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Gamiinying Education

This 21st century trend plays a significant role
in transforming online educational programs
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FRAMEWORK:
Learning Theory &
Games Theory
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“Gamification is the process of using
Game Thinking and Game Dynamics to
Engage Audiences and Solve Problems”

- Gabe Zichermann
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= . - y | \ “Games engage players to

| overcome self-imposed challenges
by means of intrinsic motivations.”


http://bennaker.com/gamification-intervista-alessio-cifani/
https://creativecommons.org/licenses/by-nc-nd/3.0/
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Motivation: «a key concept of game play-iSimotivation” (Kapp, 2012)4 ./
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e Anticipated
reward:
Employment

e Intrinsic: Self
fulfillment

* Increased
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Results

Online Adult  Health Informatics Novel Technical
Education Education Curriculum  Communicatiog



Online
Adult
Education

This requires a fundamental
change for educators, from

didactic teacher to learning
facilitator. eeee
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Healthcare education needs to move toward an 74
emphasis of “competent performance through BRI WA
active learning” (IOM, 2010). 2 T P9



Novel Curriculum

Blended Learning combines face-to-
face instruction with gamification
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Communication

Translators of game development

communication to the world




Discussion
Global healthcare gamification reaches $4.2 billion by 2022

Estimated global healthcare gamification could reach $13.5
billion by 2025.




Implications



http://www.duperrin.com/english/2017/10/05/mind-the-digital-gap/
https://creativecommons.org/licenses/by-nc-sa/3.0/

Limitations

Gamification & Analytics
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https://www.healthcare-informatics.com/article/analytics/rsna-2018-intense-focus-artificial-intelligence
http://www.duperrin.com/english/2017/10/05/mind-the-digital-gap/
https://creativecommons.org/licenses/by-nc-sa/3.0/
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https://www.youtube.com/watch?time_continue=12&v=IyLp-dEhxoY
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THE EXPERIENCE



https://www.youtube.com/watch?time_continue=12&v=IyLp-dEhxoY

Gamification uses game-based mechanics, and
game thinking to engage people, motivate
action, promote learning, and solve problems.

Gamification can be applied to industries such
as retail to computer services to education
(Zichermann, 2018).

Conclusion

Educators, are responsible to take a leadership
position in the gamification of learning and
instruction (Kapp, 2012).

Technical communicators are needed to add a
layer of mediation to prevent ineffective
written communication(Selwyn, 2005).
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