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“Tell me and | forget. Teach me and | rememberolwe me and | learn”
-Benjamin Franklin
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Introduction

With the world grappling with an exponential rafecbange, continuous learning is a must. Despientile availability of
low cost, high quality learning, learners and teastruggle. This could be due to reasons suclpuasly theoretical
knowledge being taught, the content not being enizted for an individual learner’s ability, the ghagl system and its
detrimental impact on learning as well as the foousone’s intellectual development at the cost heirt emotional
maturity. These approaches are by and large untéreal and does not involve peer to peer or stutbacher
interactions. Learning happens successfully onlgmitte learner gets engaged.

Play or game or activity based learning an altéreainay be the solution to these issues. Playitfaigs aflow or
happinesstate (Mihaly Csikszentmihalyi) that separatesjdlyeof learning from the anxiety and boredom ityncause.

A game provides continuous motivation and enahlesdiuring the learning process (overcoming diffigithonotony). In
a game/play, failure/loss is not seen as a tabtay. €hcourages (Stanford Psychologist Carol Dwegk)vth mindset
thereby encouraging learner to repeat the learmgsistence). While playing a game, people aréevelgtinvolved

interact with each other, thereby encouraging bollation and peer learning. Games addresses @k tgp learners in
VARK (Visual, Auditory, Read-Write, and Kinesthétidomain. It is possible to design games for vayyabilities of

learners with sufficient motivational elements telghthem stay involved. Leading Psychologists anddidators (Peter
Gray) have started increasingly started emphasitiagole of play in learning. The good news is &md of content —
concept, terminology, process flow, rules couldaiapted into play/game form at fairly low costs.

When we look at different cultures and philosophéesoss the world, specifically the Western, Indarnd Japanese
settings, on what constitutes a system of effedéaening, we find some broad commonalities and Vtery interesting to
note that play/game based learning enables thecemment that is conducive for those learnings.

Play, much beyond learning effectively forms theeese of building life-skills in an individual. boday’s world, much
beyond the academic and aptitude skills, buildingepreneurial skills and life skills is of utmdstportance. There is
evidence to show that play forms the foundatiothese skills too.

Given its multitude of benefits, it is worthwhile frame policies or facilitate processes that ermge educators to
incorporate these techniques. In a nutshell, leluRlay to Learn.

Effective Teaching-Learning-Processes through the des

In the ancient times, prior to the Industrial Rietion or maybe until paper based modes of docuatiemt was invented,
learning was enabled through practice and appesttip. This refers to learning of any kind. Forragée, if someone
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wanted to pursue medicine back in the day theyrhecan apprentice under a practicing doctor. Theyeoked, assisted
and learnt as they saw the doctor in action. Thetadovould check the patient, prescribe medicipesform some minor
surgeries etc. All of these skills were learnt g@rving, listening and asking questions. The doalgo would also take
some time off and explain a little bit of theoryoalh how things work. But it never started with jpéain old theory and
lectures!

Over a period of time, the juniors would also getdb some real work. Gradually with time, they vebgkt to do more
regular tasks and in longer periods of time uthiéyt master the art. The same story holds goodlifprafessions - artists,
engineers, accountants, lawyers, singers and etleey profession as well.

It was alwayd_ earning by Doing There was of course observing, peer and instriicteractions and maybe a little bit of
theory.

Even today, skills like driving a car, riding a tgcswimming, cooking are taught and learnt thiy.wéowever for larger
professional fields like engineering, medicine, coence, law etc., somehow we have moved away frasrattproach and
instead ended up building curriculums, large iotitins, and institutionalized the pedagogy to botdstures and theory.
At this stage, we’re not sure when and how thisgydappened.

Indian civilization, which is one of the oldesttime world, is rich in its literature and exampl&s. quote one shloka here
along with its meaning. [Al]

AMATATT TTEHTE TTe T9reT: ST |

TARATI T T2 978 FTAFRHT 7 ||

One fourth from the teacher, one fourth from owelligence,
One fourth from classmates, and one fourth onl tiibe.

From the western world, Charles Jennings propos@d/20/10 model [A2], where he talks about how 76f4earning
happens on the job, 20% with peer/social interasteind 10% through classroom/theory.

