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Abstract 

Games have commonly been used as a motivational tool and as an incentive for learning by 

educators; however, with the explosion of online games and the advances in mobile technology, 

online games can now be played anywhere and at any time given access to wireless connectivity.  

The use of online educational games for K-12 learners such as Kahoot or Minecraft is also 

expanding as is the use of game elements such as badges and leaderboards.  Purposes for using 

online games may range from review of course content and knowledge to building virtual worlds 

using Minecraft software in order to demonstrate scientific concepts learned in class.  This 

project seeks to discover and offer a response to the critical challenge question, “How can 

educators support secondary school learners’ critical thinking skills using standards based 

grading in a gamified learning setting?”  Questions to consider include, how can the use of 

gamified learning be used with assessment practices that are standards based opposed to points 

based to support higher level or critical thinking skills?  A final question seeks to discover if can 

games or gamified learning in the secondary classroom assess students’ ability to reach these 

higher levels of thinking?  In tandem with this literature study is a major project which will build 

a gamified learning addressing the use of games to support student success using the tenets of 

Standards Based Grading (SBG).  An accessible website with: gamification resources, SBG 

resources and the sample lessons of a mini unit will serve as the platform of delivery of this 

Major Project, as well as a place to support teachers.  

 

Major Project url: http://gamificationdais.weebly.com 

 

 

Keywords: online games, game based learning, gamification, standards based grading, 

assessment, critical thinking skills. 
 

http://gamificationdais.weebly.com/
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Chapter 1 – Introduction 

Purpose of the Study   

 Developing the critical thinking skills of learners is a constant challenge for educators 

and continues to be a challenge as technology today allows the instant dissemination of vast 

amounts of information.  News headlines, advertisements, government propaganda and 

information from social media applications bombard learners with more and more data.  The 

accumulation of data beyond the scope of human capabilities to store and process the masses of 

information has now reached the extent of “Big Data” and information overload in which the 

volume of data is beyond the scope of standard computer software to process the masses of 

information in a timely manner and is unquestionably beyond the scope of human capacities to 

process.   

Educators today must now help learners navigate the internet and give them the necessary 

skills to process online information using digital literacy skills.  For example, helping learners 

make sense of headline news has now become a job of educators in today’s digital age especially 

when educators wish students to engage in research projects or research essays because of 

frequent occurrences of “fake news.” Learners today are digital natives or “millennials” who 

were born in and live in a society where technology usage and mobile devices are the norm of 

how information and communication is created and shared (Buckley et al., 2016).  Digital 

immigrants, referring to the educators born before the revolutionary changes in mobile 

technology, now need to adapt to meet the needs of the learners today as traditional educational 

systems can no longer teach the skills required for 21st Century learners (Binkley et al., 2012).   

Binkley et al. have defined and divided the 21st Century skills into four main areas of critical 

thinking, creativity, collaboration and communication.  The new ways of thinking have been 
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identified and specifically as critical thinking, problem solving, and decision making (Binkley et 

al., 2012).  A recent review of research on Game Based Learning (GBL) and 21st Century skills 

by Qian & Clark indicated that sixty percent of the researched articles were focused on the K-12 

aged learners and critical thinking skills was the most commonly targeted learning outcome 

(2016).  

The main focus of this study is how can the development of critical thinking skills be 

developed using gamification in tandem with a Standards Based Grading (SBG) assessment 

system because not only are new skills needed by learners, but assessment must also be modified 

as Binkley et al. (2012) state,  

Worldwide research has established the significant role that curriculum standards and 

assessment can play in molding new expectations for learning. Although the terminology 

of standards-led reform may have been initially associated with accountability and 

improvement initiatives in the USA (e.g., National Center on Education and the Economy 

1998; No Child Left Behind Act 2001), the approach has widespread currency in 

educational systems as divergent as England, Germany, Norway, Singapore, and 

Australia, to name just a few (p. 19).  

The shifts in assessment seen under different names such as Standards Based Grading (SBG) in 

the United States or Core Competencies in BC, Canada are assessment systems or namely 

assessments that are performance-based assessments where learners demonstrate achievement of 

learning goals and performance standards.  The purpose of this study was to see if critical 

thinking skills can be taught using gamification and measured using SBG. 
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Critical Challenge Question (CCQ) 

“How can educators support secondary school learners’ critical thinking skills using 

standards based grading in a gamified learning setting?” 

The Principles of Games  

The key elements of games have been identified and distilled by Gee into specific 

learning principles which he states can be applied to classroom learning environments (Gee, 

2005). Some of the principles range from identity, risk taking, customization, challenge and 

consolidation to games being “on demand” (Gee, 2005).  How might these game principles be 

seen in the learning environment and how might they be applied to the learner? As the field of 

game based learning continues to grow, the use of the game elements in a classroom have been 

recognized as effective in impacting the learner in various ways such as engagement, intrinsic 

motivation, agency, creativity, and cognitive or social development (Nand et al, 2019).   

Definition of Gamification and Game Based Learning  

Gamification is the use of game principles in a classroom learning environment and may 

be manifested throughout by various mechanics such as the use of badges, points and 

leaderboards however these are not the only methods used to gamify a class learning 

environment.  Research shows that in fact, game mechanics are just one way to apply 

gamification in an education setting and it is considered to be a somewhat simplistic manner of 

applying games to learning (Fotaris et al, 2016) because mechanics do not necessarily impact 

intrinsic motivation but rather may be used to transfer learning content or assessments into a 

“trivial reward system” (Fotaris et al, 2016).   
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On the other hand, Game Based Learning (GBL) is the term that refers to using online 

games to impact learning and today since those games are digital the distinction is often made 

between the terminologies GBL and DGBL.  Game Based Learning would harness serious 

games or commercial off the shelf games (COTS) in a learning environment via games such as 

Civilizations or Sim City.  The tendency to use these games indicates that GBL can access 

deeper engagement and can be leveraged in an inquiry or Problem Based Learning (PBL) 

environment as posited by Yang using the COTS game Sim City (Yang, 2012).  Kapp’s 

definition of gamification concludes that both game-based learning and gamification are similar 

as they both employ Game Based thinking, elements or principles of games, and game 

techniques.  Kapp states:   

Gamification as defined here is a careful and considered application of game thinking to 

solving problems and encouraging learning using all the elements of games that are 

appropriate. When you get right down to it, the goals of both are relatively the same. 

Serious games and gamification are both trying to solve a problem, motivate people, and 

promote learning using game-based thinking and techniques (p. 15-16). 

As educators we should consider the manner in which the use of games may impact learners’ 

critical thinking skills and so deepen the learning experience and thus, choose and develop the 

model of gamification or GBL that works best for our unique set of learners.  The power of 

harnessing games lies in the combination of the chosen game elements to be used in the learning 

environment.  Also, the consideration of the specific game mechanics or investment in 

commercial games must be made, and finally the choice of purposefully chosen design principles 

that align with the learning needs of the students and the learning outcomes are necessary to 

consider in any learning environment that aims to use games for learning.   
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Influences from OLTD 512     

In the Online Learning and Teaching graduate Diploma (OLTD) program’s course 

number 512, Instructional Design, I analyzed and implemented the model called the Inquiry 

Design Model (IDM) which is an inquiry arc that is aimed at the three C’s, which are College, 

Career and Civic Life.  The National Council for the Social Studies (NCSS) in the United States 

summarizes that the C3 Framework was created to address current issues in the United States 

such as lost instructional time in social studies classrooms due to standardized testing and the 

current state of education in the US due to class, race and economic divides which affect 

students’ motivation and informed citizenship (Liu, 2018).  IDM and the three C’s came into 

fruition to address the political health and climate of the United States; however, the United 

States is not the only country whose educators are concerned about the socio-political climate.  

Moreover, with the additional impacts that technology plays both positively and negatively in 

society namely the formation and spreading of online hate groups espousing xenophobia, white 

supremacy, and terrorism, the need for a new model to teach civics appears to be more pressing 

as evidenced by the social media platform, Facebook, which banned hate groups, right wing 

white supremacists and anti-vaccine groups in March of 2019 on its website (‘Facebook Bans 

White Nationalism And Separatism Content From Its Platforms,’ 2019).  As a result, we can see 

the need for teaching critical thinking and analytical skills to learners today is more and more 

pertinent because information can now spread rapidly to any and all online platforms without 

censorship.  One of the objectives of the Major Project is to help students develop the critical 

thinking skills required to cope with and make sense of the news and information overload of 

today.  As seen in Figure 1 below, a flow chart was created by Liu (2018) in OLTD 512 to 

visually demonstrate the interplay of inquiry, civics and the role of the learner and instructor.   
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Figure 1.  Flow Chart of Inquiry Learning and IDM Model 

Impact of M-Technology and Inquiry Framework on Major Project 

 In the course OLTD 508, Mobile Learning and Gaming, my final project was a study on 

how to implement an inquiry learning model using mobile technology and gamification.  The 

critical challenge question for the major inquiry project was: “How can m-technology and 

gamification be used to promote a learner centered experience in which students are engaged in 

an argumentative research inquiry essay?” 

 This project had a positive impact because it allowed me to create a unit utilizing mobile 

learning using playlists as well as an inquiry design model to allow students to independently 

learn and develop writing skills for an argumentative research paper.  I initiated a plan to set up 

an arrangement for learning using the platforms Seesaw.com and Microsoft OneNote Notebook; 

I used these website platforms for submissions and assessing student work while students 

followed a playlist to work independently on their individual research essays.  The assignment 

was completed within the confines of the school schedule and block rotation but the platforms 

used in conjunction with mobile technology and the gamification theme helped me understand 
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how to develop an alternative unit plan other than the traditional model of having students work 

together as one class with the teacher controlling the pace of the learning.  The impact of the 

course OLTD 508 on my Major Project was powerful as it gave me a basic framework of how to 

incorporate aspects of inquiry, gamification and critical thinking into my teaching load.  The 

framework I created also considered learning theories as key to a successful curriculum build. 

Instructional Design Theory Needed in GBL Curriculum Development 

 

Instructional design plays a key role in the development of learning models and thus must 

also be referenced in creating sound curriculum.  A key to the development of the Inquiry Design 

Model (IDM) was the theory of constructivism which the creators of the IDM discussed in their 

research when creating the IDM model (Grant, Lee & Swan, 2015).  Furthermore, in their 

research of using GBL to teach 21st Century skills, Qian & Clark (2016) identified 

constructivism and Vygotsky’s theory of learning via play and the concept of the zone of 

proximal development (Vygotsky, 1978) as key to GBL and also, flow theory (Csikszentmihalyi, 

1990).     

 On the flip side is the challenge identified by researchers for curriculum developers to be 

able to seamlessly use GBL to teach learning outcomes without losing the state of flow that 

occurs in GBL (Qian & Clark, 2016).  A problem exists where the traditional paradigms of 

curriculum delivery and assessment clash with the use of GBL in the classroom.  Using games 

changes how learners are engaged in the learning and assessment whereas traditional classroom 

delivery may be a model of assessment via quizzes and tests that stops the flow of learning and 

engagement that games are known for (Gee, 2007).  Furthermore, the counterargument debate 

regarding the true efficacy of GBL to instruct and assess learners is posited by some.  Shute & 

Ventura (2013) consider the use of an evidence model as the strongest way to assess GBL 
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learning because the evidence model seeks evidence of learning based on performance (Shute & 

Ventura, 2013).  

Need to Teach Students Research Skills and Citations Identified for Whole School 

I was impacted by my observations of my students who experienced challenges while 

writing argumentative research essays and this impacted my ideas for my Major Project.  Firstly, 

a major component of argumentative research essay writing was teaching students basic research 

skills and how to create MLA citations.  A need to aid students in their research skills was 

identified as they had to sift through large amounts of available data via databases or news 

sources from various news agencies around the world.  Furthermore, the need for critical 

thinking skills as a necessary skill in research became apparent during this research essay 

assignment. Finally, my students were for the majority English as an Alternate Language (EAL) 

learners thus they had the challenge of reading and analyzing text in English.  This was another 

layer of difficulty that they had to overcome.   

 All in all, a positive outcome from students’ struggles was more collaboration with the 

school librarian on how to teach basic research skills such as analysis of source types, how to do 

keyword searches, and how to create MLA citations.  Finally, the school librarian voiced the 

desire to gamify lessons on research skills and citing sources, and I also expressed a similar 

desire and need for a type of game or set of lessons that students could complete independently 

to learn the basics of research.  Thus, to meet the needs of all our students at my school from K-

12 who are engaged in research or citing sources, the idea to use gamification was born.  I 

developed the ideas for my current Major Project when I identified the needs of the school and 

our learners and the impact of my OLTD 508 major project was also a significant factor.    
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Needs for Research Skills and Differentiation Identified in Specific Courses 

The need to develop sound research skills, tied with the themes of Civics and the model 

of inquiry learning, and the development of critical thinking skills in students are all pertinent 

and applicable for my courses, Model United Nations (MUN) classes specifically.  There is a 

critical need to teach students research skills and this was apparent due to the fact that the class is 

highly differentiated.  The class has a mixture of EAL learners, local Chinese and international 

students from around the world, and students who have had previous MUN experience or some 

who have had none.  Research skills are an important component of the course as students 

research current events and write comprehensive position papers and resolution papers based on 

the background research of their assigned countries as well as the United Nations itself.  

Justification of the Project 

 In conclusion, the needs of my learners and the interest in delivering a gamified course on 

basic research skills led me to consider how I might use gamification as a learning experience.  

Coupled with my curiosity about deeper learning, I chose to focus on how students might be able 

to develop analytical thinking skills in the process of a gamified unit of study which involved 

problem solving or decision making.  Furthermore, as inquiry is a key component in my teaching 

credo or philosophy, I also wished to facilitate students’ inquiry learning or problem-based 

learning.  Finally I experienced this myself in the course OLTD 508 where I practiced the 

individualized learning model which allowed me the “time and the space” (Horn & Staker, 2015) 

to explore one aspect of learning in-depth in a gamified learning environment in which I was 

awarded points for my quests.   
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Critical Challenge Question (CCQ) 

“How can educators support secondary school learners’ critical thinking skills using 

standards based grading in a gamified learning setting?” 

Key Deliverables  

 The Weebly website, http://gamificationdais.weebly.com has been created to deliver the 

Major Project.  The audience is the secondary school division of Dalian American International 

School who are teachers of middle and high school spanning grades seven to twelve. DAIS has 

had a 1:1 technology program for the past three years thus integrating technology is embedded in 

the teaching practices of its faculty.  The aim of this Major Project deliverable was to give 

teachers a website resource to introduce gamification and GBL and provide a sample gamified 

unit to demonstrate to teachers at Dalian American International School (DAIS) how they might 

want to gamify a course or a unit of study in their curriculum.  Another key support in this 

website was to provide support for SBG which is the assessment and grading system at DAIS 

and entering its second year of implementation.  Teachers are still learning about SBG and need 

continual support about how to implement it. The fusion of the two areas of gamification and 

SBG is to demonstrate how to measure the use of game principles in the classroom for the 

practical purposes of reporting out learning in report cards to stakeholders.  Finally, the use of 

gamification in the course Model United Nations aims to develop critical thinking skills of 

students and thus identify how gamification and ultimately GBL can be used for more than basic 

recall of knowledge or the lower levels of Bloom’s Taxonomy but rather provide another manner 

by which instructors might cultivate the thinking skills of students.  A visual representation of 

Bloom’s Taxonomy is included below in Figure 2 below:  

 

http://gamificationdais.weebly.com/
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Figure 2. ‘Bloom’s Taxonomy’ by Vanderbilt University Center for Teaching is licensed under 

CC 

Glossary of Terms  

The following table is a glossary of terms that are used throughout this paper.   

 

Term Definition Source 

Avatar Unique characters created by game 

players.  Avatars have unique 

characteristics such as names, 

features, appearances and so on. 

Avatars are commonly found in 

multiplayer games and game 

players will use their avatar to 

identify themselves in online games 

or communities.  

https://techterms.com/definition/avat

ar 

 

https://techterms.com/definition/avatar
https://techterms.com/definition/avatar
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 Big Data Collections of large volumes of 

data cannot be processed by 

standard software within an 

acceptable amount of time.  The 

velocity at which data can grow 

also causes difficulties for it to be 

processed.  

 https://en.wikipedia.org/wiki/Big_d

ata#Internet_of_Things_(IoT) 

Commercial 

Off The Shelf 

Games 

(COTS) 

Commercially produced and sold 

digital games.  In the arena of 

education some teachers may 

choose to purchase COTS as a way 

to use GBL in their classroom. 

