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WHY?

• Playing is better than working

• Challenges in student engagement

• Number of students with special needs

• Changes in labor market

Birthday party…



Gamification- BIGGS 3P model

• PRECONDITION

• PROCESS

• PRODUCT



PRECONDITION
INDIVIDUAL FACTORS

• Gender

• Prior knowledge 

• Learning styles 

• Affective dispositions 

• Voluntariness 

• Motivation 

• Social and cultural factors 

• Subject matter interest

• Point 

• Level 

• Avatar 

• Leaderboard  

• Choice  

• Prize 

• Challenge 

• Character  

• Randomized quiz

• Badge 

• Mission 

• Competition 

• Real gift 

• Progress bar 

• Reward 

• Teamwork 

• Story 

• Cooperation

• Feedback

• Advice 

GAME ELEMENTS AND SUPPORT



PROCESS

• Becoming motivated

• Feeling of involvement

• Sense of competition

• Willingness to go ahead

• Having fun

• State of flow

• Sense of progress/achievement

• Learning mathematics

• Developing social skills

• Conceptual understanding of science

• Positive emotions

• Increasing self-efficacy

• Positive opinions on science learning

OUTCOME



My research

• National Research, Developing and Innovation Office (NKFI)

• Digital Education Development Competence Center (DOKK)

• Gamified Access to Physics (ELTE-GAP)

• Doctoral School of Physics at Eötvös Loránd University

• Primary school



Precondition • input knowledge, attitude, player type assessments, 

•                                                                         sociometry



Process



Activities
• Escape room- Genially, Google 

form

• Kahoot

• Wayground

• Redmenta

• Learningapps

• NKP

• Projects

• Sciencequest

• Chatbot

• Lifes

• Extra time

• Redemption questions

• Power-ups

• Leaderboard

• Online curriculum

















Why use LMSs?





Analysing

Same curricula

Same tests

Experiments

Simulations

Online quiz

Collecting points

• Test groups

Non-graded 
activities

Leaderboard

Escape room

Gamified quiz

Badges

Redemption

• Controll groups

Non-gamified quiz

Paper-based quick 
tests

Workbook

Graded activities



Delusions, myths-disproved?

• Gamification is only about games

• Gamification and game-based learning are the same thing

• Gamification is only for young students

• Gamification can replace traditional learning

• Gamification ensures instant learning success

• Positive effect is permanent—novelty lasts forever



Thank you!

antalne.csorba.katalin@ttk.elte.hu
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