
Have you ever had too much content to fit into your course, module, or lesson?



Take a moment to think on the prompt and post your 
response in the poll.

For illustrative purposes only the actual QR code will be provided in 
the live session.

Engagement Feature



Level Up! Gamifying an asynchronous course on designing 
games for learning through modeling, authenticity, and 
learner autonomy

Why So Serious Games Academy (WSSG)

[So, let’s be on our way to explore how WSSG has helped with resolving this issue through modeling, authenticity, and 
learner autonomy]



Hello, I’m Arch McGee, your Design Academy Learning Experience 
Champion and Pedagogical Agent Extraordinaire! 

My role in this course is to guide, assist, and provide some friendly 
advice throughout the course.

I make my presence known on all pages (and even in some assignments 
and quizzes within the course!)



Danielle Oprean, PhD
Assistant Professor
School of Information Science & Learning Technology
University of Missouri

Grace Seo
Associate Director
Educational Technology & Media
Seattle Pacific University

Gaming Guides



Persephone Lundolos
University of Missouri

Brad Mitchell
University of Missouri

Add in your additional info here guys!! :)

Gaming Champions



Welcome to the Course!

Designing Games for Learning is a 16-week asynchronous course where 
students learn how to design games for learning and gamification.

The course is split into Levels (aka Modules) and in staying true to how 
the course runs, you will get to experience the mini-course tour.

• Level 1 - Modeling
• Level 2 - Authenticity
• Level 3 - Autonomy



Our Training Structure…
Learners assume the role of Trainees at the prestigious WSSG Academy. 
This sets learners up to consider the material and content they are 
about engage with differently than other courses. 

Trainees work their way up to 
the prestigious create level of 
the academy, earning them 
the title of Designer.



Level 1 - Modeling



Have you ever had too much content to fit into your course, module, or lesson?

Poll Response from the start goes here

Engagement Feature



Well, we have experienced this!

Our problem -> 

Designing games involves a lot of information 
processing→ see the books involved?… 

This means courses like WSSG’s include lots of 
information and our first iteration of the course 
did just that.

Our solution -> 

Modeling!



Overview - Modeling

Modeling provides a way for learners to experience of what is expected 
to alleviate learner’s cognitive load.

In our earlier iterations of the course, we found that cognitive overload 
was common for not only the learners but also the instructor. 

→ We discovered that in asynchronous learning too much information 
versus too little information is actually quite hard to gauge.

So, we modeled within the course in several ways to better address this 
issue.



Exposure to Level Expectations

In early versions of the course, learners 
would get into the concepts without 
realizing how to apply it. We modeled 
out the tools the learners would be 
exposed to at the start of each Level.

This was done in a few ways:

• Simple media using the tools the 
learners would use

• Previous student examples
• Arch McGee’s sneak peak of the 

project requirements



Quizzes

• Bronze - Required - all lower-order Bloom’s
• Silver - Optional - mixed lower-order and higher- order Bloom’s
• Gold - Optional - all higher-order Bloom’s

We modeled additional gamification strategies throughout the course 
design by embedding Knowledge Challenges that asked learners to test 
their comprehension of the conceptual readings.

Mastery Paths enabled medal award cards for 
successful completion of a specific challenge. 

Many of our students were in our Instructional 
Design program, so reinforcement of experiencing 
what different question types in a gamified scenario 
was further connected to other courses they had 
taken or were actively taking.



Level 1 - Wrap-Up!

Modeling enables us to connect learners with more complex 
information as well to communicate additional material that is not 
directly learned.

However, modeling didn’t work in isolation, we also considered the 
authenticity of the material and its representation.



Level 2 - Authenticity



Overview - Authenticity

Asynchronous courses present challenges not found in traditional or 
other course formats. This led to issues with connecting and engaging 
our learners - adult learners.

While all learners like to make connections to what they know, this is 
paramount with adult learners. 

We worked through authenticity in a few ways:



Throughout the course, learners engage in a number of repetitive 
activities that replicate how designers receive Feedback.



Play the games - experience the material before designing their own as 
both players and then through a critical lens as designers.



Level 2 - Wrap-Up!

Authenticity builds into the nature of the content presented and 
making the sure how the information is represented in the course.

Our last solution to how we tackled too much information was through 
Autonomy.



Level 3 - Learner Autonomy



Overview - Autonomy

Learner autonomy within an asynchronous course seems 
straightforward as learners can click into the material they wish at any 
given time.

Design is iterative and condenses a lot of information - as a result, 
optional exercises enable learners to engage in a scaffolded iteration of 
design at their own pace.

Well we built on that idea to add in more content that learners would 
have the freedom to explore on their own.



The key to engaging learners and still presenting all of the content plus 
more than the original class was the use of Mastery Paths. 

While Mastery Paths was designed as a tool to help accommodate 
different levels of learners - particularly those who require 
remediation, we used it to gamify learner autonomy to explore even 
more content.

Mastery Paths enabled us to release 
rewards based on submitted 
activities that were optional.

It also released new content to 
those who chose to explore it.



One key aspect of autonomy is the need to inform learners of where 
they are in a process. We managed this in the course passively through 
a Tracking bar.

This tracking bar provided on every Canvas page, provided a visual and 
numeric representation of where in the weekly versus Level content a 
learner was. 

This metacognitive scaffold mimics how games enable players to track 
progress, further introducing more gamification practices.



We discovered very early on that regular gamification practices of badges for 
completion weren’t very popular after the first level of the course.

So, our solution? We added more collectibles to the badges!

We provided Attribute Cards + Badges with the 
intention of allowing learners to choose if they 
wanted to pursue extra skills and feedback on their 
personal development.

From our iteration of “more” optional graphical 
collectibles, participation increased significantly. (think 
in a class of 30 that maybe 3 previously collected all 
the badges to 18 collected the badges and the 
attribute cards)



Level 3 - Wrap-Up!



and now a message from Arch McGee!