Examples are the use of Minecraft 

or Sim City as COTS used in the 

classroom.  

https://www.webopedia.com/TERM/

C/COTS.html 

 

Digital 

Immigrants 

A term coined to describe those of 

the generation born before an era of 

technology.  This group of people 

naturally rely upon and use 

technology and are akin to 

“immigrants” who have had to 

learn to adapt to technology usage 

in an increasingly digital world. 

 

  https://elearningindustry.com/digita

l-natives-digital-immigrants 

 

Digital 

Literacy  

In education, the learner who can 

identify, analyze, and evaluate 

information that is accessible via 

any type of digital platform via 

computers or mobile devices.  

Literacy also means being able to 

create new information and share it 

digitally via any variety of 

platforms. 

 https://www.teachthought.com/liter

acy/the-definition-of-digital-literacy/ 

 

 

 

 

 

 

 

Digital 

Natives 

A term coined to describe those of 

the generation born in an era of 

technology; these people possess an 

attitude and habits towards 

technology that makes them akin to 

“natives” regarding the seamless 

 https://elearningindustry.com/digital

-natives-digital-immigrants 

 

https://en.wikipedia.org/wiki/Big_data#Internet_of_Things_(IoT)
https://en.wikipedia.org/wiki/Big_data#Internet_of_Things_(IoT)
https://www.webopedia.com/TERM/C/COTS.html
https://www.webopedia.com/TERM/C/COTS.html
https://elearningindustry.com/digital-natives-digital-immigrants
https://elearningindustry.com/digital-natives-digital-immigrants
https://www.teachthought.com/literacy/the-definition-of-digital-literacy/
https://www.teachthought.com/literacy/the-definition-of-digital-literacy/
https://elearningindustry.com/digital-natives-digital-immigrants
https://elearningindustry.com/digital-natives-digital-immigrants
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usage of technology in their daily 

lives 

Experience 

Points (XP) 

Abbreviated as XP and refers to 

points awarded to players of games. 

XP is a common component of 

online games whereby players 

accumulate XP in order to advance 

to higher levels in the game.  XP is 

also seen in other games such as 

role playing games where players 

can collect XP and gain both levels 

and awards which may be given to 

their avatars or unique characters.  

https://en.wikipedia.org/wiki/Experi

ence_point 

 

Fake News Deliberate creation of false news 

with the motivation to spread 

misinformation.  In the digital era 

fake news spreads quickly via 

social media platforms.  Educators 

today are now finding it necessary 

to teach learners how to identify 

fake news as it hard for young 

children or youth to differentiate 

between authentic and fake news.   

https://en.wikipedia.org/wiki/Fake_n

ews 

 

 

Flow Theory In online games, flow theory was 

developed by Mihaly 

Csikszentmihalyi and 

refers to a state of creative and 

cognitive immersion where players 

are so immersed in game play that 

they feel successful and energized 

by their experience.   

https://thinkgamedesign.com/flow-

theory-game-design/ 

 

Formative 

Assessment  

Type of assessment that allows 

teachers to collect information 

about students as they are involved 

and engaged in the process of 

learning.  The gathering of such 

information informs the teacher 

about how students are progressing 

and thus allows for modification 

(different instructional strategies, 

additional resources or academic 

support) in order to better support 

https://www.edglossary.org/formativ

e-assessment/ 

 

https://en.wikipedia.org/wiki/Experience_point
https://en.wikipedia.org/wiki/Experience_point
https://en.wikipedia.org/wiki/Fake_news
https://en.wikipedia.org/wiki/Fake_news
https://thinkgamedesign.com/flow-theory-game-design/
https://thinkgamedesign.com/flow-theory-game-design/
https://www.edglossary.org/formative-assessment/
https://www.edglossary.org/formative-assessment/
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learners.  The teacher will not score 

or assess this type of assessment.    

Gamification  Using game-like elements or the 

principles of games in a non-game 

situation such as a classroom.  For 

example, badges and leaderboards 

to tally points are game-like 

elements that are used to 

extrinsically motivate learners in 

classrooms.   

 https://www.teachthought.com/lear

ning/difference-gamification-game-

based-learning/ 

 

Game Based 

Learning 

(GBL) 

Learning through games.  In GBL 

playing games is part of the 

learning activity.  The act of 

playing games would engage the 

learner in ways that have been 

describes are having deep learning 

ramifications if harnessed properly.  

https://www.teachthought.com/learn

ing/difference-gamification-game-

based-learning/ 

 

Leaderboard Type of game characteristic that 

ranks players according to number 

of points accumulated.  An extrinsic 

motivation which tends to increase 

the sense of competition and fun in 

a game.  A characteristic used in 

many types of games and is 

common in online games.   

https://medium.com/practical-

motivation-science/how-to-

motivate-with-leaderboards-

da5a461fb2f6 

 

Proficiency 

Scale 

A measurement tool used in 

Standards Based Grading that 

allows the instructor to measure a 

learners’ ability to meet the 

specified standard or skill.  

https://www.edglossary.org/?s=profi

ciency+scale 

 

Quests Quests are defined as types of 

learning such as research 

assignments or projects where 

students are engaged in self 

directed online research to gather 

evidence to answer a particular 

research based question.  Quests 

allow students to engage in critical 

thinking and allow students to have 

more ownership of their learning as 

students are in control of the 

https://www.edutopia.org/article/usi

ng-quests-project-based-learning 

 

https://www.teachthought.com/learning/difference-gamification-game-based-learning/
https://www.teachthought.com/learning/difference-gamification-game-based-learning/
https://www.teachthought.com/learning/difference-gamification-game-based-learning/
https://www.teachthought.com/learning/difference-gamification-game-based-learning/
https://www.teachthought.com/learning/difference-gamification-game-based-learning/
https://www.teachthought.com/learning/difference-gamification-game-based-learning/
https://medium.com/practical-motivation-science/how-to-motivate-with-leaderboards-da5a461fb2f6
https://medium.com/practical-motivation-science/how-to-motivate-with-leaderboards-da5a461fb2f6
https://medium.com/practical-motivation-science/how-to-motivate-with-leaderboards-da5a461fb2f6
https://medium.com/practical-motivation-science/how-to-motivate-with-leaderboards-da5a461fb2f6
https://www.edglossary.org/?s=proficiency+scale
https://www.edglossary.org/?s=proficiency+scale
https://www.edutopia.org/article/using-quests-project-based-learning
https://www.edutopia.org/article/using-quests-project-based-learning
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research and what the final product 

will look like.   

Standards 

Based 

Grading 

(SBG) 

Common type of assessment and 

grading system in the United States.  

Aims at mastery of skills by the 

learner.  Each standard has a focus 

on knowledge of skills that is 

defined as the “standard” for that 

grade level.  The standards are set 

by the state or are national 

standards.  The standard is 

measured using a proficiency scale 

which identifies the ability of the 

learner to meet the standard of the 

skill. The common belief is that 

these skills are preparing learners 

for college or work life by giving 

them the skills and knowledge 

needed for success.  A learner is 

given multiple opportunities to 

demonstrate proficiency of a 

standard as well as time and support 

to meet this standard.  Lastly, in 

this type of assessment the most 

recent scores would be valid to 

demonstrate development over time 

by the learner in that standard.   

 https://www.edglossary.org/standar

ds-based/ 

 

Serious 

Games 

Type of game that is used for other 

than entertainment purposes and is 

a game that aims to teach a 

particular skill such as a training 

game in areas such as healthcare.  

https://en.wikipedia.org/wiki/Serious

_game 

 

Summative 

Assessment  

Scored or formally assessed student 

work (quizzes, tests, projects, etc.) 

that is graded typically after 

formative assessments.  Used as 

evidence towards what students 

have demonstrated about a certain 

unit of learning and over a given 

period of time (quarterly, yearly, 

etc.) 

https://www.edglossary.org/summati

ve-assessment/ 

 

https://www.edglossary.org/standards-based/
https://www.edglossary.org/standards-based/
https://en.wikipedia.org/wiki/Serious_game
https://en.wikipedia.org/wiki/Serious_game
https://www.edglossary.org/summative-assessment/
https://www.edglossary.org/summative-assessment/
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21st Century 

skills 

Set of 12 skills identified as 

necessary for learners today to 

possess in order to successfully live 

in a digital age that is constantly 

changing due to rapid technology 

changes.  

 https://www.aeseducation.com/care

er-readiness/what-are-21st-century-

skills 

 

17 SDG The 17 sustainable development 

goals identified by the United 

Nations as goals to be achieved by 

the deadline of 2030 in order to 

ensure common standards 

worldwide in areas ranging from 

climate to poverty to justice.  

https://sustainabledevelopment.un.or

g/?menu=1300 

 

 

Brief Overview of Study 

 This study aims to apply various gamification elements to the classroom environment of 

an applied studies course— Model United Nations.  It is aimed to allow students to have the 

opportunity to gain points and follow their own learning pace to delve deeper into their learning.  

The learning is aimed to allow for differentiation for the different levels of students in the course. 

The learning will focus on some deeper issues as well as lighter issues within the scope of 

current world events which are topics in the various committees of the United Nations.  Thus, a 

variety of topics aim to give students of different age levels opportunities to develop critical 

thinking skills.  Focusing on current events may help students understand how they can take part 

in meeting the United Nation’s 17 Sustainable Development Goals which are aimed to be 

achieved by 2030 and also the skills needed by the 21st Century learner will be developed.  

Finally, the use of gamification in the course Model United Nations aims to develop critical 

thinking skills of students and thus identify how gamification and ultimately GBL can be used 

for more than basic recall of knowledge or the lower levels of Bloom’s Taxonomy but rather 

provide another manner by which instructors might cultivate the thinking skills of students.   

https://www.aeseducation.com/career-readiness/what-are-21st-century-skills
https://www.aeseducation.com/career-readiness/what-are-21st-century-skills
https://www.aeseducation.com/career-readiness/what-are-21st-century-skills
https://sustainabledevelopment.un.org/?menu=1300
https://sustainabledevelopment.un.org/?menu=1300
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This study was supported by a Literature Review which impacted the Major Project 

website build and is presented in Chapter Two while the research findings of the Major Project 

follow in Chapter Four.  
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Chapter 2 – Literature Review 

Critical Challenge Question and Hypothesis 

In recent years questions abound regarding the impact of online games on learners.  

Broadband internet connections and wireless hotspots, along with more sophisticated and 

relatively inexpensive mobile technology have made it possible for connectivity to exist almost 

anywhere and at any time for mobile users, thus making the ubiquitous sight of children, 

teenagers and adults engaged in online games a common occurrence. As the trend of online 

games continues, and commercial sales of online games now exceed sales in movies (Poole, 

(2000), as cited by Gee, 2007) more researchers are asking, “What are the impacts of online 

games?”  In 2018, the “World Health Organization (WHO)” (2019) classified “gaming disorder” 

as a behavioural disease and this classification is also stated on its website.  Meanwhile, 

educators today debate and grapple with understanding the effects of games on children in the 

classroom.  Moreover, educational research has proven that games can foster intrinsic motivation 

(Dickey, 2007; Woo, 2014) and positive interest has developed with more educators wanting to 

know how to use games successfully as tools for learning in the classroom.  The growing trend is 

one of increasing numbers of educators, schools and districts incorporating technology programs 

(including educational games) and planning tech-integration into their learning environments. 

Online games are explored as a tool to leverage technology for educational purposes such as 

increasing engagement and motivation amongst other factors. 

This study seeks to answer the critical challenge question, “How can educators support 

secondary school learners’ critical thinking skills using standards based grading in a gamified 

learning setting?” 
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To support this query, this literature review assessed the effectiveness of games currently 

used with a focus on the learning outcomes and if the learning outcomes were met. This study 

also explored the extent of games for higher levels of cognitive learning, critical thinking, 

discovery or inquiry learning.  The review assessed whether or not any games employed 

Standards Based Grading (SBG) or criterion referenced assessments as a tool for assessment in 

lieu with any type of gamified learning environments or Game Based Learning (GBL). 

After reviewing the current research, this Major Project and study hypothesized that GBL 

or gamified learning environments can be used to develop critical thinking skills of secondary 

students; however, the extent to which this can be successfully measured is dependent on the 

type of measurement scales or assessment standards are created under a SBG framework.   

Digital Game Based Learning Defined                                                            

The term Digital Game Based Learning (DGBL) refers to harnessing technology as a 

platform to deliver games in a learning environment.  Game Based Learning (GBL) refers to 

employing games as a means to enhance the learning environments, but the term is so 

synonymous that it can mean DGBL.  On the other hand, the term gamification refers to using 

the principles of gaming in a non-game environment.  This literature review focused on DGBL, 

referred to as GBL throughout and also focused on online games or gamified classroom settings 

and the learning outcomes assessed using these games.  Board games or non-digital games were 

not studied. 

Game based learning and gamification distinctions.  The literature reviewed revealed 

that the use of games in the classroom was multifaceted.  Some educators used games as a 

portion of their course delivery, while some used game elements such as badges or leaderboards 

to monitor progress or others may have fully gamified their course delivery with online quests 
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and avatars.  Quests are defined as types of learning such as research assignments or projects 

where students are engaged in self-directed online research to gather evidence to answer a 

particular research-based question.  Quests allow students to engage in critical thinking and to 

have more ownership of their learning, as they are in control of the research and what the final 

product will look like.  Although students will be guided by research questions or tasks, they are 

typically not constricted as in a generic class assignment or task.   

In this literature review it was observed in the research and reading of articles, that a fine 

distinction was not always made by educators to always label their use of games as a type of 

DGBL, GBL or gamification.  Simply put after defining the type of games that were employed in 

their studies, they stated how they used ‘games’ as a means to achieve learning outcomes.  

Perhaps with the prevalence of online games today, the distinction between types of games is not 

always made.   

Digital game based learning (DGBL) classifications.  Types of digital games 

 for learning may be classified as educational games, serious games, Commercial Off The Shelf 

(COTS) games, simulation games or other types of games created using game principles.  

Differentiation between the types of games used, context of use, the skills and ages of the 

learners, as well as the intent for use by the educator must be carefully identified and weighed.  

Boyle et al. (2015), identified specific game outcomes as well as empirical evidence supporting 

the positive impacts and outcomes of games; game outcomes were identified as knowledge 

acquisition, skills development, affective changes such as motivational outcomes, behavioural 

outcomes, cognitive impacts on the thinking skills of the learners, changes in attitudes or 

perceptions of the learners and also “psychological or social/soft skills development” (p. 186). 
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Learner Engagement Using Games 

In GBL we need to assess effectiveness of games by considering the various types of 

games that exist and the desired outcomes of educators using GBL.  Two main studies, by da 

Rocha Seixas et al. (2015) and Barata et al. (2016) were reviewed regarding the engagement of 

the learner using DGBL or gamified learning environments  

Definition of engagement.  Engagement has different meanings to different educators 

and needs to be clearly defined with set parameters if we are to have reliable evidence relating 

GBL and engagement.   Empirical evidence in the study of motivation and its impact on the 

outcomes of learners has been identified by Barata et al. (2016) as a gap that still exists; formal 

studies of intrinsic motivation and GBL are still lacking.  Engagement of the learner and 

motivation are not fully and clearly studied as empirical studies measuring either of these may 

not exist.  Also, the manner of measurement needs to be clarified.  Fredricks et al. (2004) 

identified three main types of engagement: behavioral, emotional and cognitive engagement. 

Because the term, engagement, can have various meanings it should be clearly defined when 

used in discussion regarding the engagement of learners using DGBL. Moreover, a standardized 

means to measure engagement is lacking, thus engagement itself must be clearly defined when 

reporting on the engagement of students using DGBL (as cited by da Rocha Sexias et al. (2015).   

Furthermore, the authors posit that engagement can be defined in various ways such as 

referring to the learner having autonomy or agency in their learning, the completion of in class 

assignments or on the other hand it may refer to flow as identified by Csikszentmihalyi, Shneider 

& Shernoff, 2003 (as cited by da Rocha Sexias et al. 2015).                     

