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I. INTRODUCTION 

1. About our project - GAMIRIGHT 

The GAMIRIGHT project is a KA201 - Strategic Partnerships for School Education involving four 

organisations from three countries (Spain, Greece and Romania). Its main objective is to design 

and implement an educational model based on gamification and game-based learning with its 

corresponding manual to contribute from the beginning to the causes that could make possible 

the reduction of early school leaving and social inclusion. Spain has the highest percentage of 

early school leavers with 17.9%. Although in the Community of Madrid the rate is 11.9%, the 

area where CEIP Cuba is located even exceeds 17.9%. Located in one of the most culturally 

diverse areas of the community, with 44% of the population of different nationalities and a low 

social and cultural level, with serious economic difficulties, it should be added that the data 

provided by the centre are well below the national data in terms of PISA (481 points). 

In the case of Romania, there is a 16.4% rate of early school leavers. In the area where the SPG 

school is located, the average is again higher than the national average, among other things 

identified because there is a high percentage of families with economic difficulties and low 

qualifications. They are well below the OECD average of only 429 points. 

In the case of Greece, it has one of the lowest percentages in the European Union with 4.7%. In 

this case, the city of Karditsa, where this project will be developed, has the same figures. This is 

one of the reasons why we included this Greek centre in the consortium. However, it also 

presents academic difficulties due to the scarce educational measures that are being carried out 

and this is reflected in the 451 PISA points, with a downward trend. 

In all cases, a clear association between poor academic performance and socio-economic status 

is identified, which confirms the needs analysis conducted at the national level and in each of 

the schools and areas where the schools are located (Rumberger, 2012 and PISA, 2019). 

ǒ Taking into account the above needs and context, the following OBJECTIVES are set out:  

ǒ Improve students' MOTIVATION to learn so that during their educational process they 

have good experiences that facilitate further learning.  

ǒ To raise the ACADEMIC LEVEL of the pupils, thus increasing their motivation and 

preparing them to successfully face higher stages.  

ǒ To increase SOCIAL INCLUSION, the improvement of social relations and coexistence 

among pupils, thus contributing to the improvement of key competences such as 

personal, social and learning to learn, citizenship and civic responsibility and cultural 

awareness and expression.  

ǒ Improve the INVOLVEMENT OF FAMILIES in pupils' education so that they have 

strategies to actively contribute to the child's school life.  

2. Play and motivation to learn  

Games in education have been studied for the past 40 years (Abt, 1970; Egenfeldt-Nielson, 2007; 

Loftus & Loftus, 1983). While games of various types have been used in education since the 

beginning of schooling - including individual and team sports, board games (e.g. chess) and 

games created by children - educational games used in the 21st century emerged between the 
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1950s and 1980s as alternatives to exercise and practice, for enrichment activities or as 

computer-assisted/programmed instructional systems. 

As is widely recognised, the game-based approach makes the achievement of educational 

objectives and the learning process easier, learner-centred, fun, interesting and more effective 

(Lepper and Malone 1987; Papastergiou 2009; Prensky 2001; Rieber 1996; Rosas et al. 2003). 

Several papers have investigated the reasons why games are such a powerful learning 

environment. Papastergiour (Papastergiou 2009) argues that games are successful because they 

support multisensory, active, experiential and problem-based learning. They promote retrieval 

of prior knowledge, as players must use previously learned information to improve their score 

in the game, and they provide immediate feedback that allows players to test different 

hypotheses and learn from their actions. The games also provide self-assessment tools, such as 

scoring mechanisms and achieving different levels, and use the social dimension to involve the 

community in the learning process. Moreover, in addition to knowledge acquisition, games 

promote logical-mathematical and critical thinking and the development of personal and social 

skills, language skills, communication and collaboration skills, creative skills and problem solving 

(McFarlane et al. 2002). In addition, games support pedagogical principles (Oblinger 2004) such 

as: 

ǒ individualisation: the level of play is adapted according to the player's abilities;  

ǒ feedback: immediate and contextualised feedback is provided during the play session;  

ǒ Active learning: the game engages the player in active discovery;  

ǒ motivation: players commit themselves to pursue a goal;  

ǒ social: the game is usually multiplayer or social;  

ǒ scaffolding: players are gradually challenged because they cannot move freely between 

game levels;  

ǒ transfer: the game fosters the ability to transfer learning from the game context to a 

real context;  

ǒ evaluation: the player can evaluate the knowledge or skills acquired with the other 

players.  

In recent years there has been a growing interest in Gamification, defined as the use of game 

mechanics and rules in non-game contexts (Deterding and Dixon 2011; Zichermann and 

Cunningham 2011). 

In other words, Gamification proposes to use game thinking and dynamics to increase user 

engagement and stimulate their active participation, thus improving results. This approach has 

been widely used in the field of e-commerce, where a Gamification experience has a high impact 

on the "FOUR Es" (Epps 2009) Involvement, because gamification enhances the active 

participation of players; Interaction, because gamification ensures a high level of interactivity; 

Intimacy, because gamification stimulates familiarity with the brand; Influence, because 

gamification enables the diffusion of the brand and products. 

These results are desirable also in education, where interactivity, active participation and 

competitiveness are essential to motivate and engage students. However, to fully understand 

the power of gamification in education, it is necessary to study in depth the game elements that 

can be used and how they can support the learning process. 
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The main elements that can be taken from the game and used in the context of learning are 

(Bunchball Inc. 2010; Simões et al. 2012): 

ǒ Status: the recognition of the user's reputation carries his or her fame and prestige in 

the community;  

ǒ Recognition of results: the use of points and levels to track achievements and progress 

is useful to maintain interest and encourage greater commitment to higher goals;  

ǒ Competition: Comparison of players' performances is a motivating element that can be 

achieved, for example, with graphs that allow the results to be seen and the winners to 

be celebrated;  

ǒ Rankings: measuring the progress of all participants and their achievements can serve 

to encourage players to do better, driven by the desire to improve their position;  

ǒ Social dimension: the activities of friends can influence the activities of other users, both 

in real life and in virtual communities. Therefore, gamification initiatives should be able 

to create a strong sense of community.  

ǒ Personalisation: game elements and comments can be customised, fostering a sense of 

belonging to the "game" and to the community.  

ǒ Scores and levels: Scores can be used to reward users for progress and achievement of 

objectives in the different stages. The accumulation of points will allow access to higher 

levels, defining the degree of skill achieved by each player.  

ǒ Reward: the reward for the results obtained can be real or virtual and serve to increase 

the player's satisfaction for having achieved the desired goal. It activates the necessary 

motivational mechanisms to reach new and more ambitious goals. This requires a 

greater involvement of the users, who will be encouraged to perform even better.  

All these elements can contribute to improving engagement in learning activities and thus 

motivation to acquire new knowledge. However, in order to transform gamification into an 

effective learning experience, it is necessary to investigate how it can be combined with the 

cognitive, emotional and social dimensions (Illeris et al. 2002; Lee and Hammer 2011) involved 

in the learning process. 
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II. CONTEXTUALISATION  

1. Introduction 

The national reports, carried out in the framework of the GAMIRIGHT project, funded by the 

Erasmus+ Programme, aim to analyse the Spanish, Romanian and Greek educational 

frameworks, regarding the implementation of gamification as an innovative methodology in 

order to increase the motivation of pupils and even teachers and the school results. Through the 

presentation of the educational legal framework and cases of good practices regarding the 

application of gamification methodology in the classroom, we intend to lay the foundations of 

the gamification strategy and manual, which will be the results of our project. 

Current trends and concerns increasingly demand a response to the younger generations who 

need to find an answer in the educational context to their technological expectations and more 

immediate needs. This entails the responsibility of teachers and institutions to innovate in 

methodologies that try to incorporate in their classes strategies that increase motivation and 

engagement in order to provide all possible tools and resources that favour the autonomous 

and meaningful learning of their students. Moreover, it has been recorded that students reach 

a high level of engagement when they are motivated, even preferring to continue with the 

playful activity to finish the class (FERNÁNDEZ; OLMOS; ALEGRE, 2016). Within these new 

demands, new teaching strategies emerge. In this article we focus on gamification in education 

or educational gamification (MARÍN, 2015). 

This trend is reflected in the Horizon Report: 2014 K-12 (JOHNSON et al., 2014), whose 

recommendations are made in two to three years' time in reference to game-based learning and 

gamification as a teaching strategy, integrating aspects of game dynamics in non-game contexts 

that help to enhance student motivation, as well as other positive values that are common to 

most games used for learning today. 

In most disciplines, games are geared towards the learning goal of having strong social 

components and pose simulations of some kind of real-world experience that students find 

relevant to their lives. As the Horizon Report shows, the embrace of gaming in academia is 

prompting developers to respond with games expressly designed to support immersive and 

experiential learning. 
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2. Gamification as a methodology in the national context of school education in 

the project partner countries 

2.1 Spain 

 

ǒ LEGAL FRAMEWORK  

The Spanish education system is a complex reality regulated by a legislative framework that 

governs and guides its structure and functioning, it is formed by the Spanish Constitution of 

1978, and by a series of organic laws that develop the principles established therein, among 

which the Organic Law 8/1985, of 3 July, regulating the Right to Education (LODE), and the 

Organic Law 2/2006, of 3 May, on Education (LOE) modified by the sole article of the Organic 

Law 8/2013, of 9 December, for the improvement of the quality of education, stand out. 

(LOMCE).  

The national development and implementation of the above laws for Primary Education is 

carried out through Royal Decree 126/2014, of 28 February, which establishes the basic 

curriculum for Primary Education.  

The educational model established in this legislative framework is a decentralised model in 

which the administration of the education system distributes competences between the NGA, 

the SGA, the LGA and the schools. 

 

ǒ NATIONAL GOVERNMENT  

- General organisation of the education system.  

- Minimum requirements of the centres.  

- General teaching programme (core curriculum).  

- Regulation of academic and professional qualifications.  

- International cooperation in education.  

- High inspection. 

 

ǒ REGIONAL GOVERNMENT  

- Development of the general teaching programme (curriculum development). 

- Guidance and attention to students. 

- Administrative ownership in its territory. 

- Creation of centre authorisations. 
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- Personnel administration. 

- Regulation of the operation of the centres. 

 

ǒ LOCAL MANAGEMENT  

- Provision of plots of land for the construction of public centres. 

- Conservation, maintenance and refurbishment of the centres. 

- Programme of extracurricular and complementary activities. 

- Monitoring compliance with compulsory schooling. 

In terms of teaching methodology: Royal Decree 126/2014, of 28 February, which establishes 

the basic curriculum for Primary Education:  

Article 2.d) defines teaching methodology as the set of strategies, procedures and actions 

organised and planned by teachers, in a conscious and reflective manner, so that pupils learn 

and achieve the planned objectives.  

Article 15.1 states that educational administrations shall promote the pedagogical and 

organisational autonomy of schools, encourage teamwork among teachers and stimulate 

research activity based on their teaching practice.  

Aspects related to the methodology developed in the school are therefore the responsibility of 

the school and the teaching staff. However, this must be specified in the Annual General 

Programme. The Annual General Programme is a planning instrument for each academic year, 

the aim of which is: to bring together the most relevant decisions and agreements that affect 

the organisation and general running of the school. It should include all the methodological 

aspects to be implemented throughout the academic year.    

 

 

2.2 Romania 

Gamification in Romania is still in its infancy. There have been some initiatives in the field of e-

learning. 

Although games are generally used in the educational process quite frequently, gamification 

techniques are only now being tried out in the classroom. 

The Romanian education system is flexible, and teachers are free to plan their lessons using 

interactive didactic strategies that successfully lead to the achievement of objectives and, more 

importantly, to the acquisition of knowledge. And not only to acquire the knowledge, but to 

transfer it to the long-term memory, through the active participation of the pupils during the 

lessons. 
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There is no pedagogical methodology based specifically on a gamification programme in our 

country. 

The team of teachers from Scoala Profesionala Gropnita has carried out a research on the  

use of gamification techniques in schools in Romania, from 10 to 22 February 2021.  

The case study and the questionnaire were the tools used for this activity, which helped them 

to obtain data on the quality and quantity of gamification activities. 

The online questionnaire received 158 responses from teachers in 146 schools in Romania, with 

the following results: 

● 62.6% of respondents know what gamification is, and 18.5% of these teachers have used it in 

the teaching-learning-evaluation process at some point in time; 

● Teachers have used video games or platforms/apps in their lesson plans, allowing them to use 

gamification: http://www.scoalaintuitext.ro/ - for primary school pupils (video games for 

subjects such as Romanian, Maths, History, Geography, Arts); the Kids game - a financial 

education app for primary school pupils; izibac - a mobile app that helps upper secondary school 

pupils to study in a modern and fun way for exams; the Gamify game - helps pupils learn to be 

entrepreneurial through gamification and is suitable for upper secondary school pupils; 

● To the question "What impact did the gamification activities have?" the answers were based 

on the following ideas: learning much easier; improvement of academic level; pupils' 

involvement and motivation (even shy pupils participate actively), joy and pleasure to be in 

school; 

● Teachers mentioned some obstacles in the use of gamification techniques: inflexible curricula, 

infrastructure limitations, lack of information about gamification, time constraints, lack of 

confidence in using these methods. 

 

 

2.3 Greece 

The use of games in education goes deep into the past centuries. Some observers mention that 

the Socratic method can be seen as a kind of question and answer word game, as it not only 

wishes to transmit knowledge, but also to lead its interlocutors to discover and understand it 

(Kanakis, 1990). Moreover, play as a teaching method is welcome, according to Plato, saying 

that it is more important that pupils "learn by playing" (Plato, Politeia, 537a). Today, a strong 

trend in the educational process is the introduction of game-based learning methods and 

gamification, which constitute alternative teaching methods. The general aim of these methods 

is to create educational environments that combine learning with learner satisfaction in a 

balanced way. 

Research has shown that the use of games, but also the mechanisms, elements and techniques 

that drive them, contribute to improving the learning process and to strengthening students' 

involvement in the learning process, through stimuli, positive influences and motivations 
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(Arapitsa, 2019; Papastergiou, 2009). Game-based learning and gamification methods are not 

primarily aimed at entertaining learners, but are methods that remain committed to learning 

objectives. Both drive the educational process, not replace it, and lead to the achievement of 

learning objectives, such as deepening learning material, acquiring skills and improving school 

performance. 

ǒ Education in Greece  

Education in Greece is centralised and run by the Ministry of Education and Religious Affairs (Υ. 

ΠΑΙ. Θ.) at all levels. The Ministry exercises control over public schools, formulates and 

implements legislation, administers the budget, coordinates national university entrance 

examinations, establishes the national curriculum, appoints public school teaching staff and 

coordinates other services.  

The Greek education system does not allow much autonomy to its teachers. The analytical 

programmes and timetables applied in schools have been created by the Pedagogical Institute 

(PI) of the Greek Ministry of Education, later renamed the Institute of Educational Policy 

(http://iep.edu.gr/en/), which, among other things, gives its opinion or proposes issues 

concerning: school curricula, textbooks, teaching methods and relevant media for each subject.  

The formation of educational policy therefore takes place away from the teachers, although it is 

they who must implement the decisions taken. The sectors that constitute the basic activities of 

teachers are those relevant to the educational process and decision-making in the classroom. 

They include the choice of methods used for teaching, the choice of educational material and 

the assessment of pupils. 

ǒ Game-based learning and gamification in Greece  

As far as the Greek educational system is concerned, efforts have been made to incorporate 

Game Based learning and Gamification methods into the analytical curriculum, mainly in primary 

education. Simulation games, as well as role-playing games, are the methodology proposed by 

the Educational Policy Institute. Greek teachers have the ability to choose educational methods 

and strategies. The central management and school principals can propose some teaching 

methods or approaches to teachers, but the final choice is at the discretion of the teachers.  

Despite all this, the game-based teaching model, as well as other alternative models, is not used 

satisfactorily in teaching (Kossivaki 2003) due to the following factors: 

Games are time-consuming and require more preparation by the teacher compared to other 

teaching methods. 

It requires holistic student participation, i.e. physical, emotional, mental and movement around 

the classroom, which is very difficult for traditionally designed schools. 

The game opposes the prevailing mentality about teaching in schools, claiming that those who 

play games are seen as deviating from the curriculum and the profile of the teacher. 

Pupils' performance cannot be easily measured (e.g. vocabulary expansion, understanding of 

science or mathematics, etc.). 

There is a possibility that these learning procedures may be seen by some learners as "easy", so 

that they refuse to undertake laborious tasks. 
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Therefore, we realise that as far as the implementation of Game Based Learning and 

Gamification methods in the Greek educational system is concerned, there is no concrete plan 

from the policy makers, but it depends on the teachers' judgement.  

ǒ Digital games and software  

The advancement of technology has also contributed to the creation of educational digital 

games and software. Research has shown that educational digital games and pedagogical rule-

driven software make teaching interactive and cross-curricular and can become a very valuable 

tool for teachers (Panagiotopoulos et al., 2003, Papastergiou 2009). However, the Greek 

educational community is slow to accept these rapid developments. In Greece, it is only in recent 

years that interest in using digital games and educational software in the teaching process has 

emerged. 

In terms of digital educational software, the Education Policy Institute has incorporated new 

technologies in the "Joint Cross-Cutting Framework for Schools" and in the "Curricula" for the 

teaching of all cognitive subjects.  In addition, it has developed the following 

programmes/platforms, which use Game-Based Learning and Gamification methods: 

- a range of educational software (https://ts.sch.gr/software) relating to all levels of education 

that can be exploited by the educational community.  

- the platform entitled "Aesop" (http://aesop.iep.edu.gr/#about), which consists of a series of 

interesting interactive digital educational scenarios that follow the rules of cross-curriculum and 

science (Gklavas et al. 2010).  

- the platform entitled "Photodentro" (http://photodentro.edu.gr/lor/), which is a digital 

repository of open educational sources and hosts digital educational material used in teaching 

and learning, such as interactive simulations, educational games, 3D maps, etc. 

The digital material included in the above sources is freely accessible and available to all teachers 

and students, provided they consider that it contributes to the achievement of the learning 

objectives. In addition, teachers are free to use other sources available on the Internet.   

In this framework, teachers must have that "special knowledge" (Gklavas et al., 2010) that will 

enable them to use this digital software in teaching, but also to check its quality and 

compatibility with educational principles. Therefore, in order to use educational software in the 

classroom, some prerequisites must be ensured. Firstly, schools must have the necessary 

facilities in terms of digital equipment and software appropriate for educational use. Secondly, 

a high percentage of teachers must have received basic training in the use of new technologies, 

but must also be able to use them.  

As far as the data from Greece are concerned and according to the findings of the Pedagogical 

Institute (Gklavas et al., 2010), school facilities are considered adequate. What happens is that 

not all teachers are equally familiar with ICT, which leads to a lack of use of these facilities in the 

teaching process. 

However, according to Nikolaou and Barbarousis (2017), there are a set of limiting factors in the 

exploitation of digital games in a Greek classroom, such as: 

- the curriculum and the lack of support for teachers, 
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- the lack of time available to familiarise teachers with the educational digital game,  

- the search for the right educational game for a specific module of the compulsory school 

curriculum, 

- lack of experience in incorporating digital games into educational activities, 

- the necessary equipment 

- mentality of teachers 

- the willingness to accept a novelty. 

Therefore, we realise that, despite the efforts of the Ministry of Education to use digital games 

in Greek classrooms, there are many obstacles that have not yet been overcome.   

ǒ Game-based student competitions  

At this point, it should be mentioned that the Greek Ministry of Education and Religious Affairs, 

recognising that play is an integral part of the educational process and that its educational 

function is important, organises and promotes student competitions based on games, mainly 

digital creativity, in different subjects throughout the school year. However, participation is 

optional on the part of teachers and is carried out without disrupting the normal functioning of 

the school. Consequently, participation in these competitions is an extracurricular activity, 

outside school hours, which explains the low rate of interest and participation on the part of 

teachers. 

In addition, other major private and public organisations operating in Greece have undertaken 

important initiatives to create, mainly, digital educational applications, as well as game-based 

school competitions. These organisations are mostly museums such as the Acropolis Museum 

(https://www.theacropolismuseum.gr/en), the National Museum of History 

(http://www.nhmuseum.gr/), but also other organisations such as the Onassis Foundation 

(https://classroom.onassis.org/), etc. 

  

 

 

3. Best practices in each partner's country 

3.1 Spain 

CASE STUDY 1  

Name  Clan Class  

Description  The project is based on the integration of the subjects of natural 
sciences, social sciences, technology and plastic and visual 
education of 1st ESO under the same gamification: CLASS OF 
CLASSES.  

Within the symbolic and aesthetic framework of the online game 
clash of clans, pupils become Palaeolithic beings who have to 
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survive and advance as a civilisation through different epochs. To 
do so, they organise themselves into clans and have to overcome 
weekly tasks and events, many of which are based on the use of 
information and communication technologies (ICT).  

 Class of Clans has an online component (website) where 
the rules and regulations of the game are set out; and a physical 
component, a board in the classroom where students record their 
acquired skills in the form of badges and where they develop their 
strategies in order to save all the members of their Clan.  

The methodology used is based on the use of ICT, creative thinking, 
cooperative learning, neurodidactic learning, project-based 
learning, flipped classroom and learning by doing.  

Key 
Stakeholders/S
upplier  

I.E.S Antonio de Nebrija Mostoles - Madrid  

Level 
(organisational, 
regional, local, 
national)  

Organisation  

Type 
(Prevention, 
Intervention, 
Postvention)  

Intervention  

Impact  Our perception of the results produced in the students after the 
end of the project are as follows:  

Improved level of motivation: Pupils have been much more 
engaged and enthusiastic about their learning process.   

Particularly significant has been the impact it has had on the high 
school student segment.   

Improved attention to diversity: The more inquisitive pupils have 
been able to give free rein to their curiosity by contributing 
information relevant to the subject, seeing their work as an 
investigation and acquiring gems.  

Improve cooperative work and emotional intelligence: through 
group work, encouraged by the dynamics of the game, they have 
understood the importance of their companions in achieving a 
common final objective.  

Available 
statistics  
(if available)  

Quantitatively, we have compared the results obtained in the four 
subjects with the results obtained in the 2 classes (1A and 1B) in 
the previous terms. The table shows a marked improvement in 
pupils' performance in all subjects.  
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Tools/Resource
s/Services  

Computers: they have proved to be essential for many searches 
and information processing.   
Websites: The game has its own website   

(http://jespinosag.wix.com/classofclans), which students can 
access to view the rules, the league table, information about the 
different tasks and challenges, etc.  

Blogs: On the game website we have a blog where the Technology 
teacher has set challenges, tasks, etc... to the students.  

Kahoot and Flipquiz : allow the creation of online quizzes, to be 
solved in large groups in class. They have been used for 
assessments.  

Prezi, Padlet and Glogster: have been used for groups to create 
virtual murals and present the information to the class.  

Edmodo: educational social network, has been used for 
communication with the delivery of homework and assessment 
tests.  
WhatsApp: used as a form of communication with the teacher. 
Communication in real time, resolution of doubts, even handing in 
homework.  
ClassDojo: used to assign badges and attitude points.  

Google Drive: Google Drive applications have been a great help for 
shared editing of documents, both for teachers and students.  

Real-time whiteboard: this virtual whiteboard allows collaborative 
work and has served to coordinate the three teachers involved in 
the project.  
 Popplet: tool used to create concept maps.  

 Dipity: allows you to make timelines, which has been very useful 
in this game to place in time the different events of the game.  

 edPuzzle: It allows students to watch videos and answer questions 
previously prepared by the teacher. This tool has been used to flip 
the classroom (flipped classroom).  

Google Earth: programme used as a cartographic basis for 
explanations in the social sciences subject.  

Juegos-DŜƻƎǊłŦƛŎƻǎΥ online website full of interactive games about 
geographic location.   

Link/ Website  https://jespinosag.wixsite.com/classofclans 
Table 1 - Case study 1 - Spain 

https://jespinosag.wixsite.com/classofclans
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CASE STUDY 2  

Name  STAR WARS BATTLENET  

Description   

A few years ago, specifically during the 2013/2014 academic 
year, as part of the professional module on network operating 
systems of the Microcomputer Systems and Networks 
Intermediate Level Course, the first edition of this tournament 
was held. Initially it was a class activity to practice the contents 
taught in the professional module, in which pairs of students 
from the same group competed for a couple of days.  
 

After noting the good results obtained and the playful 
atmosphere in which the experience took place, the potential 
of this form of interaction with pupils was positively assessed. 
Thus, during the 2014/2015 and 2015/2016 academic years, 
two more editions have been developed, incorporating 
competitors from different groups and courses, as well as 
evolutions and improvements in each one of them.  
 

Several objectives were pursued: on the one hand, to put into 
practice the knowledge and skills acquired in the classroom 
and, on the other, to promote teamwork, cooperation and 
logical reasoning through a competitive game.  
 

Among other things, students had to experiment and master 
routing techniques, deploy basic network services (FTP, HTTP, 
Remote Access, ... etc.), design and program web pages, 
develop scripts for different operating systems, use encryption 
techniques, evaluate vulnerabilities in computer systems, etc.  

To this end, the principles and techniques of Gamification have 
been applied by creating different teams, using emblems, 
establishing phases and stages, drawing up game rules known 
by all, defining a training period, as well as a system of scores 
and prizes.  
Finally, special mention must be made of the setting of the 
whole experience. We chose to use the STAR WARS saga as a 
common thread, with which we were sure that we could 
connect with a large number of the students.  

Key 
Stakeholders/Suppl
ier  

I.E.S Oretania de Linares (Jaén)  
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Level 
(organisational, 
regional, local, 
national)  

Local  

Type (Prevention, 
Intervention, 
Postvention)  

Intervention  

Impact  In relation to the perception of the students, the impact has 
been evaluated through the study that the University of Jaén 
has elaborated (from the Department of Pedagogy - A.M. Ortiz 
Colón) in which, from the data of a questionnaire carried out 
to the participants, we can say that 90.7% of the students 
would ask for a next edition of the tournament. Ortiz Colón) in 
which, from the data of a questionnaire carried out to the 
participants, we can say that 90.7% of the students would 
request the edition of a next tournament, 98% indicate that the 
motivation achieved in learning is high, 86% indicate that 
working in a team and that they can apply all the skills acquired 
in their studies, after carrying out a good distribution of tasks, 
has allowed them to win the tournament or to acquire 
important scores in it.  
 