Japanese Martial Arts - ShuHaRi [A3] system is wfere for the student to learn martial arts, thisreo need to learn
theory. It just starts with imitation, blindly dajnwhat master does, which then gradually moves asgimilation and
innovation phase.

However, the reality is that we are surrounded myuahelpful form of pedagogy be it book based, tieso lectures or
instructional learning. How do we deal with thiglity and learn better at it for the sake of batadhers and learners?

Even if for a moment, let us assume that the ledinstruction based pedagogy is the only one availad here are several
aspects that determine the success of instructiectire/power point based teaching/training. TWiohe most important
ones are

a) Characteristics of the instructor/teacher/gainTheir energy levels/positivity/ability to ernggathe different participants
by actively listening, being patient and empathggidifferent levels of learners’ interest/diffityllevels in grasping topics
and last but not the least, making the class fighi-hearted. Hardly about 10% of the instructoosgess these most of
these traits. This might look surprising but if We®k and reflect on the teachers whom we recofi@eh school/college
days, it would match this number.

b) Method of delivery (Case in point PowerPoinfy eommon problem with humans is that we often wartransmit all

the information we know to others and think that veare enabled learning. Far from the truth. Evareets fall into this

trap. And so, most power points are full of texformation and often run into too many slides.slffar from effective.

There is only some information that the learner gaasp and digest in a given duration. PPTs thexedce just aids/tools
for highlighting some key words/phrases. A good eowpoint would actually have a lot of relevant wksu

(pictures/cartoons/caricatures. Whatever formha} supplement text. Once again, we have just a»d% power points
that get well prepared.

So, considering (a) and (b), the instructional héay is by and large rendered ineffective. NoteisTik not a criticism
against instructors. Instructors could well be emgwledgeable in the field...but it is one thingkNOW and it is a very
different thing to TEACH/TRANSMIT knowledge.
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The good news is that slowly at-least some edudiat® have started realizing the flaws of this eystind have come up
with alternative frameworks.

Alternatives to Instructional/Lecture Based Pedagog

The best form of teaching-learning process consinieebe apprenticeship/experiential learning. Theraothing more

superior to that. However that is a very expengivaposition today and would need lots of investreeamd trained

practitioners. What could be the next best? Itmagations. Simulations either through basic sofewar through advanced
AR/VR could provide the learner the experienti@rieng to some reasonable extent. But then aganand up with the

practical constraint of costs.

We find quite a few positive alternatives to supmdat the existing pedagogy of lecture or instruetldearning. Story-
telling, audio-visuals and role-plays are formg dn effective and engage the learner. Play/Gaamedlearning is also a
form that is certainly worth looking into and inigharticle, we will see why this could be a morévensal approach than
the others in terms of cost-effectiveness and ebisaplementation.

Before getting started with this, it is worthwhiteflecting on the article “How to Learn AnythingSonmez 10 step
system” by Charles Chu (A15) where a very refreglperspective on learning process captured inattisle, and the
importance of PLAY init.

The author summarizes towards the end as follows

It looks something like this: play> study— teach— play — study— play — study— teach ... and so on. //
The other big lesson? Learning is about play.

Why Play/Game Based Learning?

There are many reasons why play/game-based leasingpactful over instructional learning. We wity and see a few
key reasons.

a) Fail-Safe Learning -> Persistence -> Growth Mindet

One of the biggest challenges in a classroom ighertrainer/teacher/instructor to make the leamenrticipate - Share
their comments, ask questions. No matter how fltieadd non-judgmental the instructor is, thereligags this inhibition
amongst the participants and there will always Iseteof learners who do not participate. The uryileglreason is simple
but extremely important to understand. “What ifska silly question, what if | make an incorrectreoent, what would
others think of me?” We do not want to look badidgratever reason in front of a crowd and henceeprief keep silent.
Going beyond classroom participation, the assessnaso deeply drive the feeling that some peopegaod based on
the marks/grades they score and others are natoas But how does one get over this?

Here is where game/play based learning comes i vandy. A game, by its very nature has playerdifgglagging at
different stages, based on points scored or pregreisieved. A wrong answer or a move is not seenfadure and seen
more in the fun spirit and the player is curiousitaerstand why they went wrong.

Rich Delgado (2015) in this article talks about howganizations are using gamification as a techaitpu help their
workers overcome the fear of failing [A4] He speaxfly quotes the words of the gamification thoudgdder Gabe
Zicherman in this extract below.

