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GAMIFICATION 
The	use	of	game	elements	and	game	design	techniques	in	non-game	contexts.	1	
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GAMIFICATION NEL TEMPO 



QUALI ELEMENTI POSSIAMO QUINDI UTILIZZARE  
NEI NOSTRI PROCESSI DIDATTICI? 





REWARD 

•  INCREASE	THE	RUNNING	NUMERICAL	VALUE	OF	YOUR	WORK	
•  RAMP	UP	AND	UNLOCK	CONTENT	
•  EARN	PUBLIC	RECOGNITION	
•  RECEIVE	UNEXPECTED	REWARDS	–	BONUSES	
•  DO	SOMETHING	WITH	THE	POINTS	YOU	HAVE	



LEARNING 

•  NAVIGATE	THROUGH	YOUR	LEARNING	
ENVIRONMENT	AND	UNCOVER	POCKETS	OF	
KNOWLEDGE	

•  LEARN	CONTINOUSLY	UNTIL	YOU	BECOME	
AN	EXPERT	

•  TRY	NOT	TO	LOOSE	WHAT	YOU	HAVE	
LEARNED	



GOAL 
•  WORK	TO	ACHIEVE	SOMETHING	SPECIFIC	
•  FOLLOW	THE	RULES	

hRps://www.youtube.com/watch?
Zme_conZnue=84&v=WyzJ2Qq9Abs	



ORGANIZATIONAL 
PRODUCTIVITY 

•  WORK	WITH	OTHERS	TO	ACCOMPLISH	GOALS	
•  SET	OF	INTERCONNECTED	ELEMENTS	

RELATED	TO	A	STRATEGY	
•  SOCIALLY	INTERACTIVE	MECHANISMS	



ACHIEVEMENT 
•  QUANTIFIABLE	OUTCOME	
•  INSTANT	FEEDBACK	
•  REINFORCEMENT	IS	ENCOURAGED	



CHALLENGE 

•  TIME-BASED	ELEMENTS	
•  PROBLEM	SOLVING	
•  NO	CHALLENGE,	NO	ENGAGEMENT	



SKILL 
•  MULTITASKING		
•  DEVELOP	YOUR	SKILLS	

hRps://lyricstraining.com/play/u2/get-out-
of-your-own-way/HLkEvrcT4L#b7w	



USER ENGAGEMENT 

•  MOTIVATION	TO	GO	ON	
•  MORE	RELAXED	ATMOSPHERE	
•  NEW	LEARNING	ENVIRONMENTS	
•  FUN	



FROM THEORY TO PRACTICE 
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