In terms of the impact on the teaching team, it is noted that 
the teachers perceive a greater connection between them and 
that the coordination, synchronisation and collaboration 
systems have been improved, leading to better results. There 
has been a positive reinforcement of relations between 
teachers-pupils, pupils and teachers-teachers.  The 
management team has favoured the carrying out of innovative 
activities in the centre proposed by the departments, 
producing an improvement in the overall image of the 
institution and positively increasing management-teacher 
relations.  
 

As has been pointed out, there are already 3 editions of this 
tournament and therefore the experience can be replicated on 
multiple occasions. Through the documentation provided on 
the website (jlgarcia48.wixsite.com/battlenet), any teacher or 
school with sufficient technical and human resources could 
carry out a similar action. This documentation has been 
published under a Creative Commons open licence. In fact, it 
was foreseen that 3 invited teams from other secondary 
schools with Computer Science Training Cycles would 
participate both in person and online.  
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Available statistics 
(if available)  

ǒ 90.7% of the students will apply for the next edition of 
the tournament, 

ǒ  98.2% indicate that the motivation achieved in learning 
is high. 

ǒ 86% indicated that working in a team and being able to 
apply all the skills acquired in their studies, after a good 
distribution of tasks, has allowed them to win the 
tournament or acquire important scores in the 
tournament. 

 

Tools/Resources/S
ervices  

Computers : they have proved to be essential for many 
searches and information processing.   

Websites: The game has its own website   

(https://jlgarcia48.wixsite.com/battlenet)  
Blogs: On the game website we have a blog where the 
Technology teacher has set challenges, tasks, etc. for the 
students.  
Kahoot and Flipquiz: allow the creation of online quizzes, to be 
solved as a group in class. They have been used for evaluations.  

Edmodo: educational social network, has been used for 
communication with homework submission and assessment 
tests.  
WhatsApp: used as a form of communication with the teacher. 
Communication in real time, resolution of doubts, even 
handing in homework.  

Google Drive: Google Drive applications have been a great help 
for shared editing of documents, both for teachers and 
students.  
Real-time whiteboard: this virtual whiteboard allows 
collaborative work and has served to coordinate the three 
teachers involved in the project.  

 Popplet: tool used to create concept maps.  

Link/ Website   
Table 2 - Case study 2 - Spain 

CASE STUDY 3  

Name  SAVING THE WORLD  

Description   

Save The World was created as an interdisciplinary 
Gamification PBL for 4th ESO students at Temple College in 
World War II.  
Experience of gamification in the Second World War where 
interdisciplinary work is carried out (Social, FiQ, Biology, 
Spanish Language, English and Mathematics).  

This is a project that not only aims to learn about the events 
that took place during the Second World War, but also to 
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experience them first-hand in order to raise awareness among 
students so that they do not happen again.  

Save The World is an experience of Gamification of the Second 
World War that aims to involve students, working on creativity, 
self-learning, critical spirit and seeing and feeling in first person 
the political, military and social situation of that time, not only 
academically but also emotionally.  

The scenario of the game is as follows:  

Life on Earth has come to an end. It is 2048 and after the 
launching of nuclear bombs by the great world powers there is 
no possibility of survival on a planet totally depleted of natural 
resources, with highly polluted and unbreathable air.  

There is no hope for the few survivors left on the planet. The 
powerful and millionaires migrated to Planet Kepler 22b after 
the outbreak of World War III, the human race is not extinct, 
but it no longer inhabits the Solar System. That was the big 
reason why the Jihadist Empire decided to drop the nuclear 
bombs and wipe out the planet Earth kingdom of the impure.  
 

Key 
Stakeholders/Supp
lier  

Col-legi El Temple (Palma de Mallorca)  

Level 
(organisational, 
regional, local, 
national)  

Organisation  

Type (Prevention, 
Intervention, 
Postvention)  

Intervention  

Impact  Both students and teachers stated that it was a great 
experience, especially because of what the students 
experienced and the fruit of the hard work they did. They felt 
more motivated to learn in all disciplines, and improved not 
only knowledge but also skills such as teamwork, problem-
solving, time management, etc.  

Available statistics 
(if available)  

No statistics available  

Tools/Resources/S
ervices  

Computers : they have proved to be essential for many 
searches and information processing.   

Websites: The game has its own website   

(https://mflexas.wixsite.com/savetheworld), which students 
can access to view the rules, the league table, information 
about the different tasks and challenges, etc.  

Blogs: On the game's website, the blog of the project manager 
and school trainer is attached.  
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Kahoot and Flipquiz: allow the creation of online quizzes, to be 
solved in large groups in class. They have been used for 
assessments.  

Prezi, Padlet and Glogster: have been used for groups to create 
virtual murals and present the information to the class.  

Edmodo: educational social network, has been used for 
communication with the delivery of homework and assessment 
tests.  
WhatsApp: used as a form of communication with the teacher. 
Communication in real time, resolution of doubts, even 
handing in homework.  

ClassDojo: used to assign badges and attitude points.  

Google Drive: Google Drive applications have been a great help 
for shared editing of documents, both for teachers and 
students.  
Real-time whiteboard: this virtual whiteboard allows 
collaborative work and has served to coordinate the three 
teachers involved in the project.  

 Popplet: tool used to create concept maps.  

 Dipity: allows you to make timelines, which has been very 
useful in this game to place in time the different events of the 
game.  
 edPuzzle: It allows students to watch videos and answer 
questions previously prepared by the teacher. This tool has 
been used to flip the classroom (flipped classroom).  

Google Earth: programme used as a cartographic basis for 
explanations in the social sciences subject.  

Juegos-DŜƻƎǊłŦƛŎƻǎΥ online website full of interactive games 
about geographic location.   

Link/ Website  https://mflexas.wixsite.com/savetheworld 
Table 3 - Case Study 3 - Spain 

 

CASE STUDY 4  

Name   OPERATION BEIJERINK  

Description  Operation Beijerinck is a Gamification and Project Based 
Learning project that links the subjects of language, 
mathematics, art, alternative, natural sciences and social 
sciences in 6th grade of primary school. It has been created and 
designed for the students of this year at Colegio Valle del Miro 
in Valdemoro and implemented in the 2017/2018 academic 
year.  
This experience comes after the success of the gamification and 
PBL projects carried out in the 2016/2017 academic year in this 
school with the same students: Armageddon and Hogwarts.  

https://mflexas.wixsite.com/savetheworld
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The project is the brainchild of Carolina Álvarez and Beatriz 
Cánovas, two teachers who are looking for the ideal teaching-
learning formula, one that motivates students, allows them to 
create, feeds their curiosity and in which they are the true and 
only protagonists.  
It is a Creative Commons project, so if you like it, and you think 
you can take it to your classroom, you can use all the materials 
created.  
 

The scenario of the game is as follows:  

A secret society contacted the students, telling them that they 
had been selected to join it and help them solve a mysterious 
case: the body of a scientist was found in the school's 
laboratory.  
Everything seemed to indicate that the scientist had spent 
months developing a "virus" to wipe out a large percentage of 
the planet's human population. Some mistake at the end of his 
process caused him to dispose of the "virus" and he died. The 
society had suspicions that before he died, the stranger had 
placed the virus in a capsule, hiding in an unknown location 
where it could be released at any time. The students' mission 
was to study the crime scene and solve the mysteries in order 
to find the capsule and deactivate it before a global catastrophe 
occurred. They were also to analyse how this strange 
compound affected the virus in order to develop a possible 
antidote.  
Throughout the course, in the different subjects, they have 
been solving the challenges set for them and maintaining 
contact with the secret society in order to advance in the 
adventure.  
In addition, there were special missions in which the reserve 
agents, the students' families, had to participate and assist the 
secret agents in the search for the capsule and the antidote 
ingredients outside the school.  
 

Key 
Stakeholders/Supp
lier  

Valle del Miro School, Valdemoro, Madrid  

Level 
(organisational, 
regional, local, 
national)  

Organisation  

Type (Prevention, 
Intervention, 
Postvention)  

Intervention  
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Impact  The project has been a success, as the results obtained have 
been very satisfactory: all the pupils have improved their 
performance in class and their results in the different subjects, 
especially those with special educational needs. In addition, 
their motivation and desire to come to school has increased 
and a perfect learning environment has been fostered. Finally, 
we think it is an enriching experience and we recommend it to 
all teachers.  
In addition, the game's missions have fostered the family-
school relationship, offering families activities that they might 
not have undertaken if it were not for Operation Beijerinck.  

The results obtained have been very positive: 
https://youtu.be/QkJ4DKCTptY  
 

Available statistics 
(if available)  

No statistics available  

Tools/Resources/S
ervices  

Computers : they have proved essential for many searches 
and information processing.   
Websites: The game has its own website   

(https://beacanovas.wixsite.com/operacion), which students 
can access to view the rules, the league table, information 
about the different tasks and challenges, etc.  

Kahoot and Flipquiz: allow the creation of online quizzes, to be 
solved in large groups in class. They have been used for 
assessments.  

Prezi, Padlet and Glogster: have been used for groups to create 
virtual murals and present the information to the class.  

Edmodo: educational social network, has been used for 
communication with homework submission and assessment 
tests.  
WhatsApp: used as a form of communication with the teacher. 
Communication in real time, resolution of doubts, even 
handing in homework.  

ClassDojo: used to assign badges and attitude points.  

Google Drive: Google Drive applications have been a great help 
for shared editing of documents, both for teachers and 
students.  
Real-time whiteboard: this virtual whiteboard allows 
collaborative work and has served to coordinate the three 
teachers involved in the project.  
 Popplet: tool used to create concept maps.  

 Dipity: allows you to make timelines, which has been very 
useful in this game to place in time the different events of the 
game.  

https://youtu.be/QkJ4DKCTptY
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 edPuzzle: Allows students to watch videos and answer 
questions previously prepared by the teacher. This tool has 
been used to flip the classroom (flipped classroom).  

Google Earth: programme used as a cartographic basis for 
explanations in the social sciences subject.  

Juegos-DŜƻƎǊłŦƛŎƻǎΥ online website full of interactive games 
about geographic location.   

Link/ Website   
Table 4 - Case study 4 - Spain 

 

 

CASE STUDY 5  

Name  FORTNITE  

Description  Fortnite EF is a new sports game for the PE classroom.   

Proposal for innovation and gamification based on the Fortnite video 
game.  
The Physical Education classroom becomes an optimal setting for 
working on multiple contents that have a positive impact on the social, 
affective, emotional, psychological and physical development of 
pupils. Gamification, video games and innovation can be a good way 
to improve students' learning of curricular content.  Through this 
innovative and gamification proposal, Physical Education teachers are 
offered a didactic adaptation of the successful and famous video game 
Fornite, a video game that has attracted the attention of millions of 
players around the world, especially children and teenagers. For this 
purpose, a new sports game called Fornite EF has been created. Its 
objective is to work on different contents of the primary and 
secondary education curriculum, promoting motivation and 
enjoyment in sports practice, preventing violent behaviour and 
working on different values. The complete development of the 
didactic proposal is presented and a methodological approach to the 
research is developed based on the collection of data through 
questionnaires given to future university teachers.  

Taking advantage of the media boom of the famous video game 
Fornite created by Epic Games and knowing that a large part of the 
students play this video game in their free and leisure time, it has been 
decided to incorporate a didactic adaptation of it in the physical 
education classroom, focusing on three main aspects: adherence and 
motivation to practice sports, education in values and prevention of 
violent behaviour.    Fortnite is an online video game that presents 
several game modes, one of them is Battle Royale, this free game 
mode involves 100 online players who must fight for survival on a 
magical island, where there are materials that can be broken and used 
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to build shelters or large fortresses. Players can and must also collect 
weapons hidden in houses and buildings, as well as across the field.  

Battle. All players have a map to see their position at all times, and in 
team mode it also allows them to see the position of their teammates. 
Occasionally, the playing space is reduced due to a storm that invades 
part of the map and forces players to gather in a micro-space to 
increase the intensity of the game (Epic Games, 2017).  The main goal 
is to get good weapons, building materials and protective shields and 
other items that make the player stronger and thus fight for the last 
survivor. The game has a total of 100 level passes, which as the player 
plays and earns points for challenges and other concepts unlock 
different gifts or prizes for leveling up. Perhaps it is this aspect and the 
permissiveness of movement that each player has that invites you to 
play both games, given the absence of stereotypical movements or a 
fixed chain of sequences. Each game is different, which gives players 
the possibility to use their creativity, ingenuity and tactical and 
strategic thinking to produce different moves. There are several ways 
to play the game, including solo mode, pair mode and four-player 
squads.  These three modes are the ones that have been used for the 
didactic adaptation proposed to take them to the physical education 
classroom, it is important to know them because through them we can 
work on some or other values in the pupils.  

This proposal for innovation in the Physical Education classroom 
through the adaptation of the famous video game Fornite has three 
main objectives:  
-to improve and enhance pupils' adherence to sport by making them 
see that physical exercise can be fun at the same time  

-improving their motivation and self-esteem, promoting education in 
values  
-Promote the prevention of violent behaviour.       
 
 

Key 
Stakeholder
s/Supplier  

School Sport, Physical Education and Psychomotricity Research Unit. 
UNIDEF Faculty of Education. University of A Coruña.  

 

Level 
(organisatio
nal, regional, 
local, 
national)  

Local  

Type 
(Prevention, 
Intervention

Intervention  
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, 
Postvention)  

Impact  The results confirm a greater motivation towards sports practice, a 
better work on values and prevention of violent behaviour during the 
game as well as an innovative way of working on different contents of 
the curriculum through a new sports game, being defined by the 
participants in the study as very intense, dynamic, fun and stimulating.  

It is concluded that the participants of this innovative gamification 
experience based on the didactic adaptation of the video game 
Fornite by Epic Games for the Physical Education classroom claim to 
increase their enjoyment and motivation towards sports practice.  
Secondly, it was found that the use of a socially labelled violent 
adaptation of a video game can be used for educational purposes to 
prevent violent behaviour and educate students in values.  The 
proposal turned out to be very well received by all future Physical 
Education university students. Fortnite EF can prevent the appearance 
of violent behaviour in children and adolescents, educating them in 
values and especially affecting the social, affective-emotional and 
psychological components.  
 

Available 
statistics (if 
available)  

95% of respondents say it is a fast-paced game, full of stimuli and with 
a high level of motor engagement.  

40% of the students interviewed defined the game as motivating.  

33% of the students interviewed defined the game as dynamic.  

65% of the students interviewed define the game as fun.  
 

Tools/Resou
rces/Service
s  

In relation to the physical education material used, it is classified into 
two groups: material that inflicts harm and protective material. It 
should be noted that it is capable of being adapted to the material 
resources available to each school.  For the adaptation reflected here, 
we have opted for the use of foam balls, not plastic or rubber balls, to 
avoid real damage to the players, foam javelins and Indians, all of 
them materials that simulate bullets, missiles or rockets as in the video 
game, and that cause the same damage if they hit the player's body.     
As for the protection materials, we have incorporated blue waistcoats 
that serve as a shield, the player who gets one will have an extra life, 
at the moment a bullet hits the player must take it off and throw it to 
the ground so that another player can make use of it.  Finally, we 
incorporate several cones to the adaptation, the cones will serve as 
protection material, the team or player who gets 4 can establish a hut 
created by four cones forming a square, this hut will be a shelter for 
one minute for the team that has created it, and they can rest in it and 
even throw bullets from there without being able to be touched.   
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Link/ 
Website  

 

 

Table 5 - Case study 5 - Spain 

 

 

3.2 Romania 

 

                                             CASE STUDY 1  

Name   

Description  

A technology and game-based system has been used in the 
Preparatory Grade (6-7 years old) during Romanian and 
Mathematics lessons. Online platforms such as: Plickers, 
AnswerGarden, Socrative, Classcraft were used. Pupils saw 
the learning process as an adventure, they had different roles 
and powers that they received from one level to another 
according to their scores. 

Key 
Stakeholders/Supplie
r  

 Adriana Șurcă,primary school teacher at the Școala 
Gimnazială "Sfântul Nicolae", Târgu Jiu, România 

Level (organisational, 
regional, local, 
national)  

Organisation  

Type (Prevention, 
Intervention, 
Postvention)  

Intervention: overcoming obstacles in the 
learning process through the use of digital tools in order to 
improve the academic level of the students.  

Impact  
The impact was very positive: pupils learned because they 
had fun, their academic level improved and their motivation 
and activity during lessons increased. 

Available statistics (if 
available)  

 

Tools/Resources/Ser
vices  

 Computers, online platforms: Plickers, 
AnswerGarden, Socrative, Classcraft, Write.Fold.Pass 

Link/ Website  http://www.scoalasfnicolae.ro/-urc-- adriana.html 
Table 6 - Case study 6 - Romania 

 

 

CASE STUDY 2  
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Name   

Description  The idea of gamification in Romanian language and literature 
teaching was born out of a shortcoming: lower secondary 
school students did not like reading. The teacher realised that 
they preferred computer games, especially Minecraft, and 
decided to use this opportunity to enhance the learning 
experience by integrating the game into the classroom. She 
created authentic game-based situations, with levels, quests, 
trophies and prizes, in the hope of increasing the students' 
level of engagement and motivation to learn. He tried to 
reduce the effort of transmitting knowledge and behaviours, 
and to determine that students would develop their own 
learning strategy. 
to acquire them.  

Key 
Stakeholders/Suppli
er  

 MirelaTanc, teacher of Romanian language and 
literature at Școala Gimnazială "Oltea Doamna", Oradea, 
Romania 

Level 
(organisational, 
regional, local, 
national)  

Organisation  

Type (Prevention, 
Intervention, 
Postvention)  

Intervention  

Impact  It had a great impact: it improved the learning process, 
making it more interactive and fun, and the students' ability 
to acquire knowledge. 
and remember it.  

Available statistics (if 
available)  

 

Tools/Resources/Ser
vices  

No tools/resources are mentioned.  

Link/ Website  https://www.logiscool.com/ro/blog/2020-09/oportunitati-si 
provocari-in-educatie 

Table  - Case study 2 - Romania 

  



    

32 
 

 

3.3 Greece 

 

                                             CASE STUDY 1  

Name  Educational software for primary and secondary schools  

Description  

Certified educational software for primary and secondary 
schools that helps pupils to learn through a series of activities 
created in the form of animation and supported by 
interaction.  

Key 
Stakeholders/Supplie
r  

PI Pedagogical Institute - Greek Ministry of Education (GR)  

Level (organisational, 
regional, local, 
national)  

National  

Type (Prevention, 
Intervention, 
Postvention)  

Intervention  

Impact  

This material is a useful tool for teachers and parents. It helps 
teachers to improve the learning process and to make it 
more interesting and fun. Thus, pupils are led to a fuller 
understanding of the concepts, while being able to follow 
their own learning path.  

Available statistics (if 
available)  

 

Tools/Resources/Ser
vices  

Software  

Link/ Website  https://ts.sch.gr/software 
Table 8 - Case study 1 - Greece 

 

 

CASE STUDY 2  

Name  Playing with the tangram puzzle  

Description  Educational game based on the idea of the Chinese tangram 
puzzle.  The learning objectives are to familiarise students 

https://ts.sch.gr/software
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with geometric shapes as well as to cultivate the perception 
of rhythm.  
The game consists of 18 patterns of graded difficulty. 
Students have the opportunity to create these patterns, using 
basic geometric shapes.  

Key 
Stakeholders/Suppli
er  

The Ministry of Education and Religious Affairs of Greece  

Level 
(organisational, 
regional, local, 
national)  

National  

Type (Prevention, 
Intervention, 
Postvention)  

Intervention  

Impact  It is aimed primarily at pupils aged 4 to 9, teachers, but also 
the general public.  

Available statistics (if 
available)  

 

Tools/Resources/Ser
vices  

Software  

Link/ Website   
Table 9 - Case study 2 - Greece 

 

 

 

CASE STUDY 3  

Name  An ancient temple  

Description  An educational online game about the architecture of ancient 
Greek temples. It aims to familiarise users with the function of 
ancient temples, their design, morphology, type, construction 
and decorative sculptures. Six characters, each with their own 
function related to the ancient Greek temple, introduce the 
game modules. A special application entitled "Learn more" 
completes the game and enriches its content with more 
specialised knowledge on the subject.  

Key 
Stakeholders/Sup
plier  

The Acropolis Museum  

Level 
(organisational, 
regional, local, 
national)  

National  
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Type (Prevention, 
Intervention, 
Postvention)  

Intervention  

Impact  It is aimed primarily at pupils aged 9 and over, teachers, but also 
the general public.  

Available statistics 
(if available)  

 

Tools/Resources/
Services  

Online educational game  

Link/ Website   
Table 10 - Case study 3 - Greece 

 

 

 

CASE STUDY 4  

Name  Assembly of the Parthenon sculptures  

Description  The Acropolis Museum has created a new website with 
educational games, interesting videos, etc. for children. Among 
this material is the game "Assembling the Parthenon Sculptures", 
which aims to familiarise children with the temple of the 
Parthenon.  

Key 
Stakeholders/Sup
plier  

The Acropolis Museum  

Level 
(organisational, 
regional, local, 
national)  

National  

Type (Prevention, 
Intervention, 
Postvention)  

Intervention  

Impact  It is aimed primarily at pupils aged 9 and over, teachers, but also 
the general public.  

Available 
statistics (if 
available)  

 

Tools/Resources/
Services  

Online educational game  

Link/ Website   
Table 11 - Case study 4 - Greece 
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CASE STUDY 5  

Name  Traditional Greek costumes  

Description  This is a digital game that familiarises pupils with traditional 
Greek costumes.  

Key 
Stakeholders/Suppl
ier  

National Museum of History  

Level 
(organisational, 
regional, local, 
national)  

National  

Type (Prevention, 
Intervention, 
Postvention)  

Intervention  

Impact  It is aimed primarily at pupils aged 9 and over, teachers, but 
also the general public.  

Available statistics 
(if available)  

 

Tools/Resources/Se
rvices  

Online educational game  

Link/ Website   
Table 12 - Case study 5 - Greece 
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III. THE DESIGN OF THE METHODOLOGICAL PLAN  

1. Introduction 

1.1. What is gamification? 

Gamification is a technique that inserts game elements into non-game environments to increase 

user engagement. By incorporating appropriate fun elements, such as leaderboards and badges, 

into an existing system, users' intrinsic motivations increase, and so do the results.  

Gamification is the application of game design elements and game principles in non-game 

contexts. It can also be defined as a set of activities and processes to solve problems using or 

applying the characteristics of game elements. Gamification is also a methodology to inspire and 

drive users to action by setting measurable goals and rewards for users. 

Games and game-like elements have been used to educate, entertain and engage for thousands 

of years. Some classic elements of games are: points, badges and leaderboards. 

Gamification in the classroom can include any or all of the following elements: 

ǒ Adding rewards (such as badges) for completing certain tasks  

ǒ Follow-up of the points  

ǒ Enable students to create a character or avatar.  

ǒ Integrating competency-based learning through "levels" or "platforms  

ǒ Give students the opportunity to "modify" tasks and projects (make small changes that 

still fit the theme, while allowing for individualisation).  

ǒ Give students an end goal and allow them to choose how to get there.  

ǒ Have an economy/money system in the classroom  

 

1.2 What is gamification NOT? 

What "gamification" means and what it does not mean has been addressed and described by 

many researchers from a variety of different perspectives in the past. The similarities and 

differences in methods between "gamification" and "games" (as well as "gamification" and 

"game-based learning") have also been analysed so far. However, the terms "gamification" and 

"game" are still mentioned as substitutes for each other sometimes in many research articles. 

Although nowadays a mix of methods is used in the whole learning process (e.g. flipped learning 

together with gamification, mobile learning and infographics, etc.), naming the "whole" learning 

methodology used in an educational/research project only as "gamification" (or only as 

game/GBL) is another common issue that can lead us to misunderstand the concept of 

gamification. (Çeker, Eser; Özdaml, Fezile, 2017). 

Gamification is NOT: 

ǒ playing a game in class  

ǒ using a simulation to teach a lesson  

ǒ only by integrating technology  
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ǒ just for fun, it is a user engagement tool.  

ǒ only a simulation, but the use of game elements in different contexts.  

ǒ restricted to a specific field  

ǒ only competition between users  

ǒ only points and league tables, they are motivational tools.  

ǒ on the need for heavy graphics to engage users  

ǒ to require a lot of resources, but a lot of creativity and ideas.  

 

1.3. Categories and types of gamification  

STRUCTURAL GAMIFICATION 

Structural gamification involves applying game elements to move the learner through the 

content without modifying or altering the content itself. The aim of this type of gamification is 

to get the learner motivated to work with the content, keeping them engaged through rewards. 

An example of this type of gamification in E-learning is allowing learners to earn points for 

completing a task where the task had no gamification elements other than the offer of points. 

There are some common components to this type of gamification: 

Points. Students earn points for performing specific tasks, such as watching a video or 

completing a task. 

Badges. These will be awarded to players when they achieve certain objectives. 

Achievements. Like badges, achievements are earned as students complete the various tasks 

and objectives assigned to them. 

Levels. As players progress through the content, it continues to build on the above concepts. 

League tables. The "ranking" of pupils and their achievements is shown in a league table. 

Social element. When students see what their peers are achieving or struggling with, they are 

encouraged to help each other. Social learning is a key factor for success and can be reinforced 

through educational programmes. 

It is important to remember that the use of structural gamification adds external factors to turn 

an activity into a game, but does not change the content. Even if story elements, such as 

characters, are part of the gamification, the content remains the same. 

 

 

CONTENT GAMIFICATION 

In the case of content gamification, the content itself is modified to make it more game-like. It 

does not yet turn the content into a game, but adds elements or activities to the content. The 

aim is to increase user participation by adding interactive elements. 
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One example of content gamification is to start a course with a fun challenge to engage learners, 

rather than starting directly with a list of learning objectives. Another example is to add narrative 

elements as part of the content. 

 

2. Why use gamification in education? 

The theory of gamification in education is that students learn better when they are also having 

fun. And not only that: they also learn better when they have objectives, goals and achievements 

to reach, of course in a way that the learner still perceives as fun. 