Engagement in GBL Upper Elementary 

            GBL elements such as points, levels, badges, virtual goods, rankings and score tables 
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were studied using Classdojo and ClassBadges in a geometry class by da Rocha Seixas et al. 

(2015) in their study of the effectiveness of gamification and student engagement of grade eight 

students aged thirteen or fourteen years old in Brazil (da Rocha Seixas et al, 2015).  This is clear 

evidence of the existence of varying types of engagement descriptors in gamified learning 

environments which included: autonomy, participation, collaboration and fun; it is worth noting 

that the assessment of higher levels of cognition or critical thinking were not listed in these types 

of engagement.  Yet the engagement of the learner was undeniably clear.  The study affirmed the 

positive correlation of an award system where the awarding of ClassDojo badges created 

increased engagement in learner participation and effort while ClassBadges saw the awarding of 

learners’ cognitive skills, but the cognitive skills were not determined to be critical thinking 

skills or Inquiry Based Learning skills.  The latter is not necessarily a limitation of the study as 

the study defined their own set of engagement indicators.  This however highlights how 

educators have differing outcomes when using GBL and that an analysis of any type of study 

should take this fact into account.  This study in particular, thus, aimed to study the use of games 

as a contributing factor towards developing critical thinking skills opposed to the use of games as 

a behavior management tool or extrinsic motivator.  

Role of teacher or facilitator in GBL environments.  The use of badges as a 

 motivator to increase engagement of students was confirmed by da Rocha Seixas et al. (2015).  

This study also recognized the role of the teacher in actively supporting the GBL environment; 

thus, the role of the teacher as facilitator is another factor to consider when using GBL 

successfully.  da Rocha Seixas et al. (2015) state that, “the teacher performance was fundamental 

for the results of the study. Since the beginning [the teacher] was very available and autonomous 

while using the tools. His actions stimulated the students directly to do their activities in order to 



GAMIFICATION AND STANDARDS BASED GRADING 
 

34 

receive badges” (p. 60).  The role of the educator and attitudes of teachers regarding use of GBL 

is also a factor which commonly affects implementations of GBL.  The role of the teacher or 

facilitator is described as “teacher presence,” and it is an important factor in building the 

Community of Inquiry (COI) model (Garrison, Anderson & Archer, 2000) and which influences 

two other key paradigms of the model, social presence and cognitive presence.   

Role of teacher in GBL confirmed.  Conversely, Boyle et al. (2015) found evidence that 

showed secondary teachers are less positive towards GBL in their classrooms than their primary 

school counterparts keeping in mind there are also differences that exist between primary and 

secondary school educators’ attitudes towards GBL, the role of the teacher in online learning 

environments affected the outcome of learning goals as seen by the study by da Rocha Seixas et 

al. (2015).  Further studies on these differences was not explored.  

Engagement of post secondary learners using GBL   

 At the post secondary level, Barata et al. (2016) completed a long-term empirical study 

over a period of three years in a blended computer engineering course at the University of Lisbon 

in Portugal, using the Open Source (OS) platform Moodle.  As part of their gamified learning 

experience, learners experienced badges and leaderboards, completed challenges, utilized a 

student dashboard, and were awarded experience points or XP for completing assignments such 

as posts.  Points were allotted to a breakdown of assessments for each category of the course 

overview with various XP allotted for each learning outcome of the course.     

Allocation of XP and types of assessment systems.  The allocation of how XP 

 in gamified classes are matched to a school’s grading system is an important observation as 

assessment systems vary between schools and using gamification to assess learning is quite 
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radical compared to how schools traditionally assess and grade.  For example, some schools have 

a non-category weighted assessment practice where all assessments may count equally and 

furthermore in standards based or criterion referenced based courses, XP would need to 

correspond to learning or performance standards.   

Findings after first year of study.  After the first year of this longitudinal 

 study, Barata et al. (2016) reported changes in the allocation of how points were awarded for 

class assignments due to student feedback.  For example, it was reported that, “Some students 

actually complained about the achievements being too much work for too few XP” (p. 553) 

which shows that students need to be adequately rewarded for tasks in a gamified context.  A 

correct combination of the amount of rewards, types of rewards and kinds of tasks need to be 

balanced carefully in a gamified learning environment and should reflect the level of learners be 

it elementary, secondary or post secondary learners.      

Findings after second year of study.  After the second year of the study, changes were 

 made to refine the gamification of the course and a student dashboard (to allow students to self -

monitor their progress in the course) was added.  By the final third year of the research, more 

modifications were made such as awarding more points to some aspects of the course because 

students stated in questionnaires that they felt the course allocation of points to tasks did not 

correspond to the amount of effort required. As Barata et al., (2016) reported, 

[this course]...required more work than the other regular courses, [so] we removed the 

regular quizzes and added the remaining XP to the Achievements…. Posts started to be 

graded based on a rating from 0 to 4 assigned by faculty, to promote quality over 

quantity. Therefore, a student making poor quality posts would have to make four times 

more posts to have the same grade as students making quality posts (p. 555). 
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An important note here is that students themselves felt that they were doing more work in the 

course so the need for quizzes was omitted and replaced by more XP by the instructors.  Online 

posts, a different and perhaps more meaningful way to learn replaced quizzes which may tend 

towards basic knowledge assessment.  Also, as discussed, students’ online posts were graded by 

awarding more points for quality of the work and not for the number of posts submitted thus 

learners were empowered and given a sense of control and choice to write an intentional post 

instead of having to meet the criteria of submitting a given number of posts.    

Student Agency in GBL 

The researchers (Barata et al., 2016) identified student agency as one of their conclusions in their 

three-year study; as stated,                                                                                                      

Agency can be promoted by, for example, evenly distributing gamified assignments, such 

as challenges and quests, throughout the semester and allowing students to make multiple 

contributions in those that they like the most. This will provide them with several 

opportunities to be creative, to do more of what they like and to recover lost XP (p. 574). 

As mentioned, agency was a factor that was recognized by awarding more XP in place of 

quizzes.  Further feedback from students indicated that they felt the course allowed them to learn 

useful skills for the future; some thought attending a course or playing a gamified course 

presented the same learning experience, whereas other students wanted more gamified courses.  

All in all, this study successfully tested and monitored engagement of learners using gamification 

at the post secondary level and measured success of engagement in motivation and behaviour.  

Findings Regarding Engagement 

 Both Barata et al. (2016) and da Rocha Seixas et al. (2015) recognize from research that 
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in any gamified environment the success and effectiveness of gamification or GBL is dependent 

on the learners’ characteristics or profile; the educational institution (da Rocha Seixas et al.); the 

context of using GBL and the need to identify educational reasons for using GBL; (Barata et al., 

2016).  All of these factors and others can impact learners differently and affect how GBL 

impacts learning and how these impacts are measured.           

Common Learning Outcomes of Game Based Learning            

 Further discussions on current research regarding GBL is linked to the topic of learning 

outcomes; learning outcomes were reviewed by Boyle et al. (2016) in their work, An update to 

the systematic literature review of empirical evidence of the impacts and outcomes of computer 

games and serious games presented the following key findings.    

Online games used to support knowledge acquisition.  Firstly, the review 

 illustrated a consistent and important finding “Since games are frequently championed as a 

novel, engaging and active new method for supporting 21st Century skills and behaviour change 

it was disappointing that games for learning are still used most frequently to support knowledge 

acquisition. This seems to be a rather pedestrian use of games compared with the speculation 

about their potential” (Boyle et al., p. 186). GBL is mainly used for knowledge acquisition which 

relates to the lower levels of Bloom’s Taxonomy; whereas, fewer GBL environments are used to 

assess higher levels of thinking of Bloom’s Taxonomy.    

Serious games.  Secondly, the term “serious games” has become mainstream but 

 is used interchangeably with ‘games for learning’. Games for learning have been used to 

promote knowledge acquisition across a wide range of topics and to a lesser degree social skills 

acquisition and behavioural change.  COTS games are not used much as frequently as it is harder 
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to integrate COTS games into school curriculum (Boyle et al., 2015).      

Use of GBL for cognitive thinking.  Findings of Boyle et al. (2015) did yield some 

discussion of usage of GBL for other learning outcomes.  Evidence of higher levels of cognitive 

thinking (Yang, 2012) and affective impacts were present in the current literature where social or 

behavioural outcomes were included in GBL.  To sum up, it is key that when using GBL, 

educators should ask, what is the desired learning outcome by using GBL? 

Elementary Level GBL Aimed at Higher Levels of Thinking       

Regarding GBL there were no empirical studies found using a combination of both 

Standards Based Grading (SBG) and GBL.  However, the combination of GBL and other key 

words such existed such as Problem Based Learning (PBL), critical thinking, Inquiry Based 

Learning (IBL) and discovery learning design yielded results.  PBL, critical thinking and 

discovery learning which are comparable to higher levels of thinking on Bloom’s Taxonomy 

were found in relation to GBL.  One such study was identified by Reynolds (2019) who studied 

the use of GBL in a discovery learning design model. 

Elementary IBL in science class using GBL.  In their empirical study Hwang & Chen 

(2016) researched how to implement Inquiry Based Learning (IBL) design and gamification in a 

grade six science class. In this approach the learners did field work by going to the site of a 

learning park in an elementary school and completed tasks that involved “field observation, 

comparison, clue search, data search and reading supplementary materials” (p. 967).  In this 

field-based IBL model, the findings show that the quantitative data collected indicated that 

participants using the GBL model for inquiry had higher achievement and higher intrinsic 

motivation.  The GBL model also allowed for increased engagement of the learners in the IBL 
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activity relative to the quantitative data collected for the control group that used a conventional 

IBL design model. Also noted, “From the discrepancy of the adoption of the help-seeking 

approaches and learning behaviors in the two groups, it was proved that the experimental group 

with the inquiry-based ubiquitous gaming approach preferred active exploration, including field 

observation, comparison, and data search” (p. 968).  Inferences were made regarding the positive 

influence on students’ problem solving and critical thinking skills.     

Limitations of study.  Hwang & Chen (2016) identified the limitation of their study, 

 noting that the study measured students’ awareness not their ability or applied skills of critical 

thinking and problem solving.  They state, “only the “awareness of concepts” instead of the 

“ability” of critical thinking and problem solving were measured. To investigate students’ critical 

thinking and problem-solving performances or abilities in the future, long-term experiments with 

relevant tests are required (p. 968).   

 Thus, in the use of GBL a clear learning outcome is essential especially if it is a 

performance-based outcome where the actual ability or skills of students are a focus.  It is 

suggested that both the learning outcome and the measurement of the outcome complement each 

other for accuracy of the measured outcome.      

Secondary Level GBL Aimed at Higher Levels of Thinking     

In comparison to the experiences of grade six students we move to secondary students 

and identify the distinction of whether or not DGBL impacts academic achievement.  Yang’s 

study was of 15-16 years old students in a Civics and Society course.  This empirical compared 

to that of da Rocha Seixas et al. (2015) mentioned above, indicated that not all game types suit 

all learners and the structure and design of the DGBL model must be carefully designed in order 

to meet specific game outcomes.  Students were randomly divided into two main groups which 
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were the independent variables of the research; the group using DBGL playing Tycoon City: 

New York! and SimCity Societies Sim City--COTS games-- and the group receiving a traditional 

course delivery.  Engagement, problem solving and academic achievement were studied as 

dependent variables in this research.           

Findings of study on DGBL impacts on learning.  No concise and replicable 

 evidence of the use of DGBL and improvements in academic achievement were determined, 

according to the review of the literature by Yang who states that, “Unfortunately, the 

effectiveness of DGBL on students’ academic achievement is still unproven in a robust empirical 

research setting” (p. 367).  Thus, Yang’s empirical study of DBGL in a secondary civics class 

aims to fill that gap.        

 Findings of Yang’s study showed that DGBL enhanced the interest of students in civics 

and society.  A second finding determined DGBL did enhance self-efficacy because games give 

learners feedback via points or scores and based on that feedback learners can make decisions 

about what tasks they might complete or what effort is needed to compete that particular task.  

So, similar to engagement of the learner in motivation, behavior and cognition, DBGL can 

potentially give students agency to control their own learning.  

 Finally, the study also aimed to see if DGBL can be correlated to higher academic 

achievement; however, no evidence was found to prove this.  The reason is that the post-test used 

to test student academic achievement only tested the lower levels of Bloom’s Taxonomy, thus 

even though students were engaged in agency and problem solving during the DGBL learning, 

the post-test did not assess those skills.  Yang states that all levels of the cognitive domain and 

Bloom’s Taxonomy were included in the DGBL design.  Confirmation about the post-test came 

from the instructor who verified that most questions on the post-test asked students to remember 
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and understand information. Yang writes that, “in-class observations also indicated that the 

instructor emphasized the memorization and comprehension of course content during lectures. 

For participants in the EG [Experimental Group], digital games provided challenges to think on a 

higher level. They were confronted with situations fraught with unsolved problems” (p. 375).   

Thus, there was a mismatch between what the instructor assessed at the end of the DGBL unit 

and the learning outcomes and types of engagement which students experienced as part of their 

DGBL.   

Impacts of Role of Instructor in GBL  

The literature emphasizes that it is essential to identify the impact of instructors on GBL 

and the role that the instructor plays in the GBL environment.  Is the instructor emphasizing 

particular learning goals or is the instructor active in motivating students to collect badges or aim 

for higher achievement on a leaderboard?  Instructor impacts were also studied by Chen & Law 

(2015) who studied teacher scaffolding in collaborative GBL and its impact on the outcome of 

GBL.  Quizzes or tests that assess student learning in a GBL environment should be reviewed for 

the specific thinking levels to ensure that there is no mismatch between the learning outcomes of 

the games and the quizzes or tests administered.  Does the game aim to improve students’ basic 

knowledge base or is the aim to increase awareness or performance of critical thinking skills? 

The use of Bloom’s Taxonomy to match the type of thinking and skills to assessments ought to 

be considered; IBL, PBL or any type of critical thinking or deep learning may not be easily 

assessed by traditional quizzes or tests.  Thus, alternate types of assessments ought to be 

considered and furthermore, traditional assessment may not be necessary depending on the type 

of GBL which may incorporate learning quests.  Learning quests may also have built in projects 

or assignments that may be considered as types of evidence that can demonstrate learning 
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outcomes.   

 To conclude, the correlation between GBL and student success and achievement is not 

conclusive as numerous factors need to be defined.  Success is dependent on the definition of 

what constitutes the success or engagement of the learner and what type of assessments are used 

to measure achievement. 

Shifts Away from Traditional Grading and Assessment      

Traditional grading and assessment policies based on students achieving points or marks 

for completed school work such as homework assignments, projects, quizzes and tests, are now 

being replaced by new grading practices that are based on criterion referenced or Standards 

Based Grading (SBG) to meet the needs of today’s 21st Century learners.  In an ever-growing 

number of schools and districts in North America there is a shift away from traditional grading.  

Examples include BC’s New Education Plan (2017) and Colorado State also adopted SBG 

(Haptonstall, 2010).  More international schools have followed suit as well as, Dalian American 

International School (DAIS) which fully adopted SBG in 2018 and Dalian Maple Leaf 

Educational Systems (DMLIS), which designs instruction and assessment using BC’s new 

curriculum.  These new grading and assessment policies are being adopted because the 

traditional system is no longer considered an accurate method to assess student learning.  

Brookhart & Nitko, 2008; Guskey & Bailey, 2001; Reeves (2011) reason that “Standards-based 

grading and reporting have been topics of discussion for years, primarily because of the current 

system’s shortcomings (as cited by Marzano & Heflebower, 2011).   

Objectives of Standards Based Grading  

 In Standards Based Grading (SBG) the aim is to use a proficiency scale or standards that 
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state learning outcomes to assess student learning.  As stated by O’Connor (2011), SBG differs 

from a traditional grading system in that SBG separates student behaviour such as attendance, 

late assignments or disorganization from the assessment of learning outcomes. A second major 

difference is that SBG allows students to gain mastery of concepts over time by giving both 

formative and summative assessments and providing a number of opportunities for assessment of 

a said standard to allow for growth over time (O’Connor, 2011).  Finally, as Townsley (2013) 

purports, SBG is a truer measure of the growth of a students’ understanding and skills because it 

is not an average of marks.  For example, if marks are averaged then the marks that a student 

received at the start of a particular course would be factored into the final grade that a student 

receives.  It may be the case that the final grade is not a true reflection of what students can 

achieve at the end of the course because averaging marks can potentially take a very low grade 

issued at the start of a course and factor this into a final grade.  Moreover, it is possible that 

students have achieved a higher mark in the class because over time, students are able to develop 

and demonstrate the skills or the learning involved in that standard.    

