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active online learning
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Applying game-design thinking 

to non-game content in 

education

What is gamification?
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Elements of gamification 

1. Rules & 
Objectives

2. Competition & 
Challenge

3. Feedback

4. Rewards, 
(Bonus) Points, or 
Leaderboards

5. Levels

6. Story, Theme, & 
Role Playing

7. Re-
Playability

Not every game has 
every element. It may 
have a combination of 
these items.Elements of gamification 
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Providing instant feedback 

Making social 
connections 

Creating enthusiasm

Increasing student 
engagement 

Benefits of “Gamified” 
active learning include:

Why gamification?

6



Gamification Implementation

• The purpose

1
To use the platform to 
involve everyone in 
this class to review 
key concepts that the 
students have learned

To give students the 
opportunities to earn 
extra credits
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Examples of Gamification 1: Jeopardy
Blackboard 

Wikis

HTML Webpage

HTML5 Video

HTML 
Code: 
Write 
HTML 
using 

Dream-
weaver
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Examples of 
Gamification 2:
Concept Review Bingo 

• Beginner Level 

• Intermediate Level

• Advanced Level
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1) Poll
• Please go to “go.uis.edu/q” via 

your smart phone or any 

electronic devices (e.g., 

iPad, laptop) 

Interaction/

Engagement 

Activity 

2) Q & A
• Answer the questions in the order 

of the popularity of questions 
based on the ranking provided 
by the audience 

3) Hands on (If time allows)
• Create a Concept Review Bingo 

via Google Docs
• Discuss pros/cons using 

Blackboard Wikis & Google Docs 

http://go.uis.edu/q
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• If you have any question during 
the presentation,

1. Post your question(s) via 
“go.uis.edu/q” 

2. Upvote/downvote questions 
already posted

• We will answer the questions in 
the order of the popularity of 
questions based on the ranking 
provided by the audience at the 
end of the workshop.

Post your question(s) here…
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Research 

Findings
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Data Collection and Analysis

Participants were MPH 
students enrolled in online 
Biostatistics courses across 2 
consecutive academic years 
(2015-2017) from a 
Midwestern university.

2 online surveys for this study 
including pre-test in the beginning 

of the semester and post-test at the 
end of the semester 
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Research Questions

1.

Did gamified activities can 
improve following items: 
academic achievement and 
student satisfaction?

2.

What are student 
attitudes (e.g., perceived 

usefulness and motivation) 
toward gamified activities?
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Academic achievement

A comparison of 2 different exam scores

Class without playing any 

“gamified” activity (n=34)

Class with 3 “gamified” 

activities (n=27)

Mean
Standard 

Deviation
Mean 

Standard 

Deviation
t

Exam 

Score 
115.05 11.19 128.95 11.50 4.76***

Note. ***p < .001

Gamification improved exam scores.

16



Evaluation Question
Class without 

Gamified 
Activities

Class with 
Gamified 
Activities

As a result of taking this course, my interest 
in this subject has increased.

60% 86%

This course has increased my skills in critical 
thinking.

93% 100%

The instructor is exceptionally competent in 
the content or material offered in this 
course.

47% 91%

Student Satisfaction
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Perceived Usefulness and Motivation

65%

70%

80%

Students want gamified 
activities to facilitate 
learning in other courses.

Students agreed that gamified 
activities helped in reviewing and/or 
understanding concepts.

Students enjoyed gamified activities.
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Discussion & 

Take-Away 

Points 
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Final Advice

Craft well-defined purpose and 
objectives

Track the progress and do the 
evaluation
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Final Advice

Keep in mind that not everyone is 
going to like gamification

Built a solid foundation for the 
course
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Final Advice (cont.)

Consider different platforms due to 
pre-existing knowledge & experiences 
of online educational games

Explore different gamified activities
and have some fun
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1) Poll
• Please go to “go.uis.edu/q” via 

your smart phone or any 

electronic devices (e.g., 

iPad, laptop) 

Interaction/

Engagement 

Activity 

2) Q & A
• Answer the questions in the order 

of the popularity of questions 
based on the ranking provided 
by the audience 

3) Hands on (If time allows)
• Create a Concept Review Bingo 

via Google Docs
• Discuss pros/cons using 

Blackboard Wikis & Google Docs 

http://go.uis.edu/q
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04

Hands on 

Activities
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1) Poll
• Please go to “go.uis.edu/q” via 

your smart phone or any 

electronic devices (e.g., 

iPad, laptop) 

Interaction/

Engagement 

Activity 

2) Q & A
• Answer the questions in the order 

of the popularity of questions 
based on the ranking provided 
by the audience  

3) Hands on (If time allows)
• Create a Concept Review Bingo 

via Google Docs
• Discuss pros/cons using 

Blackboard Wikis & Google Docs

http://go.uis.edu/q


Create a Review Bingo Using 
Blackboard Wikis

4. Copy your instructions and table 
to the Blackboard Wikis 

3. Under “Table size”, the number of 
columns is 3

1. Type all your questions in a 
Microsoft Word document

2. Select all and click “Insert.” Then, 
click on “Table” and “Convert Text 
to Table…”
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Create a Review Bingo Using 
Google Docs (Please see handout)
• Go to docs.google.com & start a new document, click 

“+”
• At the top of the page, click Untitled document, and 

enter a new title. Click anywhere in the page. Type up 
your instructions or copy and paste texts from the 
sample document. Use the toolbar to adjust your 
format. Click “Insert” and then “Table.” Select the 
number of columns and rows to create a table. In this 
case, it’s gonna be a 3x3 table. Select the whole table. 

• At the top, click “Table” and then “Table properties.” 
• Under "Dimensions," enter the width and height you 

want for all the highlighted cells. Under “Table 
alignment”, select “Center” and click “OK.” 

• In each cell, type up your question. Click “Share,” click 
“Advanced,” and click “Change” to select a group you 
want to share with. Then, choose “Can edit” to let 
your students can edit content. 

• Click “Save” to save your setting. Copy the link from 
“Link to share (allow editing)” field. 
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Discussion

• What are major differences 
between the 2 methods to create 
the Review Bingo? 

• What are advantages and 
disadvantages of each method?

• What is the instructor’s role in 
resolving potential issues from the 
logistics of the Review Bingo? 
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Platform Comparisons: 
Advantages (Adv.) & Disadvantages (Disadv.)

• Blackboard Wikis

• (Adv.) Wikis is a built-in tool in 
Blackboard. 

• (Disadv.) Wikis cannot allow multiple 
students to edit it at the same time. 
=> Consider to accept the alternative 
submission method (e.g., Email)

• Google Docs

• (Adv.) Google Docs allows multiple 
students to edit it at same time.

• (Adv.) You can set the Google Docs to 
be editable by anyone with an URL 
(Weblink).

• (Disadv.) Login system is too 
complicated for some students. => 
Prepare detailed instructions on how 
to login and edit Google Docs
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Email: Brian.Chen@uis.edu
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Department of Public Health  
University of Illinois Springfield
Springfield, IL, USA

THANK YOU
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