Because of the addictive characteristics of video games that intrigue children (and adults) and 

get them hooked, it is natural that we see similar engagement outcomes when these game-

based elements are applied to learning materials. 

Gamification in learning involves the use of game-based elements, such as scoring, peer 

competition, teamwork or leaderboards, to drive engagement, help learners assimilate new 

information and test their knowledge. It can be applied to school subjects, but is also widely 

used in apps and self-study courses, proving that the effects of gamification do not end when 

we are adults. 

Gamification has proven to be tremendously effective, both in educational environments, e-

learning environments and even in corporate companies that use it to train their employees. 

Gamification works for the following reasons: 

ǒ Games respond to basic needs (autonomy, courage, competence, etc.).  

ǒ Games can be social (games can have leaderboards, for example, or places where high 

scores are displayed so that players feel validated when they do well. Players can 

challenge their friends or invite others to play).  

ǒ Games encourage continuous engagement (gamification helps to retain users by 

encouraging them to keep playing and earn more points, rewards or simply discover 

more information).  

ǒ It gives the players (learners) control (they feel they are in charge of their own learning 

journey, going from point A to point B).  

ǒ Gamification works because it triggers real and powerful human emotions, such as 

happiness, intrigue, excitement and achievement. All over the world, companies, 

institutions and household brands are using gamification, with wonderful results.  

There are many proven benefits to using gamification in the classroom, such as: 

ǒ Students feel ownership of their learning  

ǒ A more relaxed atmosphere regarding failure, as students can simply try again.  

ǒ More fun in the classroom  

ǒ Learning is made visible through the indicators of progress  

ǒ Students can discover intrinsic motivation for learning.  

ǒ Students can explore different identities through different avatars or characters.  

ǒ Students tend to feel more comfortable in gaming environments, so they are more 

proactive and open to making mistakes.  
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ǒ Higher levels of engagement and concentration among students.  

ǒ The opportunity to think outside the box. Tasks are no longer just about filling in a 

worksheet: what are the wider, "gamified" consequences?  

 

3. Educational impact  

Gamification in education can improve motivation and engagement. Game elements, such as 

immediate feedback and learning badges for successful completion of challenges, are highly 

influential in increasing students' motivation to actively participate in gamified lessons. 

 

3.1. In the short term  

Gamification improves extrinsic motivation - the type of motivation driven by external rewards 

- but has been shown to have no effect on intrinsic motivation. This is an important distinction 

because studies have shown that extrinsic motivation only produces short-term effects at best. 

Once students earn the badge or complete the challenge, their motivation to continue 

decreases. 

The most convincing evidence of the effectiveness of gamification, in terms of positive impact 

on engagement factors, is as follows: 

- Learning time 

- Volume of contributions 

- Use of the e-learning platform 

- Performance 

- Other healthy behaviours. 

 

In order to achieve short-term motivation it is necessary to reach the so-called "Flow" state (also 

known as flow or the zone discussed in 4.5).  

 

3.2. Long-term  

As for the long-term impact, although there is not much research and studies on this topic, some 

long-term effects have been found. 

The social component of gamified learning, whereby students play in groups, brings a host of 

benefits to brain function. Social and intellectual engagement activates neurotransmission in 

the brain, brain plasticity and reconnection, and mitigates brain inflammation and the harmful 

effects of oxidative stress on the brain. The beneficial effects of social interactions have been 

interestingly highlighted in delaying dementia in the elderly population. 
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Gamification modifies the brain's reward and pleasure centre and enhances learning. It has been 

shown that games, in which a person wins or receives positive feedback, can activate the brain's 

pleasure circuits by inducing the release of the neurotransmitter dopamine. It is suggested that 

educational games have the same influence given their elements of winning challenges or 

successfully achieving a goal. This pleasure during gamified education therefore translates into 

a lasting affinity for the academic subject or for solving otherwise complex problems. 

In addition, the influence of games on the pleasure centre has important effects on learning 

itself. Indeed, reward-related signals have been reported to promote the storage of new 

information in long-term memory through dopaminergic modulation of the midbrain, which 

activates the hippocampus, a structure primarily involved in learning and memory. Dopamine is 

also involved in the control of neuronal plasticity within the hippocampus, which is an important 

brain phenomenon underlying the acquisition of new information and skills. In addition, 

hippocampal memory has been reported to improve after playing video games in adults due to 

stimulation of brain circuits. 

 

Gamification and game-based learning 

4.1. What is play-based learning? 

Game-based learning (GBL) involves integrating the characteristics and principles of games into 

learning activities. In GBL, learning activities promote student engagement and motivation to 

learn. Components of game-based learning include point systems, badges, leaderboards, 

discussion boards, quizzes and classroom feedback systems. Points can be accompanied by 

academic rewards, such as having an extra week to turn in an assignment once a certain point 

threshold is reached. Badges can be awarded if students reach a certain level of success, while 

classroom response systems, such as Kahoot or Top Hat, encourage participation through points. 

Game-based learning is also an active learning technique in which games are used to enhance 

students' learning. The learning comes from play and encourages critical thinking and problem 

solving skills. Game-based learning can be carried out with digital or non-digital games and can 

include simulations that allow students to experience learning first-hand. 

 

4.2. The elements of the games 

There are a large number of tools related to the game components, as this is where there is most 

similarity between them. 

On the one hand, there are platforms that offer us a complete space to create our classroom 

with its avatars and skills, to set challenges, to award badges. 

ǒ Chorewars (Davis, 2006), for example, consists of gamifying tasks. To do this, it uses a 

series of avatars with different skills. Students must improve through the activities 

performed. The tasks can be created by oneself, award the experience points (XP) that 

one considers appropriate, improve the skills that one considers appropriate according 

to the task to be carried out and the possibilities of finding collectibles along the way. 
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In addition, you can obtain objects, defeat the final monsters to get treasures, etc. It is 

a very complete tool. The problem is that it is in English, which can be an obstacle for 

both the teacher and the students. http://www.chorewars.com/  

ǒ Edmodo (Edmodo, Inc., 2013) is a similar example, the difference being a more formal, 

non-narrative environment, but they are making great strides in terms of gamification. 

You can create a classroom, plan activities, upload content and award badges. It is quite 

complete.  

ǒ Toovary (Advance Educational Entertainment S.L., 2011), is a very interesting game, 

specifically designed for gamification. Create a character, improve it by acquiring points, 

create challenges, etc.  

 

4.3. Types of games 

4.3.1. Video games 

4.3.1.1 Video games for learning: serious games 

In the field of game-based learning, there are educational video games known as serious games. 

This specific learning segment seeks to teach students specific subjects such as languages, or to 

train professionals such as police officers, pilots, firefighters or health personnel, among others. 

Educational video games are a booming market and are expected to be worth $17 billion in 

2023, 485% more than in 2018, according to forecasts published by the Statista portal. Let's take 

a look at some of these products: 

Dragon Box is an introduction to geometry for young children. 

Extreme Event prepares students to cope with natural disasters and encourages teamwork. 

Pacific provides training in leadership and team management. 

Spore is useful for teaching biology, specifically the evolution of living things. 

Duolingo helps you learn languages such as English, French and German. 

Blood Typing, developed by the Swedish Academy, teaches about blood types and transfusions. 

 

4.3.1.2 The benefits of video games 

The impact of video games on society has been the subject of numerous studies. For example, 

in 2014, Andrew Przybylski, a psychologist at Oxford University's Internet Institute, published a 

study in the journal Paediatrics in which he established how much time children should spend 

playing video games. He concluded that those who played for less than an hour were more 

emotionally stable, while those who played for around three hours a day developed social 

problems. So, when it comes to video games, moderation is the key, because in addition to 

improving learning ability, there are other benefits. Let's look at some of them: 

Accelerate response times 
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Researchers at the University of Rochester have found that they improve problem-solving skills 

by posing problems that must be solved in a set amount of time. 

Encourage teamwork 

According to the California-based Institute for the Future (IFTF), multiplayer games enhance 

teamwork in problem solving. 

Stimulates creativity, concentration and visual memory 

The University of California has found that they stimulate these aspects by setting goals that 

require concentration, imagination and remembering details to achieve. 

Improve strategy and leadership 

Video games put players in control, honing their skills in resolving disputes, interacting with 

other players and making decisions, according to the University of Pittsburgh. 

They teach languages 

The University of Helsinki found that they are useful for learning other languages through on-

screen instructions, chats to communicate with other players or the storytelling itself. 

Critical thinking 

The Monterrey Institute of Technology published an article highlighting the ethical, philosophical 

and social basis of these games, and their ability to make players reflect and improve their critical 

thinking. 

 

4.3.2. PPPs 

Educational apps make it easier for children to understand. Books are often tiring and boring for 

children, while replacing them with colourful pages and moving animations can make learning 

fun to the core. 

 

 

4.3.2. Benefits of the use of mobile applications in education 

 

Improved interaction 

Experts say apps in education can make children more interactive and trigger better engagement 

between parents and children. The most effective way is to engage with children while using 

apps. The tendency for children to interact is reinforced by mobile apps. 

 

New learning techniques 
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Thoughts of traditional learning methods accompany a generic sense of boredom. They are not 

conducive to moving away from the monotonous learning patterns of restricted, top-down 

books, thus dissipating the engagement factor. 

Technology, in the form of apps, is helping those who are looking for something new in the 

learning universe. In addition to the sense of novelty, apps add an element of fun and 

engagement to the learning process. Through games, puzzles or other challenging tasks, app-

based learning stimulates brain cells to actively metabolise information and give rise to a new 

perspective. 

 

Communication between parents and teachers 

The ideal concept of frequent interactions between parents and teachers has a place in articles 

and books on performance improvement, but not in reality. Due to the busy schedules of both 

parties, it is not possible to maintain the relationship through physical interactions. But now, we 

have apps. Teachers can address parents' queries anytime, anywhere through an ominous 

device called a phone. This fosters transparency about the child's growth in school. 

 

Online resources 

The power of the digital world lies in the enormous amount of resources that fill its nooks and 

crannies. The richness of this platform implies its popularity among knowledge seekers. The 

reach of this platform makes it a favourite for people who cannot afford full-time courses at 

schools or universities. Mobile apps help them access a compendium of ebooks and pdfs and 

other online materials and the freedom to access them across the boundaries of time and space. 

 

 

 

Entertainment 

According to various studies, mobile apps promote entertainment. Learning is no longer a 

passive activity, but an active one with apps. Transforming lessons into games can change the 

face of education. Children will enable a kind of interest in learning.  Level-based apps instil a 

determination to pass each level. Undoubtedly, apps improve education. No more boring 

homework and hard lessons. 

 

24/7 availability 

Unlike at school, mobile apps are available 24 hours a day. No need to worry about timetables. 

Anywhere can be a classroom and at any time of the day or night. The knowledge gained through 

apps is not time-limited learning, it is relaxed learning. 
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Most apps promote child-friendly control. Children only have to pick up the device when they 

feel like learning. In itself, the mere fact of being in a digital medium is already more interesting 

and appealing to them, considering that they are all born in a technological era in which mobiles, 

computers and/or tablets with internet access are in most homes. Moreover, it should be noted 

that even the youngest children can handle it without much effort due to the exposure to which 

they are normally subjected to these devices. 

 

Use of leisure time 

No responsible parent wants their children to become addicted to the "idiot box" or the "small 

screen". Using the Internet too much and using the mobile phone, tablet or computer for hours 

on end are not good options for killing time. This is where mobile apps prove their value. 

Learning with mobile apps is one of the wisest options for active use of free time. 

If a child has a lot of free time, he or she can use it to learn something new with the help of a 

learning app. Guaranteed entertainment without wasting time. It is important that the adult 

supervises the time and places of entertainment to ensure that children use it in a reasoned way 

(parental control, use of devices in the same location where the parents are, having the patterns 

or passwords of the devices, checking historical records, etc.). Children need to know that the 

use of these devices is not free and is conditional on parental supervision. By making this clear 

from the start, they will not feel that their privacy is being taken away from them, but rather, 

they will feel protected and tutored about possible problems with social networks or the 

inappropriate use of certain websites. 

 

 

 

Routine tasks 

It is a relief to be able to perform all mundane tasks with a couple of taps. Whether it's tasks like 

paying fees, other transactions that require us to queue for hours or the laborious job of marking 

attendance that drives teachers crazy with the amount of paperwork that smiles at them every 

day. All this drudgery has simply ended with the existence of apps. The life of every person 

associated with the ecosystem has become simpler and more efficient. 

 

Filling in the gaps 

The wheel of time has driven progress to the world we live in today. The progress that schools 

have undergone has eliminated many of the deficiencies that existed in the education system. 

One of the main ones is the lack of interaction between teachers and students. Apps and 

websites have been created to help bridge the gap not only between students and educators, 

but also between parents and teachers. Students and parents can be aware of every event, 

timetable change or announcement. 
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Better Earth 

While millions of trees are cut down to make paper for the traditional method of learning, 

mobile apps in education require only one download. This means a greener earth for future 

generations. 

The mobile learning process is sustainable. Completing a lesson with an app is much more 

effective, as you learn from experience rather than obligation. 

 

Systematic learning activated 

Intelligent learning is one thing and systematic learning is the next. App-based learning enables 

both. Mobile apps support systematic learning. Apps are organised in such a way that they not 

only promote the desire to learn, but also systematic learning. 

The applications are arranged in a systematic way, so that students can go with the flow without 

realising it. 

 

Portability  

There are no limitations for mobile phones. They can be constant companions for parents and 

pupils. In this way, applications are available to children anytime, anywhere. Learning will not 

be limited to the classroom. 

 

More than children 

It is a mistake to think that only children benefit from apps. Teachers and parents can also 

benefit from the use of educational apps. Teachers can make use of apps in the classroom; there 

are hundreds of apps that help teachers plan teaching materials. App-based learning allows 

teachers and parents more time to discuss lesson plans and improve interactive lessons. By 

selecting these APPs for children, parents and teachers can contribute a lot to the motivational 

and educational process for learners. 

 

Sustainability 

The use of mobile applications for learning is more sustainable compared to traditional learning 

methods involving paper, pencils and pens. Getting reference notes is very easy in digital 

learning: just download them. This results in fewer trees being cut down each year. 

 

Instant updates 
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There are some apps that are not only for learning, but also for keeping up to date with school 

events, timetables, alerts and other important information. Soon the apps will allow you to make 

education-related payments, such as tuition fees, late returns to the library, etc. They also offer 

the possibility to interact with students throughout the lifecycle of prospects, enrolled students 

and alumni. 

 

Follow your children's progress 

With some apps, families can track their children's progress, which is one of the important things 

every parent wants to know. Along with progress, you can visualise how each app is helping 

children improve their skills, such as reading, maths and more. 

 

Staying connected 

Educational apps are the best way for children to stay connected to their teachers. Although the 

way of learning through apps is totally different from the traditional learning method, it adds 

value to the whole process. 

 

4.3.3. Board games 

4.3.3.1. Neuroeducation and Board Games 

Neuroeducation presents us with a new model that places the current educational system in the 

judiciary, its curricular load, committed to the creation of competent and competitive future 

professionals. The current system is talking about excluding a large part of the population and 

causing high failure and dropout rates. Not only knowledge is valid in the current technological 

era: it is much more important to know how to use it, learning to manage the resources at our 

disposal and to generate and produce new knowledge. Most teachers are aware that this must 

be the goal, and that we must make substantial changes in both curricular content and teaching 

methodology. 

It is only since neuroeducation has represented a radical change in the aims of education and in 

the way we learn that it has become evident that educational administrations are slow 

machines. As a result, individual or collective initiatives are emerging, from teachers, schools 

and associated groups that advocate a change in the very basis of knowledge. These initiatives 

catch up with current technology and, supported by the "mind, brain and education" movement, 

incorporate the contributions of educational neuroscience. One example is the work of David 

Sousa (2014), who stresses the importance of providing novel experiences that favour neural 

activation, the need to maintain focus and the weight of positive feedback, which, if it is also 

immediate, facilitates effective learning. The straight line (shortest path), the reward and the 

desire to excel are components that haunt the brain because they allow neuronal activation, 

favouring a learning context. When something suits us, when it arouses our curiosity and excites 

us, we allow the activation of the amygdala, a part of the limbic system that activates the 

secretion of dopamine. Dopamine is a neurotransmitter that improves the performance of the 

prefrontal area and, consequently, the attentional processes that make learning possible.  
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This is the kind of "positive" experience that the brain likes to replicate constantly in its 

permanent search for satisfying experiences. Only one can learn what one loves, only one 

through emotion and enjoyment can learn (Mora, 2013), or what is the same, only emotion and 

enjoyment allow us to learn. Immediate feedback and rewards will also allow us to maintain the 

necessary state of attention. 

Play is the place where we find all the elements proposed by neuroeducation. There is no other 

activity that provides us with a challenge, a desire to excel, immediate feedback, rewards and, 

above all, excitement. 

 

4.3.3.2. Attitudes and basic skills to be developed through games 

Through the board game we enable the social, cognitive and emotional connection of the mirror 

neurons, establishing an effective teaching system. 

 

 

Verbal competence 

Language is the most important instrument for relating, communicating and expressing 

ourselves with others. As a tool it enables us to construct thought and understand reality. The 

ability to see, therefore, allows us to reason, solve problems and work with content with a 

cultural component. Its development facilitates the associative connection between different 

concepts, which is one of the most important aspects of brain development. 

Although we relate this skill exclusively to language, it is also related to the ability to interpret 

and extract information from graphs and tables and thus to the ability to understand and analyse 

both verbal and numerical information. 

The board game is one of the group activities that is most conducive to intense 

intercommunication and dialogue; it requires a multitude of actions to exchange, agree, 

negotiate. Language thus becomes essential in order to achieve the objectives of the game, 

activating listening processes and active and meaningful speaking skills. 

One of the pillars of the primary stage is the acquisition of sufficient linguistic skills to be able to 

understand the meaning of the text. In this sense, the development of the verbal area is implicit 

in each board game, since all of them require the understanding of some rules, more or less 

complex, to start playing, so that each of the games presented here will contribute to the 

acquisition of reading comprehension. In addition, there is the meta-game, that which is intrinsic 

to the game itself, which affects it indirectly and helps us to complete the main task: knowing 

how to negotiate, manage, make combos, establish relationships, "eat the opponent's ear" to 

induce him to do our preferences during his turn, etc. 

 

Numerical competence 

It is the ability to reason with numbers and use them in an organised, agile and appropriate way. 
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It is related to the handling of basic mathematical concepts, arithmetical reasoning and the 

ability to solve situations that require students to use numbers in their different manifestations. 

The best way to consolidate concepts is to practice manipulative activities on a regular basis, 

relating them to topics and contexts related to the students; again, for this reason, board games 

are one of the most powerful tools to enhance this skill, as they allow the concepts acquired to 

be applied in a meaningful way, making the students the protagonist and active part of their 

learning. 

 

Spatial competence and logical reasoning  

Spatial competence is the ability to represent mentally shapes, dimensions, coordinates, maps, 

proportions, etc.  It allows us to imagine the rotation of objects in space, thus developing a three-

dimensional perspective. It favours the sense of orientation, the interpretation of maps or the 

ability to situate objects appropriately within a delimited space. 

Logical reasoning, on the other hand, allows us to make causal connections, solve problems and 

draw conclusions, and is therefore involved in many mental functions. 

Both are related to the visual perceptual ability to construct visual representations and think 

with images and are very direct to the acquisition of reading, writing and mathematical skills. 

 

Attention and memory 

Attention is a perceptual focusing process that allows us to direct our activity towards a specific 

stimulus and to control it. A prerequisite for any learning process, it is a complex process whose 

stimulation cannot be separated from many other brain functions, since other processes, such 

as memory, orientation or executive functioning are interdependent on it, so its stimulation will 

favour an improvement in the cognitive efficiency of many other mental functions. 

Memory "is a neurocognitive function that makes it possible to record, encode, consolidate, 

retain, store, retrieve and recall previously stored information. While learning is the ability to 

acquire new information, memory is the ability to retain learned information" (J.A. Portellano, 

2005). 

The interdependence between attention and memory is evident: in order to register 

information, attention processes are required; then there is a process of storing the information 

and finally a process of retrieval. All of this requires cognitive strategies in which, in addition to 

interpreting the information received, an analysis, categorisation, association and relationship 

with other knowledge already acquired is carried out. 

The effectiveness of attention and memory training is mainly achieved in an ecological context, 

i.e. by carrying out activities that are directly related to the pupils' natural environment, 

activities that are meaningful and of great interest to them. The board game allows the child to 

get closer to this environment, as the themes are related to his or her interest. They are not 

related to an attention and memory training programme, but are presented as a playful 

challenge, which, as we have explained above, triggers various neuronal activation processes. 
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Any activity involves a process of attention; if we add to this that a regular practice incorporates 

knowledge of the theme of the game, we can easily conclude that there is no game that does 

not perform both functions. Sometimes the theme may be the most appealing, sometimes the 

mechanics, sometimes the interaction, etc. The French call board games "Jeux de societé", 

because, although there are games to play alone, the vast majority seek a joint gaming 

experience that makes us remember not only the game, but the final play experience and 

enjoyment. Therefore, a great game can be disappointing if the play experience was not 

rewarding because the people who played it did not contribute to it. 

4.3.3.3. Examples of board games 

Board games to develop verbal competence 

There are countless games on the national and international market to develop this type of 

competition. Here are some of them: 

Verbalia, characterised by its versatility, as it has 50 game modes, helps in the acquisition of 

grammatical concepts, favours lexical enrichment and is useful in phonological and syllabic 

processes. 

Set, an ideal game to stimulate visual perception, which helps to improve the processes of visual 

discrimination and attention. It allows to establish sequences and associate them to different 

categories and sequences. 

Bug salad, bug soup, bug soup, especially suitable for the development of semantic fluency, as 

they are simple games that also test reaction skills along with lexical retrieval. 

The forbidden desert or the forbidden island, cooperative games of great narrative force that 

facilitate dialogue and consensus in decision-making and planning, and thus encourage intense 

dialectical activity. 

The Hare and the Tortoise allows a greater understanding of the fable, in a playful way. 

King of Tokyo, with numerous action cards to stimulate reading comprehension and text 

analysis. 

Fauna y Tierra promotes training in descriptive reading and the establishment of associations 

that allow the acquisition of meaningful words. 

The secret code, an innovative resource, makes it possible to establish associations between 

different words in a very creative way. 

Blurble, a verbal expression game to encourage language with family or friends. 

When I dream, a game to identify the images and stories of dreams. The dreamer must manage 

to recognise the images on each card while blindfolded, taking on a role that helps or hinders 

the dreamer in turn to identify the images. It also encourages the use of synonyms or antonyms 

to help or hinder the dreamer, or simply words that can make the dreamer relate (or not) with 

the image of the card. 

Time's Up Family, a team party in which one of the players will give clues to their teammates to 

get the highest number of cards in 30 seconds. The game consists of 3 rounds: in the first round, 
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you have to describe the object written on the card, without being able to say that word or 

words derived from it. In the second round, you can only say one word, which involves a great 

deal of abstraction. And in the last round, you have to mime. 

Concept, a game where we have to make the other players guess a concept (chosen from cards) 

through the images printed on the board (without being able to speak). The images involve 

grammatical categories such as "big/small", shape, smell/nose/smell, up/down, etc. Imagination 

is very important in this game, as is the way we convey our ideas to the other players. 

QWERTY! a fast and fun game, which stimulates lexical retrieval and vocabulary learning in a 

correct way. Each player randomly picks up a number of tiles (from 3 to 5, depending on the 

number of players) and throws them on the board, leaving them on the white side. Without 

touching them, all the players simultaneously look for words and say them without repeating 

them (only one per person). Scores are given according to whether or not letters have been 

repeated or if they are special letters. The used letters are discarded and the others are returned 

to the bag. When there are no more tokens for everyone in the bag, the game ends and the 

person with the most points wins. 

Black Stories, the classic detective game where we are given a situation or a final scene and we 

have to find out by asking the narrator what has happened. The answers must always be 

yes/no/irrelevant. There are no scores and the game ends when we solve what happened. 

Imagination and deduction in a simple card game. There is a White, Purple, Golden, etc. version, 

which changes the theme of the game. 

Dixit, a narrative and multi-thematic game, which requires us to be creative and imaginative. It 

consists of a deck of illustrated cards with different very dreamlike and original situations. In 

each turn, one of the players will be the narrator, who must transmit an idea to the other players 

through a word, a phrase or a song. He or she will then lay the card that represents that idea 

face down. The rest of the players will also lay down one of their cards that they think best 

suggests the idea given by the narrator. The players will try to guess which of all the cards is the 

storyteller's and try to confuse their opponents with their own. Using a point system, their 

meeples will move up the scoreboard until they reach the finish line.  

Story Cubes, a small box with only 9 dice with picture faces. Depending on what comes up after 

the throw, you have to generate a story. In addition to cognitive skills, it favours hand-eye 

coordination, visual perception, selective attention, concentration, working memory, planning, 

cognitive flexibility, etc. In addition, the story can be written down, so we also work on written 

communication and language skills. There are lots of boxes with different themes, which allows 

us to play them individually or by mixing the dice. Younger children can roll fewer dice so that 

they can create their own story, which will gradually help them to learn the mechanics. 

Quest Stories is a new narrative card game where players compete to collect the most coins by 

inventing "tavern" stories. The tavern owner poses a problem (card) and each player, with their 

chosen group of heroes (all with major flaws, such as a giant with a fear of heights), try to 

convince the tavern keeper to hire their group of heroes. The others represent different 

recruiters, who will try to convince the innkeeper to hire their group of adventurers, which 

rotates among the players. 
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Board games to develop mathematical competence 

The piglet's gang, the turtle's race and the hedgehogs on the run, helping the youngest children 

to understand and handle numbers, in the numerical reading and writing and counting systems, 

consolidating the sequential processes from smallest to largest, and in the introduction to the 

symbols + and -, thus facilitating the real understanding of numbers. 

Coloretto, which provides strategies for approximate and mental calculation, as well as seriation 

and planning related to logical reasoning. 

Machi Koro City, Dominion and Sushi go !, which are closely related to planning skills, mental 

calculation and the consolidation of numerical operations, and which also favour the 

development of working memory, essential for good mathematical competence. 

Movement, a game that consolidates perception, orientation and spatial representations and 

enables mental calculation of operations related to processing speed. 