Drawbacks of using points system of assessment.  A deeper study of SBG versus 

 traditional grading is discussed by Marzano and Heflebower (2011) in which they identify the 

drawbacks of using points to assess student learning.  For example, in a points-based system a 

total score on a test may not reveal the true learning that a student achieved because within a test 

there may be both basic knowledge questions and analysis questions.  Thus, a test may attempt to 

assess different levels of learning on Bloom’s Taxonomy yet the score that a student achieves 

will not indicate these levels of learning that a student can or cannot demonstrate because a 

traditional points based test only measures the number of raw points achieved.  Finally, neither 

the student nor the teacher can understand the true level of learning that that student can 
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demonstrate based on raw points.  SBG attempts to measure the achievement of learning that a 

student can demonstrate using a system of standards which are measured using “Proficiency 

Scales” (Marzano & Heflebower, 2011, p. 38).  A scale ranges from scores of 1.0 to 4.0.  The 

scale attempts to measure a specific topic or standard and the level of complexity that a student 

can demonstrate.  At the basic level, the score of 2.0 indicates that the student can achieve basic 

knowledge in that topic.  Basic knowledge such as vocabulary and facts regarding the learning 

topic.  A score of 1.0 indicates the learner can achieve the score of 2.0 but needs help to do so.  A 

score of 3.0 indicates that the learner has met the learning standard as described.  The highest 

score 4.0 contains more complex content relative to the topic and may be described using more 

complex thinking skills such as those found on Bloom’s Taxonomy.  All in all, in SBG the aim is 

an assessment of student learning and a method to measure the learning is offered by using a 

system of proficiency scales to measure each learning topic.  Marzano Research, the website 

(2019) describes how teachers can use proficiency scales to inform their instruction and 

assessment.  It is suggested that as the different levels of a proficiency scale each access different 

levels of cognitive thinking, the teacher can plan lessons and assessments that mirror these levels 

of a scale.  A teacher would give opportunities for students to comprehend basic knowledge by 

direct instruction or at other times modeling and allowing for practice of basic skills and then 

moving into more complexity such as analysis or perhaps PBL or inquiry learnings where 

students can develop hypotheses (Marzano & Heflebower, 2011). 

Marzano & Heflebower (2011) further describe that the scores achieved in SBG can be 

translated to traditional grading systems in a report card for a school, district or other 

stakeholders and this can be seen in Table 1 below: 

Table 1 

How SBG Scores Correspond to Traditional Grading (Accessed from Marzano & Heflebower, 
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2011, p. 36-37) 

 

3.51 to 4.00 = A 

3.00 to 3.50 = A- 

2.84 to 2.99 = B+ 

2.67 to 2.83 = B 

2.50 to 2.66 = B- 

2.34 to 2.49 = C+ 

2.17 to 2.33 = C 

2.00 to 2.16 = C- 

1.84 to 1.99 = D+ 

1.67 to 1.83 = D 

1.50 to 1.66 = D- 

0.00 to 1.49 = F 

Gamification and SBG 

How can educators effectively combine GBL environments or gamification with SBG to 

develop and measure students’ critical thinking skills?  As reviewed, GBL has been used to reach 

different types of learning and game outcomes.  Higher levels of thinking on Bloom’s 

Taxonomy: analyzing, evaluating, and creating can also be reached given the appropriate type of 

GBL that would most likely reach those outcomes.  It is the aim of this research and the major 

project to answer the critical challenge question, “How can educators using a SBG assessment 

system develop secondary school learners’ critical thinking skills using a GBL environment or 

gamification?” 

This study aims to fill the gap that exists where limited evidence exists showing the use 

of DGBL and GBL environments to access and measure learners’ higher levels of thinking.  It is 

hypothesized that in DGBL or GBL environments, by employing such a system of SBG, the 

critical thinking skills of students can be effectively measured given clearly stated learning 

outcomes and precisely written proficiency scales or measurement tools.  The use of DBGL, 

PBL or IBL via game quests can all be possible means to gamify learning topics while the SBG 

method can identify basic knowledge, basic skills and the complex thinking that would be 
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required at each level of a proficiency scale in order to meet a stated learning outcome.  It is 

further hypothesized that gamified learning environments can provide learners with multiple 

opportunities to demonstrate learning over a period of time and growth which is also a premise 

of the SBG method.  Finally, stating clearly the learning outcomes of the DGBL or GBL 

activities can enhance the learning outcomes for both the learner and the teacher; the teacher can 

thus create appropriate assessment tools.   

Conclusions 

An examination of the current literature regarding gamified learning environments that 

used gamification or GBL in the K-12 arena revealed a wide scope of games utilized by 

educators today.  The differentiation between gamification and DGBL and GBL environments 

has been established as well as the types of engagement that can be achieved using online games 

or game elements for educational purposes.   

Consider type of engagement.  Educators must also consider the three main 

types of engagement: behavioral, emotional and cognitive engagement because the term, 

engagement, can have various meanings and should be defined when used in discussion 

regarding the engagement of learners using gamification or GBL.  

Establish clear learning outcomes.  The establishment of clear learning 

outcomes are also necessary when using games as the connection between the learning outcome 

and the assessment of the learning outcome is essential in establishing the successful 

implementation of a gamified classroom.  The consequential role of the educator was identified 

in the review and how the learning outcomes were met or influenced by the role of the educator.  
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Assessment in gamification or GBL.  Finally, how is gamification or GBL 

assessed?  Literature reviewed has shown that the majority of the current gamified classrooms 

assess knowledge acquisition thus lower levels of Bloom’s Taxonomy.  Some GBL has been 

used for analysis, PBL or inquiry learning.  Also, post-tests used to measure students’ learning in 

GBL may not necessarily measure the critical thinking that was incorporated in the games thus a 

corresponding or adequate level of assessment should be created to match the type of learning 

that students are mainly engaged in using GBL.  This may take the form of tests or quizzes yet 

may also include performance-based assessments.   

This literature review also established the growing trend towards SBG and compared the 

basic SBG framework with traditional grading and assessment methods.  Traditional grading and 

assessment systems are problematic because a true assessment of students’ learning may not be 

reflected.  Firstly, student behavior may be factored into the grade.  Secondly, students need to 

be given more and varied opportunities to be assessed in a mixture of formative and summative 

assessments.  Finally, grades may be averaged taking earlier evidence of student learning and 

averaging it with recent evidence of student learning which may not be indicative of the true 

level of achievement (O’Connor, 2011).  

Finally, specific examples of currently studied samples of classrooms simultaneously 

employing gamification or GBL and SBG were not evident in the research findings but signs of 

trends to use gamification of GBL to teach PBL, discovery or Inquiry Based Learning were 

evident.   

The research study and companion MEdL Major Project attempts to fill the gap existing 

between these two fields of gamification and GBL and SBG by studying how the use of use a 
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gamified learning layer can successfully support critical thinking skills of learners in the 

secondary school setting while being graded and assessed using a model of SBG.  
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Chapter 3 – Procedures and Methods 

Major Project Development 

In order to answer my critical challenge question “How can educators support secondary 

school learners’ critical thinking skills using standards based grading in a gamified learning 

setting?” I decided to create a resource website on the topic of gamification for my workplace 

colleagues.  Within that website I aimed to create a sample unit plan for a gamified course, 

namely Model United Nations (MUN).  My goal from the inception of the critical challenge 

question was to demonstrate via my key deliverable how to gamify a course that could contribute 

to the development of critical thinking skills of secondary students and furthermore, how a 

gamified course can be assessed using Standards Based Grading (SBG), the assessment system 

used at my school.  From the beginning my target audience were the members of my faculty at 

my institution, Dalian American International School (DAIS) located in China because I wanted 

to create something that served staff at my school in response to the informal conversations and 

questions I received about gamification, badges and using technology in the classroom.  In 

addition, the objective for the website was to create a meaningful approach to contribute to the 

professional learning environment of my workplace.    

Major Project Design and Considerations  

My design plan focused primarily on the website design towards creating all the pages 

that would instruct learners who are new to the topic of gamification and clarifying the concepts 

of gamification and Game Based Learning (GBL).  The second major part of the website design 

process aimed to present background information on and provide examples of Standards Based 

Grading (SBG) as that is the assessment system used as part of my critical challenge question. 

Thus, my foremost design strategy was a consideration of how to present fundamental basic 
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information regarding two major topics:  gamification and GBL and SBG to support learners in 

my website build.  I aimed to design the website to cover the basics and then via my sample unit 

my intention was to support educators into realistic design steps towards gamifying their own 

units or series of lessons in their content area.  

 Knowing my target audience was fellow faculty members helped me consider how to 

tailor the website information to their needs.  I endeavored to purvey all the requisite information 

that would help a member of staff understand the major topics of gamification and GBL.  Having 

had informal conversations with faculty members about games and gamification in general was 

illuminating as it indicated to what degree some faculty were already using games, what types of 

games they were using, and for what purposes the games were being used.  These informal 

conversations revealed most teachers were using games such as Kahoot or game features on 

Quizlet to test students’ basic levels of knowledge or vocabulary acquisition.   

On the other hand, I also spoke on numerous occasions with the secondary school 

librarian, Erin Wilson, about gamification and what her vision was for a gamified “course” to 

teach students about digital literacy.  Thus, knowing that some teachers are possibly new to 

digital games or that some teachers want to use games in a complex manner such as gamifying a 

course, I wanted to supply as much information as possible via my website to support teachers 

with their goals.  Finally, I already knew of one teacher, a past staff member, who used 

Minecraft for Education in his science class, thus the needs of my fellow colleagues spanned all 

levels of experiences yet I considered my target audience to be teachers new to gamification and 

GBL as research regarding digital games and education is as a relatively new, yet increasingly 

popular field of educational pedagogy.  Furthermore, knowing that this field has yet many areas 
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to be developed regarding student efficacy and engagement, I was cognizant to provide as much 

information to educators in my key deliverable.  As Boyle et al., (2016) state,   

 Despite the intense interest in games, it is important to realise that developing games for 

 learning can be very complex and costly and still provides significant challenges. Future 

research will benefit from detailed experimental studies that systematically explore which 

 game features are most effective in promoting engagement and supporting learning   

(p. 188). 

As indicated, there is yet to exist definitive answers as to which game features (visual appeals, 

animation, rewards, points, fun, prizes, and rules) are the most effective for learning (Boyle et 

al., 2016).  Thus, giving my colleagues as much basic information about gamification and GBL 

was an important consideration of my website. 

The final consideration for my website build was to create a sample unit for teachers to 

demonstrate the steps needed to utilize gamification at a deeper level of learning and not just use 

online games for testing and quizzing of basic knowledge questions. Thus, I was challenged by 

how to support teachers who wanted to utilize and assess gamification or GBL for inquiry 

learning, discovery learning or Problem Based Learning (PBL).  This part of the website design 

was an essential part that would attempt to answer my critical challenge question.  Would I be 

able to bring my ideas to fruition?  Would I be able to create a viable critical thinking gamified 

unit that could assess learning using Standards Based Grading?  As there is no current research 

that exists about educators attempting to marry these two concepts of gamification and SBG, I 

was uncertain if my conceptualization could be viable or not.   
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Major Project Design Elements Utilized  

Choice of website.  Overall, there were numerous content and design elements at play in 

the website development which led me to make the following choices regarding the website 

build.  The first choice that was made was the use of education.weebly.com to house the website.  

Having used this website for the Online Learning and Teaching graduate Diploma (OLTD) 

program to create my e-portfolio, I did not wish to change platforms as this platform was proven 

effective from previous experiences and as a free website I considered it to be a robust platform 

offering many user friendly features. 

Choice of tone for community building.  The second choice occurred organically at 

 the early stage of the website development.  I made the choice to use a tone that was 

approachable and friendly to make this seemingly daunting topic one that could be realistically 

implemented and also to avoid a tone of condescension.  As I knew how busy teachers were at 

my school and the duties that are required of them, I wanted to make the learning interesting and 

fun for an educator who wanted to try something new using technology in the classroom.  Also, 

as this is a specific website for my colleagues and it is not a directive from administration, I 

wanted to add a touch of a personal flavour into the creation of the website.  The focus on my 

school community also predisposed me to take images of my surroundings and upload them to 

the website in order to produce the feeling of a website built just for faculty members of my 

school and create a sense of pride.  This sense of community reminded me of how learning is an 

integral part of the community building between facilitators and the learners as discussed in the 

Community of Inquiry model (Garrison, Anderson & Archer, 2000) which describes “teaching 

presence” as follows:   
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The binding element in creating a community of inquiry for educational purposes is that 

of teaching presence. Appropriate cognitive and social presence, and ultimately, the 

establishment of a critical community of inquiry, is dependent upon the presence of a 

teacher. This is particularly true if computer conferencing is the primary means of 

communication for an educational experience. In fact, when education based on computer 

conferencing fails, it is usually because there has not been responsible teaching presence 

and appropriate leadership and direction exercised (Gunawardena, 1991; Hiltz & Turoff, 

1993, p. 96). 

The website targeted an audience that included my colleagues, and this influenced me to aim 

towards creating the feeling of a community of learning and thus the website images of my 

school community were chosen specifically to appeal to these colleagues whom I interact with 

almost daily.  (See Appendix A and B.) 

Choice of professional tone.  As my school had a 1:1 laptop program, we had the 

ability to use technology in dynamic ways and our school and its administrators was supportive 

of professional development and proposals that are based on school wide goals.  In order to 

facilitate the implementation of new practices in the classroom I knew planning should be 

methodical and based on pedagogy and careful design as stated by Wiggins and McTighe’s 

Backwards By Design principles (2005).  Thus I wanted to provide the groundwork and 

framework for my colleagues by condensing the key aspects from the literature and creating 

checklists and infographics to make gamifying a unit or series of lessons more accessible and 

also support teachers to more easily choose whether or not to gamify some aspect of their 

teaching.  (See Appendix C.) 
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  The reason for keeping the information as well researched and professional as possible 

yet with a friendly tone was to avoid what has been dubbed as “Chocolate Covered Broccoli,” a 

term used to describe the use of games for “edutainment.” As cited by Ernie Smith on his blog, 

http://tedium.co this term “Chocolate Covered Broccoli” was, “coined in 2001 by author Brenda 

Laurel in her book Utopian Entrepreneur…” (2019).  For example, math drills might be made 

more fun and entertaining by adding animations or other sensory stimulations to attract students 

but in the end the activity is still a math drill.  A deeper dive into games for the aim of 

developing critical thinking skills via inquiry learning, discovery learning or PBL was also 

foremost in the planning of the website thus my goal was not to provide online games for games 

sake.  

Inclusion of professional development page.  The third choice was to incorporate 

duties at my school as the secondary division professional development coordinator within this 

website.  As we make bimonthly announcements to staff about Professional Development (PD) 

opportunities I thought that it would be a positive way to spread the ideas of gamification to staff 

if the link to the PD information page was embedded into the gamification website.  I wanted to 

experiment with the idea that perhaps staff can get more than just PD information about 

speakers, conferences and workshops but also information about gamification or SBG if they so 

wished by going to a single website.  In some ways I was experimenting with the idea of a 

teacher resource page that can meet the needs of our faculty on many different levels which is 

something that to-date does not exist at my school.  Teachers currently use various platforms to 

access school information but PD information has yet to be housed in one place; in my research I 

came across many websites created by district or school PD coordinators or facilitators that 

provided PD support for technology thus I wanted to attempt this idea in my website.   

https://mitpress.mit.edu/books/utopian-entrepreneur
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Inclusion of “life in China” page.  The final choice was also made based on 

considerations for the faculty as a whole and that prompted the decision to create a page entitled 

“Life in China.”  This was a spur of the moment idea considered during the brainstorming of the 

website development as a fun and approachable way to share information with staff that may not 

be about gamification but would still appeal to faculty members who are part of the school 

community.  The concept of gamification and GBL may not appeal to all educators but my desire 

to serve my community in some way led me to include this page as another option.  Above all, as 

a member of a private international school in a second-tier city (secondary in population and 

market size) in China, I understand how hungry teachers can be to be connected both 

professionally and in the community life we share.  I decided that I might want to put into effect 

my experiences as a teacher living and working in China for the benefit of others new to China 

and in this manner, I may serve to support the day-to-day life and work experiences of staff.  

