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Gamification Game-based learning

* application of game-design elements and * atype of game play that has defined

game principles in non-game contexts learning outcome:




Gamification
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Gamification should make students

» feel challenged
* use creativity

* help being social



Octalysis (vu-kai Chou)
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1) Epic Meaning & Calling

-Narrative -Beginners Luck
-Elitism -Free Lunch
-Humanity Hero -Destiny Child
-Revealed Heart -Creationist

Meaning



2) Development & Accomplishment

-Status Points
-Badges (Achievement Symbols)
-Fixed Action Rewards (Earned Lunch)
-Leaderboard

-Progress Bar

-Quest Lists

-Dessert Oasis

-High Five

-Crowning

-Anticipation Parade

-Aura Effect

-Step-by-5tep Overlay Tutorial

-Boss Fights

Accomplishment




3) Empowerment of
Creativity & Feedback  _Milestone Unlocks

-Real-Time Control
-Evergreen Combos
-Instant feedback
-Boosters

-Blanl Fills
-Plant Pickers

-Poison Pickers

Empowerment



4) Ownership & Possession

-Exchangeable Points
-Virtual Goods
-Build from Scratch
-Alfred Effect
-Collection Sets
-Avatar
-Protection
-Recruiter Burden
-Monitor Attachment

Ownership



5) Social Influence & Relatedness

-Friending

-Social Treasure/Gifting
-SeeSaw Bump

-Group Quests

-Tout Flags

Social
Influence -Brag Button
-Water Cooler
-Conformity Anchors
-Mentorship

-Social Prod



Scarcity

6) Scarcity & Impatience

-Appeointment Dynamics
-Magnetic Caps
-Dangling

-Prize Pacing

-Options Pacing

-Last Mile Drive

-Count Down Timer
-Torture Breaks

-Moats

-The Big Burn



Unpredictability ..!".7) Unpredictability &

I* Curiosity

-Glowing Choice
-MiniQuests
-Visual Storytelling
-Easter Eggs
-Random Rewards
-Obvious Wonder
-Rolling Rewards
-Evolved Ul

-Sudden Rewards
-Oracle Effect



8) Loss & Avoidance

Avoidance

-Status Quo Sloth
-Scarlet Letter
-Visual Grave

-FOMO Punch SOUTCE

-Sunk Cost Prison
-Progress Loss

-Rightful Heritage
-Evanescence Opportunity



https://yukaichou.com/gamification-examples/octalysis-complete-gamification-framework/