Fila Filo, which in addition to favouring counting and sequencing allows the internalisation of 

complex spatial notions to develop through a three-dimensional space. 

Terra and Fauna, which through the use of units of measurement (kg and gr, m, cm) and maps, 

allows strategies of approximation and estimation of measurements, taking into account an 

intuitive component and developing inductive reasoning. 

Solitaire Logic Games would be more like a category of Brain Games, in which the same 

procedure is usually followed. We start from a given initial situation. Then, we must try, think 

and reason what our actions should be to achieve a final result that has been requested. They 

are usually abstract games with one or several ingenuity solutions to the enigma presented, 

which is variable. Some examples are: Battle of Geniuses, IQ Puzzle, Dr. Brain, etc.  

 

Board games for developing spatial competence and reasoning 

Cacao, a resource management game, with a reasoning capacity, whose design stimulates 

graphic interpretation and raises awareness of visual perception processes, thus facilitating the 

development of the spatial area. 

Carcassonne and Carcassonne Junior allow you to develop your sense of orientation and 

directionality through the construction of roads or cities, generating a map on which we will 

place our meeples (according to rules of placement) to earn points by majorities. 

Moving! will introduce players in an intuitive way to the world of volumes, as they will have to 

take into account the dimension and volumetric value of the strips to calculate the space they 

will occupy. 

The Magic Labyrinth or Ricochet robots combine two areas that are not usually worked on 

together: spatial orientation and working memory. Thus, it is essential to maintain active 

attention, which will favour optimal performance in attentional processes. In the second game, 

mental representation techniques will also be used to calculate distances and displacements. 
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This way of working on orientation favours the consolidation of basic pre-writing processes in 

the youngest children. 

Calisto and Ubongo, games in which the sense, direction or orientation of the pieces will 

complete their resolution; they promote processes of interpretation and compression of the 

spatial area, thus facilitating orientation and hand-eye coordination. 

The pieces are polyominoes, a special case of polyforms well known for their common use in the 

game Tetrix. 

Uluru, a game of logic and reasoning to try to fulfil patterns given on cards with our birds on an 

idyllic island, which is not always easy. 

Dimension, similar in essence to the previous one but this time in 3D, with coloured marbles. It 

is a three-dimensional puzzle formed from the starting conditions in each round. 

Kulami, a two-person marble game with majority mechanics on a changing map of modules. It 

has a conditional move that forces the opponent to move in certain places determined by the 

horizontal and vertical of the last piece moved by the player in turn. 

 

Board games to develop attention and memory 

Terra and Fauna are two games that activate associative processes, relating new information to 

previously acquired knowledge, a strategy that improves memory. 

ΘмΣ нΣ оΗ bƻǿ ȅƻǳ ǎŜŜ ƳŜ facilitates the acquisition of repetition, grouping, classification and 

picture memory strategies. 

/ƻŎƻǊƛŎƽΣ ŎƻŎƻǊƻŎƽΣ ŎƻŎƻǊƻŎƽΗ It is advisable to start with the youngest children in the attention 

and memory processes. Use a strategy similar to that of "memory". 

Spooky stairs is an ideal resource for basic processes in these areas. 

Phantom bombardment enables the development of sustained attention. 

The magic labyrinth is an original resource as it combines spatially oriented attention and 

memory, which is unusual. The aim is to try to remember a path free of obstacles to lead our 

magician without dropping his magnetised ball. 

Memoarrr, a card game with "Memory" mechanics in which players must rely on their memory 

and their buccaneer's luck to try to escape from the island. This game comes in several editions 

with different themes depending on the players' tastes. 

 

4.3.3.4. Types of board games 

 

Abstract games 
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Board games that have no theme at all, or the one that is offered is so disconnected from the 

actual experience of playing that it might as well not be there (in gaming parlance known as 

having the "theme stuck". Checkers and Go are the purest examples of abstraction, while chess 

- with its set of named pieces and its suggestion of historical warfare - is relatively thematic by 

the standards of the category. 

Examples: Checkers, Chess, Go, Tak, Shobu, Hive, Santorini, Kulami, Kamisado, Noctiluca, 

Patchwork, Blue (and its sequels), Calico, etc. 

 

Control of the area 

Board games with some kind of map or board that defines a space that players compete to 

dominate, usually by adding their own pieces to regions or areas or by eliminating opponents' 

pieces. Sometimes control can come through denying access to areas rather than taking them 

over yourself - Scrabble is arguably an example of the genre! 

Examples: Small World, Risk, Nanty Narking, Blood Rage, El Grande, Samurai, Underdark 

Tyrants, etc. 

 

Campaign/legacy (Legacy games) 

Campaign board games are defined by individual plays that follow a series of connected 

scenarios, where the actions and outcome of one scenario often affect the next. Legacy board 

games are a specific type of campaign game where your choices and actions cause you to make 

permanent (often physical) changes to the game and its components, such as applying stickers 

to the board or breaking cards, often providing a unique experience. 

Examples: Gloomhaven, Pandemic Legacy, Charterstone, Betrayal Legacy, Clank Legacy, etc. 

 

Deckbuilding (Deckbuilding) 

Each player starts with his or her own identical pack of cards, but modifies it during the game, 

adding more powerful cards to the deck and removing less powerful cards. Not to be confused 

with LCGs (Living Card Game) or collectible card games, which are detailed in the next category.  

Deck building usually starts with a basic pack of cards (identical or very similar -balanced- among 

the players, in which, due to the game mechanics, we will improve it with new and more 

powerful cards that usually come out in a common market and can be accessed with certain 

resources. In this case, creating and customising the deck is part of the core game experience. 

There is a variant of this mechanic called bagbuilding, where you take the pieces from one or 

more blind bags and then manage those pieces according to their characteristics or powers, as 

in board games such as Draftosaurus. 



    

54 
 

Examples: Dominion, Star Realms, Undaunted: Normandy, Harry Potter: The Battle of Hogwarts, 

Clank!, El Dorado, Thunderstone , Legendary Saga (Legendary Marvel, Alien, Predator, X-Files, 

etc. ). 

 

Trading Card Games and Living Card Games 

Both are a type of board game in which players use different packs of cards to play with, 

constructed before the game from a large set of options, according to specific rules. There are 

two main distribution models: trading card games sell booster packs with a random set of cards 

in each one in which we do not know what will come out, while Living Card Games provide a 

fixed set of cards in each expansion that the user can know in advance in order to add to the 

base game and enhance the game experience, adding new characters, quests, rules, etc.  

Living Card Game is a type of card game that eliminates the randomness of the packs purchased, 

allowing you to check before you buy which cards will be included in each pack. This type of 

game includes a basic set to play with and then more expansions are released on a regular basis. 

LCG applies only to games produced by the company Fantasy Flight Games, which has 

trademarked the term. 

Examples: Magic: The Gathering, Android: Netrunner, Marvel Champions, Arkham Horror: The 

Card Game, Lord of the Rings: The Card Game, etc. 

 

Skills 

Board games that involve physical dexterity, either using the whole body as in Twister or just 

the fingers to move things, such as removing blocks in Jenga. This can include moving discs or 

other objects with your fingers, as in Flick 'em Up, balancing things in games like Beasts of 

Balance or even throwing objects, like Dungeon Fighter. 

Examples: Cube Quest, Catacombs, Flip Ships, Flick 'em Up, Crokinole, Beasts of Balance, Tuki, 

Junkart, Carrom, etc. 

 

Draff or Draffting 

Drafting is a mechanic in which players are presented with a set of options (usually cards, but 

sometimes dice or tiles) from which they must choose one, leaving the rest for the next player 

to choose from. The selection can be made from a shared central pool of options, or from a hand 

of cards that are passed between players. This can be a small part of the game, such as selecting 

an ability to use during a round, or the entire decision space of a game. 

Examples: 7 Wonders, Sushi Go!, Villagers, Draftosaurus, etc. 

 

Engine builder 
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In the course of an engine-building board game, you will build an "engine": something that takes 

your initial resources and/or actions and converts them into more resources, which in turn 

become even more resources, which - at some point down the line - will generally become a 

form of victory points. 

Examples: Res Arcana, Century: Spice Road, Race for the Galaxy, Galaxy Trucker, etc. 

 

Dungeon Crawler 

Players assume the role of characters making their way through a location, often represented 

by a grid map or a page in a book, defeating enemies controlled by another player, a companion 

application or the game system itself. 

They are often accompanied by a multitude of miniatures that move around the squares of the 

board. The theme can be extrapolated from the dungeons themselves, such as space, terror, 

pirates, etc. They are usually games where the dice have an important role to play in order to 

pass the different challenges and therefore chance is an element of special importance in the 

game. 

They are sometimes called "Ameritrash" by those who don't like the high-luck element. These 

types of games tend to be expensive because of the amount of plastic components they have, 

although there is not always a good game to support such a price tag. 

 

Examples: Descent: Legends of Darkness, Gloomhaven, Mansions of Madness, Star Wars: 

Imperial Assault, Mice and Mystics, The Lord of the Rings: Journeys through Middle Earth, 

Mémesis, etc. 

 

Eurogame 

Often abbreviated as "Euros", these are board games that focus on strategy, prioritising 

mechanics over aesthetics or even theme.  They tend to be competitive and interaction between 

players is through passive competition rather than aggressive conflict. They are so named 

because many of the earliest games of this style were developed in Europe, especially in 

Germany, in contrast to the more thematic but chance-based "American-style" games of the 

time.  

Critics of this style of games call them "soulless games" or "cube-moving games", because of the 

simplicity of the components and the functional but spartan boards.  

It is increasingly common to find hybrids between the two categories "Ameritrash and 

Eurogames", known as "Eurotrash", where the mechanics take precedence, but with an 

aesthetic design and quality components that fit a predefined and concrete theme beforehand. 

Ex: Wingspan. 

Examples: Agricola, Hansa Teutonic, Peaky Blinders, Settlers of Catan, Power Grid, Terraforming 

Mars, Concordia, etc. 
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Push-your-luck (Push-your-luck) 

It is a mechanic that is tailor-made for the bravest players, as board games with this system get 

our adrenaline pumping by testing our luck and pushing ourselves to the limit in order to win. 

You will have to risk more or less depending on your position, which sometimes works out well 

and sometimes not so well. 

Sometimes also called Press-Your-Luck. 

Examples: Quedlinburg Healers, Port Royal, Deep Sea Adventure, Strike, Turtle Island, Diamant, 

etc. 

 

Roll & Move (Roll & Move) 

Board games in which one or more dice are rolled and so many spaces are moved, usually on a 

looping track of spaces, or a path with a start and an end. Often, landing on certain spaces will 

trigger specific actions or offer the player certain game options. Older games like Goose or 

Parcheesi used these mechanics where players are prisoners of the outcome of their dice and 

make few decisions. 

Subsequently, this mechanic has been refined to allow players to choose from multiple 

alternatives or by using elements of chance control, such as data roll modifiers, etc. 

Examples: Monopoly, The Game of Life, Snakes and Ladders, Formula D, etc. 

 

Roll & Write 

Roll a few dice and decide how to use the result, noting it on a personal score sheet. Each 

decision influences your choices for the rest of the game, so even in games where everyone uses 

the same dice, slightly different choices at the start can lead to very different end results. Some 

games change the name by replacing dice with something like cards for a "roll and write" 

(Welcome To...) or writing with something like placing miniatures for a "roll and build" (Era: 

Medieval Age). 

Examples: Yahtzee, Railroad Ink, Ganz Schon Clever, Corinth, Hadrian's Wall, Cartographers, 

Qwinto, etc. 

 

Social deduction 

One or more players at the table have a secret or partial clue, and the rest have to try to figure 

it out or piece together the clues to unravel the mystery. Lies, bluffing and wild accusations are 

expected everywhere. Players are often assigned hidden roles that only they know about, and 

must achieve their own goals, usually by finding the odd one out, or hiding the fact that you are 

the odd one yourself. 
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Some feature less interaction, but increase the level of deduction. They can be competitive or 

collaborative games, where in either case the mystery has to be deduced or solved from partial 

clues. This is the case of: Cryptid, In Search of Planet X, Amelia's Secret, etc. 

Examples: Blood on the Clock Tower, A Werewolf Night Definitive Edition, The Resistance, The 

Resistance: Avalon, Inconvenient Guests, Secret Hitler, etc. 

 

Storytelling 

Board games focused on narrative and description, directed or created entirely by the players. 

This can be an overarching story that lasts for the entire game - or over the course of a multi-

session campaign - read from prescribed passages, or a sequence of vignettes in which players 

have to invent and describe something triggered by a single card. 

Examples: The King's Dilemma, Tales of a Thousand and One Nights, This War of Mine, For the 

Queen, etc. 

There are board games with role-playing-like experiences where the story plays a major role. 

Sometimes they require a master and sometimes they are replaced by an App. Some examples 

are: Dungeoneer, Talisman, Pathfinder, Thunderstone, Massive Darkness, etc. 

 

Placement of workers 

Board games in which you choose actions from spaces on the board by assigning your group of 

"workers" - often thematically real workers in your service. They are usually Eurogames, with 

interaction between players, as actions performed by one player often cannot be performed by 

another or have a cost to them. 

Examples: Charterstone, Agricola, Caverna, Lords of Waterdeep, etc. 

 

Party games 

As their name suggests, they are designed to have a good time with friends. They are games 

with simple rules that can be learnt in a moment, where laughter is the main thing, and where 

the mechanics are not very important. They usually last 5-15 minutes, and are usually a good 

incentive to play with children or as a preparation for a more intense play session. They can be 

card games, plasticine games, games with plastic components, skill games, bluffing games... in 

fact, they can play other mechanics, but with that component of fun and development in a very 

short time. 

 

Pick-up and Deliver 

This mechanic generally requires participants to pick up an item at one location on the game 

board and carry it to another location. The initial placement of the item can be predetermined 

or random. Typically, the action provides money, points or resources for further actions. In most 
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cases, there is a game rule or other mechanic that determines where each item should go. In 

these games it is very common to find themes or settings of trade, resource management, 

Eurogames, territory occupation or civilisational evolution.  

Examples: Back to the Future, My Little Scythe: Castles in the Air, Clinic, Yukon Airways, Black 

Fleet, Firefly, Merchants & Marauders, etc. 

 

Escape Rooms (Room Escape Games) 

This type of game recreates the experience you can have in an Escape Room around a table. 

They are usually time-based games (usually 1 hour) to get out of the room, unravel the mystery, 

complete the mission, etc. They are mostly cooperative games, although some games feature 

individual objectives for the players themselves. 

Examples: Saga Unlock!, Saga Exit, Escape Room: the game, Escape the room, Saga Hidden 

Games Crime Scene, Escape Party, The Enchanted Forest, Countdown, etc. 

 

Wargames 

Players play armies against each other, represented by collections of miniatures or counters on 

a map, with a grid representing actual measured distances for movement. Opponent figures 

must be eliminated or objectives reached to win, and combat is often dictated by dice rolls or 

card hand management. 

They are usually very long games, with complex rules and which require players to be assiduous 

and committed for a long time (sometimes they are played in several sessions, leaving the game 

set up). 

Examples: Warhammer 40.000, Memoir '44, Risk, Axis & Allies, Battlelore, Tetrarchia, 

Commands & Colors (various editions), Conflict Of Heroes The Awakening Bear Third Edition, 

Churchill, Undaunted, Here I Stand, Twilight Imperium, Twilight Struggle The Cold War, For the 

people, Combat Commander, 2Gm tactics, etc. 

 

4.3.3.5. Types of players 

Marczewski proposed six user types that differ in the degree of intrinsic motivation (e.g. self-

fulfilment) or extrinsic motivation (e.g. rewards). Rather than basing the model on observed 

behaviour, the user types are embodiments of people's intrinsic and extrinsic motivations as 

defined by SDT. 

Consequently, the four types of intrinsic motivation in the Hexad model are derived from the 

three types of intrinsic motivation in SDT, namely relatedness, competence and autonomy, with 

the addition of purpose. The figure below illustrates the six types of users of the Hexad model. 

Below, we list the user types and the game design elements suggested by Marczewski to address 

the motivations of each type, which we investigate in this paper. 
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Illustration 1 - Hexad model 

Philanthropists are motivated by purpose. They are altruistic and willing to give without 

expectation of reward. Suggested design elements: collection and trade, gift, knowledge sharing 

and administrative functions. 

Socialisers are motivated by relationship. They want to interact with others and create social 

connections. Suggested design elements: guilds or teams, social networks, social comparison, 

social competition and social discovery. 

Free Spirits are motivated by autonomy, i.e. the freedom to express themselves and act without 

external control. They like to create and explore within a system. Suggested design elements: 

exploration tasks, non-linear gameplay, easter eggs (a hidden message inserted by programmers 

or game designers that allow parallel situations or unlock content), creativity and customisation 

tools. 

Achievers are motivated by competition. They seek to progress within a system by completing 

tasks, or to prove their worth by tackling difficult challenges. Suggested design elements: 

challenges, certificates, learning new skills, quests, levels or progression and epic challenges (or 

"boss battles"). 

Players are motivated by extrinsic rewards. They will do anything to earn a reward within a 

system, regardless of the type of activity. Suggested design elements: points, rewards or prizes, 

leaderboards, badges or achievements, virtual economy, and lotteries or gambling. 

Disruptors are motivated by triggering change. They tend to disrupt the system directly or 

through others to force negative or positive change. They like to test the limits of the system 

and try to push the envelope. This type is derived from SDT, but from empirical observation of 

this behaviour within online systems. Although disruption can sometimes be negative (e.g. 

cheaters or agitators), this is not always the case because disruptors can also work to improve 

the system. They are those people who test the boundaries of the game and check that the game 

is "not broken" (in gaming parlance, a broken game means that it is not balanced, that a winning 

strategy has been discovered and thus negates interest in the game itself). Suggested design 
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elements: innovation platforms, voting mechanisms, development tools, anonymity, anarchic 

play. 

 

4.3.3.6. Online platforms 

There are many online web-based platforms for playing board games. The use of these platforms 

grew exponentially during confinement. Although initially the catalogue of games was rather 

sparse and not very up-to-date, the playability and automatic maintenance of the games 

themselves (automatic deck preparation, three-dimensional dice rolls, being at a -virtual- table, 

etc.) has led to the catalogues incorporating new games and the release of premium versions of 

these rooms. Moreover, the designers themselves have realised that uploading their games 

online does not take away potential customers, but just the opposite, it increases the likelihood, 

if the game is good, of potential buyers who want to play it in physical form and have it for their 

own toy library.  

Examples of online websites: Board Game Arena, Tabletopia, Catan Universe, Minigames, Aso 

Brain Games, etc. 

 

Extras 

There are applications that also allow you to play board games online. Vassal is a game engine 

made especially for playing online adaptations of famous board games. It is free and open 

source, so you can download it for multiple operating systems (Windows, Linux or macOS) and 

install it on your computer completely free of charge. From their link you can see the list of 

games currently being played on their servers. 

Tabletop Simulator is another APP that allows you to play online through a sub-application called 

Steam. It includes a multitude of classic and modern tabletop games for a fee. The application is 

not free, but there are numerous offers to buy it for little money at the end of the year. The 

potential of this application is that users can upload their own games and through the 

application play them with an experience very similar to playing live: you roll the dice, shuffle 

the cards, move the components, etc. It is the application par excellence used to test prototypes 

that are looking to be launched on crowdfunding platforms such as Kickstarter, Verkami, 

Indiegogo or Patreon. Authors can temporarily open their games and close them again whenever 

they want. You can combine this application with external voice chat such as Discord, making 

the experience very realistic indeed. 

4.3.4. Breakout Edu and Escape Rooms 

An escape room is part theatre, part team building exercise, and all about solving puzzles and 

interpreting clues within the context of a theme or subject area.   "The most literal definition of 

an escape room is a game that requires players to escape from an enclosure by exploiting their 

surroundings." (Hallaway, 2015) Educational escape rooms or games have applied this concept 

to engage students within a particular subject area. The educational escape room concept is 

basically an organised form of problem-based learning that uses aspects of the curriculum within 

the context of an engaging scenario or theme. The format of most educational escape rooms is 
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for students to try to break into a series of locked boxes, rather than necessarily trying to escape 

from a room. Students follow clues to find and solve puzzles to discover combinations of locks 

for more clues or puzzles.  In the end, the students solve the final big puzzle". In the process, 

students are inspired by the lesson content to 'win'. "Educational escape rooms can be super 

effective in schools because of their ability to adapt to any subject. Students will be excited and 

motivated to learn different subjects in an immersive and engaging environment." (Aaron, 2017) 

In recent years, educational escape rooms (ERs) have become a promising scientific field and 

have attracted a great deal of interest from researchers and educators in terms of new 

approaches to game-based learning (GBL) to move out of the traditional classroom and affect 

various educational specialisations and contexts. Most ERs have been created for recreational 

purposes. However, the use of RE in education reflects its steady growth rate, as schools need 

to operate with different paradigms in the learning process. The first generation of RE focused 

on difficult logic puzzles, whereas now RE has evolved into fully immersive environments with 

high-quality props and effects. This means that participants in a game move from their real-life 

context into the context of the game and are drawn into a particular story or problem. 

Educational RE are problem-based, time-constrained pedagogical activities that require active 

and collaborative participants, an environment that teachers want to achieve in their classrooms 

to promote student learning. 

Breakout EDU is a modified version of escape rooms that is primarily used in educational settings 

to teach content as well as other skills such as creative thinking, problem solving, collaboration, 

etc. Teachers place a series of locks on a locked box. The teacher then provides puzzles and 

challenges for students to solve in order to open the box. A limited amount of time is provided 

for the students to solve the challenges. They follow the same dynamic as traditional Escape 

Rom.  

Because of its strong educational component, here are the 5 most important steps to create a 

Digital Escape Room:  

 

Step 1: Write your message (context, narrative) 

A great escape room will have a fun backstory that will engage the reader. 

Step 2: Create your tracks 

Decide what you want your "locks" to be and then write your clues. 

Step 3: Create the images 

Images serve two purposes in an Escape Room. They can contribute to the hook element of the 

story and they can contain clues. QR codes compatible with any mobile device can also be used, 

with the aim of increasing motivation for the activity.  

Step 4: Create the locks 

Using Google Forms, create "blocks" with answer validation so they know whether they got it 

right or whether they have to keep trying. 
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There are several programs, APPs, Genially and Sandbox Education created to generate locks for 

your escape room. 

Step 5: Create your website 

Put all the information (clues, images, history, etc.) on a Google site that can be accessed with 

mobile devices. If the pupils are small, the clues will have to come on paper, combining the 

Escape Room with the treasure hunt dynamic". 

 

4.3.5. Role-playing games 

Role-play is a technique that allows learners to explore realistic or imaginary situations by 

playing fictional characters and interacting with others to develop the experience and try out 

different strategies in a controlled environment. Depending on the intention of the activity, 

participants can play a role similar to their own (or the role they are likely to play in the future) 

or they can play the opposite side of the conversation or interaction. Both options offer the 

possibility of meaningful learning, with the former providing experience and the latter 

encouraging the learner to develop an understanding of the situation from the 'opposite' point 

of view. 

In a role-play, participants are given specific roles to play in a conversation or other interaction, 

such as an email exchange, typical of their discipline. They may be given specific instructions on 

how to act or what to say, such as an aggressive client or a refusing patient, for example, or they 

are asked to act and react in their own way depending on the requirements of the exercise. The 

scenario is then role-played by the participants, followed by reflection and discussion of the 

interactions, e.g. alternative ways of dealing with the situation. The scenario can be re-enacted 

with changes based on the outcome of the reflection and discussion. 

There is usually one person who directs the experience and puts the players in context and about 

the rules (they are usually open-ended, but that does not mean that everything goes). 

 

Possible supporting technologies for role-playing games 

Role-playing is a very flexible teaching method because it does not require special tools, 

technology or environments; for example, students could work on a role-playing exercise just as 

effectively in a lecture hall as in a seminar room. However, technology can bring important 

advantages and even new possibilities for using this approach as a learning activity. 

At the simplest level, technology, such as voice recorders, video cameras and 

smartphones/tablets, allows traditional face-to-face role-playing exercises to be recorded and 

stored online for later reference, analysis and reflection, as in an example of negotiation skills 

created by EduCon in Korea. This can allow an exercise to be reviewed at a later date and re-

evaluated on the basis of subsequent learning and experience, which is generally not possible 

when the exercise has not been recorded. Other tools that can be used with this traditional style 

of role-play are an electronic voting system or Twitter, which would allow a group of students 

to observe the role-play and evaluate the situation and conversation as it unfolds, for example, 

by voting on whether a character was too aggressive or submissive during a particular 
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interaction. This information could be kept and, together with a recording, provide another 

resource for further analysis and reflection. 

However, technology can be used to create role-play exercises beyond what is possible in a face-

to-face session. Asynchronous technologies, such as online forums and discussion boards, social 

networking, Twitter, etc., allow role-plays to take place over longer periods of time and in a more 

considered way. This means that role-playing can take place outside of scheduled sessions and 

in situations where students cannot physically meet at the same time. In this situation, learners 

would post their part of the conversation, wait for the other participant(s) to respond, and then 

post their own response, and so on. This method allows participants to participate when they 

can and gives them time to consider their responses, and although it may seem rather artificial 

compared to a face-to-face exercise, it can reflect situations such as email discussions quite well. 

Another advantage of using technology is that it can allow external participants to take part in 

the role-play. Tools such as Blackboard Collaborate, Skype and Google+ Hangouts offer an online 

space where live conversations can take place, including video. This means that a person with 

experience or expertise in the area being role-played can take one of the parts, producing a 

much more realistic experience for the learner. For example, a clinical psychologist, drawing on 

their own experience to make the interaction realistic, could play the role of a patient and the 

students the role of the psychologist, or a chartered engineer could play the role of a project 

manager while the students play the role of the engineers during a meeting. All of these tools 

are freely accessible via the Internet and require only a microphone and speakers or 

headphones, which means that the technical barriers are quite low. The tools often have 

recording facilities that allow the interaction to be captured permanently. These tools are also 

useful for role-plays between students when they are all available at the same time, but cannot 

meet physically, such as in distance learning courses or during internships. 

There are online platforms such as Roll20, Fantasy Grounds, etc. that allow role-playing 

experiences with (RPG) characters playing a quest. These platforms had an important boom in 

the pandemic where people could not meet and were looking for new ways to play at a distance. 