Scope of website.  A final design choice was to develop resources for a wide scope of K- 

12 learners despite the critical challenge question (CCQ) which had a focus on secondary school 

learners.  The checklists that were created about “how to gamify” were created with the purpose 

of being transferable checklists applicable to all grade levels.  Furthermore, the CCQ can be 

applied to all grade levels too but for the scope of my sample unit and the level of students I 

teach, I wanted to make the sample unit narrower in focus to demonstrate “how to gamify” more 

effectively.   

Major Project Specific Steps Taken to Create Website 

 There were specific steps that I undertook to create the product, a resource website for 

educators.  Having chosen weebly.com to build my website I chose specific topics for each of the 

pages of the website; however, this was an ongoing and changeable process due to the large 

http://weebly.com/


GAMIFICATION AND STANDARDS BASED GRADING 
 

56 

number of resources that I found for each topic.  On account of “games” being the major topic, I 

spent an inordinate amount of time laying the foundation to clearly define the concepts of 

gamification and Game Based Learning (GBL) and thus differentiate them from each other by 

the use of infographics, a double bubble map and examples.  Nested under the first page under 

the “Game Basics” heading were the topics related specifically to games: the (game) players, 

gamification, GBL and finally Gee’s Principles of Gaming.  I aimed as much as possible to find 

the most relevant and up-to-date information pertaining to each of these specific topics in order 

to assist educators in deciding how they might want to gamify their own courses, units, lessons  

Components of “the players” page.  The page on “The Players” gave educators 

a clear example of the types of game players that exist according to Richard Bartle, whose theory 

is that there are four types of game players: gladiators, achievers, explorers and socializers.  His 

article, “Hearts, Clubs, Diamonds, Spades: Players Who Suit MUDS” (1996) explains his theory 

in depth.  The rationale for including this information in the website was to aid educators in 

understanding why they should consider the type of games they use because some games will be 

more successful than others in engaging or capturing the attention of certain types of players.  

Likewise sustaining the attention of players may be more difficult unless certain game elements 

are added.  In my research for this web page I continued to find relevant information on the topic 

of game players, and I included what was relevant.  For example, one such link was the work of 

Nick Yee who provided in-depth information and research about gender differences in games 

and the types of games which attract female players compared to games that attract male players.  

I included two of his tables from his research on Massively-Multiplayer Online Role-Playing 

Games (MMORPG) from his article “Motivations of Play in MMORPGs” (2005).  

 Furthermore, in order to answer my CCQ, I included this basic information about which 
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types of games are best suited to the four types of players.  Different types of games appeal to 

different types of players and also different types of cognition.  The reason is because quests, 

role play games, avatars and other types of games are not solely focused on accumulating points 

and gaining positions on leaderboards; these are games or game elements that delve deeper into 

online research and self-inquiry and thus critical thinking skills are developed.  The premise is 

that often when players are making choices, they also have to retrieve and process information 

and thus by making decisions that affect the game outcomes, players are possibly also 

developing critical thinking skills.  Hence games can possibly develop critical thinking skills 

depending on the type of gamification utilized.  

Components of the gamification page. The web page dedicated to gamification 

was the next important page under the main topic of games.  The gamification page focused on 

points, badges and leaderboards.  I created links to various articles relating to these topics and 

also provided a link about to how to create a digital badge.  I also demonstrated my own badge 

creation after following the badge tutorial which I created using the draw tool found in GSuite, a 

suite of web applications created by Google.  By creating this page, I attempted to provide an 

array of strategies teachers could use to gamify their courses and also the steps needed to create 

the rewards via points, badges or leaderboards which are the extrinsic motivators for learners.   

Components of the game based learning (GBL) page.  The next webpage was the 

page about GBL; in this page I provided links to commercial off the shelf games (COTS) which I 

researched and considered feasible for use in the secondary school classroom: Minecraft, 

SimCity and Civilization.  These games can be used for the sciences, social studies, civics, and 

other classes.  These games require the purchasing of licenses and educators will need 

permission and funding from their schools to buy licenses for these games.  On the other hand, 
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COTS have the potential to realize many of Gee’s principles of games and the teacher does not 

need to develop the game elements in their course unit or lessons as COTS are completely and 

fully developed products.  Teachers will need to know how they want to use COTS for learning 

but it is clear that these games can help students make decisions as they give immediate feedback 

to the students and are able to engage students in “game playing,” an important part of the flow 

of games which makes games potentially engaging for some students.  A link to a scholarly 

article by Y.T. Yang was included as a sample of the most recent research that demonstrated how 

critical thinking or higher level thinking was accessed when students used GBL yet the findings 

and current research and studies are not yet conclusive as to the link between critical thinking 

skills and Digital Game Based Learning (DGBL). 

Components of the “principles of games” page.  The last page under the main topic of 

 “Games Basics” is a page dedicated to the Principles of Games, which were developed by James 

Paul Gee and discussed in his seminal work, What Video Games Have to Teach Us About 

Learning and Literacy, (2007).  The reasoning behind adding this page to the “Game Basics” 

topic was to help educators perceive the power and potential of games as a tool for learning as 

well as to introduce Gee, the guru of games and learning whose studies are based upon 

pedagogical and scholastic work.  Game elements such as risk taking, agency, well-ordered 

problems, challenge and “just in time” or on demand are some of the elements that Gee discusses 

in the link to the YouTube video that I inserted in this page.  The work of Gee adds credibility to 

the topic of games in education as gamification and GBL is a relatively new sphere and not fully 

comprehended by educators or stakeholders.  Furthermore, video and computer games in general 

are also often negatively perceived thus the page on the principles of games was one way to 

counter that perception.  

http://weebly-file/1/1/2/7/112713649/what-video-games-have-to-teach-us-about-learning-and-literacy-2003.-ilovepdf-compressed.pdf
http://weebly-file/1/1/2/7/112713649/what-video-games-have-to-teach-us-about-learning-and-literacy-2003.-ilovepdf-compressed.pdf
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Components of the “how to gamify” page.  Having set the background information to 

teach the basics about what is gamification and GBL, the next major page was a sample gamified 

course that could demonstrate “How to Gamify.”  To address the steps which educators need to 

take in order to gamify, I first created a checklist to help teachers answer the questions that 

would help them put their ideas into action.  The reasoning behind creating the checklist was to 

breakdown the key questions an educator would need to answer before embarking on 

gamification and thus “justify” the use of gamification should they need to demonstrate this 

approach to learning to students, parents, or administration.  Also the idea behind a playlist is to 

complete learning activities for points which translate to grades; consequently it is essential to 

deliberately plan all aspects of a gamified unit on account of the significant impact that 

assessment and grading has on learners and so the checklist provided on this web page was 

created to assist the teacher in making their gamified unit a reality.  (See Appendix B.)  

 Moreover, the playlist idea was also created as an approach to answer my CCQ regarding 

how to use gamification to access the critical thinking skills of students.  By involving students 

in their learning by using a playlist of learning activities of varying degrees of difficulty or 

challenge to be completed, it is anticipated that students would be developing their critical 

thinking skills.  To gamify the learning activities students would receive points for completion 

for learning activities via a “tracker” which is actually an Excel spreadsheet which students 

create following instructions from their teachers.  The tracker is a template that teachers can use 

in their classes to tally students’ points thus students will see immediate rewards for the 

completion of activities; this invaluable tool was created by Avi Luxenburg and utilized in his 

courses by students of the OLTD program.  Links to how to create the tracker were also included 

in the web page.  A leaderboard could possibly be created from students’ points should the 
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teacher wish to heighten the competitive aspect of the gamified unit and links are also provided 

on the website which discuss what leaderboards are and how to create them.  The sample 

activities that I provided for this gamified course were basic samples.  Due to time constraints I 

could not make a full unit but provided a sample of some of the activities that students could 

complete in a playlist of learning.    

Components of the “PD opportunities” page.  Finally, the topics of the last two pages 

of the website were extra pages created to be relevant to the professional learning community 

and to the living circumstances of foreign teachers living in China.  As I am the secondary 

division professional development coordinator at my institution, I decided to create a website to 

support the dissemination of PD opportunities for staff in one easily accessible location thus I 

created the PD opportunities page with that intention.  Currently PD information is spread via 

emails to staff which suffices thus far; however, the notion of having a professional development 

website for staff was first suggested to me by our Head of School and I desired to create such a 

web page.  

Components of the “life in China” page.  The final topic was “Life in China” which  

was the webpage dedicated for foreign staff to support their living experiences in China; some of 

the topics on this page relate to culture shocks and the other topic is related to supporting staff 

about how to survive as a vegan in China.  This page was included as a value-added page to give 

staff members a “bonus.” Despite the professional development theme of this website, namely 

“how to gamify,” an experiment of providing teacher support came to mind as the experiences of 

an international educator traverses both professional and personal aspects of life.  The idea being 

that this website can potentially be used to support teachers in more than one aspect of living 

abroad because the school community is the de facto support group of foreign teachers in 
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navigating how to live abroad.  As all of my faculty live and work in a gated community, we are 

accustomed to having both professional and personal life mix.  

Components of contact page.  The last page of the website was my contact page and 

this was where I attached a testimonial to help produce a more compelling website and create an 

approachable persona to users of the website or as a member of staff for possible face to face 

interactions.  The reasoning being that once faculty knew who I am they may seek me for help in 

creating a gamified course or help in other areas as a community member.   

Major Project Implementation and Feedback Process  

The vast majority of the website build was dedicated to creating the basic game pages 

and engaging in research for applicable resources for those pages.  The creation of a sample 

gamified course playlist for the Model United Nations (MUN) course took up the next largest 

commitment of time.  All of the minor pages, creation of the navigation and the visual aesthetics 

were ongoing steps that were attended to in various stages where time permitted.   Once the 

website was completed and organized to give the reader enough information, resources and 

workable ideas for gamifying, I was ready to engage in the next step of the Major Project, 

eliciting feedback from fellow educators.    

Project Timeline 

June 15, 2019 Literature Review submitted for completion of OLTD 510 

July 15, 2019 Final Lit Review Completed (Chapter 2) 

July 15, 2019  Chapter 1 under development 



GAMIFICATION AND STANDARDS BASED GRADING 
 

62 

Chapter 2 complete 

Major Project website v.1 build begins 

September 1, 2019 Major Project website v. 1 ongoing 

September 2, 2019 

 

Chapter 3 started 

September 14, 2019 

 

MEdL 690 begins 

 

October 31, 2019   

 

Google Form for Feedback completed 

Call for Reviewer Field Testing – invitations sent 

 

November 12, 2019 

 

Reviewer Field Testing -- collating begins (Chapter 4) 

Major Project website v. 2 revisions start 

 

November 28, 2019  Chapter 3 complete 

 

November 30, 2019  

 

Chapter 4 complete 

Chapter 5 under development 

 

December 7-13, 2019  Chapter 5 complete 

Major Project website v. 2 build complete 

Completed paper sent to Supervisor for final review and sign-off 

 

December 15, 2019  

 

MEdL 690 ends 

 

January 2020   

 

Convocation 
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Chapter 4 – Field Testing and Findings  

Feedback Call 

 In order to unambiguously assess my key deliverable, I needed to send a “Call For 

Feedback” to my target audience, specifically educators in my community as well as my 

professional learning community at Vancouver Island University, Canada.  The feedback would 

assist me in assessing the effectiveness of my CCQ: “How can educators support secondary 

school learners’ critical thinking skills using standards based grading in a gamified learning 

setting?”  As this deliverable did not employ human subjects or field testing of the actual sample 

unit on students, I needed to collect data on the key deliverable as to whether the beta version of 

my website for educators was feasible and effective as a website to support educators interested 

in applying gamification to their teaching practices.  Also, anonymous respondent feedback of 

the sample gamified unit was also needed in order to know if this was a viable unit that could 

merge both gamification, critical thinking and Standards Based Grading (SBG) into one unit of 

learning.  In a nutshell, the beta version of this website needed to be field tested and a qualitative 

research methodology was employed to collect data for the Major Project.   

Feedback Form.  To make the collection of data easier I needed to collect data  

efficiently and anonymously.  Consequently, I compiled a set of questions using Google Forms 

and this form along with an introduction letter and links to both the website and the survey were 

drafted.  In the survey I included questions to illicit qualitative data or comments to evaluate the 

effectiveness of my key deliverable in answering and meeting my goals for this major project.  

The survey was sent via a mass group email to those at my school utilizing my workplace email 

account; in Canada, my program coordinator facilitated the “Call For Feedback” on my behalf 

via a mass group email to my OLTD colleagues, and further afield to those in the Faculty of 
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Education at Vancouver Island University and beyond.  A screenshot of the first section of this 

Google Form survey is included in Figure 3 below. 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 3. Screenshot of Section 1 of Google Form Survey 

Feedback Sections and Field Testing Questions   

Questions for each section were sequenced to follow the layout of the website and were 

itemized from the major content pages to the minor content pages.  The questions had a range of 

possible responses from Strongly Agree, Agree, Neutral, Disagree and Strongly Disagree.  Some 

of the questions had space for short written responses for more elaboration.  A screenshot of the 

question organization and possible responses of this Google Form survey is included in Figure 4 

below. 
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Figure 4. Screenshot of Question and Response Organization of Google Form Survey 

Section 1 - introductory page to survey.  Section 1 was the introductory page to 

the survey and was used to introduce both the CCQ, the major and minor goals of the survey, 

how the survey will be utilized and finally it served to introduce myself to the respondents.  

Moreover, the introductory page served as a way to thank the respondent for their time and 

efforts to view the website and answer the questions which was essential to include.    

The major goals as stated in the introductory page of the survey are listed in Table 2 below.  

Table 2 

Aims as stated in the Google Feedback Form for:  Educator Resource Website on Gamification, 

"How to Gamify" 

Support educators who want to gamify learning 



GAMIFICATION AND STANDARDS BASED GRADING 
 

66 

Provide support for educators who want to access critical thinking skills of learners in the 

gamified setting 

Provide support for educators to assess gamified learning using the Standards Based Grading 

(SBG) system 

Minor aims for the website are to: 

 Provide information about Professional Development (PD) opportunities 

Help expatriates regarding "Life in China" 

 

Section 2 - background information.  Section 2 asked for some background information 

regarding the respondents and on their current understanding regarding the questions about the 

topics of the website.  This information would help to weigh the effectiveness of the website as I 

had no evidence of the general understanding of educators regarding gamification and using 

gamification in conjunction with SBG.  

1. Please choose the answer that best matches your experiences with games: 

a. I often use gamification or Game Based Learning (GBL) in my classes 

b. I sometimes use gamification or Game Based Learning (GBL) in my classes 

c. I have never used gamification or Game Based Learning (GBL) in my classes 

d. Other: 

2. Please choose the answer that best matches your understanding of gamification or Game 

Based Learning (GBL): 

a. I know and understand how to implement gamification or Game Based Learning 

(GBL) in the classroom setting 

b. I have heard of the terms gamification or GBL and I somewhat know how to 

implement them in the classroom. 
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c. I have heard of the terms gamification or GBL and I am new to learning how to 

implement them in the classroom 

d. I am new to the terms gamification or GBL in the classroom setting and how to 

implement them in the classroom. 

e. Other: 

3. Please choose the answer that best matches your understanding about how to assess 

games using Standards Based Grading (SBG): 

a. I know and understand how to assess games using Standards Based Grading 

(SBG) in the classroom setting and feel I have enough support 

b. I know and understand how to assess games using SBG in the classroom setting 

and seek to learn more or would like more support 

c. I somewhat know how to assess games using SBG in the classroom setting and 

feel I have enough support 

d. I somewhat know how to assess games using SBG in the classroom setting and 

seek to learn more or would like more support 

e. I am new to SBG and how to use SBG in my classroom and seek to learn more or 

would like more support to assess games 

f. I am new to SBG and how to use SBG in my classroom and do not aim to assess 

games in the classroom setting 

g. Other: 

Section 3 - website content feedback.  Section 3 asked the respondent to provide 

feedback on the following pages of the Main Menu:  The Home page, The Game Players, 

Gamification, GBL and Principles of Games.  The questions were organized in this fashion as 
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these pages were all nested under the main page “Game Basics” which was one of the major 

content areas of the website aimed to educate the reader about gamification in the classroom. 