Kevin Shane (2012) in another article [A5] talk®abhow games in education help children learndiynfy. The snippet
below is an extract from that article that talkeatbhow games provide a fail-safe environment éoreéhrough mistakes.

Two related aspects of creating a fail-safe legyrénvironment are that it encourages learner tgigieand cultivates
growth mindset. Incentivizes Persistence: During ffrocess of learning, specifically while encountgrnewer
subject/topics/concepts that are perceived monotoo difficult by the learner, it is important persist - i.e. read and try
learning the same topic repeatedly to get betteitgl But given that the subject/topic is alreqayceived as difficult, it is
all the more difficult to make the learner persiithout motivations/rewards. Here is where gamgamification concepts
help. For instance, a game can be designed by eagiag the player to take multiple clue cards terapt the answer to
the same question. Encourages Growth Mindset: aim®@is Stanford psychologist Carol Dweck came up thi¢ famous
Growth Mindset, [A16] that is very key and fundan@no learning. It is making the learners belidhat they can
improve, no matter where there are. It focuses easuring the effort, not the result. Often the stlsgstem measures the
result (or even if they try not to, various diffatefactors like exams, grades/marks, self-imposeer pressure among
students, parents and the entire ecosystem gives @f focus on results, not just absolute perfano@ but relative
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performance. The end result is that learning ssiffdfe need to realize and remind ourselves comgtiduait learning is the
end goal. Exams and other measurement mechanignmsgsarone measure of the learning. Carol, in herkwwhich she
has captured in the book “Mindset”) focuses onréffdow, in order to put in efforts, especially fearners who find the
topics difficult, it needs motivation beyond thermal and in continuous doses. Here is where gammsde a big positive
environment. They provide a fail-safe environmenptivate the learners with points and encouragedatinue the
learning journey.

An excellent commencement at California State Uity by Randall Fujimoto (2012) on how games/gaexif
environments help us handle the most difficult Eraes of humans — That of encouraging them tofel| fail (try, try,
try again) to learn but in a fun way and that ofspsting with efforts continuously. [A6]

b) Immersive Learning -> Fun -> Happiness -> Flow tte:

All of us have experienced moments where we getlosipletely in some activity. We are so immersethe joy of it that
time seems to come to a standstill or rather, vge koack of time. For some, it could be singing, dthers it could be
reading books, running, painting or any other thifigis phenomenon is called being in a state ofvFlo

But what percent of our Teaching-Learning processwe correlate with the Flow state? Learning, t large continues
to be burdensome or a drudgery (for most peopligh, tive exception of a fraction of people. How waitl be if we could
make Learning Immersive, into a Flow State?

We always remember those teachers or learning iexpes that have fun associated with it. But igete science and
logic behind it? It is and there are a lot of desctalk about how the brain responds positiveljuta Let us understand
them from some articles and research work donehéndissertation titled “A Model of Flow and Play Game-based
Learning: The Impact of Game Characteristics, Rlapmits, and Player States” [A7] by Davin Pavlas2010, the
relationship between flow state, serious gamesl@amthing was examined. The following table and fgguare from that
dissertation.

First let us study what Csikszentmihalyi listedlass factor and what the outcomes were.

Table 1: Flow factors, adapted from Csikszentmihalyi, 19%0 and Nakmmura &
Crikszentmihalyi, 2002

Flow Requirements & Outcomes

A task to accomplish Intense engagement

Ability to concentrate on & task  Intrinsic motivation

A =ense of control over actions Recoptiveness to information
Deep but effortless involvement  Merging of action and awareness

Clear task goals Loss of concern for the self
Immediate feedback Altered sense of time
Matched challenge and skill

If we reflect on any good game, they have all @&sthand hence flow is inherently built into a gatespecial point to
elaborate is about the feedback aspect in theitepgontext. Feedback, both positive and improvenmeiented is an
essential component of learning. In the traditiozlabsroom style teaching and assessment methgddlage is a fairly
large gap between the time a concept is taughtass@nd the time that the learner is assessed @eiit in the form of
classroom tests, exams etc.). One of the biggestndaiges of a game-based learning methodologhaisgyames by design
incentivize correct actions and incorrect actiansnediately in the form of points/rewards or prograsd so as a part of
the learning process, instantaneous feedback ésvext by the learner.