They are platforms that allow you to put maps, sounds, character tokens, etc., which greatly 

favours immersion in the story. 

 

4.3.6. Other types of play: outdoor, physical, sport-related, etc.  

Physical and outdoor games involving movement are an important complement to gamification. 

Gamification can leave the classroom in the form of treasure hunts, clue hunts, orienteering 

competitions, outdoor escape rooms, gymkhanas, etc. and still be linked to the 

classroom/school gamification strategy, connecting the activities through storytelling. 

Outdoor activities that involve movement are beneficial for avoiding routine, changing the usual 

learning scenario. In addition, outdoor physical activity during school hours helps children 

become smarter, healthier and stronger. Outdoor play offers a variety of developmental 

benefits for children and, mixed with an educational setting, ensures not only sensory motor 

development, but also cognitive, emotional and social development. 
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Similarly, it is quite common to find at play events "gigantic" board games that can be played 

outdoors with extra-large components designed for playing with families and children. 

Examples: Egg Dance, Time's Up Party, Afrogym, etc. 

 

4.4. Rules and mechanics of the games 

Mechanics are a set of rules that seek to generate games that can be enjoyed, that generate a 

certain "addiction" and commitment on the part of users, by providing challenges and a path to 

follow, whether in a video game, or in any type of application (Cortizo, 2011). They are directly 

related to the theory of Jon Radoff and his 42 FUNdamentals: 

 

Identifying 
patterns  

Acquiring 
knowledg
e  

Be a hero  Storytelling  Create  Be afraid  

Collect  Organising 
people 

Being a 
villain 

Predicting the 
future 

Excitemen
t 

Strengtheni
ng relations 

Finding 
treasures  

Maintaini
ng 
contacts 

Be wise Compete Winning 
conflicts 

Improving 
health 

Complete 
things  

Being the 
centre of 
attention 

Be wild Psychoanalysi
s 

Relax Connecting 
with the 
past 

Recognise  Admire 
the beauty 

Being a 
dictator 

Mystery Bizar Explore the 
world 

Bringing 
order to 
chaos  

Romance Live a 
fantasy 

Have skills Doing 
foolish 
things 

Improving 
society 

Customise 
worlds  

Making 
gifts 

Listening 
to stories 

Doing justice Laugh Lighting 

Table 13 - Jon Radoff's 42 Fundamental Elements Table 

Based on this idea, Herranz (2013) proposes several types of game mechanics:  

ǒ Challenges, taking users out of a comfortable environment to introduce them to the 

mechanics of the game (Werbach, 2013). Special care must be taken not to frustrate 

participants. 

ǒ Opportunities, competition and collaboration, proposing the ideal way in which 

participants can/should behave with respect to the game. 

ǒ Within the opportunities, the player will have different turns, different ways of 

interacting against the game or against other participants. 

ǒ There can also be partnerships between players as a cooperation or forming teams to 

meet the challenge or objective. 



    

65 
 

ǒ Overcoming challenges or obstacles will award points to participants.  

 

ǒ Other elements will be the ranking of participants according to their points and the 

definition of the levels. 

ǒ Feedback will indicate the fact of obtaining rewards for actions well done or completed. 

ǒ It is important that the participant feels recognised and for this reason rewards are 

established, which can be staggered according to effort, level, risk, among others.  

 

4.5. Commitment and Flow 

One of the main theories associated with engagement and gamification is flow theory, also 

known as optimal experience theory (Guo et al., 2016). Csikszentmihalyi's (1975) research 

sought to understand how artists spend considerable energy and time on their activities. His 

research coined the term flow experience, according to which concentration, interest and 

enjoyment are experienced simultaneously (Csikszentmihalyi, 1997) conditioning one of the 

basic pillars of Positive Psychology. The theory further argues that there are three channels of 

learning: the boredom channel, the flow channel and the frustration channel (Sharek and Wiebe, 

2011). As a learner progresses through a task, his or her flow state is likely to be maintained if 

the difficulty of the task increases to match the developing skills. On the other hand, the 

'boredom zone' will occur if the challenge does not increase as the learner's skills and ability 

develop. In the boredom channel, the individual is not interested in the task and quickly 

disengages from the activity. On the other hand, an individual may fall into the area of 

frustration if his or her level of skill or ability is not comparable to the difficulty inherent in the 

task. Tasks within the frustration channel may be of interest to him or her, but the task becomes 

so challenging that he or she loses motivation to persist. The goal is for the activity to fall 

between these channels so that interest and challenge are maintained over time 

(Csikszentmihalyi, 1991). 

As the theory evolved, Csikszentmihalyi (1991, 1997) defined the following eight dimensions of 

flow to define optimal flow performance: 

ǒ Clear objectives and immediate feedback  

ǒ Balance between level of challenge and personal ability  

ǒ Sense of potential control  

ǒ Fusion of action and conscience  

ǒ Focused concentration  

ǒ Loss of self-awareness  

ǒ Self-rewarding experience  

The term flow is directly related to creativity, talent and happiness. For Mihaly Csikszentmihalyi 

(2009): "flow or Flow State is a subjective state that people experience when they are completely 

involved in something to the extent that they forget about time, fatigue and everything else 

except the activity itself". It therefore refers to a state of mind that occurs when we are so 

immersed in an activity that time seems to stand still and we enjoy the pleasure of every second 

we spend doing that activity. It is therefore an operative state of mind in which a person is 
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completely immersed in the activity being performed. It is characterised by a feeling of focused 

energy, of total involvement in the task, and of success in the performance of the activity".  

How do you make a task engaging and have "Flow"? 

The easiest way to achieve this is that it is not always the same, that it has unexpected twists 

and turns, that "events" or unpredictable situations happen, that tasks change, and so on. This 

is what you get in video games when you get to the final confrontation in each level, which has 

to have something different from the previous one and has to be challenging. The challenge, 

therefore, is to find a way to engage the player in such a way that he/she does not get bored 

(because it is too easy) or, on the contrary, gets discouraged because it is too difficult. 

When one enters this state of "Flow", some common characteristics are observed: 

ǒ Attention is focused on the task with a high degree of concentration. 

ǒ The activity is intrinsically rewarding (inherently enjoyable as it is a focus of interest for 

the person experiencing it). 

ǒ There is a pleasurable feeling related to what is being done. 

ǒ Time is relative and passes without you realising it 

ǒ The task is perceived as achievable and you think you are competent to carry it out 

without difficulty and with a high degree of success. 

ǒ You feel that you have control over the effort you make. 

ǒ The feeling of fatigue disappears 

ǒ The state of consciousness is almost automatic, effortless; it is disguised as enjoyment. 

 

 

4.6. Narrative in the gamification process (thematic) 

Narrative can be defined as the "method used to tell a story that gives coherence to the gamified 

experience and helps students to understand the gamified proposal". We must also guarantee 

a common thread that contextualises the contents, provoking that emotion that awakens 

curiosity in our students. In the words of Francisco Mora (2020), teacher and doctor in Medicine, 

Neuroscience and Professor of Physiology, "without emotion there is no curiosity, no attention, 

no learning, no memory. 

Narrative is perhaps the most important part of creating a gamified environment. It will immerse 

students in a story that keeps them engaged and captures their attention. 

The theme serves not only as an attractive aesthetic for the user, but also to make sense of the 

game. Collecting points that raise progress bars sounds much cooler than gaining fans or fans or 

filling pirate chests with gold doubloons. The mechanics are exactly the same (adding units to a 

counter), but the theme makes it more emotional and understandable, especially when we 

know the context in which that theme takes place. 

 

Steps to making a Narrative: Where to start? 
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Tackling storytelling can be overwhelming at first. It is a creative process that can be time-

consuming, even more so when you have no experience in creating stories. However, even if 

you have never written stories, you only have to think back to one of the many films, series or 

books you have in your private library to get a starting point and the first ideas will come to light. 

 

ǒ You can start with themes that the students/teachers already know from their own 

leisure or cultural experience: Harry Potter, Sherlock Holmes, Star Wars, The 

Avengers..., are well known to everyone, and inventing a story with an evil character 

who has entered and done something diabolical and the heroes have to reverse it, 

would be a first phase. This option has a great advantage: if we use stereotypes or 

cultural clichés, the user understands at first glance what we are telling them because 

they have seen those situations and characters in other cultural products all their lives. 

We could make a game based on the theme of a book that only you know, and people 

will find it hard to connect, no matter how good the universe is. But if you make a game 

with a Lord of the Rings theme, even people who haven't seen the film or read the book 

will be able to contextualise everything that's going on because it's already part of the 

lore. 

 

ǒ Another option is to begin by following the scheme already proposed by Josh Campbell 

(The Hero with a Thousand Faces, 1949). This author, based on Joyce's work, defined a 

model that was repeated in most of the world's epic tales at that time and which has 

come to be called: "The Hero's Journey". Examined from today's perspective, it is 

surprising how closely most folk tales and fantasies follow it. Subsequently, after a series 

of conversations with the author himself in the form of a film (The Hero's Hourney: a 

biographical portrait), Harper Collins published "The Hero's Journey: a biographical 

portrait".)  

The "Hero's Journey" consists of a multitude of steps, on which the story that we as 

teachers want to create to give coherence to the gamified experience is built. This story 

can be used for gamification, providing engagement, meaning and clear calls to action 

for students: 

 

Illustration 2 - The Hero's Journey 

Students can be presented with more thematic outlines to suggest that they create their own 

narratives that can be used for possible board games (prototype projects), role-playing games, 

or gamification in the classroom. See some examples:  

 

 

Illustration 3 - The Hero's Journey 
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Characteristics of the narrative 

In order to be able to use narrative as an element for the design of gamified projects, especially 

for education, the term narrative should encompass at least the following characteristics: 

The existence of the actor (as the user/student/ avatar), the element of choice (while the options 

available for content progression), the interactivity (the system must respond to the user's 

actions), the sequence of events (there must be a logical chain of these actions so that the 

progress makes sense to the user), the space (as the virtual space), the time/date (as the 

information presented), the interaction, and, mainly, so that it constitutes an element capable 

of motivating the student, the characteristic of the user experience.  

"The narrative element of Gamification can be understood as the process in which the user 

constructs their own experience through a given content, exercising their freedom of choice in 

a given space and period of time, bounded by the logic of the system". (Palomino et. Al., 2019) 

 

Main advantages of using narratives for gamification: 

ǒ Narratives tell players what to do.  

ǒ A narrative helps the player to easily understand their path to mastery.  

ǒ They increase excitement and attention as they feel part of the central story. 

ǒ If there is a conflict in the narrative, players will always want to reduce or overcome it 

and will always strive to resolve it. When conflicts are resolved, people feel good.  

ǒ It is easier to form memories when something is told as a story, and therefore it is better 

to undergo incorporation, learning and training.  

ǒ Narratives can easily accommodate complex scenarios, requiring behavioural changes 

on multiple levels rather than keeping players focused on a single objective.  

ǒ The game mechanics promote competition, but the mix of group narratives within them 

promotes cooperation.  

 

The narrative "Save the School for Mythological Beings". 

The narrative SALVAD LA ESCUELA PARA SERES MITOLÓGICOS (SAVE THE SCHOOL FOR 

MYTHOLOGICAL BEINGS) is divided into 30 chapters. It can be read or listened to as an 

audiobook throughout the school year. 

If there is no time to read the story, the synopsis can be presented to the pupils, to connect the 

vicissitudes and events to the story and to make up a story from there. 

If it is to be used and read in class, it is advisable that it is done by the teacher or students 

themselves with fluent and competent reading and diction to facilitate comprehension for the 

rest of the class. Projection on the PDI or interactive monitor would allow it to be read at the 

same time as the pupils can follow the story. 



    

69 
 

It can be read in English or language class and used to practise reading comprehension by asking 

some questions at the end of each chapter (there is a set of questions already created to work 

on reading comprehension). The teacher can make stops to explain some words which are 

difficult to understand or which are interesting from a linguistic point of view. 

The avatars of the heroes (students) and monsters are the same as those that appear in the 

narrative. However, we cannot expect event and battle cards (duels and combats) to appear at 

the same times as the event/battle occurs in the narrative. 

 

SYNOPSIS: 

The School of Mythological Beings is in danger, affecting the balance between Good and Evil. A 

new Messiah has been revealed, but has become a clear target of the dark forces.  

Hugo, a shy and seemingly normal boy, starts having dreams in the real world. He has been given 

a mission: it seems that the enchantment holding back an Evil Primeval God has been broken 

after 222 years, and now this demonic being is after the Messiah. The countdown has begun. 

Hugo will need all the help he can get from the Mythological Beings. Do you want to help Hugo 

save the world? 

 

The following is a brief summary of it. 

SUMMARY:  

"For centuries, the School for Mythological Beings has been training the most colourful 

creatures, with incredible and unique magical powers, who will become the future mythological 

beings admired by different worlds and cultures to fight against the forces of evil. The magic that 

radiates from this School is such that it allows them to move by leaping through space and time, 

which is a natural defence against their adversaries. Soon, however, great news is revealed: a 

new Messiah has been unveiled: she is a girl with immense magical power who quickly captures 

the attention of demons, monsters and sorcerers, all of them loyal acolytes of Wo-Shikram, a 

primordial God of Evil who has broken free after 222 years by breaking the magical seal of 

containment that held him captive.  

The School must protect the Messiah above all else as they so often did their predecessors. It is 

vitally important to restore the balance or all known worlds will be lost. 

Hugo, a shy and apparently normal boy, begins to have dreams about strange creatures with 

extraordinary powers. He has only been in the city for a few months. He lives with his aunt 

Matilde, an old lady who took care of him when his parents died. He goes to school, trying to 

remain unnoticed for as long as possible in front of his classmates and teachers, while his 

imagination flies to imaginary worlds. He cannot tell his aunt that a group of children led by a 

certain "Nachete" have been bothering him since he arrived. 

The dreams continue, this time with a clear voice: someone is demanding his help, something 

only he can do, though he is not quite clear why. A Mission has been entrusted to him: he is the 
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Chosen One, the only one who can save the Messiah, kidnapped by demonic forces and who has 

left the School vulnerable by settling in a fixed location: an island lost in a vast ocean. 

Someone told him about a wise old man who lived on the highest mountain that crowned the 

city. He had to go and meet him and ask him about these strange dreams. Hugo will have to 

travel to the world of these strange creatures to be part of the School for Mythological Beings. 

Despite the obvious difference between all of them, coming from worlds scattered all over the 

universe, they all have something in common that he immediately detects: a kind of pouch with 

gems inside. Hugo knows that these pouches must be important, although he is unaware of their 

usefulness.  

With the help of the school's teachers and some of his students, he will have many adventures 

that are not without danger. A group of seven brave men will set out as an advance party to try 

to rescue the Messiah as the school prepares for what appears to be an imminent attack by Wo-

Shikram's forces.  

Little by little, he will begin to discover who he really is, despite the constant pestering of that 

giant centipede that seems to have taken it out on him. But maybe, just maybe, he is not the 

"normal" boy he thought he was; his past will be revealed to him, which was accidentally erased 

and of which he now has only a vague memory. How did his parents die? He has only loose 

images and cannot fit the pieces of the puzzle together. 

Hugo will have to face his fears, overcome his insecurities and so on. To do so, he will train hard, 

discover amazing mysteries, fight against monsters..., in short, he will live exciting adventures, 

discovering himself in an all-out fight against the forces of evil. He will also meet peculiar 

characters that will help him in his mission; before, he was just a frightened child; but, 

nevertheless, after different adventures and conversations with all kinds of beings, he develops 

a new facet as a leader, the result of an unprecedented maturity. He is the Chosen One for a 

reason, isn't he? 

Fantastic places linked to a real world, both magically connected and which can crumble in a 

moment if the balance between Good and Evil is not restored again. Will the dark forces succeed 

in destroying the School and everyone in it? What new universal order is being prepared for 

when this happens? Who is the mysterious Messiah? Why has he been chosen? Who is Wo-

Shikram and why has he managed to awaken from his sleep in the form of imprisonment? Can 

an ordinary child stand against a Primeval God who was already at the origins of time? These 

and other questions will be answered in a fantasy story that will undoubtedly delight the most 

demanding young audiences. 

Promotional video (in Spanish): https://www.youtube.com/watch?v=F8Gdu52cyZA 

NOTE: This video was screened in all the classes likely to start with gamification and this subject (20/21, students from 

3rd to 6th grade of Primary Education). It was shown to all the pupils on the last day of class of the first term, in order 

to generate expectations and the necessary excitement to face the new term after Christmas. 

This is the proposal of Mr. aŀǊŎƻ !Φ aǳƷƻȊ DƻƴȊłƭŜȊ, Coordinator of this Erasmus+ Gamiright project, a unique and 

original narrative created to be put into practice in any school from the imagination and creativity of this teacher. 

 

https://www.youtube.com/watch?v=F8Gdu52cyZA
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4.7. Digital applications for gamification 

Below are some examples of applications that will facilitate the gamification process, especially 

for managing points earned (token economy system) or even for focusing on specific skills such 

as literacy or numeracy: 

 Koi Earth Alliance: is a multidisciplinary gamified project created through Genially that 

integrates the SDGs (Sustainable Development Goals) into the school curriculum with 

an inclusive approach. The aim is to involve students in social and environmental 

challenges through missions, challenges and integrated tasks to overcome the 

"curricular" challenges we face. In this way we empower students and involve them in 

their own learning. This project is led by Jujo (@soyjujo_juanjo), who, together with a 

team of more than 15 teachers from all over Spain and a very prolific community 

(teachers gamifying), make this flexible project possible and fully adaptable to any 

subject and age.  

Website: https://view.genial.ly/5f08fffd28ac660da5ade728/interactive-content-

alianza-tierra-koi 

 Captain UP: a tool that aims to unify followers who share an interest in learning by 

harnessing the power of gamification. This idea comes from TED speaker Yu-kay Chou, 

one of the world's leading and most influential gamification experts. This platform has 

been used successfully in the business world, not only in the academic world. We can 

find different challenges, Easter Eggs, levels and a very active community. The main 

board monitors the activities carried out with graphs, statistics, badges and the 

evolution in achieving them, levels, results in the form of rankings, etc. All these sections 

show in percentages their level of achievement according to the activities carried out. 

The platform is fully customisable and you can use all its features to increase 

engagement on your site (web, social media, etc. and create a loyal audience). 

Website: https://academy.captainup.com/ 

 

 AhaSlides: allows you to create attractive surveys, fun quizzes, contests and games, 

either for the classroom or at home, following five simple steps: create a free account, 

design the questions by choosing the type of answer (multiple choice, with text, with 

image, open...), choose the configuration (team game, individual...), invite the students 

and, finally, play! To make the process easier, the platform also has pre-designed 

templates on different themes ready to complete and use in the classroom. 

 

 

Website:  

https://ahaslides.com/es/blog/quiz-for-

students/?source=solutions_teaching&medium=button&campaign=landing_site&cont

ent=teaching 

 Poll Everywhere: free and easy to use. Through this tool, teachers can propose a 

question or topic for students to participate in anonymously, without the need to create 

https://view.genial.ly/5f08fffd28ac660da5ade728/interactive-content-alianza-tierra-koi
https://view.genial.ly/5f08fffd28ac660da5ade728/interactive-content-alianza-tierra-koi
https://academy.captainup.com/
https://ahaslides.com/es/blog/quiz-for-students/?source=solutions_teaching&medium=button&campaign=landing_site&content=teaching
https://ahaslides.com/es/blog/quiz-for-students/?source=solutions_teaching&medium=button&campaign=landing_site&content=teaching
https://ahaslides.com/es/blog/quiz-for-students/?source=solutions_teaching&medium=button&campaign=landing_site&content=teaching
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an account, using their mobile devices, tablets or computers. Different types of surveys 

can be created: multiple-choice, open-ended, a competition... 

Website: https://www.polleverywhere.com/ 

 Plickers: is a gamification application with augmented reality that only requires the 

teacher's mobile phone to dynamically launch quizzes. Students do not need electronic 

devices; instead they have cards with a special code. Depending on the orientation of 

the card, the answer would correspond to option A, B, C or D. The teacher scans all the 

codes with his mobile phone from his desk and the answers (hits and misses) are 

displayed on the screen.  

Website: https://get.plickers.com/ 

 Socrative: allows the creation of questionnaires that students answer in real time from 

their mobiles. It presents results in the form of rankings that can be used as a form of 

evaluation. 

Website: https://www.socrative.com/ 

 

 Super Teachers Tools: is a very versatile tool that proposes multiple activities to do in 

the classroom with original formats from TV programmes such as 'Who Wants to be a 

Millionaire' or 'Jeopardy Style'. It also includes many other tools such as a clock or dice 

to play different games. 

Website: https://www.superteachertools.us/ 

 iCuadernos by Rubio: an intuitive and easy-to-use system for children, this app from the 

Rubio publishing house helps them to improve their knowledge in a fun way and without 

help from adults: they will practise Maths, they will learn to write and recognise upper 

and lower case letters, and they will find a wide variety of activities to develop basic 

concepts or to paint, which will help them in their intellectual and motor development. 

It is a gamified platform, where students can earn medals by completing the 20 

unlockable levels in each notebook. 

Website: http://www.icuadernos.com/ 

 Ta-tum - escuela ŀǾŀƴǘŜ ƎŀƳƛŦƛŎŀŎƛƽƴΥ platform for the promotion of reading. Available 

for iOS, Android and Chrome, it proposes to bring reading closer to students through 

gamification (cards with values in tasks, tests and medals. Very interesting badges can 

also be obtained. Thematically, students will join the Avante School, made up of six 

detectives who will guide the students to become literary investigators. They will have 

access to a library with a multitude of titles and will be able to personalise and interact 

with the books.  

Website: https://ta -tum.com/#welcome 

 Brainscape: a platform for finding, creating and sharing flashcards, with an extensive 

and varied bank of digital flashcards for teaching. 

https://www.polleverywhere.com/
https://get.plickers.com/
https://www.socrative.com/
https://www.superteachertools.us/
http://www.icuadernos.com/
https://ta-tum.com/#welcome
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Website: https://www.brainscape.com/ 

 Knowre: imagine a video game that aims to teach mathematics, but being a game, the 

main thing we get out of it is fun. That is the premise of the app: learning maths while 

having fun. It includes challenges on algebra and geometry, and seeks to be an accessory 

for the more traditional and formative class.  

Website: https://www.knowre.com/ 

 Cerebriti: games platform that has two aspects: on the one hand, students can create 

their own educational games; on the other hand, they can play games created by other 

users (or by teachers) to reinforce their knowledge. There are games on all subjects and 

for all grades and ages. It is free and multiplatform. 

Website: https://www.cerebriti.com/ 

 Minecraft: Education Edition is a very popular tool. Its launch has opened the door to 

countless possibilities for its application in education. Minecraft: Education Edition is an 

example of how video games can have their place in the classroom to teach all kinds of 

subjects, depending on the resources we want to use. Students can create virtual 

environments, objects, characters, etc. with which they can interact (even in other 

people's environments). There is a large community using this powerful tool with its 

characteristic pixelated image. 

Website: https://education.minecraft.net/es-es 

 Kahoot! is a tool that allows you to create quizzes in a very intuitive way. You can create 

your own quizzes or join one of the many already created, and available for multiple 

ages and levels. Pure gamification: immediate rankings, learning and lots of fun for a 

game that is extremely easy to use, as described on their website. Players choose the 

answer to the question by clicking on the colours and/or symbols; the response time is 

decisive to score more points. 

Website: https://kahoot.com/ 

 Quizizz: a tool similar to Kahoot! with which teachers can create tests to take in class in 

real time. The main difference with the first is that this one is fully gamified and allows 

you to obtain coins with which to buy powers (more response time, potions to avoid 

failures, etc.). In addition, it allows you to share tests with other teachers and send them 

to do at home. The tool is flexible as it allows you to add text, images or audio to the 

questions. 

Website: https://quizizz.com/join/ 

 Classcraft: is one of the most videogame-like platforms. Classcraft is a kind of World of 

Warcraft for education with a huge gamification load in the classroom, a tremendously 

visual and attractive platform that allows you to create a world of characters (mages, 

healers and warriors) who must cooperate and participate in missions to earn points 

and gold to improve their equipment. The aim is to progress collaboratively while 

learning and developing their knowledge. It is a paid platform, although it has interesting 

free options.  

https://www.brainscape.com/
https://www.knowre.com/
https://www.cerebriti.com/
https://education.minecraft.net/es-es
https://kahoot.com/
https://quizizz.com/join/
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Website: https://www.classcraft.com/es-es/ 

 CodeCombat: video game for learning to program in which we will have to solve certain 

challenges and problems through code in order to advance and improve our level and 

equipment. Each time they will be more complicated, and each time, we will learn more. 

We recommend you take a look if you want to learn any of the available languages, such 

as Python or Lua, among others. 

Website: https://codecombat.com/ 

 Boom Writer: is a website that aims to motivate children by turning them into 

momentary writers. They are given a chapter of a book. The children continue the 

chapter and send it in. They will have to read several of the submitted chapters and a 

vote will be taken. The winner will write the second chapter, repeating the process until 

the book is finished and finally published. 

Website: https://boomwriter.com/ 

 

 Genially: multi-tool with various contents designed to gamify the classroom. It allows 

you to create presentations, infographics, posters, catalogues and images in a simple 

and intuitive way, as well as accessing a lot of projects created by a large community, 

many of them in editable template mode. 

Website: https://genial.ly/es/ 

 Smile & Learn: is an educational platform where children will find games, videos and 

interactive stories to have fun while they learn. With more than 7,500 activities (maths, 

language, science, art, emotions and many more designed by educators), learning 

routes can be generated according to the individual characteristics of each child, so 

individualised learning is more than guaranteed.  

Website: https://smileandlearn.com/ 

 

POINTS MANAGEMENT PLATFORMS (TOKEN ECONOMY SYSTEMS) 

These platforms favour the gamification of other platforms such as the previous ones, being able 

to manage avatars, powers, badges, levels, rankings, etc. Although they do not have content in 

themselves, they are important tools for motivating students to learn. 

Here we show the two platforms that have been used the most in the Gamiright project: 

ᶉ ClassDojo: combines gamification and gamification resources with an important 

platform to inform parents of their children's progress. It also has statistics that help 

teachers with evaluation. It is very easy to set up and it is completely free, being very 

attractive visually. They are avatars in the shape of little monsters that will undoubtedly 

help to get students hooked. Because of its more childish aspect, we recommend it for 

the Infant Education and Primary Education stages. 

