af1b48644
https://en.wikipedia.org/wiki/Wolfenstein
https://en.wikipedia.org/wiki/Wolfenstein
https://en.wikipedia.org/wiki/Ghost_of_Tsushima
https://en.wikipedia.org/wiki/Ghost_of_Tsushima
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Though the whole

video Is worth a watch,

focus on 5:00-21:00
minutes for some
practical approachs in
the classroom

Gamified Elements

:;:.Hw gm help teachers? — Gamified learning expert e pl
= s _ |
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A few suggestions from
Ms. English

I’'ve used Gimkit as an easy way to review concepts for a
test. It offers a variety of games for students to play,
including one modeled after Among Us.

| also created a game to show how quickly governments
can turn to fascism

QY Finally, I’'ve used Secret Hitler as a way to talk about the
\- insidious and hidden nature of fascism
J
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https://www.gimkit.com/
https://www.gimkit.com/
https://www.canva.com/design/DAGj3yjAEuw/N7WYxSTFED1smTEkG_kNyA/edit?utm_content=DAGj3yjAEuw&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton
https://www.canva.com/design/DAGj3yjAEuw/N7WYxSTFED1smTEkG_kNyA/edit?utm_content=DAGj3yjAEuw&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton
https://www.secrethitler.com/
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You might already have some ideas
about gamification or game-based
learning in your classroom. Let’s use the
next few slides to brainstorm and/or
plan out a lesson that works for you!

Remember 9ami7[icmtion or 9aming for the sake of "a/oing some*hing fun
in itself is not sfrong curriculum p/anning. Start with what students

shou/a’ /QV)OW or be ab/e 7L0 a'o, OIVWII WOI//Q bOICk 'I[FOVY) Hyere.
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(/X\\ 1.What might be content suited to gamification / a
= game?
. N 2.What approach would work best for the content/group
)\\/A of students/your time?
> < a.Gamification
= b.Game based learning
\_ J 3.What do you need to accomplish this?
- @\ Brainstorm / create in a space that works for you./
\K )J
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QO O O Discussion Quidelines

e \Working with your grade level
colleagues, decide who will be:
o the discussion leader
o the time keeper

o the note taker

e You Will have a set amount of time

for each question
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e What do we now know? Consider:

What might be useful for our

classrooms? When might we choose

to implement this? (7 minutes)
e What concerns do we have? (4

minutes)
e \What questions do we now have? (3
minutes)

e Group Share (6 minutes)
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Let’s Plan
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an you:

e Define gamification and gamified learning

e Explain how to properly implement the
strategies / pedagogy

e Plan potential implementation of gamification
/ gamified learning in your classroom
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Loo/eing Forward

What would we like to do when we meet
again?

Examples: take time to create, share
lessons, explore a specific style or
game?

&3

J @

Foloer ’

&

Internet

(3

Search

57 am
b L/07/2005




ot

957 am
Y L/07/2025




References

Buljan, M. (2025, October 2). Gamification for learning: Strategies and Examplies. eLearing Industry.
https://elearningindustry.com/gamification-for-learning-strategies-and-examples

Central Michigan University. [Central Michigan University]. (2024, April 11). How can games help teachers? -
Gamified learning expert explains [Video]. YouTube. https://youtu.be/4Tub6Kg-A9Jk?si=nvNGb-eeW78B2z0Q

Gee, J. P, & Price, A. (2021). Game-design teaching and learning(this link opens in a new window/tab).
Strategies, 34(3), pp. 35-38. DOI: 10.1080/08924562.2021.1896928

Pastore, R. [Ray Pastore, Ph.D.]. (2020, December 31). Levels of educational gaming - how to implement games
and gamification into education [Video]. YouTube. https://youtu.be/jQoEigbfrLE?si=sbg63azuEmCIQQqB6

Sytler, Corey. (2025, January 29). A historian’s 10 favorite video games set in the past. Medium.
https://medium.com/@coreyslyter/a-historians-10-favorite-video-games-set-in-the-past-b56af1b48644

University of San Diego: Professional and Continuing Education. (n.d.). 10 effective examples of gamification in
the classroom. University of San Diego. https://pce.sandiego.edu/gamification-in-education/



Further Reading

Gaming Anthropology (many resrouces in here are applicable to the secondary
classroom!)

Learning Education and Games

Video Games for the History Classroom (EDUtopia article)



https://press.etc.cmu.edu/books/learning-education-games/1/1
https://press.etc.cmu.edu/books/learning-education-games/1/1
https://anthropologycon.org/wp-content/uploads/2017/12/gaming-anthropology.pdf
https://anthropologycon.org/wp-content/uploads/2017/12/gaming-anthropology.pdf
https://anthropologycon.org/wp-content/uploads/2017/12/gaming-anthropology.pdf
https://www.edutopia.org/article/boosting-student-interest-history-video-games/
https://www.edutopia.org/article/boosting-student-interest-history-video-games/
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