The figure that follows describes what all factoomitribute to the flow state both from the playaits as well as features
of the game. A well-designed game can result idow fstate, which causes immersion in the learningc@ss and
enjoyment, resulting in learning.

The Figure enclosures
(Fig_Flow_Skill_Challenge_Relationship, Fig_Flowcthannel _model, Fig_Flow_Player In_Game_States Betass
from this paper illustrate and help us understaedunderlying dynamics better.
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Challenge

Skill
: Skill-challenge relationship (adapted from Chen, 2007)

Fig_Flow_Skill_Challenge_Relationship
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Figure 2: Four channel model of Bow (reproduced from Guo, 2005)

Fig_Flow_4 channel_model

Fig_Flow_Player_In_Game_States_Behaviours
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Both the figures above are extracted from the sartiele that analyses flow and explains how thegilaraits and game
features work together resulting in end user legnAnother research in this space can be studéed the journal titled

“How people learn while playing serious games: Anpatational modelling approach” Wim Westera [20fR&]ts out the

following diagram (Fig_Flow_Causal_Model_Of Leampitypon_Engaging_In_Game) that correlates how kedgé is

gained in the context of game play. It correlat@sous different factors at work resulting in knedtje gain.

W, Wistera | Josrsal of Computeniosad Scisnce 18 (201 7) 12-45
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Fig. 2. Causal model of learning wpon esgapng in game activiiy
Fig_Flow_Causal_Model_Of Learning_Upon_EngagingGame
c) Learner centricity:

In a typical instructional learning setup in edimadl institutions and also that continues in tbeporate world, there is a
one-size-fits-all approach. Content is the samalicand the instructor does not have the mandatieectime to understand
that each learner has a different inclination, learel learning capacity when it comes to the pawareness of the topic
being discussed. Depending on all of these thaileguthappens to varying degrees. When we use gasn@snechanism to
deliver learning, it is possible to design multifgeels of play for the same concept — so for imstaif there are Level 1
learners, they take a certain version of the gdraeel 2 and Level 3 and so on. Once the learnestana certain level,
they can then take up the next level of game aahlenore advanced concepts. In this article (A8)ahthor talks about
how the 4 different learning styles — Visual, Awdit, Read Write and Kinesthetic are well addredsedsing games and
game mechanics. Here is a shippet of the concldsion that article//Without Games, school for children (and teachers)
would be boring and ineffective in terms of longrtdearning. ...... Making learning fun with educatibrgames and
activities will help keep everyone involved, engbged entertained while developing essential skiistaught on a paper
or in a book//

d) Social Emotional Skills & Peer Learning

A large part of today’s teaching/training involviesparting the domain/subject knowledge and oftemigs the social
emotional skills. Learners need to actively paptiteé and interact with each other and not just lith instructor.
Instructional learning setups typically are betwéba teacher and one student. Games by naturetdeiinteraction
between participants and that too in small groGpsing the play, there is a healthy interactionazsgtn the participants in
discussing concepts and processes that are beit@reed as a part of the flow. Knowledge is not-oray flow. It flows
between the learners, from the teacher to the stuatel student also back to the teacher. The bksthat a teacher can
play today is that of a facilitator, enabling knedde flows of different kinds. In all the approashbat have been
followed, there is always a blended mix of learreoss different levels of expertise/departmelastsées and background.
So, the knowledge flow and information exchangeemegry rich in nature. (A9) In their paper, “Proimgt Social and
Emotional Learning with Games: Its fun and we letings” [2009] Sue Roffey and Robyn Hromek tabaildie following
set of traits as related to Social Emotional Leagr(SEL)
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¢ recopnizing and labelling persomal feelings, strengths, and values

¢ knowing how o regulate and express feelings effectively and safely

*  having a prosocial orientation to others, which s not bound by prejudgment

# heing able #o read and take account of the emotional content of situations

*  being responsible to oneself and others and making cthical decisions

¢ being able to set goals in both the short and longer torm

* problem-solving skills, especially in the domains of personal coping and interper-
sonal relationships

¢ focusing on the positive

o respect for others, incheding valuing diversity

treating others with care and compassion

s good communication skills

*  knowing how to establish, develop, and maintain healthy relationships that promote
connection between individuals and groups