Website: https://www.classdojo.com/es-es/?redirect=true 

https://www.classcraft.com/es-es/
https://codecombat.com/
https://boomwriter.com/
https://genial.ly/es/
https://smileandlearn.com/
https://www.classdojo.com/es-es/?redirect=true
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ᶉ MyClassGame: open source web platform whose main objective is to help any teacher 

who is encouraged to use methodologies such as Project Based Learning, Cooperative 

Learning and Agile Methodology, using Gamification strategies to engage and motivate 

students. It is a tool that can be used at any level, in any environment and in any 

educational context. In addition, one of its advantages is that, if accessed through a 

Google account, the user can import their Google Classroom courses with all registered 

students. Another great advantage is the multiple downloadable and customisable 

templates that are easily adaptable to our classrooms. This is the platform that 

Gamiright has used to teach digital gamification for the 3rd to 6th grades of Primary 

Education.  

On the main page, there is a shortcut to access from Gamiright. Thanks to the Erasmus+ 

project and in collaboration with Juan Toman, the creator, the range of languages was 

extended to Romanian and Greek, among many suggestions for improvement that have 

finally been implemented in these two years. As it is open source, many teachers with 

programming skills help the creator in the maintenance of the platform. 

Website: https://www.myclassgame.es/students/uiJvEd3Ybo6BjxPCN 

 

IV. GAMIFICATION STRATEGY  

Gamiright's gamification strategy was originally planned in 3 different modules, with different 

levels of complexity of the elements and mechanics. With this premise, the aim is to cover the 

needs of teachers interested in gamifying their classes, adapting to their knowledge and 

previous experience in gamification: novices, little experience, some experience.   

Teachers can choose to apply one module or another depending on their knowledge of the 

gamification system and can add or remove elements from other modules at will. The 

gamification method should be adapted to the teacher, not the other way around. The teacher 

must have the predisposition to learn a system that will undoubtedly help him/her in his/her 

classes, making them more motivating for the students and favouring the Teaching - Learning 

process. The level of immersion will depend on the degree of involvement, which will gradually 

increase as he/she sees the results in the students themselves and feels more confident. To run, 

you must first learn to walk; in this sense, the teacher can learn as they go along, adapting the 

methodology, discarding that which involves complexity or extra work and focusing on what 

they are capable of managing.  

These modules are supported by the Class Dojo and @myclassgame platforms, although they 

can be developed off-line without any technology, by downloading the material in pdf format, 

both the avatars and the various registration systems. This guide is in no way intended to be a 

developed tutorial on the use of these platforms, but rather to explain in a general way how to 

get started. You can find excellent tutorials and videos in our language on how to use these 

programmes. 

The following sections outline the gamification modules corresponding to level A, B and C (from 

less to more complex). Do not worry if any concept is not explained in depth, because the 

different elements will be explained later, with the aim of adapting to those who need it most, 

https://www.myclassgame.es/students/uiJvEd3Ybo6BjxPCN
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so that the teacher who wants to start with the basic module A, does not have to read all the 

previous information of the later modules. 

 

1. Module A (Basic) 

 

MODULE A ON-LINE 

In order to do this, we will use the ClassDojo platform. This platform is very intuitive and 

numerous tutorials can be found on the web. You just need to configure your class and the 

corresponding avatars will be created automatically in egg format (latent). This egg will hatch 

after four weeks into a monster avatar. It can also hatch when families enter the platform for 

the first time, to ensure that the platform is also used at home. 

Students will receive points based on their behaviour, attitude, learning in class, which can be 

translated into some kind of privilege (changing avatar, getting special cards of direct application 

- e.g. sitting in the teacher's place for 10 minutes, etc.).  

This module is recommended for teachers who have never applied gamification or have only a 

slight knowledge of it. 

Online modality: Classdojo (https://www.classdojo.com/) where teachers have to create their 

own class, personalise it, register their students, decide whether or not they want to contact 

families and how to do so (for data protection reasons, this decision will be subject to the 

competent authority in the country or community of application; for example in the Community 

of Madrid, it is recommended to use platforms of the Education Administration and not 

platforms outside their system, although it is still a recommendation and not a prohibition), 

configure the skills (for which points will be given or taken away), the teachers or co-teachers 

who are going to teach that group and who also want to use the points system and essential 

settings of the application (image 1). 

 

Illustration 6 - Screenshot "Classdojo" - Home page  

Image 1 

https://www.classdojo.com/
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The platform also has a "folder" in the form of a virtual disk where work can be uploaded as a 

portfolio. In addition, we can also find "class history", where daily experiences can be collected 

(photos, videos, files, etc.) and messages (message centre for communicating with families. See 

image 2). 

 

Illustration 7 - Screenshot "Classdojo" - Class History 

Image 2 

 

MODULE TO OFFLINE 

All material is included ready to print. It is recommended to print and laminate the privilege 

cards and avatars, as well as the level table and the points table (to be able to stick and remove 

stickers easily). 

Material included: 

ǒ Avatars: individual and in miniature format. 

ǒ Cards: skills and badges. Description of a card. Templates are also attached to facilitate 

the creation of new cards. 

ǒ Classdojo Logos 

ǒ Classroom decoration 

ǒ Student material: tokens and other monsters (large catalogue by category) 

ǒ Organise your classroom: posters (certificates, toilet use, calendars, reading markers, 

etc.). 

ǒ Classroom publications: illustrations and feedback letters 

ǒ Zoom backgrounds: Classdojo backgrounds 

ǒ Tables: Level and Score Equivalence, Level Table, Points Table. 

 

WHERE TO START 

Once the platform has been configured or the documentation has been printed for off-line 

implementation, we can start with the Gamification process: 
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a) Generate the skills, those that we want to promote in the students, as well as the desired 

allocation of points. Example: Helping others +1, Good work +1, Creativity +2..., as well 

as undesired behaviours (you can choose not to elaborate this type of penalties), such 

as, for example: Aggression -5, Disrespect -3.  

It is important to spend some time thinking carefully about which skills we are interested 

in promoting, because when used intelligently, the platform can do the most difficult 

part, such as managing disruptive situations or reducing/eliminating excessive 

environmental noise (in these cases, it is enough for the teacher to approach the screen 

and, without speaking, remove the points from the students who are interfering with 

the smooth running of the class). Similarly, having skills such as "just in time", which are 

only obtained when all students are on time, helps to ensure that students are not 

delayed in preparing the material, notebooks or book for the session in question. I am 

sure there are a lot of skills that many teachers will find perfect for their own classroom 

dynamics depending on the characteristics of their class-group. 

b) It is important that students are aware of these skills so that they know what behaviours 

the teacher expects from them and focus their work and effort in that direction. 

c) In this module, you can choose to use a story or narrative that involves the process, for 

example: Monsters Inc., Monster School, Hotel Transylvania, Monsters vs. There is no 

need for a great deal of development; it is enough for the pupils to feel that they are 

doing a particular mission, which may coincide with the themes or subjects in question. 

If it is a first approach to gamification, this step can be skipped. 

d) Determine when points are to be given. This is a teaching decision that can be agreed in 

advance with the students. It is important that students know when these points are 

awarded and why they are awarded. Points can also be recorded in writing and uploaded 

to the platform at extracurricular times or at the last session of a particular day. 

e) Determining levels. The avatars evolve, so that they change level according to the 

assignment given in the avatars. A possible choice of levels is shown in the annexed 

material, although it is at the teacher's discretion. For example: Level 0: 0-50 points; 

Level 1: 50-100 points, etc. It may be interesting to set up the progression of levels with 

ratios other than 1:1 (e.g. 50, 110, 220, 330, etc.). It is important that the levels are 

configured according to the points to be achieved on a daily basis, so that it is feasible 

to reach the last level at the end of the academic year. It is also at the teacher's 

discretion whether to show all the levels in advance or just the next one; in some cases, 

knowing all the levels in advance may discourage students who already achieve few 

points. 

f) Generate the badges (you can use the ones proposed in the annex or be more specific). 

The badges certify that the learner has reached the level. An "X" level will give an "X" 

badge. The badges proposed here can be achieved by all students regardless of the time 

needed to do so; however, new, more specific badges can be generated and only 

achieved by some students (this will be at the teacher's discretion). Example: Badge for 

the hardest working student, the most collaborative, the most creative, etc. 

g) Points earned may be lost through undesired repetitive behaviour; however, the badges 

and all that goes with them (printed powers) are not lost, and even if the student were 

to be downgraded (by decreasing the number of points earned), the badge would certify 

that he/she was once at a higher level while retaining all the privileges earned to date. 
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h) The printed powers are the cards that students will be able to get when they get a badge 

certifying that they have reached a certain level. This part is the most motivating for the 

pupils, as they will be able to get powers that they can apply in the real world. Example: 

changing places with a partner, choosing the games in a PE session, selecting the music 

in the classroom for certain moments, etc. These powers could be gained in their virtual 

format (virtual card), but from experience, having them in print guarantees a feeling of 

ownership and choice over their use that is not comparable with online cards. These 

cards are owned by the students and can be exchanged, swapped, etc. with other 

students as long as the student has the necessary level that corresponds to that card.  

It is important in this sense to know which teachers and in what number they will use 

the gamification system with the class in order to have a forecast of the points that 

students can achieve in each subject. 

i) The platform makes it easy to create groups, ideal for earning extra points through 

collaborative activities. Similarly, temporary groups can be created to award points to 

certain students rather than the whole class. The platform allows you to reset the points 

(bubbles) at any time, although if you are going to use the levels and badges this is not 

recommended (some people prefer to reset the scores every term so that there are no 

big differences in scores between the most disadvantaged and the most advanced 

students). In our experience, even the most backward pupils should get points (at least 

the basic ones) every day, something that will motivate them to make daily progress and 

tend towards the behaviour that is closest to what the teacher wants to achieve. 

j) Establishing clear and precise skills will greatly facilitate the creation of reports, which 

can be used as criteria for assessment. The platform allows these reports to be produced 

in graphical format, which could even be sent to families. 

k) The proposed skills, avatars, badges, levels... are only an aid to get started with already 

generated material, but they can be edited at will or changed at the discretion of the 

teacher. At first, if you are not very confident, you can generate few skills so that points 

can be awarded more lightly. As the teacher gains confidence with the system, new skills 

can be added. 

Similarly, new cards can be generated associated with specific levels (more powerful as 

you level up). A .psd (Photoshop format) template has been provided that can be used 

to generate new cards through this editing program. 

2. Module B (intermediate) 

MODULE B ON-ONLINE 

For this MODULE B (Intermediate) it is recommended to opt for the On-line modality, presenting 

the narrative that will accompany the whole gamification process. In addition, more gamification 

elements and mechanics will be introduced to make the experience more immersive. 

This module is recommended for teachers who have already implemented some elements of 

gamification or who have started with Module A and want to integrate more elements. 

The online platform @MyClassGame (https://www.myclassgame.es/) will be used. However, 

teachers coming from module A who are comfortable with ClassDojo can continue to use this 

platform if it is easier for them. ClassDojo allows to replace the proposed avatars with 

https://www.myclassgame.es/
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customised avatars which will favour, in this case, avatars more in line with the proposed 

narrative, in this case "Save the School for Mythological Beings. 

This module includes the classroom dynamics of Module A. In addition, students will be able to 

engage in combat with villains every time they review a topic before an exam, and they will be 

able to duel to earn more XP (experience points) and/or money to obtain items. They will be 

able to access collections by buying booster packs which they can then trade. There will also be 

side quests to earn XP points and money, facing enemies or minor events. Recommended for 

grades 3 to 6 depending on the teacher's knowledge and play experience. 

START WITH MODULE B 

a) The operation of @MyClassGame is essentially similar to ClassDojo: it is a system of 

token economy in the form of points that is managed virtually; however, this website 

has many more possibilities that facilitate immersion in a fully gamified activity and not 

only in a scoring system. It is important to know that it is NOT necessary to use all the 

elements and options presented by the platform and we can adapt this application to 

our way of working, to our group (we may only be interested in the points system and 

little else, leaving aside the shop, the powers, etc.) or to our subject. 

b) The @MyClassGame platform, although quite intuitive, requires more dedication than 

ClassDojo to learn all the options. It is based on systems created in video games and 

role-playing games, so we find sections such as: behaviours (the skills in ClassDojo), 

powers, collections, shop, motivational phrases, villains, ..., as well as tools such as 

random selectors, countdown clock, timer... and the possibility of carrying out battles 

against other students or against villains. There is also the possibility to collect the 

narrative, create missions, add maps and other elements, all with the possibility of using 

it in combination with other design tools such as Genially or Canva. 

This tool may create some initial insecurities in teachers (due to all its potential), but it 

should not be forgotten that there are some great tutorials about it (in Spanish) which 

can be accessed by clicking on the top right cube, which is the logo of the application. It 

is recommended to follow these tutorials before using this application if you are not 

yet very experienced in gamification.  

 

These tutorials are in written text format and also in video format (image 3). 
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Illustration 8 - Screenshot - Gamified teacher 

Image 3 

 

Link to tutorial in text format: 

https://docs.google.com/document/d/1ZmyaXrsNty96SJ0GoYs9kxrJpHaqB4q-

CWbEkGkMAuE/edit#heading=h.s067zkui7bl5 

Gamify from scratch with Myclassgame (video tutorial): 

https://docentesgamificando.com/gamificar-desde-cero-con-myclassgame/ 

Myclassgame official Youtube channel: 

https://www.youtube.com/c/MyClassGame/videos 

 

 

We have to keep in mind at all times that this platform can be adjusted to our level as 

teachers, to our subjects, to different types of students (even to students in upper 

secondary education), so using its full potential from the outset does not have to 

become a starting goal. We can start humbly with four or five basic things and then, with 

time and confidence, we can go deeper into the platform by introducing new sections 

and tools in our gamification. 

The first step is to configure the class and the avatars. In the students' cards, unlike 

ClassDojo, the avatars have 3 statistical values instead of 1: experience, life and money, 

all of which can be configured with the desired starting values. If no parameter is 

changed, the initial life values will be 10 and money will have an equivalence of 1/1 with 

respect to experience (1 of money for every 1 of experience gained). See image 4. 

In the narrative, the protagonists and characters of the school also have these values: 

XP (Experience Points), HP (Health Points), coins and gems (which will correspond to 

money).  

 

https://docs.google.com/document/d/1ZmyaXrsNty96SJ0GoYs9kxrJpHaqB4q-CWbEkGkMAuE/edit#heading=h.s067zkui7bl5
https://docs.google.com/document/d/1ZmyaXrsNty96SJ0GoYs9kxrJpHaqB4q-CWbEkGkMAuE/edit#heading=h.s067zkui7bl5
https://docentesgamificando.com/gamificar-desde-cero-con-myclassgame/
https://www.youtube.com/c/MyClassGame/videos
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Illustration 9 - Screenshot "myclassgame" - Class avatars 

Image 4 

 

 

In the top menu CLASS MANAGEMENT, we can access all the elements of the class in 

use, where we can find in the first line the name of the class, the Classid (which will help 

us to export or import the template), we can register new students, generate teams, 

etc. In the second line we find the Selection, where we can choose different selection 

modes (all, none, present, absent, etc.) in order to award points (positive or negative). 

In the third line we can choose the different actions we are going to use with the 

previously selected students: give/take XP, HP, Money... or access the Badges, Powers, 

Collections, Shop or Images. Many of these options are also accessible from the card 

representing the avatar itself, in the lower blue symbols (see image 5). 

 

Illustration 10 - Screenshot "My class game" - Managing the class 

Image 5 
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c) In the drop-down menu on the left in the form of 3 horizontal stripes, we can find most 

of the tools to go deeper into the platform and take gamification a step further. See 

image 6. 

 

 

Illustration 11 - Screenshot "Myclassgame" gamification trailer 

Image 6 

 

In this menu we can see the name of the class we are currently connected to. Then, in 

the general section, we can access "My classes" (those that I have registered) or "Shared 

classes" (the open templates that other teachers have created and that we can use at 

will with the possibility of editing. 

In the "Main Menu", we can configure the students, the adventure (narrative) or the 

"Game Elements" (those aspects that will support the narrative, manipulative and 

accessible to the students: events, behaviours, penalties, badges, powers, collections, 

shop, phrases, levels and villains). See image 7. 
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Illustration 12 - Screenshot "myclassgame" game elements 

Image 7 

 

All these elements are registered in the same way, with a tab at the end that allows you 

to generate the name, add an image and create the relevant bonuses or penalties (see 

image 8). 

 

Illustration 13 - screenshot "Myclassgame" add data 

Illustration 14 - screenshot "myclassgame" New behaviour 

  
Image 8 

 

d) In the "Questionnaires" section we can generate new questionnaires on the topics of 

our interest associated with the areas or subjects. They are mainly designed for multiple-

choice questions. First the questionnaire is created and then the "+" key is used to create 

the questions associated with it. See image group 9. 
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Illustration 15 - myclassgame" questionnaires 

Image Group 9 

 

Quizzes and questions can be hidden or displayed with an eye icon in their top left 

corner, allowing the form to be visible or hidden to students. 

The tab "battles" represents the confrontation with other pupils or enemies in the form 

of a duel. This section will be fully developed in module C, as it presents more elements. 
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e) In the "battles" tab (image 10), we can configure what kind of combat we want to design, 

choosing from player vs. villain, group vs. villain, player vs. player, group vs. group and 

the whole class vs. a villain. In principle, the results are random, but in the lower tabs 

we could make the choice in a customised way. Similarly, on this screen, we can 

configure which of the pre-designed quizzes we are going to use (drop-down), the 

number of questions, the minimum number of correct answers, the response time and 

the minimum number of correct answers to win the battle. We will also configure what 

happens to losing opponents (if they lose HP, XP, etc.). Thus, the battles are directly 

related to the previously designed quizzes. 

 

Illustration 16 - myclassgame "Battle of questions 

Image 10 

 

In the narrative "Save the School for Mythological Beings" these battles are 

differentiated between duels (with other students of the school, no HP is lost) and fights 

(with enemies that do hurt you, taking HP away). The adaptation to the platform will be 

determined by the choice of the type of combat and the configuration of the 

consequences of the combat. 

 

ROLE-PLAY THE BATTLES AND ADAPT THE OBJECTIVE EVIDENCE TO THE NARRATIVE. 

This platform is more extensive and as it has more gamified components, mostly coming 

from the role-playing game, it can give more opportunities to "role-play" the battles 

every time we face a monster, that is to say, to make combats that use heroics and 

appeal to the epic. It's not the same to say: "This is the maths question... you failed, I'll 

take a point off" as "You're facing a Minotaur with life 8 and who hits with strength 2. 

For each failure, it will hurt you 2 times". "Congratulations, you wounded the 

Minotaur...you managed to dodge its sword attack and with an unexpected sweep you 

unbalanced one of its legs so that it ended up falling backwards to the ground and as a 

consequence, getting a huge bump on its head".  
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This ability to role-play will depend to a large extent on the imagination of the teacher, 

and in many cases it can be left to the most imaginative students to get right into the 

adventure and forget for a moment that they are being assessed in mathematics. 

 

 

f) In the "Tools" menu we have interesting accessories to help us in gamification, such as 

timers and clocks, random selections of students, groups, events, etc., as well as the 

configuration of some more parameters of the narrative. Figure 11. 

 

 

Illustration 17 - Myclassgame" tools 

Figure 11 

 

These tools are very interesting to be used in conjunction with the lessons. 

 

g) In "History" and "Notifications" we will have a record of all the movements that have 

been made in the class, as well as the notifications sent to the students. Remember that 

this platform can be used with people of any age, where they are given access via codes 

and/or mail or are notified that a power, badge, etc. has been unlocked. These functions, 

although interesting, may be far from Primary Education, as we may find children 

without free access to a computer, without an email account or without sufficient 

autonomy to carry out these daily tasks on a regular basis. This is part of the 

technological development that we are trying to consolidate in our families and pupils, 

although it is still a medium to long term project. 

 

h) In the "Configuration" section we can carry out an important part of the structuring of 

the platform (see picture group 12).  
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Group of images 12 

Illustration 18 - myclassgame" Parameters 

In addition to configuring the platform's own parameters, we can register new teachers 

so that they can access our class. This is designed for those teachers who want to be 

part of the gamification with the class group to which we are directing this methodology. 

Within these parameters we find "Administration" and "Import", which will allow us, 

among other things, to show the students' cards (in case we want to print them) or to 

carry out important operations such as sharing our template with the rest of the 

community that uses @MyClassgame or carrying out backups, deletions or imports of 

elements from other classes or templates (we will need to have the ClassId). See image 

group 13. 
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Group of images 13 

Illustration 19 - myclassgame" configuration 

I ALREADY KNOW MORE OR LESS MYCLASSGAME AND HAVE FOLLOWED THE TUTORIALS. HOW 

DO I PUT IT INTO PRACTICE WITH MY CLASSES? 

 

To put this methodology into practice, the same development would be followed as in module 

A with respect to the dynamics of the class.  It is interesting, as already mentioned in Classdojo, 

that the platform is always open on the interactive monitor or PDI, remaining in the background 

(not visible) to be able to access it quickly when required, such as the assignment of time points 

for something specific, the use of tools, etc., while the digital book or digital activities support 

our daily teaching task. while the digital book or digital activities support our daily teaching task. 

Our recommendation is that the use of the platform does not burden class time and that 

maintenance activities (assigning points) are done at times when students are not directly 

receiving class (more relaxed activities, changes between classes, end of class, breaks, etc.). 

Teachers can even record on paper the points that will later be transferred to the platform. 

 

Badges and powers will not be activated until the required number of points have been earned. 

They will be enabled by the teacher once the student changes level. 

 

Collections" and the "Shop" are resources that can be very motivating as they provide collectable 

and interchangeable cards (like stickers). In order to be able to use them fluently, students need 

to have access to the platform available at home (not recommended for children in Primary 

Education unless directly supervised by their parents). These functions are still in a period of 

change within @MyClassgame. 

 

The side quests move away from the narrative plot, which will be a common thread that can be 

used in the area of Spanish Language and Literature in text, audio or combined format. These 

secondary missions can be exercises to review previous topics, content to be reinforced, etc. 

that will allow students to earn XP points, coins or gems in an extra way, which can therefore 

strengthen their scores in order to achieve levels, badges and subsequent powers (skills). 

 

 

MODULE B: OFF-LINE MODE 
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It is strongly recommended to use this platform to develop Module B if the appropriate 

technology is available. If you are not proficient in this technology or it is simply not accessible, 

you can download all the printable material or use its templates to generate new material and 

carry it out in a more traditional way with similar results to the online mode (bearing in mind 

that learners nowadays are from a digital age and already the technological devices themselves 

are a source of motivation in themselves).  

 

The elements that can be found in module B for downloading are the following: 

 Avatars in their standard mode in different sizes and formats. 

 Cards: model or templates, skills and villains. Also attached is the document 

"Description of a card.docx" where the general anatomy of the card is explained. 

 Badges: template and levels 

 Equivalence of levels and XP points, level table and points table. 

 Sample letter templates. 

 

3. Module C (Advanced) 

Module C is recommended for teachers with more experience in gamification or who have 

already completed module B and wish to go deeper. 

MODULE C (Advanced). Dynamics of Module A + Module B. In general, the objects you buy or 

find can be used as bonuses for duels and combats (adding if you want the "object's temporality" 

factor, explained later). They will also be confronted with events that will alter the rules of the 

game and have surprise effects that keep the motivation going and maintain the so-called Flow. 

In addition, students will be able to do quests, trade for new powers, buy and sell objects, etc.  

By playing with the "temporality of objects", they will have a limited number of uses before they 

are finally broken.  

The inventory (cloth bag of all inhabitants of the School for Mythological Beings) will be active 

with a maximum of 3 items in the bag. Weapons must be carried equipped (susceptible to being 

stolen if battles are lost) or stored in the inventory where they are protected by a magic spell.  

This module is recommended for students in the 5th, 6th year of Primary Education, ESO and 

higher levels. 

As for Module B, the online platform @MyClassGame (https://www.myclassgame.es/) will be 

used, which contains the following elements: 

ǒ Avatars created for the "Save the school of mythological beings" narrative in its three 

modes: standard, evolution and hyper-evolution. 

ǒ Narrative 

ǒ Secondary missions 

ǒ Badges and Levels 

ǒ Battles (duels -with partners- and fights -with villains)  

ǒ Items (durability, exchanges, possibility of being stolen in battles)  

ǒ Inventory bag (maximum of 3 items in the bag)  

ǒ Searches (of objects)  
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ǒ Events  

 

STANDARD AVATARS, EVOLUTION AND HYPER-EVOLUTION 

 

Although in principle the use of the standard avatars could be used to start and end the 

gamification, it was decided at an artistic level to incorporate two other avatar states to show 

a physical evolution with respect to the levels achieved as the gamification progresses. It has 

been determined for Module C that a possible use of these graphical modes should follow the 

table below, although as with all the modules contained in this guide, this is a recommendation 

that the teacher can skip in favour of their own interests and proposals. 

 

AVATARS 

STANDARD MODE EVOLUTION MODE HYPER-EVOLUTION MODE 

EXAMPLE LEVELS EXAMPLE LEVELS EXAMPLE LEVELS 

 

 

 

LEVELS 0-5 

 

 

 

LEVELS 6-9 

 

 

 

LEVEL 10 

Table  - Standard, evolution and hyper-evolution avatars 

NARRATIVE "SAVE THE SCHOOL FOR MYTHOLOGICAL BEINGS". 

This narrative will serve as a common thread for the whole gamification process in this module 

C. It can be used independently as a story, to be used in the classes, to generate debates and 

theories, to solve the reading comprehension questions, to work on visual and auditory 

attention (audiobook), etc. It is important to note that although it functions as a common thread, 

it does not have a direct temporal relationship with the contents developed in the classes, nor 

on the rhythm (it would be a work of individual adaptation that would not be useful for other 

classes, nothing further from the intentions of this writing). 

Narrative can be worked on daily, every X days, in written, oral and/or aural format. It is up to 

the teacher's discretion when to do it, but it should be seen in its entirety during the school year. 