1. Home Page 

a. Home page clearly explains the aim of the website & attracts the audience’s 

attention 

b. Home page navigation is easy to understand and use 

2. “Game Basics" Page 

a. Having an introduction about the overall topic “games” & how they are currently 

employed is useful 

b. The term gamification is clearly defined and explained with helpful examples 

c. The term Game Based Learning (GBL) is clearly defined and explained with 

helpful examples 

d. The infographic & Double Bubble Map aid in differentiating the terms. 

3. “The Players" Page 

a. Knowing about the types of game players is useful to me as an educator who 

wants to implement games 

b. The video, visuals and references are helpful resources 

4. “How to Gamify" Page 

a. The information in “How to Gamify, Key Factors” clearly explains steps an 

educator needs to consider in order to implement gamification in the classroom. 

b. The section that discusses intrinsic & extrinsic motivation adds more insights to 

the topic of gamification 
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c. The list of gamification ideas provides adequate ideas and support for educators 

who want to gamify their classroom 

d. The recommended content links, media and visuals of this section are helpful to 

explain the topic 

5. “Game Based Learning (GBL)" Page 

a. The explanations of GBL outside of K-12 education were interesting 

b. The videos about how an educator implemented GBL inspire and help to illustrate 

how GBL can be realistically implemented 

c. The list of suggested commercial games were useful descriptions and ideas 

d. The scholarly article review & research on GBL was interesting & fits into the 

theme of the page  

6. “The Principles of Games" Page 

a. Knowing about the Principles of Games is useful to me as an educator who wants 

to implement games 

b. The video, visuals and references are helpful resources 

Section 4 - website content feedback- continued.  Section 4 asked the 

respondent to provide feedback on the following pages: Gamify Now! SBG Resources, PD 

Opportunities and Life in China.  This section was created to break up the main content of the 

web pages into two distinct sections. This section focused on the sample gamification unit the 

final part of the CCQ.  It provided information on SBG and finally the minor pages on “PD 

opportunities” and “Life in China” were added to the website in order to serve the school 

community.   
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 1. Sample Lesson:  "Gamify Now!  Page 

a. Sample completed checklist is clear & helpful in getting educators started with the 

process of gamification 

b. Having a downloadable checklist to get educators started with gamification is 

useful 

c. The information on the instructional design model ADDIE is clear & helpful in 

getting educators started with the process of gamification 

d. The description of the sample course MUN is useful in contextualizing the sample 

lesson to be gamified 

e. The video & testimonial about how an educator was inspired to create a website 

was interesting and compliments this page 

2. Standards Based Grading (SBG) Page  

a. This page provides support & basic information teachers need to understand SBG 

at this institution 

b. As an educator I would like to have SBG information or assessment information 

available to me in one place such as on a website 

c. As an educator I would like to have more ideas or information on merging games 

and SBG 

3. Professional Development (PD) Opportunities Page 

a. This page clearly answers my questions about the contact information & forms 

teachers need to access their PD stipend 
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b. The layout for teachers to read about upcoming PD opportunities is clear & the 

links are working and they help me to research PD opportunities 

c. As a teacher at this institution I would like to have PD opportunities available to 

me in one place such as on a website 

4. “Life in China" Page 

a. The anecdotal expatriate support & tips provided here is helpful for teachers new 

to living and working in China 

b. The support provided for a vegan diet is helpful for someone who wants to live in 

China 

c. Having a "Life in China" information page & support on this "games" resource 

website is a positive addition & should be included 

Section 5 - overall feedback.  This final section asks for general feedback on the website 

build regarding navigation, and design; in other words, the aesthetics of the website as a whole.  

The other general question is about the entire content of the website.  The next question is about 

the feasibility of an educator implementing gamification in their class practice or even GBL 

which was important to ask as it could illustrate a sense of the popularity or trend, if any, that 

points towards usage of gamification as a means to teach content in the classroom.  The next 

question was regarding the utilization of the website in its totality as a viable resource for 

educators.   

1. Navigation  

a. Overall, I can successfully navigate the website & find information 

b. Specifically, buttons or the pull-down menu help the navigation process 
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2. Design 

a. The images & font are attractive 

b. The page lengths are balanced 

c. As a whole, the website design & “feel” attracts the user to use the website 

3. Content 

a. The main website content on “games” meets the professional needs for educators 

b. Overall, the professional website content on “games” appears well researched & 

credible 

c. The amount of content provided does not answer all of my questions & leaves me 

with gaps in my understanding or learning about the topics 

4. Feasibility 

a. After viewing this website I feel encouraged & may possibly want to use 

gamification or Game Based Learning (GBL) in my classroom 

b. Feasibility:  Please explain reasons why you may or may not use gamification or 

Game Based Learning (GBL) after viewing this website 

5. Utilitarian 

a. As an educator I would utilize this website as a resource for my learning. 

b. Utilitarian:  Please explain reasons why you may or may not utilize this website as 

an educator 

6. Suggestions:  
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a. In what ways could the content presented be better arranged, modified or added to 

in order to support educators who wish to implement gamification or Game Based 

Learning (GBL) 

b. Feel free to add any additional comments about this website (title, labels, content, 

design, resources, links, navigation, images, etc.) here:  

Findings of Field Testing 

The survey received sixteen responses in total and one response was informal via the 

social media application, WeChat, a Chinese social media platform owned by TenCent Inc.  The 

informal feedback from that respondent was not included in this formal aggregation of data.  

Furthermore, my fellow staff members also gave me informal face-to-face feedback.   

Findings for section 2:  background information.   A total of 10 out of 16 respondents 

sometimes use gamification or Game Based Learning (GBL) in their classes while 1 respondent 

often uses gamification or Game Based Learning (GBL) in their classes.  So, in total 11 out of 16 

users are using gamification or GBL.  One ‘other’ response was recorded as, “Some of the 

activities are games, may not necessarily be digitized.”  In total 4 out of 16 never use 

gamification or Game Based Learning (GBL) in their classes.  Overall the feedback indicates 

that of the 16 respondents, over 50% are using games in some form or another in their classes.  

As one of my goals of the website is to “support educators who want to gamify learning,” it 

appears that there are many educators who could be supported in their endeavors as indicated by 

the results of the background questions.  In retrospect, a short response survey question directly 

following this first question would have helped me to understand what exactly teachers are doing 

in their classrooms.  For example, they may be using game features in software such as Quizlet 

or they may be using games but not digital games, as the respondent wrote.  It would have 
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increased the insights to the questions had I asked for specific responses to this question in order 

to gather more evidence concerning what educators are using in terms of gamification or GBL in 

their classrooms. 

 The second background question was interesting as there were a range of responses.  5 

out of 16 indicated they know and understand the terms gamification and GBL and somewhat 

know how to implement them in the classroom while 5 responded, 'I have heard of the terms 

gamification or GBL and I am new to learning how to implement them in the classroom’.  

Combining these two results indicates that 10 out of 16 either know or have heard the terms 

gamification and GBL and they are either new to or somewhat know how to implement it in their 

classroom.  On the other hand, 4 stated that they know and understand how to implement 

gamification or Game Based Learning (GBL) in the classroom setting while 4 are completely 

new to the terms and to how to implement gamification or Game Based Learning (GBL) in the 

classroom.  All four responses to these questions were about evenly split which indicated a wide 

range of learners with varying needs exists for gamification or Game Based Learning (GBL) in 

the classroom.  

 The third and final background information question on the learner was also indicative of 

how much support needs to be given to learners about assessing games using SBG.  In total 5 out 

of 16 are not interested at this time in more support for assessing games using SBG or in 

assessing games using SBG while a total of 10 need more support in assessing games as they 

somewhat know how to use SBG to assess games (5) while others are completely new to SBG 

(5).  A total of 1 respondent reports that they know and understand how to assess games using 

SBG in the classroom setting and feel they have enough support.  Thus the feedback illustrates 

that there are 10 out of 16 who want more support about how to use SBG in assessing games and 
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that is over 63% of the respondents which clearly shows the need to support teachers in how to 

implement and assess the use of gamification and GBL in the classroom.  This was positive news 

to me because this website can be a way to support and serve teachers in this respect because I 

myself was not able to find this information in my research and as both gamification and GBL 

and SBG are relatively new in educational pedagogy and assessment and grading, I hope that this 

website can truly be a place for resources and support.   

Findings for section 3:  website content feedback.  Overwhelmingly, the response was 

affirming as a total of 16 responses were either strongly agree (9) or agree (7) that the ‘website 

Home page clearly explains the aim of the website & attracts the audience’s attention.’  The 

response was either strongly agree (6) or agree (9) that 'the Home page navigation is easy to 

understand and use’ and 1 respondent disagreed that Home page navigation is easy to understand 

and use.  To sum up the navigation needs to be improved whereas the purpose and attractiveness 

of the Home page is clear.  One anecdotal comment at the end of the survey stated, “Many of the 

links on the home page are dead” (Anonymous survey section 4, anecdotal question 3, response 

3, 2019).  This is helpful feedback and specifically the links need to be reviewed for version 2.  

“Game basics” page.  The “Game Basics" page had a total of 16 supportive responses 

to the question, ‘having an introduction about the overall topic “games” & how they are currently 

employed is useful.’  There was a strong affirming response of either strongly agree (12) or agree 

(4) that the term gamification is clearly defined and explained with helpful examples.  There was 

also a favourable response of either strongly agree (11) or agree (5) that the term Game Based 

Learning (GBL) is clearly defined and explained with helpful examples.  To sum up, the overall 

positive feedback links to one of my main goals which is to support educators who want to 

gamify learning and this indicates that the definitions and examples provided on the website met 
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the outcome to help the learner differentiate between the two main terms; 75% strong agreed 

(gamification) and 68% strongly agreed (GBL) that the terms are clearly defined.  Comparing the 

two results for the terms, however, pointed to the need for improvement on the term and 

examples for GBL.  On the other hand, the visuals provided namely the infographic and the 

double bubble map were met with only 5 out of 16 ‘strongly agreed’ and 10 ‘agreed’ that the 

infographic & Double Bubble Map aid in differentiating the terms.  There was 1 with ‘no 

opinion’ about this question on the helpfulness of the visuals.  The visuals may need to be edited 

or paired down as a matching additional comment was given at the end of the survey; the 

respondent stated, “Perhaps the Double Bubble and Compare/Contrast graphics repeat the same 

info?”(Anonymous survey section 4, anecdotal question 4, response 6, 2019).  Thus, with the 

feedback about this aspect of the page, I will revisit the usefulness and clarity of the visuals as 

both visuals had the same topic and were thus redundant. 

“The players" page.  “The Players" page focused on the types of game players that 

 exist and had a response of all respondents agreeing (10 ‘strongly agreed’ while 6 ‘agreed’) that 

‘knowing about the types of game players is useful to me as an educator who wants to implement 

games in the classroom’ indicating that this was a helpful page to include in the website as it 

supported the knowledge and understanding of teachers regarding this topic.  Again with 15 out 

of 16 supporting and 1 respondent having ‘no opinion’ regarding the video, visuals and 

references as being helpful resources, the resources met the purpose of the website in supporting 

educators who want to gamify learning.  The feedback on this page indicates that this page gives 

educators valuable information about how to gamify their courses to meet the needs of their 

learners who will inevitably fall into the categories of the different type of game players.  This 

was my purpose when I included the information on game players as I was always curious why 
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games, though engaging and fun, did not hold the attention of all players for the duration of the 

game.  In addition, a game leaderboard also does not matter to some players at all!  I believed 

sharing this information on this website would help teachers consider all types of players in their 

classes and also help them understand why some students would not appear excited about a type 

of game introduced.  

The “how to gamify" page.  This page was a crucial page of this website in giving 

educators the tools and steps to implement gamification in their classrooms.  In total, 9 out of 16 

‘strongly agreed’ and 7 ‘agreed’ that the information in “How to Gamify, Key Factors” clearly 

explains steps an educator needs to consider in order to implement gamification in the classroom.  

This is a very affirming response as this page is one of the methods chosen to answer the CCQ.  

All in all, 100% of the responses indicate that the steps needed to gamify were clear for those 

viewing the website.  On the other hand, did this page provide support for the gamification 

process?  In total, the majority agreed (9 ‘strongly agreed’ and 6 ‘agreed’) that the list of 

gamification ideas provides adequate ideas and support for educators who want to gamify their 

classroom while 1 respondent ‘disagreed.’   

 The results of this page affirmed the main purpose of the website which was to support 

and teach educators about gamification thus this page leads me to feel the purpose is met via this 

webpage. All respondents either ‘strongly agreed’ or ‘agreed’ that the recommended content 

links, media and visuals of this section were helpful in explaining the topic.  Regarding the 

question about motivations, another affirming response indicated that all respondents agreed that 

‘discussing intrinsic & extrinsic motivation adds more insights to the topic of gamification’ 

while 1 ‘no opinion’ was recorded.  Again, the responses to this question corroborated what I 

believed about the need to discuss motivation when using gamification or GBL, however, there 
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are so many types of motivation that I could not touch on all of them yet explaining the main 

differences of extrinsic and intrinsic motivators can at the very least touch upon this subject.   

“Game based learning (GBL)" page.  The next major topic was the “Game 

Based Learning (GBL)" page which I considered equally important in the overall topic of Digital 

Game Based Learning (DGBL).  In my estimation it is difficult to avoid discussing both 

gamification and GBL when discussing DGBL in the classroom.  As the terms were clearly 

explained at the beginning of the Game Basics web page I felt compelled to provide resources 

and support for GBL despite my CCQ’s focus on gamification.  In total 15 out of 16 either 

‘strongly agreed’ or ‘agreed’ while 1 had ‘no opinion’ about the explanations of GBL outside of 

K-12 education being interesting.  This was a way to introduce the topic and illustrate the wide 

uses of GBL for education but not necessarily K-12 education; for example, GBL is used in 

training medical students and also for training workers as cashiers in some workplaces.  Thus, it 

appears that this part of the GBL page was successful in meeting my objective of illustrating that 

GBL is widely used and that using GBL in the classroom has educational value.  There was a 

much larger spread of opinions regarding the videos that I included in this section.  The videos 

were specifically about how an educator at my school implemented GBL and I used this video 

link with the purpose of inspiring and helping to illustrate to educators how GBL can be 

realistically implemented.  The videos were regarded as useful (13 out of 16 who either ‘strongly 

agreed’ or ‘agreed’) and inspiring for educators while 2 evaluators had ‘no opinion' and 1 

‘disagreed’.  The first video shows the use of the COTS game Minecraft Education while the 

second video is about employing VR in the classroom.  The second video would likely be the 

video that could be edited out in version 2 of the website build as it relates to technology use at 

my school, DAIS.  My reasoning for including these videos was to demonstrate what was being 
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done at my own institution as a motivator for my staff; sometimes it seems harder to take risks in 

our teaching when we believe that it cannot be done at our school for whatever reasons thus I 

will most likely keep the first video showing the use of Minecraft Education.  On the whole 15 

out of 16 had positive feedback with the list of suggested commercial games as useful 

descriptions and ideas for GBL but there was 1 ‘disagree’ which may indicate that perhaps the 

three COTS chosen or the suggestions regarding GBL implementation were limited or did not fit 

the needs of the respondent.  Finally, there were 12 out of 16 who ‘strongly agreed’ or ‘agreed’ 

that ‘the scholarly article review & research on GBL was interesting & fit into the theme of the 

page’ which was higher than expected.  I was not certain as to the interest value of this section of 

the page as the scholarly research included a short reflection on the article as well.  There were 4 

‘no opinion’ responses recorded which may be an interpretation that the scholarly article had no 

impact on viewers regardless of being included or not.  On the other hand, links to research and 

scholarly articles is common on websites and blogs and is one manner of increasing the 

credibility of such pages and as there were no strong opinions against its inclusion, this feedback 

is helpful.  