* heing able 1o negotiate fairly

®  Raviig skills to deescalate confrontation and manage conflict well

*  heing prepared o admit mistakes and seck help when needed and

*  having personal and professional integrity demonstrated by consistently using rela-

tional values and standards o determine conduct

They further make an observation saying that temcthese skills are complex and the choice of peghadgs extremely
important. These skills help in developing valued auilding everyday behaviors. It is not just iridual well-being but
also of healthy relationships with others and camommunities. If we look at it beyond technicabnthin and other
aptitude skills, there is a huge need to develepdtiraits as we teach the regular skills. Play/&aane one excellent way
to do them

Experimental findings about the benefits of Play

Ever since 2011, | have been exploring, experimgrilay/Game based pedagogy for learners in vadiffesent subjects
and topics across ages, demographics, economigjtmasid and curricula for active learner engagenlerthis period of

about close to 8 years, | have found that a l@dafits in corporate training and children in ediorstl settings, have found
play based methodologies to be highly effectivevercoming most challenges. Games enabled interecthus enabling
peer learning and social-emotional skills. Gamadd:be designed at multiple levels catering to nkeatner types. From
his experience with both adult and student learrdesy has been able to positively impact learri886 of the time by

inculcating interest and creating curiosity in dseetopics. Here are some sample illustrationscaiseé-studies. Not all of
them might have quantitative and detailed metieg.providing to the extent they are available.

Challenges Intervention Impact & Feedback

Fortune 500 Insurance Company IT | A series of insurance related| “Very impressed with the

Offshore unit: board and card games along| visualization of complex topics ang
- Newcomers and the existing with visual artefacts were made simple. Thrilled with the levgl
workforce feeling unmotivated and | created for the benefit of creativity, ownership and
stressed, leading to attrition in their| inducting newly joining teamwork, a SVP Commercial
overall performance employees to teach them Business Line client commented on
- Clients were unhappy with the concepts, terminologies and | the entire experience.

knowledge levels of the associates | process flows relevant to the
- Client BAs were also retiring and | domain.

there were no plans to hire
replacements, instead they were
looking to outsource it to vendor IT
companies.
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The internal cost control change
management for harge IT
Organization’s Business unitwith
over a thousand senior managers

- New managers found it difficult to
understand cost control

- Formal training sessions organize
were not effective and poorly attend
- Most people did not understand th
intent, did not understand
terminologies, concepts, processes

- Business terminologies issy
was tackled by adapting
popular games

- Problems in understanding
concepts and process flows
were modelled in the form of
| a variety of games

edThe front line delivery leadd
ewere reached out to directly
and various different concepf
related to cost control were
explained using games using
facilitated sessions, visual
models and board games
designed to explain revenue
forecasting cycle process

- Empathy debates were
conducted for delivery leads
and finance leads to
understand the point of view
from one another

e

(%)

Refer Fig.1 & Fig. 2

Internal People Career
Management Communication Tean
in the period oflun 2012 to Oct 2014

—

Very positive employee engagemer
and learning in all cases reported. |
the retail accounts, appreciations

received from external client senior
management. Impacted approximately
2000+ employees

—

Fundsindia Personal Finance
Awareness Sessioduring March
2018

Personal Financial education
sessions are boring. Power points
and spreadsheets can only do so
much.

We built a game
“MyLastPayCheck” where
players can invest in six
different investments with the
last Pay Check and get actua
returns with weekly cards
making them go through
different scenarios in life in tk
form of a Board/Card Game

lfun-filled way

—

The session was received with grea
appreciation since users could
experience the risk-return correlatio
types of financial instruments in a

=]

Refer Fig. 3
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Play/Game Based Subject After intense research, Refer Fig. 5
Learning Facilitation for Middle identified about 20 of the

Schoolersin the domain of Social board/card games readily

Sciences/Sciences/Math during Agr available in the market and
2018-Sep 2018
School subject learning becomes Facilitation:
boring/difficult for most children - 4-6 students form one team
from class 5. How do we keep the| and choose one game to pjay
children engaged so that they enjg
the process?

conducted workshops.

Facilitator briefs rules andg
play starts for approx. 45-6
min

Multiple parallel groups of
play happen simultaneously

Groups record
learnings/feedback post edch
game.

