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Gamification

“The act of making non-games application
into games, by implementing game
mechanics in the design” (Muntean,201 )

“Combine Intrinsic & Extrinsic Emotion to
raise Motivation” (Viola,201 I)
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Problems Cont.
(Gartner Hype Cycle For Education 2014)

expectations
‘ Student Retention CRM
Open-Source SIS )
Adaptive E-Textbooks
Open Microcredentials Big Data
Citizen Developers A COBIT
o Enferpnse Mobile App Stores Lecture Capture and
BPO 2 Leam!ng Stack ' Retrieval Tools 802.11n
SIS International Data Wireless as a Service Unified Communications Game Consoles
Interoperability Standards Ay 802.11ac Wave 1 and Collaboration as Media Hubs
Affective Computing R Adauve Leamning SaaS o0
Education Tablet ' - Administration Al
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Alumni CRM - Applications ey Y Open-Source Learning Repositories
Quants SaaS t$'3 A o Baaoarch Dals : Cloud Email for Staff and Faculty
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. e N Management Software
QEA Framewo! .
IT Infrastructure Utility
Cloud Office Syst ®
Mashwan Ik i ?ﬁi ~n o Enterprise Architecture
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Open-Source Middleware Suites E-Textbook
Exostructure Strategy Cloud HPC/CaaS Virtual Environments/Virtual Worlds
Open-Source Financials Hosted Virtual Desktops
Mobile Learning Smartphones | Emergency/Mass Notification
Social Leaming Platform for Education = " Services As of July 2014
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Web 2.0 Framework Analysis

1.
Learning
Environment

5 2

Evaluation Learning
of E-Learning Materials &

System Assignments

4, 3.
Implementation Prepare
of E-Learning E-Learning
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Gamification Framework Analysis

1
Gamification
Objectives &
Activities
o
Monitoring
&
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Implement Contents &
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System
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Conceptual Framework Design

Analysis

1l
Learning
Environment

il
Gamification
Objectives &

5. 5, Activities 2. )
Evaluation Monitoring \ u Feedbacks Learning
of E-Learning & & Game Materials &
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4. 3
Implement Contents &
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Analysis

Gamification and Web 2.0 Technology Conceptual Framework in E-Learning System

Activities Description Output
- Analyze the system that being . .
Assess |earning ) used : List Of Objectwes to
g environment - Analyze what are going to be achieve
B improved - List of student’s
¢ »  personality
Define targeted users - Analyze student’s personality - Students activities in e-
for gamification and » - Define students activities, status, — learning system
objectives ) Ol . Gamification diagram
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Design

Gamification and Web 2.0 Technology Conceptual Framework in E-Learning System

Activities Description

Output

, ¢ Divide learning contents
Prepare learning .
»e Prepare tasks or —
contents .
assignments
c .
®
g l g
(=]
.
¢ Define points
Define feedback and , P
p(¢ Define feedbacks and game — .
game mechanics ,
mechanics

Learning contents and
assignments with points
given

List of student activities with
points given

List of feedbacks and game
mechanics that will be used
Gamification diagram
expanded
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Development

Gamification and Web 2.0 Technology Conceptual Framework in E-Learning System

Activities Description Output
Collaboration of learning ¢ Combine game mechanics ¢ List of game mechanics relate
contents and game »  with points - to activities in e-learning
mechanics ¢ Adjust gamification diagram e e L
E contents and assignments
E pe  Gamification diagram
.,; y reviewed and expanded
e . ¢ E-Learning system and
Prepare Web 2.0 technology > Choose e-learning system and - gamification engine that will
and system that will be used gamification engine be used
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Implementation

Gamification and Web 2.0 Technology Conceptual Framework in E-Learning System

Activities Description

Output

Implement e-learning with
gamification engine

»  Create e-learning system  —

s
5 - Giving training or workshop
£| | Givetraining to students - Make some guidelines
> , L _ —
and staffs - Give benefit information to
staffs

E-learning system with
gamification and Web
2.0 implemented

List of workshops
schedule for staffs and
students

List of guidelines for
help users in using e-
learning system
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Evaluation

Gamification and Web 2.0 Technology Conceptual Framework in E-Learning System

Activities Description Output

® Monitoring users activities

. . ¢ List of staffs and
in e-learning system

students opinions in

- , ® Ask staffs and students for

= Evaluate, review, and - surveys

> — > opinions g o

] monitoring . e Students activities
3 ® Review and evaluate e- report in using e

learning system for

_ learning system
improvement
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Demonstration
(WebLearningSystem.tk)

Case Study:
Faculty of Information Technology
(Maranatha Christian University)

Website for learning web ~ BMy courses» ©@ o= » [ Jsystems

L] Web Learning System
[ #tome ) c_) M) we

= = ACHIEVEMENT Sla] ¢2) SEARCH FORUMS Sla]
Web Programming I _
wnow
 EEEEEEEEEES Advanced search @
( \ Chatting Untuk Diskusi
@ | Link w3sCHooOL 7 posted o X 1<}
am
(,, Chatting Untuk Diskusi Expected: Sat 31 Jan, 11:55 PM LATEST NEWS

= Add a new topic...
lk,g Forum Diskusi Ovenrview of students
(No news has been posted yet)

l’;l Diskusi Tugas Besar & Pertanyaan

Silakan jika ada yang mau ditanyakan mengenai g UPCOMING EVENTS Sio!

tugas besar dan lainnya. ;:1 NAVIGATION pE
There are no upcoming events
# Home
B My home Go to calendar... 810 pts
. New event...
5 January - 11 January B Site pages to level up
& My profile Start
ﬁ 01. Introduction % Current course
- ' & wp @ RecenT ACTIVITY sla
02 HTML Dasar B8 Participants Activity since Tuesday, 20 January
| 03 HTML Lanjut B8 Badges 2015, 3:54 PM
4 s General Full report of recent activity...
Mar B 04. Table B v o




Analysis

MARANATHA

Christian University

Jurusain

Sl Teknik Informatika

Main Menu =

B Berita Situs

Course categories =]

%@ SEMESTER 1

%® SEMESTER 2

%» SEMESTER 3

%® SEMESTER 4

e SEMESTER 5

%» SEMESTER 6

%# SEMESTER 7

%» SEMESTER 8

%% Jalur Game dan Mobile
%% Jalur Web dan Multimedia
2 Jalur Komputasi Cerdas
%# Jalur Sekuritas dan Jaringan

Search courses ...
All courses ...