It is a long story, sometimes complex because of its multitude of unexpected twists and turns, 

so the teacher must know it beforehand if he/she is to respond coherently to questions from 

the pupils which they can develop. 

To support this narrative, we recommend the use of posters and graphic design in classrooms, 

corridors, etc., which will undoubtedly favour immersion in the story. A good Story Board with 

the scenes (one per chapter) can summarise part of the story and decorate any room in the 

school. Printing the avatars, decorating the classrooms and the door, buying bags similar to the 

ones the characters have or even dressing up, everything has a place in staging gamification. 
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Moreover, to fully integrate it, it can be carried out during events throughout the rest of the 

year (Halloween, Carnival, etc.). If we want to increase the level even more, the objective tests 

(exams) can be altered with images or by incorporating the characters or parts of the plot in the 

problem statements.  

The following images show some examples of the above: 
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Illustration 20 - Interior 1 
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Illustration 21 - Interior 2 
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Illustration 22 - inside class and costume 

 

 

Illustration 23 - Classroom interior and bag with stitches for each student 
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Illustration 24 - Questionnaire on gamification 

 

SECONDARY MISSIONS 

The secondary missions will be designed by the teacher to achieve specific goals in a given 

subject but without losing sight of the essence of the narrative. For example, if we want the 

students to write an essay about a journey, we can create a side mission to take some of the 

main characters of the narrative away from the main mission for a moment and solve a problem 

or find a solution to a dilemma. See image 14: 

 

Illustration 25 - myclassgame" adventures 

Image 14 
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BADGES AND LEVELS 

Badges and levels can be used once the points for each level are configured. In Picture Group 

15, we can configure the levels according to a ratio or individually in a quick and intuitive way. 

 

 

 

Illustration 26 - Myclassgame" game elements 

Image Group 15 

 

BATTLES (DUELS -WITH PARTNERS- AND FIGHTS -AGAINST VILLAINS) 

Following the dynamics of the narrative, one way to earn XP points is through battles. There are 

two types of battles in the narrative: 

ṥ Duels: with other partners (individual, one on one), where they are used as training 

without affecting the life of either partner (both protected by the Minimal Life Energy 
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Spell), although anything not in the bag (inventory), such as weapons or other objects 

found and carried in the hand, can be stolen. 

ṥ Combat: against lieutenants and villains of the forces of evil. These battles can take place 

individually or cooperatively. If the cooperative option is chosen, the members of the 

group attack the villain as a group and can defeat him if the sum of their achieved levels 

is equal to or greater than that of the villain. Note the advantages of this method (several 

members compete, so they have a better chance of getting the right answer, but if they 

fail, they all lose lives). 

A good way to use duels is to compensate for the score of certain students who are short on 

points by using quizzes and choosing the battles between students. They can also be done on 

the basis of an event that will mark that reality. 

Combat can be a great way of tackling the exams for each topic, either in groups or individually. 

The teacher would make up a battery of questions that they think the students would need to 

know by the end of the unit and can get the students really motivated by defeating the villain 

and gaining valuable advantages simply by the fact that they have reviewed the day before for 

the exam two days later. 

Details of the battles are briefly described in section 4 of this guide. 

 

OBJECTS AND POWERS 

All avatars in the B-modules had in principle 1 attack (for each correctly answered question, they 

could do one wound to a villain). However, there are items and powers that can be purchased 

that will give important bonuses for the adventure, such as increased attack and/or defence 

ability, personal or other people's healing ability, etc. 

It is important that the items can be kept in the inventory (magic pouch) or carried equipped in 

the hand ready for use. Students should be aware that if they have them equipped they can use 

them on the spot, but if they lose the confrontation, the opponent can take them from them 

and use them (as long as they belong to the "thief's" point/level range). 

The platform displays the items and powers, as well as their costs. The teacher will be able to 

unlock them when a student wants them and can acquire them (over the requested cost). 

Some objects have an infinite temporality and others have a limited temporality (a certain 

number of uses) before breaking. In case of theft, the temporality remains as it was with the last 

owner. The temporality of the object can be marked on the card itself (by painting on the sleeve), 

through stickers, or with a personal record. 

 

STOCK EXCHANGE 

The inventory is usually the typical backpack that characters carry in role-playing games, where 

they can store the items they come across. In this case, this concept has been adapted to a kind 

of cloth sack that appears in the narrative in a magical way in all the characters of the School for 

Mythological Beings.  This bag has the particularity of having two gems (white and black) that 
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will mark the level and the life points. It also allows to include new objects (up to a maximum of 

5 with the gems included), which will be free to be stolen in case of loss of battles. Students will 

be able to put objects in or take them out at will, but if, for example, they equip themselves with 

a weapon in order to have a better chance of winning a combat, they will not be able to put it 

back in until the next combat, where they can decide before starting whether or not to put the 

object in the bag. 

Because of this limitation in the number of objects, it is possible for students to remove objects 

at will to make room for new ones. At certain times, the teacher can even set up the shop or 

market, where they can sell items they no longer need or simply do not want. 

 

MARKET 

The use of the market/shop to purchase objects will be controlled by the teacher. This can be 

agreed with the pupils (e.g. once a fortnight, etc.). It has been found that access to the free 

market can be confusing and take longer than desired. Students will be able to exchange objects 

by barter or buy/sell objects at their usual value (no depreciation through use or increase in 

price has been considered, precisely to encourage marketing and avoid unnecessary tension). 

Objects with temporality (one use, two uses...) will not lose their temporality if sold (e.g. if you 

buy a hammer with temporality 2 and it has already been used once, you will only have one use 

left). 

Please note that items/powers can only be acquired if you have the badge for that level. If two 

students decide to barter and the above rule is broken, both may be penalised by the teacher, 

although in any case it will be left to the teacher's discretion. It is recommended that the 

dynamics and mechanics of gamification be known by all members of the gamification to avoid 

misunderstandings. 

 

SEARCH 

At the teacher's discretion, quests can be given at certain times in certain scenarios. The quest 

consumes XP (it is an effort), so it would be a kind of lottery for the students who decide to do 

it with the aim of getting amazing items, gems (worth 10 gold coins), coins, spells, etc. They are 

usually presented in the form of two-dimensional maps with a grid, to use a Cartesian search 

system. On the map, which can be laminated, the teacher can mark with an X the squares that 

have already been explored and have yielded nothing. Only the teacher will know which squares 

have the desired treasure, although sometimes it is a good way for motivated students with 

learning difficulties to gain more advantages with a little extra help from the teacher without 

interfering with the rest of the class. 

There are a lot of resources on the web, some paid and some free to download or generate new 

maps (for role-playing) that we can adapt perfectly for the classes, choosing the cells with the 

treasures beforehand.  

https://tutapete.com/es/accesorios/446-libro-mapas-rol.html (paid content) 

https://www.pinterest.es/serragnar/mapas-para-jugar-a-rol/  

https://tutapete.com/es/accesorios/446-libro-mapas-rol.html
https://www.pinterest.es/serragnar/mapas-para-jugar-a-rol/


    

100 
 

https://cargad.com/index.php/2020/04/30/juego-herramientas-para-crear-mapas-de-

mazmorras-y-alguna-aventura/ 

 

Illustration 27 - Map 1 

 

Illustration 28 - Map 2 

 

EVENTS 

Events are unforeseen occurrences that can bring advantages or disadvantages to the 

adventure: encounters with thieves, wizards, druids... that can rob you or give you important 

advantages. It is recommended that the students themselves choose whether they want them 

to occur or not. Another option is to time them in time and the calendar will mark when they 

will appear. 

It is worthwhile, as well as quite fun, to spend a bit of time designing them. They can also be 

imported from other Myclassgame classes/templates. Combined with the random tool to 

randomise them is something that the class tends to like a lot, plus they will have to agree on 

whether they want it or not (it will be enough if the majority decide, although it can be left to 

the teacher's discretion or even turn it into a power in the form of a card for a student). It is 

advisable to use a ratio similar to 60/40 (positive events/negative events) to encourage the use 

of them and that there is always a greater probability that some will come out before others. In 

addition, the random tool allows you to restart the roulette wheel or temporarily remove that 

event until a new restart takes place, so that you can control the number of positive events that 

remain without coming out. 

https://cargad.com/index.php/2020/04/30/juego-herramientas-para-crear-mapas-de-mazmorras-y-alguna-aventura/
https://cargad.com/index.php/2020/04/30/juego-herramientas-para-crear-mapas-de-mazmorras-y-alguna-aventura/
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Illustration 29 - Myclassgame" evetos 

Group of images 16 

 

4. Elements of the gamification strategy explained step by step: MECHANICS. 

 

In this section, all the elements of gamification are explained in detail, some of which have 

already been briefly discussed in previous sections. Moreover, for some of them in particular, it 

is specified in which module its use would be convenient. This will constitute the main 

MECHANICS of this gamification proposal: 
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4.1 Avatars 

For Module A the avatars represent cute little monsters. They can be configured from the online 

platform ClassDojo or can be printed out using the material enclosed with the module. These 

basic avatars have only one statistical value: points, which will be earned through daily work. 

For Module B and C, avatars represent these Mythological Beings. They have 3 statistics: 

Experience Points (XP), Life Points (Vitality), Money (Gold). The Mythological Beings will gain 

experience points (XP) with their behaviour, their daily work, their attitude, their 

collaboration..., while completing the Main Mission and some of the Secondary Missions (to be 

created by the teacher), being able to earn individual bonuses (gold) and group bonuses (gems, 

worth 10 gold coins). XP will be decisive for leveling up and earning new badges. Health 

represents the wounds the character can take when facing mainly Enemies or negative Events. 

AVATARS for Module A can be online (on the Class Dojo platform) or offline - printed. 

Avatars will have three different modes, depending on their level: 

   - Avatar standard mode (Levels: N0, N1, N2, N3, N4, N5). Defaults to BASIC ATTACK / DEFENCE 

1/1 (1 point of damage each time he attacks, 1 point of defence each time he is attacked). 

  - Avatar evolution mode (Levels: N6, N7, N8, N9). Has EVOLVED ATTACK / DEFENCE X/X (where 

"X" represents a corresponding number between 2 and 3), depending on the avatar. Once N6 is 

reached, the avatar itself evolves. 

- Avatar hyper-evolution mode (Level: N10). Has HYPER-EVOLVED ATTACK / DEFENCE Y/Y 

(where "Y" represents a corresponding number between 4 and 5), depending on the avatar. 

Once N6 is reached, the avatar itself evolves. 

If an Avatar dies as a result of a combat, duel or event, the student will have to choose another 

Avatar from those available, LOSING several of the items previously obtained: 

 The surplus of points that marks the last level achieved. Example: if the barrier of N2 is 

for example 212 and N3 is 320, and we suppose that an avatar of N2 has 300 points and 

dies, he would be "reborn" with a different avatar, at the points already obtained and 

certified with his badge, that is to say, at N2-212. 

 The total number of items accumulated, both inventory and equipped. 

 The evolution level (new avatar in its basic mode, even if it was on an N6 or later, the 

"rebirth" does not allow to get the evolution mode). 

4.2 Points / Experience 

Module A 

Points represent the avatar's experience in the adventure. They will be decisive for leveling up. 

Students will gain or lose points through:  

ǒ Their behaviour  

ǒ Your daily work  

ǒ Your attitude  

ǒ Your collaboration, etc.  
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(Each teacher has to predefine the criteria for receiving points). This can be done in two different 

ways: 

 On-line: through the Classdojo platform, points will be awarded or taken to the students' 

avatars. 

 Off-line: on the poster with the avatars pasted on it, points will be given or taken away 

from the students. 

 

 

 

 

EXPERIENCE POINTS (XP) - Modules B and C 

 

4.3 Life points  

LIFE POINTS (Vitality): 

ǒ Life represents the wounds that the character can bear before dying 

ǒ The avatar loses life (wounds) in duels and battles that it has lost. 

ǒ Certain events and special items can help the avatar regain its life or clear a number of 

wounds. 

ǒ Inside the school, life is guaranteed by the Vital Energy Protection Spell, but outside it, 

the damage is real, both in combat and in a duel.  

ǒ If an avatar reduces its health to 0 or lower, it can no longer be used again. 

ǒ However, throughout the adventure, characters or items with healing abilities may 

appear that wounded creatures can use to their own advantage. 

ǒ If an Avatar dies as a result of a combat, duel or an event, the student will have to 

choose another of those available, LOSING the items previously obtained and the XP 

points up to the level achieved with their badge. 

4.4 Money (gold) 

Money (gold) is only used for modules B and C. 
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MONEY (GOLD): 

 

ǒ The XPs and gold coins can be exchanged at certain times for basic, epic and legendary 

magic items (objects) that you can use at ANY time. 

ǒ You will be able to get coins and gems that will accumulate in your avatar with the daily 

work (represented in the narrative by following the adventure with your avatar). 

ǒ Gold can also be used to buy XP (1 coin will equal 3 XP). 

ǒ Gems can only be obtained in a group (cooperative work), granting 5 XP to all members 

of the group, losing the gem once it is exchanged. 

ǒ It can  even use trading with other companions or characters that appear in the narrative 

or in unforeseen events. 

ǒ If you lose a Duel or Combat, money can be stolen from you. 

ǒ Gold can be used also to buy chromos and to collect them 

Gold can also be used to buy powers, items, etc. at any time as long as the market, barter or 

shop is available. 

 

 

4.5 Levels 

LEVELS are used in all modules. In Module A they will have to be done by hand, as these levels 

cannot be set through ClassDojo. Module A teachers will be able to set the levels in advance so 

that students are aware of the points needed to reach them. 
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The Levels will be marked in advance, although each teacher can freely decide the points for 

each level, depending on the progression of their own group.  

Leveling up will grant new powers and abilities, which can be used in the real world with some 

kind of award or privilege. 

 

 

Each time a student achieves a new Level, he/she will be granted privileges in the form of a card, 

which he/she can use at ANY time, while respecting the rules of coexistence and functioning of 

the Centre. Example: "invisibility" (disappear from the classroom for 5 minutes. You can go to 

the toilet, or walk around the corridors, playground, etc., as long as you do not leave your 

established area). In order for gamification to spread outside the classroom, even among 

teachers who are not familiar with this methodology, it is advisable to explain this system to the 

teaching staff so that they at least accept in their classes when a pupil wants to use one of the 

cards obtained in the gamified class. 

In order to avoid, as far as possible, leaks of narrative, events, etc. from one class to another, 

due to the difference in pace, it is recommended that the change to the next level for ALL 

students should take no more than 1 month, as opposed to the 3 weeks that it should take for 

the most dedicated students. In this way, the teacher will be able to award more or less points 

depending on the weekly gamification pace. 

4.6 Badges  

Badges or BADGES are used in Modules B and C. 

These will be earned each time the level is exceeded. It allows the avatar to continue progressing 

through the story, accumulating new XP points. Once earned, they are never lost (XP points can 

be lost and returned to the previous level, or the avatar can even die, but all badges earned up 

to that point are kept). 

This item can NOT be traded (students cannot trade badges, nor sell/buy badges with coins). 
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4.7 Events 

EVENTS are used in Module C. 

The events appear on the corresponding cards (whenever the teacher chooses to draw an event 

card) or in the narrative (if a narrative is used to support the gamification process).  

From time to time, events will occur that may break the story or the normal rules of the game. 

These are programmed through the platform, although a timetable can also be drawn up so that 

the teacher knows at all times when the next event will take place. They will be developed in 

physical form (cards), so that they are easily printable. Events can be one-off, with immediate 

or temporary effects, and also change aspects of the gamification system that last throughout 

the process. In the event itself, this temporality will be marked. 

* Appear in event cards (whenever the teacher decides to draw one event card), or in the 

narrative     (if used the narrative) 

 * Will mark turning points in the narrative 

 * Can be unforeseen or scheduled 

 * Be able to alter the normal development of the narrative or the rules. 

 * Maintain a surprising flow 

 * Keeps the hook to the narrative 

 * Grades the difficulty 

 * Motivates in overcoming obstacles 

4.8 Battles 

Battles are used in modules B and C. They appear on the event cards, in the narrative or at the 

teacher's discretion. They can appear in the form of Duels or in the form of Combats: 

BATLLES: 

 

DUELS – appear from the event cards or narrative 

 * With other Mythological Beings (between pupils’ avatars) 

 * Between two characters individually. 

 * Marked by events (from the cards or from the narrative) 

 * In the magic school (in the narrative), XP can be won by the winner.  
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 * Outside the magic school (in the narrative) , the winner can steal gold or objects  

that the loser had in his hands. 

 

COMBATS - appear from the event cards or narrative 

 * Fights against the lieutenants of the demonic forces. 

 * Villains are very powerful; they also have a level. 

 * Join your force to defeat them (almost the same force or more). 

 * Many times you will need the help of more people. 

 

 

4.8.1 Duels 

Mythological beings (avatars) can challenge or be challenged by other avatars (randomly or due 

to some unexpected event). They will be individual and cannot receive any help from peers. 

DUELS: 

 

Mythological beings will be challenged to a duel by others (randomly or due to some  

     unexpected event).  

The duels will be resolved, so that one character wins the fight and another loses it, stealing the 

specified XP / Gold in the duel itself.  

Life will not be altered by these duels, because they are considered as training sessions and the 

Vital Energy Protection Spell is in effect while at the School.  

The judge of the duel will be the teacher, who will determine who is the winner.  

The duel occur through the platform @Myclassgame or simply by drawing two random numbers 

from the class, it will be determined who will face in a duel.  

The first of them will begin in his fictitious struggle, represented in reality by the answer to a 

question that the teacher asks about the subject he wants and that is from the contents seen in 

class. It is recommended that the teacher have a series of prepared questions of increasing 

difficulty that they would use to review the topics before the corresponding exams (2 to 3 

questions per player).  

IMPORTANT: if both duelists do not have the same level, the one with a higher level will lose 1 

XP for each level difference with the other, as a matter of dishonor. 

How does mourning take place?  
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Through the @Myclassgame platform, ClassDojo or simply by drawing two random numbers 

from the class, it will be determined who will face each other in a duel. The first of them will 

start their fictitious fight, represented in reality by answering a question asked by the teacher 

about the subject of their choice and which is from the content seen in class. It is recommended 

that the teacher has a series of prepared questions of increasing difficulty that he/she will use 

to review the topics before the corresponding exams. Once the question has been answered, 

the teacher will check if it is correct, passing the turn to the next player. If the answer is not 

correct, it is up to the teacher's discretion whether or not to bounce it back to the next player. 

A minimum of 2 to 3 questions must be asked per player. If the students are in the School, 

according to the narrative, the winner will "steal" the XP points on the card, but may not steal 

the gold (it would not be honourable) or take life.  

If they are outside the School, in addition to stealing the XP and Gold on the Duel card from the 

loser, the winner may inflict damage on the loser, in a number resulting from subtracting the 

attack successes (answer the question right) from the defence. Example: The Duel between 

Javier and Pedro is about to begin. They are both N2, so their avatars are not evolved and have 

1 attack / 1 defence each. The Duel has been resolved 3-2 in favour of Javier, who has answered 

all the questions correctly: 

 Javier inflicts 4 points of damage on Pedro (3 from the questions + 1 point from his 

avatar's basic attack). 

 Pedro has lost the duel, so he does no damage to Javier, but defends himself with 3 

defence points (2 from the duel -correct answers- and 1 from the avatar's basic 

defence). 

 Javier applies 1 point of damage to Pedro (4 attack - 3 defence), so Pedro will have to 

lower his life by 1.  

 Following the instructions on the duel card, Javier also steals 3XP from Pedro. He cannot 

steal gold from him. 

 If Peter had used an item (equipped), the bonuses corresponding to that item would be 

added to it. If he still loses the duel, Javier may steal that item equipped (in use), never 

those in his inventory. 

IMPORTANT: if both duelists are not of the same level, the higher level duelist will lose 1 XP for 

each level difference with the first duelist, as dishonour (it's not nice to take on lower level 

teammates). Example: Javier has N4 and Pedro has N2, so Javier will lose 2 XP for "dishonour" 

in the Duel. 

4.8.2 Combat 

Combat takes place against the lieutenants and villains of the forces of evil. These villains come 

in card form and can have various stats: life, attack, defence or extra attributes. 
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COMBATS: 

The monster always attacks first, causing all students to lose 1 XP due to surprise. Then the 

actual combat would begin.  

The teacher would ask "X" number of questions of the subject/s that are within the gamified 

system, which coincide with the number "X" of the monster's life.  

The villain will attack the characters individually, at random, being determined by any of the 

platforms, apps or custom random systems.  

If the student answers correctly, the monster receives the damage that character can do by 

himself, added to the attack value of the objects that are equipped, subtracting the defense 

value of the monster.  

The level is very important in a combat: in principle, the combats are carried out individually, 

between the student (random) and the monster, as long as both combatants have the same 

level or the monster has a lower level; in this case, the rest of the teammates do not intervene 

until the next question (the opponent chosen again at random).  

If the monster has a higher level than the student's avatar, he will have to choose other 

companions to help him until he matches or exceeds the level of the monster and therefore be 

able to fight more equals. 

The monster ALWAYS attacks first, causing the loss of 1 XP to all students involved in the combat 

(due to the surprise effect). Then, with that initial handicap, the actual combat would begin. The 

teacher would have to have a battery of questions that at least doubles the life of the monster. 

For example, if a monster has 5 life, the teacher would have to have at least 10 questions 

prepared to review or work on the subject/s that are part of the gamified system. The monster 

will attack the randomly selected characters involved, determined by any of the platforms, apps 

or customised random systems. It can be given the option of attacking a single individual or a 

group, as long as in both cases the level of the monster is exceeded or matched. Example: if the 

monster is level 3 and the randomly chosen student is level 3, they can fight each other without 

any problem; however, if the student is level 1, for example, they will have to ask for help from 

other students to match or exceed the level, so, in this example, another level 2 student or two 

level 1 students can help them. Once this pre-combat system is balanced, the combat will start 

normally. The teacher will ask the first question: if the student answers correctly, the monster 

receives the damage that character can do on its own, added to the attack value of the items 

equipped, subtracting the defence value of the monster. Let's look at the following example:  

Avatar/Monster Level Attack Defence Life Equipped 
objects 

Gargoyle (Henry) N2 A1 D1 8 A2 Sword (1/2) 

HYDRA N2 A2 D1 10  

Table 15 - Table teachers - Avatar/monster 

Example: combat between Henry carrying a winged mythological being in the form of a gargoyle, 

facing off against a demon in the form of a Hydra. Both are level 2 (N2), so they can face each 

other without any problem. Henry has his avatar in standard mode (between N0 and N5), so his 

attack and defence values are the minimum (1 Attack -A1, 1 Defence -D1). He has 8 health 
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because he lost 2 points in a previous combat. He has a sword Equipped (in his hand) that will 

give him a +2 bonus (2 extra Attack) in combat, but unfortunately it is about to break, because 

it has only one use left out of the two possible (1/2). Hydra, the monster has A2 (2 Attack for its 

multiple heads) and D1 (1 Defence). It has no weapon equipped. 

THE FIGHT BEGINS 

In the above example, if Henry answers the question correctly, he would inflict a 3 power attack 

on Hydra (1 for his base attack level and 2 for the "equipped" sword); the monster defends with 

D1, thus inflicting 3-1=2 damage, reducing the villain's life to 8 and Hydra would lose one of his 

heads. The sword would now have 2/2 uses, so it would break and Henry would be unable to 

use it. He therefore decides to take a Spirit Shield from his inventory, which gives him D1 (+1 

extra defence). He knows it's a risk, because if he loses this fight, Hydra could take it from him 

and use it against any of his companions later. The teacher asks the second question (Hydra's 

second attack) and Enrique hesitates and finally gives the wrong answer. Enrique has failed, so 

Hydra attacks with 2 strength points of his basic attack. Enrique defends with D1 (basic defence 

of 1)+D1 (defence granted by the spiritual shield), getting a total defence of 2. The result is 2-

2=0, so the gargoyle has defended very well against Hydra's attacks this turn. Since the celestial 

shield has infinite use, Henry doesn't have to worry about it breaking. The professor asks the 3rd 

question, which Enrique answers correctly to the cheers of his companions, who see how the 

gargoyle has lost another of its heads, losing another 2 life points (it only has 6 left). The process 

is repeated until one of the two opponents is defeated. It is very important to know that it is 

possible that the fight is very close and the teacher uses up the entire battery of questions. In 

that case, both combatants retire wounded but the Monster recovers FULLY for his next fights, 

which is not the case with the gargoyle, who will carry his wounds with him while waiting for 

possible cures (potions, magic, etc.) to improve his condition. 

THE IMPORTANCE OF LEVEL IN COMBAT 

In principle, the fights take place individually, between the student (chosen at random) and the 

monster, as long as both combatants have the same level or the monster has a lower level; but 

if the monster has a higher level than the student's avatar, the student will have to choose other 

companions to help him or her until the level of the monster is equal or higher and therefore be 

able to fight more evenly matched. Example: Monster of N5, facing Avatar of N2. The student 

asks for help from two classmates, one from N1 and one from N2, so that they can match the 

monster's level. In this case, all students would act as a group in response to the teacher's 

question. A designated captain would give the answer on behalf of the group. If the answer is 

correct, he will inflict the damage inflicted by his character with the items equipped, not the sum 

of all the companions helping him, regardless of the level of the monster. On the other hand, if 

the answer to the question is wrong, the monster DOES inflict damage on everyone in the group.  

In this combat process, the teacher can choose to make random selections of the characters 

facing the monster, so that the first question is answered by one child, the second by another, 

and so on. This option is interesting when a decrease in the attention span of the rest of the 

group is observed in the face of a battle that is dragging on for too long. 
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IMPORTANT: Students may not refuse an invitation to assist a fellow student in a duel. In the 

event of disagreement on the choice of captain, the captain will be the student who was 

randomly selected in the duel. 

MONSTERS AND VILLAINS: ANATOMY OF A CARD 

 

Illustration 39 - Letter GAMIRIGHT 

 

Illustration 40 - Chart GAMIRIGHT 2 

In the example above, you can see some of the designs created for a level 1 villain. You can 

choose either the explanatory or the iconographic version.  
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VILLANOS 

 

 

Mandatory level to get the letter 
 

Skill image 
 

Skill title 
 

Rarity of the letter 
 

    
  
COMMO
N 

    RARA    EPIC LEGENDAR
Y 

 
Enemy attack power 

 
Event-triggered powers  

Random (2 in this example). Without an event 
relating to these powers, the texts are ignored. 