<
o

Refer Fig 4

Cost Eentrel Change Management Cllent Feedback

. WISITS AND FEEDBACK
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Fig 1 - Corporate_Cost_Control_Client_Feedback

These were the feedbacks

ﬁ:enﬂ_p' uﬂuﬂwmynfkwhﬁvgfmmm rfrl'ngnﬂ'i:hm nfmr,:hp' mﬁg\eﬂﬂ'rg tbej'hrml: right

MO~ the pome Hat has mode mrmmr}us Wkt i 7L, Wy o we s ity Wihin do we o di7, Wihere
o we mse i, How do we track it? These ove a fow of the guestions that hove nigghed of os. ... A
mﬂnepuwerem!ameﬂtﬁrﬁug.hsmkes i dantefes o gwnew-elurveweapenneufngéw shoms Do

-immovative and fun fitled epproach t frarm the operetions. Thanks to foom for moking s fram things
o effectivelys More thoa presentations proobhoal warkings will bring fn more knowdedige. - DM

tinmifioetion ond Sorytelling is the reitgeist to got-to the audienoe. Its the '
best ead:fake to learning” - inmovation consuitant

Fig 2 -Corporate_Cost_Control_Employee Feedback
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Client Feedback

"W had awonderful experience working with The Gamification Republic - specifically Santhosh and Kartic. We
___mﬂubﬂmtﬂuﬁhthﬂmtnmanmmmmuﬂr\elut:dhuﬂrdpmzltmmeﬁm‘tfﬂlnmtm :
conceptualization to finished product. Santhash and Kartic bed the whole effort, took owr inputs assiduoushy and
croated the game concept, They worked with us subsequently to refine the game, define various aspects of it, and |
come aut with the product. Right through thee process, the efart was professional, thorough, and thoughtfully
U meticuloud. Once the game wad chéated, they sooompanied us 1o & workshop where the garme wad played by first-
time players. It was very well-received and people really got into it and enjoyed the experience.

Santhosh and Kartic understand the principles of game design at a great depth and are very innavative with their
ibeas. It was a pleasure working with them as much as it was a joy to ploy the game thoy developed.”

ﬂ\ﬂl‘lk.i,
] ﬂﬂkﬂﬂllm Fundsindia)

Fig 3 Corporate Insurance_ Cl|ent Feedback
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P:rm::lpants M_lddle schuol chﬂdrc.n

| 'Eéﬁl:!l'l'ﬂ"_lii:' Stf#fﬁ S Byllahus a’ Bﬂard S

Fig 4 -Play2Learn_Workshop_Children_Infographic_amic_Strata_BoardSyllabus

Student Feedback Stats

0% 0%

B Awesome
B Very Good
= Good

H Bad

B Very Bad

Fig 5 -Play2Learn_Workshop_Children_Feedback Qtsivie
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Some more invaluable feedback from young minds:

“It is a beautiful way to learn and wish it coulge applied in schools so that students understirislamazing, the way
you learn it” -Varsha (Class 6, PS) “It was nicatéresting interacting with others on board game®at only did we
play games, we also got a chance to create games...”

-Abhinav (Class 9, DAV Boys Gopalapuram) “Loved werkshop. This shows we can learn by playing. dik the
subjects that | thought were boring” -Ananya (Cl&&sBoaz Public) “Workshop was very interesting.ddaus like the
subjects we did not like by playing games” -SanjéG#ass 7, Vidya Mandir) “Outstanding. Wish it conted for 10
more hours” -Merlin Vennila (Class 8, St. Michaélsademy) Parents were also equally excited! “My gtater liked

entire ambience and it got her thinking on howxtead memory, clue-do, monopoly, spot-it game® @nMath-Science
Framework” - Chatura (mother of Riya, class 6)

Figures 6,7,8,9 and 10 provide examples of gameated for various different corporate initiatives the field of
insurance, cost-control and personal finance avessedomains.

IRF Model is deveioped to explain the importance of
revenue forecasting. The model depicts how right projections helps
|\ the company take informed decisions on hiring from external

| market or supplying the demand from the internal pool, IRF is an
| integrated resource forecasting tool which does revenue

| resource co-relation and provides slats for external hire

e, l-,l considering the revenue projections submitted & utilization %,

Aim the basket game describe the Base line (BL), Mast likely (ML) and

UP side (UP) concepts of Forecasting cycle in a game format, Visitors were
asked to throw the ball into the basket from different distances, indicated as
different confidence levels and visibility.