Online Users -]

(last 5 minutes)
None

Login =)
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Course categories

]
o

]
o

SEMESTER 1

IN010 Dasar Pemrograman

IN011 Pengantar Teknologi Informasi
IN012 Pengenalan Aplikasi Komputer
IN013 Matematika Informatika

IN014 Bahasa Inggris 1

MK024 Kewarganegaraan

MKO060 Fenomenologi Agama
MK062 Pendidikan Agama Kristen *)

SEMESTER 2

IN020 Algoritma dan Struktur Data 1
IN021 Pemrograman Web 1

IN022 Jaringan Komputer 1

IN023 Aljabar Linier dan Matriks
MKO017 Pancasila

SEMESTER 3

INO30 Algoritma dan Struktur Data 2
IN031 Basis Data 1

IN032 Rekayasa Perangkat Lunak 1

eSO Q

oo e

PO

You are not logged in. (Login)

V]

=l
>

| English (en)
Calendar
« January 2015
Sun Mon Tue Wed Thu Fri Sat
1] 2
s[5[el7]8]s
1 12]13]14]15] 16
18 [ 19] 2|2 23
2% 22|27 28] 292



Analysis Gamification Diagram

\ Meaning /
\ # Get Lesson Material /
# Reading Lesson Notes or /
Slides /,/
Accomplishment . Empowerment
# Title \ / # Solving Assignment

# Get High Score in Exam # Progress Bar

\_\\\ i
~— e
e .-
~_ -
- o
\,\\ '/’_.
\‘_\\\\ -
Ownership Social
# Change Profile Picture ':_ Influence
# Change Name 2 # Chat
# Change Personal of - # Forum Discussion
Interest 3 - # Working on Tasks
Web Learning System Together
® Remove Logo
.-//
s ‘\___\
- = i \\\\\‘
- ‘\_\\

- h R
— - /‘ \ . . S
Scarcity / Curiosity

# Waiting for Exam Score \ # Exam

# Waiting for Assignment due’s

# Exam Score

date /  Avoidance \
# GetBad Score in Exam \
/ \
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Design

Lesson Materials
Introduction .
Points

HTML Part | Student Activities .
HTML Part 2 Given
Table Visit 30
Form + Introduction to PHP Read Lesson Materials 50
CSS Part | Submit Assignment 40
CSS Part 2 .

Add or comment in forum 20
Javascript Part |

Propose new assignment 1000
Javascript Part 2

Propose new lesson materials 1000
Jquery
Introduction to HTML5
XML and XHTML
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Development

Achievement

Points Required

Achievement

Mara

Titles Titles
Rookie 0 6100 Advanced
Beginner 100 7300 Specialist
Novice 200 8800 Veteran
Apprentice 350 10000 Scholar
Enthusiast 500 12000 Virtuoso
Craftsman 700 14000 Star
Artisan 900 16000 Leader
Journeyman 1200 20000 Champion
Expressive 1500 32000 Governor
Skilled 1800 44000 Master
Adept 2100 79000 Grandmaster
Intermediate 2500 1 10000 Elite
Experienced 2900 220000 Guru
Proficient 3900 330000 Superstar
Prgfessjonal 4900 650000 Legend




Implementation

(Moodle & CaptainUp)

® Profile

v

Rookie

A
¢
V\/

Beginner
100 points
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«® Community ‘¥ Challenges

Levels

You have joined our ranks. Ahead lies adventure, wisdom and an
abundance of points. Work hard, and you will level up to achieve
Superstardom.

0% of users

20 pts
fo level up

Start

The road ahead is long, but you have taken the first steps towards
greatness. In the words of Lao Tzu: “A journey of a thousand miles
must begin with a single step.”

0% of users

«, Share
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Evaluation

«® Community

n‘ 3 fi | A \\!1§

. :,>_ K ‘.~\

Yogi Yodha Adi Restu Krispandu Muhammad
Putranto Zagoto Zaki
B2CUpE DjaLimun 1,830 pts Ekonugroho

Community Feed

You could be here, join the game!

0 Muhammad Zaki Ekonugroho leveled up to Craftsman
‘ Muhammad Zaki Ekonugroho has achieved | Get Around
Q Muhammad Zaki Ekonugroho leveled up to Enthusiast

L Yogi Yodha tweeted about a page

Maran Powered By Captain Up

- ] ""L
5
Wilfandy Aser

50 pts

10 hours ago

10 hours ago

10 hours ago

11 hours ago




Conclusion

Analysis
* Analyze learning environment and define
target user

Design
* Prepare learning contents and game
mechanics

Development

* Combine learning contents with game
mechanics

Implementation

* Implement e-learning system and prepare
training for users

Evaluation

* Evaluation and review of e-learning system
and gamification design
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Conclusion Cont.

Demonstration:
& ‘
Lecturer Student

Personal Computer

S

0o
S

E-Learning
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Thank You

Maranatha Chirstian University



Any Questions!
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