
 

 

Self-development 

Awareness 

Onus on student 

progress 

“I think I finally get 
where I’m going wrong 
and what I can do 
about it” 

Students can be empowered 
via gamified feedback to 
develop further- adding to the 
students’ toolkit and being 
explicit about their skillset is 
motivating. 

Factors of stress 

Barriers to learning 

progress 

“I don’t like the 
competitions as they 
stress me out… I do 
feel like I’m 
progressing though” 

Activities need to be adapted 
and pitched to suit the class- 
should be seen as a range of 
tasks rather than a set 
approach. 

Awareness 

Onus on student 

Self-driving factors 

“my students are really 
showing awareness of 
the tasks they’re 
doing…it’s almost like 
a self-reward for 
getting more points” 

Students can be driven in a 
behaviourist manner with just 
the ideals of ‘points’ and self-
driven improvement. 

Barriers to learning 

Branding of tasks 

“I don’t get it…my 
students don’t like 
games” 

The branding and term 
‘gamification’ may be off-
putting – emphasis on toolkit 
adaption than a new gimmick. 

Independence 

Onus on student 

“I don’t need my 
teacher for this” 

Students can feel empowered 
to take their own learning in 
terms if gamified feedback if 
applied effectively 

Independence 

Onus on student 

“I like choosing what’s 
going to help me the 
most” 

Confidence from this can 
allow students to pinpoint 
development points. 

Engagement 

Onus on student 

Tracking/feedback 

“lessons seem more 
fun recently since we 

This process may engage 
stimulation parts of the brain 
and also be seen as a ‘new’ 



 
started using the 
trackers” 

method and thus engage 
students via novelty. 

Engagement 

Confidence 

Onus on student 

“I don’t feel confident 
enough to pick what I 
don’t know- if I knew 
that, then I’d pass” 

Students need ample support 
in gamified feedback; requires 
teachers to be facilitatory in 
their roles. 

Engagement 

Staff and student buy in 

“my classes feel more 
energised lately” 

New approaches and 
engagement can lead to 
exciting classroom dynamics; 
especially if previous power 
dynamics are challenged. 

Staff and student buy in 

Engagement 

Continuity of programs 

Further research 

“this has so many 
applications to 
vocational 
classes…could we 
map this across” 

Gamified feedback could be a 
consistent approach across 
curriculum and be researched 
as further study. 

Adaptation of tasks 

Engagement 

Continuity of programs 

Further research 

“This would work well 
with students with 
different learning 
needs…. how does it fit 
with students with 
issues such as sight 
etc?” 

Toolkit can be adapted to 
meet different learner and 
student needs. 

 

  