Fig 6 Corporate_Cost_Control_Revenue_Forecast Games

STLC Snake & Ladder ~ UCFE Trade game

Fig 7 -Corporate_Insurance_Board_Game
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Fig 10 -Fundsindia_Personal_Finance_Awareness_BGanche

These are just some samples. Play/Game basedniganas been experimented in undergraduate prograotls, in

engineering as well as in marketing and has shawm positive results. Here are links that have sufipg material. (A10,
All, A12, Al13, Al4)
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Conclusion

With my personal experiences across varied diffteaediences over multiple years, both in the cafand educational
institutions associated with strong research worilable, | feel that games/play in education agedagogy will be
extremely beneficial to all kinds of learners. dtéxtremely important that educators of all kinds this in their mix of
teaching pedagogies and curriculum developmentibatd result in increased learner engagement ag@gments.
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Related Readings

Gamification: Gamification is the application of game-desigmedats and game principles in non-game contextsant
also be defined as a set of activities and prosessesolve problems by using or applying the charéstics of game
elements. Gamification commonly employs game desigj@ments to improve user engagement, organizationa
productivity, flow, learning, crowdsourcing, empé®y recruitment and evaluation, ease of use, usssilof systems,
physical exercise, traffic violations, voter apathgd more. A collection of research on gamificatsfiows that a majority

of studies on gamification find it has positiveesffs on individuals.[4] However, individual and textual differences
exist. https://en.wikipedia.org/wiki/Gamification

The Appeal of Gamification in UX Design: Gamification, as a 21st-century UX phenomenora igowerful tool for

designers to drive user engagement for severabmeag-irstly, you use it to inject fun elementsoimtpplications and
systems that might otherwise lack immediacy orvatee for users, and incentivize them to achievasgydJsers enjoy
challenges, whether challenging themselves (egngustep-tracking devices) or trying to win awai@sg., virtual

“trophies” for completing work-based e-learninggc8ndly, the dynamics designers incorporate inessfal gamification
serve as effective intrinsic motivation, themselvemeaning users engage with the system becaugenmiuet to. For

instance, Foursquare/Swarm promotes users to “Maydrestablishments after so many visits, enabthrgn to vie for

top place while enjoying meals, shopping, moviés, kspiring users by introducing gamificationdran existing system
demands designers to apply gameplay and the steuotuules and goals to “serious” tasks exactlysers would want to
see. You can gamify systems in many ways, from tmwns to encouragement for completing x percerd tsk, with

the ultimate goal of making everyday tasks lessdane while sparking users to become actively istetkin attaining
goals. People enjoy interactivity and satisfyingithcuriosity, and designers can employ a suitageial element to
increase their engagemehttps://www.interaction-design.org/literature/togigamification

Gamification In Education: Today's learners are digital natives and have peofile. They grew up with digital
technologies and have different learning stylesy a#itude to the learning process and higher requénts for teaching
and learning. Teachers are facing new challengdshawe to solve important issues related to theptatian of the
learning process towards students’ needs, prefeseand requirements. Teachers have to use diffevaohing methods
and approaches that allow students to be activicipants with strong motivation and engagemerth&ir own learning.
Modern pedagogical paradigms and trends in educat@nforced by the use of ICT, create prereqgssfor use of new
approaches and techniques in order to implemeivedletarning. Gamification in training is one oé#e trends. The aim of
the current work is to study and present the natmé benefits of gamification and to provide somieas how to
implement it in education. Full paper http://bit.ly/21ZGJUe

Gamification and the Future of Education: It is a forward-looking report that explores hdve tmechanics and dynamics
commonly found in games can be applied in the dthrea context to improve educational outcomesh tore of this
report is an important policy puzzle: what role slggamification, as a pedagogical innovation, playthe future of
education? In the attempt to solve this puzzles teport addresses four fundamental questions: Hasvgamification
evolved? How has gamification been applied? Whatitaradvantages and drawbacks? And what stratagig$olicies
are necessary for gamification to be incorporatetassfully in education? Full Reporthtip://bit.ly/2kY pClj
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