
Playful Learning
Make space for curiosity



Today

• Intro
• Gamification
• Game mechanics / 

frameworks
• Examples
• Workshop



Lean back media

Watching
Reading
Listening



Lean forward media

Interactive:
Doing
You’re in control

designing

shootin
g

trowing

choosingplanning

riding

colouring

jumping



Watching
Reading
Listening

Lean back media education
Lean forward media education

Interactive:
Doing
You’re in 
control



Bored?

The Wundt Curve



Bored?

Flow concept by Mihaly
Csikszentmihalyi



Bored? Designing curiosity is:

• creating gaps of information
• with just enough reference
• just enough open space

to make the player feel confident to fill that gap. 



van Mastrigt, Renger & Hoogendoorn 

• Action 
• Reflection
• Hypothesis 
• Testing
• (Kolb) 

Learner perspective
how the learner
looks at the content declarative

social

rules

reflection

emotions

learn to know them



van Mastrigt, Renger & Hoogendoorn 

• Input: User hits fire
• Process / rules: Bullet

speed, bullet vector, 
position of enemy

• Output: Miss, nothing. 
• Hit: explosion, score increase.

Learner perspective
how the learner
looks at the content declarative

social

rules

reflection

emotions

learn to know them



Mechanics

MDA-model Zubek e.a

Dynamics Aesthetics
building blocks of 

the game
(rules, elements)

behaviour of the
player

aesthetic of the
experience

(emotions, meaning
for the player)

How?



Game mechanics

• Challenge
🏓What is the goal of the game?

• Choises – autonomy
🏓 Go left of right. 
🏓 Can I skip elements, can I 

practice first or shall I go 
directly to the endboss! 
🏓 Do we work together of we are 

competitors?
🏓 Can I choose for disrupting and

sabotage?

• Play
🏓 Space for experiment and

making mistakes without 
consequences in real live. 

• Rewards
🏓 Access to a next level.
🏓 Points (XP)

For example:



Yu-kai Chou,
Pionier Gamification, designer 
of ‘The Complete Gamification
Framework: Octalysis’.

Gamification
Framework 
Octalysis

https://yukaichou.com/






Ivan Teh



Why do we have 
to learn this?

Examples of gamification with
learning code



Codecademy
Direct feedback



Codecademy
Badges



Assassin's Creed Origins
Skilltree



Duo lingo
Skilltree



Khan academy
Direct feedback & helper mascotte



Duo lingo
Direct feedback & helper mascotte



Code combat
Game experience (levels, quests, enviroment, design)



Programming game
game

copyright: Milena Spaawn



Programming game
teams



Programming
game
• missions
• points
• game master
• collab
• against
• timebased
• thumbs up
• leaderboard



Programming
game
mission



Programming
game



Programming
game
thumbs up

18 A 19 B / 
5x4=20

Red Pear Red Pear

thanks! 100

thanks! 100

thanks! 100

thanks! 100

thanks! 100

thanks! 100

thanks! 100

thanks! 100

thanks! 100

thanks! 100

thanks! 100

thanks! 100

thanks! 100

thanks! 100

thanks! 100

thanks! 100

thanks! 100

thanks! 100

thanks! 100

thanks! 100



Programming
game
gamemaster
leaderboard

totaal

teampunten

missie 1 gehaald: 400

missie 1 gehaald: 400

scoreboard

+

schrijf op als:

totaal

teampunten
scoreboard

+

schrijf op als:

5x printen

missie 5 geholpen: 100

missie 5 geholpen: 100



Minor 
Gamification



Minor 
Gamification
History

China 

Japan 

India 

Indonesië 

Batavia 



Gamification: how?

Online 
(at home, in the class) 

versus 
offline 

(in the classroom)



CS50 sorting algoritm

Online 
versus 
offline



Big 
versus 
small



Big 
versus 
small

Creating competition within the classroom

Teacher vs. Class

Students must follow a rule that the teacher sets. 
Anytime a student follows the rule, the class gets a 
point. Anytime a student does not follow a rule, the
teacher gets a point. 

This is great for introducing procedures and behavioral expectations. 
If the class wins, use a sustainable reward, such as a 1-minute dance 
party or fewer homework.



Big 
versus 
small

Within the classroom

Role-play

Helping students assume specific perspectives in 
learning–as a judge, designer, father, etc. This
element of fantasy role-play is a big draw of video 
games.



Chocolate
Covered
Broccoli 
versus

Framing



Framing

Robots & 
programming

or 

Fashion & 
Programming

copyright: Milena Spaan



Fashion & 
Programming
Programming
Wearables
copyright: Milena Spaan

Framing



Framing

Dresscode
Fashion & Programming

copyright: Milena Spaan



Doing!

On boarding / 
Tutorials
No one uses manuals 
 anymore! Help people get 
used to your system with 
a nice tutorial or a gent-
le  introduction on how 
 everything works. General

Loss Aversion
No one likes to lose things. 
Fear of losing status, 
friends, points, achieve-
ments, possessions, pro-
gress etc can be a powerful 
reason for people to do 
things.

General

Theme
Give your gamification a 
theme, often linked with 
narrative. Can be anything 
from company values to 
werewolves. Add a little 
fantasy, just make sure 
users can make sense of it.

General

Curiosity / 
Mystery Box
Curiosity is a strong force. 
Not everything has to be 
fully explained, a little mys-
tery may encourage people 
in new directions.

General

Scarcity
Making something rare 
can make it all the more 
desirable.

General

Signposting
Sometimes, even the best 
people need to be pointed 
in the right direction. Sign-
post next actions to help 
smooth the early stages of 
a journey. Use “just in time” 
cues to help users who are 
stuck.General

Progress / 
Feedback
All users need some sort 
of measure of progress or 
feedback, but some types 
work better than others. 
Progress and feedback 
come in many forms. General

Narrative / 
Story
Tell your story and let 
people tell theirs. Use 
gamification to strengthen 
understanding of your story 
by involving people. Think 
like a writer!General

Time Pressure
Reducing the amount of 
time people have to do 
things can focus them on 
the problem. It can also 
lead to different decisions.

General

Strategy
Make people think about 
what they are doing, why 
they are doing it and how it 
might affect the outcomes 
of the game.

General

Gamification
Inspiration Cards -
Andrzej Marczewski
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Doing!

1. Use the game mechanic cards
2. Take a subject from your course
3. Try to find a gamification solution for the content
4. Share (2 persons), brainstorm and rewrite yours
5. Share (2 persons), brainstorm and rewrite your neighbours

solution
6. At school: test with real students
7. Rewrite again



Doing!

Course
Biology

France

History

Geography

Subject
Plant stem

Articles

Timeline Napoleon

Infrastructure

Mechanics
Sharing Knowledge (Philanthropists)

Narrative / Story (General)

Lottery / Game of Chance (Player)

Anarcy (Disrupt)
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Questions?