“The principles of games" page.  The last page of the Game Basics page was “The 

Principles of Games" page which included a video and links to JP Gee’s work on the principles 

of games.  14 out of 16 respondents supported that ‘knowing about the Principles of Games is 

useful to me as an educator who wants to implement games’ while 2 had ‘no opinion’ and 15 out 

of 16 said that the video, visuals and references were helpful resources while 1 had ‘no opinion.’  

The feedback on this page was interesting to me as it affirms that this page of the website is 

meeting the purpose of my website which is to support educators who want to gamify.  I strongly 

supported giving as a resource, scholarly and pedagogical research behind the use of 
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gamification or GBL in the classroom as I believed it supported teachers who may need to justify 

the use of games to stakeholders.   

Findings for section 4:  website content feedback (continued).  Having completed 

the first major section supporting everything to do with gamification and GBL the next section of 

the survey changes gears to the Sample Lesson: "Gamify Now! page.  This was also a crucial 

page as it provided a framework to aid educators in actually gamifying their course.  I also 

deemed this page as one of the means by which I undertook to answer my CCQ.  15 out of 16 

found the ‘sample completed checklist is clear & helpful in getting educators started with the 

process of gamification’ and 1 disagreed.  Overall the checklist met the purpose I had to make 

the actual implementation of gamification realistic.  13 ‘strongly agreed’ and 3 ‘agreed’ that, 

having a downloadable checklist to get educators started with gamification is useful.  One 

anecdotal comment reported on this also, the respondent wrote, “The checklist is something I can 

see myself using. Its great” (Anonymous survey section 4, anecdotal question 1, response 1, 

2019)!   Another anecdotal comment gave helpful feedback about the checklist: “…I found the 

filled in 'checklist' hard to make sense of at times though due to a 'busy' layout…” (Anonymous 

survey section 4, anecdotal question 1, response 7, 2019).  This is excellent feedback about the 

checklists as I wanted to know how to improve these checklists to streamline the process of 

gamification for teachers.   

  In sum, 14 out of 16 considered ‘the information on the instructional design model 

ADDIE is clear & helpful in getting educators started with the process of gamification’ while 2 

had ‘no opinion.’  I was quite surprised about the feedback about ADDIE as I was not sure which 

design model educators are familiar with as our school uses Backwards Design (Wiggins & 

McTighe, 2005).  I thought that ADDIE may make the unit or lesson planning too daunting yet 
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on the other hand I thought it would be needed to demonstrate sound planning for gamification 

or GBL in the classroom.  The OLTD program included courses on philosophy, pedagogy and 

design which were essential in planning an online course.  I am still unsure, however, if this was 

helpful or a hindrance in setting the stage for gamification as another anecdotal comments 

reported, “A lot of text about the how and why didn’t always support my desire to build my own 

course”(Anonymous survey section 4, anecdotal question 4, response 8, 2019).  I was worried 

about information overload and this comment, though not specific about which areas had too 

much information, demonstrated that any enterprise that is heavy in the initial set up can be 

daunting for teachers who are already very busy.  One respondent wrote that they might consider 

gamification at the beginning of the school year when they have more time to plan.  One way to 

curb the feeling of information overload would be to lighten the content of the pages and allow 

the reader to go directly to the “How to Gamify” gamification checklist via a navigation button.  

Alternately creating smaller “mini gamified lesson” exemplars may also appeal to educators 

wanting to gamify in smaller chunks versus a larger unit.   

Very strong approval was given for the sample gamified course; all agreed that ‘the 

description of the sample course MUN is useful in contextualizing the sample lesson to be 

gamified.’  As MUN is an applied studies course or an elective course I did not know how many 

teachers this would reach in terms of accessibility of demonstrating ‘how to gamify.’  I realize 

that creating sample gamified lessons for any course would require an understanding of the 

content thus, due to time constraints I was not able to create sample units for other courses.  This 

was apparent in the anecdotal comment which stated, “… A greater breadth of exemplars for 

both GBL and Gamification would be beneficial to educators” (Anonymous survey section 4, 

anecdotal question 1, response 3, 2019).  This comment was revealing as I was wondering how 
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the sample gamified lesson for the course MUN would support teachers in other content areas.  

This comment also points to the need for gamification support in other content areas however 

due to the width of that undertaking it is difficult to create from the point of view of a single 

teacher in one content area.  To alleviate this need I could create links to other subject areas that 

have gamified lessons or units to support other content areas and provide exemplars.  One such 

manner would be to link the excellent work many fellow OLTD colleagues past and present who 

have created excellent websites.  Finally, a testimonial video was the final part of the page.  In 

total the majority agreed that ‘the video & testimonial about how an educator was inspired to 

create a website was interesting and compliments this page’ whereas 3 had ‘no opinion.’  This 

video testimonial seems to have no impact on the main focus of the web page which is to provide 

support for an actual gamified unit thus it can be included or not included in version 2 of the 

website build.   

Standards based grading (SBG) page.  The Standards Based Grading (SBG) page  

which also contributes towards answering my CCQ showed findings that 14 out of 16 agreed and 

2 had ‘no opinion’ that ‘this page provides support & basic information teachers need to 

understand SBG at this institution.’  I was really encouraged by the next set of responses: 10 

strong agreed and 3 agreed that as an educator I would like to have SBG information or 

assessment information available to me in one place such as on a website.  All in all 13 out of 16 

responses showed supporting teachers by making this information available in one place to 

support is very useful and as the PD coordinator at my school this was a useful piece of 

information as I may consider how to incorporate this to support for staff either in this website or 

in another context.  3 respondents had 'no opinion’ and this could be because they do not work at 

my school or have no opinion about where they get this information.  A very strong showing of  
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12 out of 16 stated either ‘strongly agree’ or ‘agree’ that an educator I would like to have more 

ideas or information on merging games and SBG while 4 held ‘no opinion.’  This indicates that 

overall there is a need for educators to able to assess games using SBG and they would like to 

know how to do this and this website can be one of the places to give this support.     

Professional Development (PD) opportunities page.  Professional Development (PD) 

Opportunities page had a large variety of responses.  10 out of 16 were in agreement that ‘this 

page clearly answers my questions about the contact information & forms teachers need to 

access their PD stipend’ whereas 4 had ‘no opinion’ and 1 ‘disagreed'.  This website’s PD 

information does not support all the people who will view this website as some evaluators of the 

website were not faculty members of DAIS.  In total, 13 agreed that ‘the layout for teachers to 

read about upcoming PD opportunities is clear & the links are working and they help me to 

research PD opportunities’ while 3 had ‘no opinion’ and 1 ‘strongly disagreed’ which indicates 

that overall, the layout is functioning.  For the next question, 10 strongly agreed and 4 agreed 

that ‘as a teacher at an institution I would like to have PD opportunities available to me in one 

place such as on a website’ and 2 held ‘no opinion.’  Again, this is a need that teachers may like 

to have as it facilitates their ease of finding PD opportunities.  

“Life in China" page.  This page had the highest variety of a range of responses, had 

high numbers of ‘no opinion responses’ and also the most ‘strongly disagree’ responses.  The 

strong negative result was a total of 3 disagreeing that ‘having a "Life in China" information 

page & support on this "games" resource website is a positive addition & should be included’ 

and 7 ‘no opinions’ were reported.  These results indicate that the value of the page is 

questionable and validates the change that I would make to delete this page in version 2 of the 

website build.  Simply stated by one anecdotal comment, “…I can't see the relevance of "Life in 
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China" to your theme” (Anonymous survey section 4, anecdotal question 4, response 3, 2019).    

Of all the pages this page received the most negative feedback and the reasons were clear that the 

page was not fitting with the main purpose of the website and it caused quite a large number of 

readers be feel distracted.  Similarly, almost half of the responses were either 'no opinion’ or 

‘strongly disagree' regarding anecdotal expatriate support and tips provided and tips on a vegan 

diet which suggests that the usefulness and need for this particular page’s topic was not fitting to 

the main gamification topic of the website.  To sum up, this was a very valuable result from the 

survey as it clearly evidenced that the addition of the “Life in China” page would be better 

served in another separate website to differentiate it from the main topic of this website focused 

on gamification.   

 To sum up the extra pages that were added were not always helpful to the reader as this 

anecdotal comment suggests,  

  The addition of life in China, PD opportunities, and SBG were not helpful and 

 distracting from the main purpose of the site and its title. I understand in your context 

 your purpose in doing so, but I would suggest that you publish a separate landing page 

 for all of these items for your work at DAIS and remove them from the how to gamify 

 Weebly site so that it can be more broadly shared with k-12 educators nationally and 

 internationally. (Anonymous survey section 4, anecdotal question 3, response 5, 2019).   

This is useful and clear feedback that directs the development of this website.  The ideas can be 

implemented for version 2 regarding the “Life in China” page and the “PD Opportunities” page.  

Conversely, however, this comment suggests that the SBG page needs to more clearly explained 

as to the significance of its place in this website as a means to help educators to assess 

gamification or GBL.  More clarification needs to be made about how gamified lessons need to 
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be assessed and depending on the type of grading and assessment method used, the teacher will 

need to address this issue.  Also, as gamification and GBL has the capability to engage learners 

in critical thinking, support needs to be given about how teachers can assess this.  Finally, as we 

use SBG at my school it would be wise to give clear and correct examples of how to use SBG 

and gamification.  The feedback provided rich ideas for how version 2 will need to be revamped.  

Findings for section 5: overall feedback.  The first overall feedback is about 

navigation and all respondents found that overall, ‘I can successfully navigate the website & find 

information.’  13 out of 16 responded that specifically, buttons or the pull-down menu help the 

navigation process while 2 had ‘no opinion’ and 1 ‘disagreed.’  The comment states, “On each 

"main page" there is a dropdown menu and buttons that lead to the same place.  Perhaps larger 

buttons with images for navigation” (Anonymous survey section 4, anecdotal question 3, 

response 4, 2019).   

 Regarding website design, there was a large majority of positive feedback from 15 out of 

16 respondents that ‘the images & font are attractive’ and there was 1 response with ‘no 

opinion.’  There were 15 out of 16 responding positively that the page lengths are balanced with 

one that disagreed with the comment.  15 out of 16, a highly percentage agreed that 'as a whole, 

the website design & “feel” attracts the user to use the website.’   

 As for content, a very positive response as all agreed that the main website content on 

“games” meets the professional needs for educators and all agreed that ‘overall, the professional 

website content on “games” appears well researched & credible.’  These responses affirmed that 

the website has professional resources and also appears credible to the viewer which is important 

to know as I anticipate that this website could be used by educators and I would want it to be 

credible and well researched for their needs.  Next, the question regarding gaps in learning had 6 
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agree that ‘The amount of content provided does not answer all of my questions & leaves me 

with gaps in my understanding or learning about the topics’ while there were 8 with strong 

disagreement that there were gaps.  In addition, there were 2 of ‘no opinion’ thus a division in 

the gaps in learning exists between the respondents in general.  I would surmise that perhaps a 

few of the anecdotal responses that followed this question showed the gaps.  For example, some 

stated that they needed specific exemplars to match their specific classroom needs for 

gamification.  As mentioned previously, a solution to meet the need for more and varied 

exemplars of gamification would be to provide more links to the good work of other OLTD 

colleagues’ websites dedicated to those grade levels or content areas.  

 Anecdotal comments on feasibility of website.  Feasibility of the website in general 

was the final main question and 13 out of 16 agreed that ‘After viewing this website I feel 

encouraged & may possibly want to use gamification or Game Based Learning (GBL) in my 

classroom.’  Thus, with the majority of respondents showing that this website is feasible shows 

promise for both the version 2 website build and also how my purpose can be met to help 

educators with implementing gamification.  The comments that followed this question are listed 

below in Table 3 and the overall responses reflect positive results that this could be a feasible 

website to put into reality as an educator resource.  

Table 3 

Comments about the Gamification website’s Feasibility from Google Form for Feedback [sic] 

 

1 Having a clear example of how another educator used gamification was helpful in 

 showing me how I could use it myself. I found the filled in 'checklist' hard to make sense 

of at times though due to a 'busy' layout. Love the downloadable resources - these are  

something that save time and make educators feel inclined to try it. 

2 I am always searching for new ideas. This may be a way to interest my learners. 

3 I will continue to use and seek out new GBL opportunities in my classroom, however, I  

 didn't see these among your examples or suggestions. A greater breadth of exemplars for 

 both GBL and Gamification would be beneficial to educators. 
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4 I would use it to increase student engagement and motivate my learners. 

5 You provide a very thorough foundation of knowledge re GBL and gamification. I would 

proceed with implementing it in my classroom after viewing this resource. 

6 While I may not use game-based in my own professional practice, this site is wonderful 

resource for K-12 teachers who may and/or should use GBL in their practice. 

7 It sounds an interesting way to motivate my students, but it will be a lot of work. I will 

consider this option when I have some free time, possibly at the start of the next 

academic year! 

8 Huge setup, and no guarantee of a buy in from your students. Less control if student 

pacing, but a great opportunity for self-assessment 

9 I don't know exactly how it might apply to a project-based class like mine. 

10 Now that I have a better understanding of gamification and what it means, I would be 

open to using more GBL. 

 

Anecdotal comments on utilization of website.  The next question was about utilizing 

this resource website with all respondents stating that, ‘as an educator I would utilize this website 

as a resource for my learning’ and 3 had ‘no opinion.’  The feedback was very positive as I made 

this website with the purpose of being of use to educators to support their efforts towards using 

gamification and also using gamification with SBG.  The comments that followed this question 

are listed below in Table 4 and indicate reasons for or against using this website to gamify.   

Table 4 

Comments about the Gamification Website’s Utilitarianism from Google Form for Feedback 

[sic] 

 

1 I love the downloadable forms, but in some sections I wasn't clear how I could use this in 

different subject areas, so I am not sure if it would work for me specifically. 

2 Time to become familiar with it before using in classes 

3 It is a great jumping off point. Concise explanations and attractive graphics. 

4          As noted above, the exemplars on the site do not match my own needs in the classroom. 

5 The checklist is something I can see myself using. Its great! 

6 Everything is here to get started. 

7 I will not be implementing gamification at the present time 

8 Very informative, great detail in the explanations. 

9 It's a cool resource that I have never seen before 

10 I would use this website because it seems to be a one stop shop for several needs. 
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Anecdotal comments on suggested improvements to website.  The final two questions 

had some very valuable suggestions and they can all be applied towards version 2 of the website 

build.  Suggestions for improvement ranged from design needs such as navigation, buttons, links 

and content suggestions to the majority of feedback asking for more focus on gamification and 

less on the extra pages added on, namely “PD Opportunities” and “Life in China.”  The 

comments that followed this question are listed below in Table 5. 

Table 5 

Suggestions about Improving the Website from Google Form for Feedback [sic] 

 

1 The downloadable forms are a wonderful resource. I would look at reformatting some of 

the infographics because some of them had large amounts of text that I found difficult to 

easily scan, and kind of hard to make sense of due to the different colour contrasts.  

2 The dropdown menus took a couple of uses to get used to. At the beginning, I kept 

forgetting to look in them for links to pages. 

3 Many of the links on the home page are dead. I can't see the relevance of "Life in China" 

to your theme. 

4 On each "main page" there is a dropdown menu and buttons that lead to the same place. 

Perhaps larger buttons with images for navigation. 

5 Teh [sic] website is clear with appropriate content for a newbie to start working on 

straightaway! 

6 The addition of life in China, PD opportunities, and SBG were not helpful and distracting 

from the main purpose of the site and its title. I understand in your context your purpose 

in doing so, but I would suggest that you publish a separate landing page for all of these 

items for your work at DAIS and remove them from the how to gamify Weebly site so 

that it can be more broadly shared with k-12 educators nationally and internationally. 

7 I felt there needed to be a clearer message at the start. I'm not sure exactly what, but 

perhaps a catchy 'This is GAMERFICATION.....and this is how it helps in your class'. 

8 As a teacher not teaching in China, the SBG, PD and Life in China pages are not entirely 

relevant to helping me with Gamifying my class....but I can see how this could be totally 

useful for your colleagues. 

9 A lot of text about the how and why didn’t always support my desire to build my own 

 course 

 

The final ‘additional comments’ yielded a large number of affirmative reactions to the website 

and are listed below in Table 6.  I was both touched by the warm and uplifting comments and 
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also impressed by the mammoth task of supporting my fellow colleagues and educators about 

how to improve the website. 

  Furthermore, I was approached both via email and face to face by one colleague who 

wanted to immediately implement gamification in a specific course.  He not only wanted me to 

assist him in gamification but upon discussion we were both enthusiastic about collaborating in 

order to create and execute a gamified unit around character lessons that our school has recently 

adopted.  Finally, having real time face to face feedback for this website has been valuable in 

realizing that my CCQ can come to fruition in some form or another and further answers to my 

question may be revealed. 

Table 6 

Further Additional Comments about the Website from Google Form for Feedback [sic] 

 

1 Lots of good images and very approachable tone make this website feel useful and non-

intimidating. Sometimes I wondered why the different pages and content areas were 

organized the way they were. For example, the home page is really long, and I had to 

scroll a lot to get to the different sections. I like the video on the use of blended learning 

at DAIS, but it wasn't clear to me how this was connected to gamification and GBL. The 

other thing I noticed is that some of the infographics [sic] are very narrow, and from a 

design standpoint this leaves a lot of blank space to the sides, and it didn't feel like the 

best use of space. Maybe making the infographic images larger would make this feel 

more balanced.  

2 As mentionned, [sic] consider adding a greater list of free and paid exemplars to attach 

educators from all subjects. There are spelling/grammatical mistakes throughout the 

website. IMHO, they help to discredit the validity. Consider an editor. 

3 Gamify Now could be embedded right into the "Game Basics" as a button instead of its 

own navigation link. You used many great graphics and images. They are very helpful for 

quick reference. 

4 Its very well laid out and presented website. 

5 I think the website should be for one thing only. I do not think the parts on SBG, PD 

opportunities and Life in China are needed. 

6 Wow, Rowena. You have really plunged into this site development! It looks and feels 

great. I will refer back when I need to refer to Gamifying. Just a few notes: 1. I love the 

disclaimer at the top of the homepage. It really explains who the site is for. 2. Perhaps the 

Double Bubble and Compare/Contrast graphics repeat the same info? 3. I LOVE 'Bartle's 

Taxonomy of Player Types '...such a great perspective. 4. Process Grades Scales image is 

not linked. 

7 So much detail here. Great work. I like the info graphics, bolder is better. Question? Why 
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did you feel the need to combine the pro d and life in china [sic]. I see the need for these 

topics, but don’t understand the correlation between them for topic. 

8 The "How to Gamify" homepage has the wrong image and heading at the top. Maybe add 

more color to make it look more "fun" like it is when people play games. 

 

Significance of Findings 

 If I were to return to my CCQ: “How can educators support secondary school learners’ 

critical thinking skills using standards based grading in a gamified learning setting?”  I would 

surmise that overall this website met the CCQ from the data collected from the survey results. 

Excellent and useful insights have been found and the feedback affirms many hunches about the 

website as a whole.  A main criticism regards the extraneous website pages of “PD 

Opportunities” and “Life in China” as they diminished the main aim of this website so these 

pages need to be deleted for version 2.  On the other hand, the purpose of helping educators with 

implementing gamification or GBL was met as evidenced by the strong show of agreement that 

the definitions and support via checklists, ideas and resources were helpful for educators.  The 

need for a clearer link between gamification and SBG needs to be given to help those using the 

website understand that the SBG pages are to help with the assessment and grading of a gamified 

unit or lessons. The MUN sample gamified unit met the needs of the majority of those surveyed 

although it is evident that more examples of gamified units in different subject areas would be of 

use though due to time constraints and lack of expertise in all content areas, these were not 

provided.  Links to other content areas would help alleviate this need for educators using this 

website.  All in all, further recommendations for version 2 and conclusions garnered from the 

qualitative collection of research data for this project will be discussed in Chapter 5.  
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Chapter 5 – Conclusions and Recommendations 

Conclusions as Applied to the Project Re-Design 

In order to answer my research question, namely, “How can educators support secondary 

school learners’ critical thinking skills using standards based grading in a gamified learning 

setting?” I created a website called gamificationdais, and also sample gamified lessons in order 

to serve as the key deliverable, for the Major Project.  I used an anonymous Google form survey 

to collect feedback over a period of ten days and a total of 16 responses were recorded.  The 

responses for the Major Project supplied positive feedback about the webpages, tools and 

information provided and also feedback that helped refine version 2 of the Major Project.  For 

example, feedback confirmed the clarity of the definitions of the terms, gamification and GBL 

and the clarity of resources and information provided about types of game players, motivation, 

and the Principles of Games (Gee, 2007) were also confirmed.  Moreover, tools such as 

checklists and downloadable forms also received positive feedback.  On the other hand, based on 

the feedback survey I implemented a number of improvements such as deletions of “PD 

Opportunities” and “Life in China” pages which detracted from the overall gamification theme 

and the main message of the website.   

Re-designed elements of the website version 2 were implemented from the anecdotal 

comments and analysis of the findings.  The suggested comments for improvement were 

aggregated and summarized in Table 7 as follows:  

Table 7 

Improvements Implemented in version 2 of Website Build 

1 Button navigation and pull down menu were refined 

2 Review of links were made as some links were not working 
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3 Infographics were edited and uploaded for more easier reading 

4 Downloadable forms streamlined for readability 

5 Redundant infographics, visuals or videos were deleted 

6 “PD Opportunities” webpage deleted 

7 “Life in China” web pages deleted 

These changes were made to address the major areas that reduced the website’s main intention 

which was to support educators in gamifying their courses, support educators in using SBG to 

grade and assess gamification and finally to create a sample gamified unit that addresses how to 

access the critical thinking skills of students.  Further changes were made to clarify the website 

theme by re-wording the grading and assessment method used on the website’s homepage to 

clarify the gamification and SBG link that I was aiming to study in my CCQ as that message was 

not emphatic enough on the website as survey feedback unambiguously indicated.  

Outcome Evaluation 

 From the onset the CCQ had some very deep questions set forth to be answered by the 

subsequent research and the major project implementation.  The ability to use gamification in 

order to teach critical thinking was the first major question that this Major Project attempted to 

answer.  A second question was how to measure or assess gamification using SBG.  Thus, from 

my research and understanding of the use of gamification and GBL, I provided a sample 

gamified unit that addressed the issue by building critical thinking skills into a gamified Model 

United Nations (MUN) course.  I used the concept of a playlist of learning activities to achieve 

points which would translate to the outcome of a students’ grades via points collected on an 

Excel spreadsheet called “The Tracker” as identified by Leslie McCurrach who explained the 
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layout and configuration of how to setup “The Tracker” on her website, Pedagogy: Level Up! 

McCurrach’s tutorials of the tracker are based on the tracker developed by Avi Luxembourg in 

his courses in the OLTD program.  The points would be linked to different learning levels that 

matched the proficiency scales used in SBG and which could subsequently be assessed and 

graded for the learning standard that it met.  All in all, the framework that was created was able 

to successfully answer this research question about how to assess gamification using SBG.  

 Secondly, in order to facilitate educators’ adoption of gamification in their classrooms, I 

also directly supported educators by clearly defining the differences between gamification and 

GBL in order to give them an understanding of these terms and how gamification could 

transform a class setting.  To maximize the benefits of adding game elements into a classroom 

setting, an educator needs adequate tools and support and these web pages were successful in 

meeting that goal of giving educators support.   

Results of Findings in Relation to the Literature Review 

The Literature Review in Chapter 2 concluded that the role of the educator holds sway in 

how gamification is integrated into a classroom setting and thus there are also impacts on the 

behavioural, emotional and cognitive influences of the learner.  A second conclusion was the 

need to have a clear learning outcome that has a clear connection to the assessment used.  In 

addition, currently most gamification or GBL assesses the lower levels of Bloom’s taxonomy 

and there are few samples of the use of games to teach critical thinking skills.  And finally, 

specific samples of classrooms simultaneously employing the mixture of both gamification or 

GBL with SBG assessment were not evident.  My critical challenge question (CCQ) was, “How 

can educators support secondary school learners’ critical thinking skills using standards based 

grading in a gamified learning setting?”  Once I embarked on researching the answers to my 
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CCQ and creating the major project there were confirmations of my conclusions and my 

suspicions about the current extent of where games currently stand in our educational setting.  

The role of the educator in how gamification is integrated into a classroom setting has 

impacts on the behavioral, emotional and cognitive influences of the learner thus all the 

groundwork ought to be carefully considered before gamification is fully implemented.  

Foremost the learner ought to be kept in mind.  In my research to set up the webpages to teach 

gamification on my website I sifted through numerous educator websites, resources, links, 

podcasts and other resources about the elements needed to establish gamification in the 

classroom.  I distilled, all the current work that exists as best I could into a succinct “picture” and 

supplied the necessary steps via ‘How to Gamify’ checklists to support an educator using my 

website.   A feedback comment from the survey was, “Huge setup, and no guarantee of a buy in 

from your students. Less control if [of] student pacing, but a great opportunity for self- 

assessment” (Anonymous survey section 4, anecdotal question 1, response 7, 2019).  This 

statement reflected that the actual work needed to successfully gamify is reliant on the role of the 

educator as analyzed previously in Chapter 2.  Studies by da Rocha Seixas et al., (2016) in an 

elementary school setting and Barata et al., (2018) in a post-secondary setting illustrated 

educational settings that applied extensive gamified elements and the need to effectively 

monitor, modify and delete game elements to meet the constantly changing needs of the learners.  

The findings from the website feedback survey also confirmed that games are widely known and 

used but to what extent was not known. 

A second finding in relation to my Literature Review was the conclusion that in a 

gamified setting there needs to be a clearly stated learning outcome which is connected to 

assessment.  The link between the gamified lessons or units did not necessarily have a 
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corresponding assessment linked directly to what the game elements taught or enforced (Hwang 

& Chen, 2016).  This need was verified by my website build as one feedback from the survey 

stated, “The addition of …SBG were not helpful and distracting from the main purpose of the 

site and its title” (Anonymous survey section 4, anecdotal question 3, response 6, 2019).  The 

connection was not made explicitly clear in my website, gamificationdais, that games can be 

used as a form of assessment both formative and summative.  Although I created a playlist of 

gamified lessons for a sample course and the corresponding SBG proficiency scales for 

assessment, the message that gamified lessons units can and should be appropriately assessed 

was not always clearly expressed.  This website specifically concentrated on SBG which also 

connects to the assessment and grading of the New BC Curriculum in British Columbia, Canada 

which focuses on Core Competencies thus assessment and grading aspects of the website are of 

value to numerous educators.     

A third finding in relation to my Literature Review concluded that currently most 

gamification or GBL assesses basic knowledge which corresponds to the lower levels of 

Bloom’s taxonomy.  There are fewer samples of the use of games to teach critical thinking skills 

or higher levels of Bloom’s taxonomy in the current research and thus far no confirmed research 

proving a correlation between gamification or GBL as a means to successfully develop critical 

thinking skills of students is yet to be firmly established (Boyle, 2016; Yang, 2012).  Websites 

linking to the work of other educators or educational websites demonstrating how to employ 

game elements such as points, badges or leaderboards to successfully motivate students to 

complete tasks or establish class rules were found.  Few samples of usage of gamification or 

GBL for inquiry learning, Problem Based Learning (PBL) or discovery learning were found.  On 

the other hand, the sample unit plan I created for MUN filled that gap by combining research 
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components in a gamified system, yet it provided the scope for learners to undertake quests and 

deepen their learning.  The sample lessons used SBG to score the student output which thus 

demonstrated how to incorporate the use of gamification and SBG and illustrated that 

gamification can be used to teach critical thinking skills.    

Limitations of the Project 

The limitations of the project revolved around the main message of the website which 

was blurred due to other webpages regarding ‘PD Opportunities’ and ‘Life in China’ which 

minimized the main message.  Due to time pressures, more pages, links, information and 

resources could not be added to the website to further support educators to gamify thus one 

limitation was that the scope of the website needed to be less broad.  Extraneous webpages and 

text required deletion and existing webpages needed to be more streamlined to emphasize the 

areas mentioned above needing more attention, namely SBG and developing critical thinking 

skills.   

A second limitation was the need for a stronger correlation between how games can be 

used to both formatively and summatively assess student work and thus the connection to having 

the SBG webpages on the website would be understandable to the viewer.   

Another limitation was the website needed to be precise in illustrating how games can be 

used to teach critical thinking and thus deepen learning such as via inquiry learning or PBL.  One 

comment stated, “I don't know exactly how it might apply to a project-based class like mine” 

(Anonymous survey section 4, anecdotal question 1, response 6, 2019).  Gamification can be 

applied in a project-based course but feedback from this comment seems to indicate that the 

scaffolding for teaching ‘how to gamify in a project-based course’ was not made obvious thus, 

explanations or more sample units needed to be added.  
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Finally, attempting to create a website about a topic that has a wide variety of course 

subjects or areas is an undertaking not easily taken and thus, the final limitation that appeared 

was the inability of one educator to provide exemplars for all subject areas.  Like many of the 

websites that were researched and which were created and controlled by single educator, only 

one perspective could be given at any one given time consequently over a longer period of time, 

more and more resources could be added and more subject areas could be covered regarding the 

topic of gamification.  At the start of this project, however, I was only able to focus on gamifying 

one course.  

Major Project Recommendations 

 A major recommendation would be to include a page on the New BC Curriculum that 

would facilitate the inclusion of those users of the website in BC Canada as they are using a 

system that shares some similarities to SBG. Consequently, the website can also help BC 

educators make links between gamification, and assessment in a Problem Based Learning (PBL) 

environment. As more and more schools including those in BC are moving away from traditional 

points systems for grading and assessment and as students demonstrate their learning in more 

varied ways, supporting assessment of different types of learning is needed.   

 A stronger focus on critical thinking is the second major recommendation for the 

gamification website Major Project. Links to this could be made with more research and pages 

added and also resources about Bloom’s Taxonomy and how educators can enhance cognitive 

development would be beneficial.  Also, specific lessons or samples of inquiry questions for 

inquiry project or sample PBL examples would also be helpful.   

Video tutorials or samples of students engaged in gamification or GBL would be another 

recommendation.  Although my website had links to videos, due to time constraints I did not 
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create my own videos.  Video tutorials and samples of game elements in classrooms at my 

institution are always helpful to learners by demonstrating how to create a gamified class.   

Videos may act as testimonials to inspire teachers be courageous and implement new ways of 

teaching that will benefit students by embracing the digital world which they live in.  

Final Conclusions 

 The identification of gaming as a disorder by the World Health Organization 

(WHO) indicated that our society has reached a new level of understanding about games (2019).  

Despite this label, whether viewed as good or bad, Digital Game Based Learning (DGBL) has 

already been successfully used as an educational tool.  Furthermore, gaming has positive aspects, 

and these can be harnessed by educators to potentially develop the critical thinking skills of 

learners, dependent on the type of gamified setting utilized which is the premise of this study and 

Major Project.  My critical challenge question “How can educators support secondary school 

learners’ critical thinking skills using standards based grading in a gamified learning setting?” 

set out to facilitate educators to dig deeper into the uses of and possibilities of games and 

education and this study corroborates that the critical thinking skills of students can indeed be 

supported by gamification and GBL.  And finally, this study and Major Project attempts to forge 

the connection between the assessment of gamification using the SBG system which is thus far, 

an unfamiliar arena yet holds infinite promise as more educators recognize the limitations of 

traditional assessment methods.  Gamification and GBL are not traditional ‘stand and deliver’ 

means to teach however and as with SBG, we must continue to move forward with the changes 

that have already changed the educational landscape.  In his discussion of online learning, Terry 

Anderson (2004) states,  
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The task of the online course designer and teacher now, therefore, is to choose, adapt, and 

perfect, through feedback, assessment, and reflection, educational activities that 

maximize the affordances of the Web. In doing so, they will create learning, knowledge, 

assessment, and community centered educational experiences that will result in high 

levels of learning by all participants (p. 68). 

 

Accordingly, with gamification and GBL too, as educators engaged in interactions with online 

tools, we hold the potential for raising the level of learning for all, both educators and students 

alike. 
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Appendix A 

Screenshots of gamificationdais website Homepage 
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Appendix B 

Image from Sample Gamification Lessons Page, Gamify Now! 
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Appendix C 

Screenshot of Checklist for Steps to Gamifying  

 

 