 
Enemy hit points  

(damage it can withstand) 
 

Skill property 
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Table  - Card villain GAMIRIGHT 

Random events can cause those core powers of the card to activate, granting the villain 

increased strength, stamina or life. 

Below is the table of icons for understanding the charts if you decide to use the icon templates. 

TABLE OF ICONS FOR VILLAINS 
These skills are triggered by events (several cannot be accumulated). If events are not 
used for gamification (Module C), this section of the card (grey part) will not be taken 
into account. Defence and Final Attack of villains will always be 1 (+1A, +1D). 

Name Icon  Spanish 9ǎǇŀƷƻƭ 
CRUSH 

 
 Adds + "X" attack 

strength to the villain. 
Adds + "X" attack strength 

to the villain. 
ARCO 

 

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. 

ARTICLE 
 

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. 

DAGAS 

 

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. 

DARTS 
 

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. 

SWORD 

 

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. 

FLUID 
 

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. 

SHAFT 

 

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. 

LAUNCH 
 

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. 

HAND 

 

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. 

MAZA 
 

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. 

MORDISCO 
 

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. 

EYE OF THE 
BEAST  

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. 

SHARP 
FOOTSTEPS  

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. 
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HARD SKIN 

 

 Adds + "X" defence 
strength to the villain. 

Adds + "X" defense 
strength to the villain. 

BIG CLAMP 
 

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. 

SMALL CLAMP 

 

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. 

MAGIC POWER 
 

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. 

MENTAL POWER 
 

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. Adds + "X" 
attack strength to the 

villain. 

FIST 

 

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. 

VIOLIN 

 

 Adds + "X" attack 
strength to the villain. 

Adds + "X" attack strength 
to the villain. 

Table 17 - Table of villain icons GAMIRIGHT 

4.9 Objects 

Objects can appear from the gamification cards and will be used in module C. 

 

Illustration 41 - objects - mechanics GAMIRIGHT 
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Illustration 42 - Durability of objects - mechanics GAMIRIGHT 

  

The durability of the items will be marked on the card (an "x" will be made in the boxes for each 

use at the bottom grey part), and they can be broken or damaged after one or more uses. If the 

items mark infinity (∞), the durability of the item lasts indefinitely. If the item is stolen, the 

durability is maintained with its current properties. 
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Illustration 43 - Letter luggage GAMIRIGHT 

 

4.10 Inventory 

The INVENTORY will be used in module C and represents a small (metaphorical) cloth bag that 

all mythological creatures attending the School of Magic wear around their waists.  
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INVENTORY: 

 

 * It is a (metaphorical) small cloth bag that all the Mythological Creatures that come to 

the Magic School carry around their waist.  

 * Inside, there are 2 magic gems (which are represented by cards),  

one black and one white: 

Black gem: 

- Front: current level (example L0, L1, L2, etc.) 

- Back: XP is needed to go to the next level (example 230). 

 

  White gem: 

- Front: Current XP you have (example 156). 

- back: Life (example 8). 

 * This inventory also works as a backpack, being able to carry inside 3 other objects, of 

any shape, size or weight. Once inside the bag it will be as light as if you did not carry any. 

 * Items inside are magically protected and cannot be stolen. 

4.11 Searches 

Searches shall be carried out in module C. 

Searches will be carried out on a location as a map of coordinates (numbers and letters).  

* Searches will be carried out in a location as a coordinate map (numbers and letters).  

* Since doing a search consumes energy, students who want to search will have to pay 1XP to 

do so.  

* Each avatar can only perform a weekly search (it will be at the discretion of the teacher). 

* Found items will need to be added to inventory or carried equipped on hand. 

 

 

4.12 Thefts 

The theft of objects, weapons or gold shall take place in module C. 
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THEFT OF OBJECTS, WEAPONS OR GOLD 

 

In case of victory in a duel or combat, items can be stolen ONLY if the duel or combat allows it 

(it will come in the description itself). 

You cannot steal an item if there is no physical space in your inventory or you already have 

multiple items equipped. You will have to leave objects to get others, making movements 

between the inventory and the equipped objects.  

THE VILLAINS ALWAYS STEAL THE EQUIPPED ITEMS, and use them for new battles (they have no 

inventory). If they are defeated, the previous owner of these objects will be able to claim them 

(in case he does not want them, he will be the one who will decide who can use them). 

The theft of objects and weapons during duels or combats will only occur if the description of 

the theft or combat allows it. In this same description, the maximum number of coins that can 

be stolen will appear (for narrative purposes, it is as if the thief is caught in the middle of the 

register and does not have time to carry out the entire assault). 

While you are at The mythological school, theft of objects, weapons and gold are NOT allowed, 

as it is considered an act of "dishonor". 

HONORABLE COMPENSATION: If the winner of the combat / duel decides NOT to steal the fallen 

character, even if he can, he will receive 1 XP as "honor". 

 

V. ADDITIONAL ELEMENTS 
 

5.1 Board games library 

5.1.1 Creation of the LUDOTECA classroom 

If you have a free classroom, you can create a toy library where you can store all kinds of 

games that help both Gamification and ABJ (Game Based Learning). Ideally, this 

classroom should break away from the traditional classroom style and be themed and 

painted in such a way that the children feel at ease in this play space.  

See an example of the Gamification Classroom created at CEIP CUBA. 
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Illustration 47 - photo classroom CEIP CUBA - 

If there is no playroom available or there is no possibility to set up a classroom for this 

purpose, the collections of games can stay in the classrooms, or even use a kind of 

"travelling games trolley" that can be moved around the classrooms every X days/weeks. 

5.1.2 Classroom elements 

In addition to an appropriate decoration (painting, murals, etc.), the room should have 

tables and chairs adapted for children. In the case of CEIP CUBA, this room is designed 

more for children in Primary Education (from 6 to 12 years old), with tables and chairs 

painted in the basic colours of Parcheesi (each table has 5 chairs). 

Shelving should have several storage spaces to allow for the sorting and categorisation of 

games by age. 

An interactive monitor or a PDI with a computer should also be a material to take into 

account, as it allows quick access to tutorials on the game (in Spain there are many 

YouTube channels dedicated to just that).  
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If possible, it is also desirable to have a cushioned floor area that allows a group of pupils 

to sit safely on the floor and be more comfortable, especially when playing games that 

involve movement away from the table. 

5.1.3 Rules of use and care  

It is necessary to have some rules for the use and care of the room, since it will be used 

by many children in a playful and often exalted environment that could end up with 

broken or lost pieces. 

 The basic precautions are the same as in any other room: no food or drink may be 

taken in the room and pupils must have clean hands before entering the room.  

 The teacher will be in charge of selecting the game according to the group (4-5 

people). Usually, the games are for 2-4 people, although there are games for larger 

groups that allow for greater versatility. If there is only one adult, in our 

experience, coordinating a couple of tables of 4 people each is more than enough. 

It is not recommended to go out with the whole class unless there is a lot of support 

from other teachers. 

 Within each group a captain will be assigned who will be in charge of checking 

that at the end of each game session no component is missing. It is necessary to 

create a culture of conservation and care of the board games, as in most cases they 

are cards and cardboard, which with successive and careless manipulations means 

that the life of the game itself can be short. 

 The loss of components can directly end the life of a game; there are essential 

parts that without them will make it impossible to play with the original rules. 

 It is recommended that the adult explains a game to the group and then goes to the 

other group who can go ahead with the preparation of the set-up (place all the 

pieces to prepare the game). With two groups, it is easy to make exchanges 

between tables once the rules are known, as the children themselves can explain 

the rules. It is advisable to start with simple games or fillers that are easy and easy 

to explain and that can be played in a short space of time. 

 To combine this with gamification, the play coordinator or teachers with leftover 

timetables who have an interest in gamification can go around a classroom and 

select a group of students according to the points they have scored on any of the 
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points economy platforms. Those with the most points are thus rewarded with 

playful sessions in which learning does not stop, disguised as a board game. It is 

possible to keep track of the students who are leaving so that in the medium term 

they all leave, including those with fewer points, but with a positive upward 

trajectory at the teacher's discretion and that can serve to maintain the flow and 

motivation of students who may have lost it. 

5.1.4 Recommended games by age group 

There are thousands of games that can be used to enhance some academic content or 

simply to enjoy the pleasure of playing, to respect turns, to reach agreements, to generate 

strategies, to manage resources, etc. Here we present a small recommendation by age that 

can be used to generate a small starting toy library, all of them published in Spanish1 : 

From 5 YEARS (3rd year of Infant Education) 

Dice games Cooperative 

games 

Card games Speed games Memory games Collector's sets 

Monza Busted! Rhino Hero / 

Rhino Hero 

Super Battle 

Sticky Dragon Force Stone Age 

Junior 

Snail Race Magic Maze 

Kids 

Piratatak Colour Line Rally Trucks Find out who 

robbed the 

henhouse? 

Cargolino 

Valentino 

 Piou Piou Barking!  Unicorn Sparkle 

Table 18 - Table games from 5 years old 

From 6 YEARS (1st year of Primary Education) 

Star games Other recommendations 

Monza Gelatinous Tremor: Ghostbusters 

Magic Maze Valerius the Brave 

Adventurers on the Train Quizoo 

Speed Cups ABC Magic 

Story Cubes Dragon Force 

Table 19 - Table games from 6 years old 

                                                           
1
 Source: Baby to Mordor, an excellent website full of geeky resources and recommendations supported by psychologists, mothers 

and teachers: https://bebeamordor.com/) 
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From 7 YEARS OF AGE (2nd year of Primary Education) 

Star games Other recommendations 

Rhino Hero / Rhino Hero Super Battle Cortex Challenge Kids 

Virus Rox 

Who am I? 1, 2, 3...Now you see me! 

Halli Galli Fast Flip 

Guarro Pig Strike 

From 8 YEARS (3rd year of Primary Education) 

Star games Other recommendations 

Ghost Blitz Piko Piko 

3x4 Wham! Copy or Not Copy 

Dr. Eureka Animalix 

Orinoco Gold The Castle of Terror 

Pick a Pig / Pick a Dog / Pick a Seal Chupacabra 

Table 20 - table games from 7 years old 

Table 21 - Table games from 8 years old 

From 9 YEARS (4th year of Primary Education) 

Star games Other recommendations 

Secret Code 13+4 El Cuco Kiko Premieres Nest 

Jungle Speed High Voltage 

Kingdomino Ticket to Mars 

What's Up Blokus 

Pictionary Pilla Plasti 

Table 22 - Table games from 9 years old 

From 10 YEARS OF AGE (5th year of Primary Education) 

Star games Other recommendations 

Dixit  Panic Lab 

Sushi Go Password Express 

Time Line Osopark 

Ubongo Take 6! 

King of the dice Adventurers on the Train 

Table 23 - Table games from 10 years old 

From 11 YEARS OLD (6th year of Primary Education) 

Star games Other recommendations 
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Karuba Splendor 

Magic Maze Rescue 

Time's Up Party Diamant 

Fauna Microrobots 

Wingspan Secret Code 

Table 24 - Table games from 11 years old 

 

 

5.1.5 Consultation databases on board games. 

These databases will be of great help in the classroom and can be reference guides for 

tutorials, downloadable files, etc. The following are some of the most notable ones: 

Board Game Geek (https://boardgamegeek.com/). Language: English 

It is the largest board game database in the world. Here you can find rankings, information, 

tutorials, translated rules, forums, second hand market, etc. of the game you are interested in. 

It is a must if you like the world of gamification and ABJ. 

The BSK (https://labsk.net/). Language: Spanish 

The British Society for Knowledge (BSK) is the first community dedicated to board and card 

games in Spain. In it you can find plenty of forums to solve any doubts about any game, as well 

as download printable versions (P&P), tutorials, reviews, buying and selling board games, etc. 

METAJUEGO (https://metajuego.com/). Language: Spanish 

This is a board game portal where you will find a wide range of information: tutorials, shops, 

news, events, etc., all sorted by categories to make your search easier. 

TABLETOPFINDER (https://tabletopfinder.eu/). Language: multi-language 

This is the largest board game database in Europe. You can find information about the game, 

shops, prices, similar games, etc. Searches can be done by categories or through the search 

engine. 

MELODICE (https://melodice.org/). Language: English 

It is a music portal to set the atmosphere of your favourite board games, achieving a more 

immersive experience. All you have to do is type in the board game and the platform suggests 

the music, which you can play from the platform itself. Sometimes it even leads to Youtube links 

that allow you to watch themed videos. 

PLAY ONLINE 

There are a multitude of platforms that allow you to play online. Some of the most important 

ones are: Board Game Arena (https://en.boardgamearena.com/), Tabletopia 

https://boardgamegeek.com/
https://metajuego.com/
https://tabletopfinder.eu/
https://melodice.org/
https://en.boardgamearena.com/
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(https://tabletopia.com/), Catan Universe (https://catanuniverse.com/es/) and Tabletop 

Simulator (https://store.steampowered.com/app/286160/Tabletop_Simulator/). 

 

 

 

5.2 Youtube channel specialising in board games and gamified tools. 

CEIP CUBA has a Youtube channel that arose mainly as a result of the confinement due to the 

Covid-19 pandemic. The original idea was that families could have a space to view videos of 

encouragement and support from teachers, the Management Team, Physical Education 

sessions, ukulele lessons, etc. In short, entertainment over education, videos created mostly to 

accompany families and pupils in those difficult moments of confinement. 

Subsequently, they began to record other types of videos that could fulfil other types of more 

educational objectives, among them: 

5.2.1 Tutorials for families 

One of the medium/long-term objectives of the Management Team to be developed at CEIP 

CUBA is the creation of a Parents' School. Due to the characteristics of our pupils, we have 

detected that many of our pupils do not have electronic devices in their families, so there is a 

significant digital gap with respect to their classmates who use laptops or tablets on a daily 

basis.  

Through this School for Parents, families would have access to tutorials (in video form) on 

issues such as: filling in administrative documents (applying for grants, filling in enrolment 

forms, signing support from diagnostic services (EOEP, EAT, etc.), etc. 

5.2.2 Game rules (tutorials) 

Dozens of board game tutorial videos have been recorded by experts in the field (teachers, 

psychologists, volunteers from leisure associations, etc.). The aim is that pupils who use the 

Ludoteca can review the tutorial at home beforehand. 

The main requirements that were taken into account in the recording of these videos were: 

white language (easy, short instructions, no swear words), structured in a simple and 

identifiable way (e.g. components, set-up, how to play, example of a turn), that nothing more 

than the components of the game and at most the hands of the person doing the tutorial 

should appear, that it should not exceed 10 minutes in any case and that, in the medium-term 

future, it could be explained by the students themselves (coordinated by a teacher). 

5.2.3 Links to relevant videos 

Since recording tutorials takes time and it is not always possible to do it at the same pace as 

new games are added to the school's toy library catalogue, we are also creating a database 

https://tabletopia.com/
https://catanuniverse.com/es/
https://store.steampowered.com/app/286160/Tabletop_Simulator/
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with videos of the existing board games in the toy library, by channels specialised in board 

games: 221B, D.A.D.D.O.S., La Mazmorra de Pacheco, Juegorrinos, etc. 

It should be noted that much of the content of this YouTube channel "Aprendo porque me toca" 

is hidden and is not accessible to everyone who does not have the link. In this way, and due to 

the data protection law, we will try to protect some information that by its nature could have a 

more sensitive nature. 

5.3 Radio Workshop. 

The Radio Workshop is a project that will start in the second term of the current school year. 

The aim is to get families more involved, allowing them to share active listening time with their 

children in podcast format, talking about a topic of interest.  

The first step is to find a noise-free space in which to make the recordings. In our case, we opted 

to buy a custom-made radio booth with soundproof double glazing. 

5.3.1 Space and components required. 

SPACE 

The first step is to locate a noise-free space in which to make the recordings. In our case, we 

opted to buy a custom-made radio booth with soundproof double glazing inside the library 

classroom. 

FURNITURE 

Once the space is set up, we will need a large table with room for at least 5-6 chairs. We opted 

for an oval style table so that there would be no corners, with the legs on the inside to make it 

easy to move the chairs in and out quickly and comfortably. 

MECHANICAL AND ELECTRONIC COMPONENTS (audio and video) 

For this part we have counted on the advice of a Spanish board game podcaster and a sound 

and image technician. With both professionals it was determined that the following materials 

were sufficient for the school's requirements2 : 

 

4x Cordial CFM 2.5 FM 

Cordial CFM 2.5 FM black - microphone cable (male XLR to female XLR), 

Neutrik/REAN connectors. Length: 2.5m. Colour: Black. 

 

4x K&M 16075 K&M 16075, Headphones table stand, rubber covered 

support (width 7 cm), slip-resistant by rubber pads, colour: black, material: 

steel, dimensions: 147 x 145 x 250 mm, weight: 0.256 kg. 

 

4x AKG K-240 Studio AKG K-240 dynamic studio stereo headphones - 

Powerful sound thanks to new Varimotion System, Circumaural, Semi 

open, Dynamic, Play through new XXL capsule, Impedance: 55 Ohm, 

Frequency range: 15 / 25000 Hz, Sensitivity: 104 dB/V, Total harmonic 

distortion (THD), Max. input level: 200 mW, Self-adjusting headband for 

                                                           
2 Components purchased from Thomann and Amazon. 
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perfect fit, Cable on one side for convenience, Detachable cable with mini 

XLR connector, Cable length: 3 m, Gold-plated 3.5 mm stereo jack, Weight 

with cable: 284 g, Weight without cable: 229 g, 6.3 mm adaptor included. 

 

4x Rode Procaster Rode Procaster - dynamic large diaphragm microphone 

for broadcast/synchronization studios and professional podcasting, internal 

pop filter, large neodym diaphragm, Polar pattern: cardioid; frequency 

range: 75 Hz - 18 kHz; output impedance: 320 Ohm; sensitivity: -56.0dB 

re 1 Volt/Pascal (1.60mV @ 94 dB SPL) +/- 2 dB @ 1kHz; dimensions: 

214 x 53 mm (H x diameter); weight : 695g. 

 

4x Millenium DS200 Black Millenium DS200 Black, microphone desk 

arm, aluminium construction, locking centre hinge, 5/8" threaded 

connector, table clamp (up to 56mm), pre-wired with XLR cable, colour 

black, upper length 43cm, down length 40cm. 

 

RÏDE Caster Pro All-in-one production solution for podcasting, 

broadcasting and content creation. 

 

Sony HDRCX625B.CEN - Camcorder (Exmor R CMOS sensor, 30x 

optical zoom, XAVC S, balanced optical SteadyShot with 5-axis and slow 

motion). 

 

Amazon Basics - Lightweight tripod for camera, DSLR and binoculars, 152 

cm, with case 

 

Zoom H4nPro-BK/IF - 4 track recorder - USB interface - black. 

Table 25 - table audio/ video material 

5.3.2 Recordings and formats 

Three types of recordings will be made: video, audio outdoors and audio in the radio station 

for the different multimedia projects in which the school is involved. With the external 

recorder and the video camera it will be possible to cover events such as Christmas parties, 

Carnivals, Playful Events, Peace Day, etc. The portable recorder allows for greater versatility as 

it can be used in places other than the radio station, such as the classroom or open spaces. In 

this way, we can increase the number of students who appear on the recording. 

The preferred formats to be used are: mp4 and avi for video and mp3, m4a for audio. 

5.3.3 Downloading of the programmes: podcast 

To simplify the recording process, it was decided to do it off-line (not live) and in this way, after 

the subsequent post-production, upload it to the necessary platforms so that families could 

view or download it (Youtube, Vimeo, EducaMadrid for Videos and for audios Ivoox and 

Google Podcasts, all of them free of charge with enhanced payment options). 
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Families will be able to listen, view or download the content according to the time they have, 

and can pause the programme for other more relevant times. 

5.3.4 Roles: interviewer, moderator, collaborators, ICT technician (recording, editing 

and montage). 

This programme will be directed by the Coordinator of the Radio Workshop (in CEIP CUBA this 

is Ms. Laura M.ª Espinel González). The tutors of the groups interested in participating in this 

workshop will choose an interviewer, collaborators, possible guests, etc. from among the 

students. The Coordinator of the Radio Workshop will help them in the configuration of the 

programme, in aspects such as entrance music, theme and dynamics (presentation, outline of 

the programme, etc.), trying to ensure that they always have the same structure, although the 

contents may vary. 

If the recording is done inside the classroom or outdoors, it is sufficient for the Coordinator to 

carry the external recorder. As it is omnidirectional, it is a very sensitive and professional 

quality device. He/she will then give the storage card to the ICT Coordinator (technician) for 

further editing and editing. 

If the recording is made inside the radio station, the presence of the ICT Coordinator will be 

necessary to handle all the computer, audio and video material. Subsequently, editing 

programmes will be used for post-production editing for final uploading to the chosen 

platform. 

It is important to make varied content; in our case, we have chosen to make playful content, 

such as telling curious things about the games, recounting the experience of playing a certain 

game, talking about the main mechanics, etc. Subsequently, this technology can be used to 

apply it to any subject and make more general sections such as the Science Table, the History 

Corner, the Time Machine, etc. Students' ideas can even be collected in the form of a 

brainstorming session and the theme for that particular section can be chosen together. 

The tune has to be original or at least royalty-free (Youtube has a free tune library in this 

sense, Audio Library, with hundreds of songs of various styles, fully downloadable, editable 

and modifiable. 

For video and audio editing we have focused on programmes such as Filmora and Audixity. If 

we also need to edit images to create thumbnails for Youtube videos, for example, we can use 

Gimp. All of them are free, downloadable and with dozens of tutorials on Youtube that will 

make learning them easier. 

5.3.5 Feedback from families and students 

These responses and evaluations from families (feedback) will be very important to continue 

supporting the project and to ensure that students feel motivated and participate in 

multimedia projects, in addition to the high educational content offered by these workshops to 

prepare students in the use of tools that will undoubtedly be used more and more frequently 

in the information and communication society in which we find ourselves. 
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Families and students will be able to offer and share their opinions through the platforms 

themselves, which allow this functionality, such as Youtube and Ivoox. 

5.4 Game prototype competitions 

5.4.1 Games in Print & Play 

Print & Play games, more commonly known as P&P, are files that can be printed out and 

assembled at home for immediate play. For years they have been an alternative method for 

many fans to get their hands on games they couldn't afford: cards, boards and other elements 

were scanned and uploaded unofficially to the internet.  

After the confinement, many prototypes and publishers opted to release files so that fans 

could test these games at home by making them themselves. What could initially be seen as a 

form of piracy has become a popular, well-known and legal way to test games before buying 

them. Publishers are aware of this and upload functional P&P games, sometimes "capped", so 

that potential customers can try them out and buy them afterwards.  

There are many forms of P&P, from demos (not whole games), free games, paid (but very 

cheap) P&P games, games redesigned from the original game, unobtainable out-of-print 

games that can be downloaded in P&P versions, etc. 

Below are some websites where massive downloading of various P&P is possible: 

https://labsk.net/index.php?board=92.0 

https://wargarage.org/articulo/lista-masiva-de-juegos-print-play-pnp-para-pasar-la-

cuarentena/ 

https://print -and-play.asmodee.fun/es/all/contents 

https://www.xataka.com/literatura-comics-y-juegos/11-juegos-print-play-para-todos-gustos-

que-puedes-imprimir-probar-ahora 

https://www.elclubdante.es/print-play-cuarentena/ 

https://srunners.com/juegos-printplay-gratis-para-jugar-en-casa/ 

 

Within P&P there are also those original self-made games that have not been published but 

that can be downloaded to be tested by people interested in a specific theme or mechanics. 

These are the so-called prototypes, board games where the creators put all their time and 

enthusiasm in the hope that one day they will be published.  

The following sections provide some tips on how to develop or modify such P&P resources. 

5.4.2 Cards and lamination. 

In P&P games, they are usually games with few components (easily replaceable by other 

pieces) and of cards; however, sometimes we can also find boards, dice, etc.). 

https://labsk.net/index.php?board=92.0
https://wargarage.org/articulo/lista-masiva-de-juegos-print-play-pnp-para-pasar-la-cuarentena/
https://wargarage.org/articulo/lista-masiva-de-juegos-print-play-pnp-para-pasar-la-cuarentena/
https://print-and-play.asmodee.fun/es/all/contents
https://www.xataka.com/literatura-comics-y-juegos/11-juegos-print-play-para-todos-gustos-que-puedes-imprimir-probar-ahora
https://www.xataka.com/literatura-comics-y-juegos/11-juegos-print-play-para-todos-gustos-que-puedes-imprimir-probar-ahora
https://www.elclubdante.es/print-play-cuarentena/
https://srunners.com/juegos-printplay-gratis-para-jugar-en-casa/
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LETTERS 

It is recommended to use poker cards with a plastic finish, easily available in any shop or 

bazaar and very cheap. This size is perfect for sleeving with standard sleeves (63.5 x 88 mm). 

Card sleeves can be easily purchased online at any board game shop (e.g. Tablerum, 

PlanetonGames, Dungeon Marvels, Dracotienda, Juegos de la Mesa Redonda, Zacatrus, etc.). 

 

Illustration 48 - Sleeve kings 

The idea is to print the cards in colour (front and back) placing the poker card in the middle 

and placing everything inside a sleeve. For a more professional finish, it can be printed on 

glossy sticker paper so that it is completely glued to the base poker card (glue can also be used, 

although the finish will not be the same).  

The corners can be trimmed with a pair of scissors or a corner trimmer easily found online. 

 

Illustration 49 - tool 
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5.4.3 Design tools. 

To print the P&P game, you just need to have the file and print it on a high quality colour 

printer. If you want to retouch the image, create new designs or make modifications to the 

cards, you will have to use a design tool such as Photoshop, Illustrator, etc. Compared to these 

great design applications, we can always use some free and quite efficient ones such as GIMP 

or MAGIX Foto & Grafik Designer. Another good alternative is to use on-line applications: 

Photopea, Polarr, Fotor, Pixlr Editor, Sumopaint, Canva, Ribbet, Fotojet, Ipiccy, etc. 

There are great tutorials in written and video format, easily found through the search engine. 

5.4.4 Other elements: board, dice, pawns, box, etc. 

If the P&P game requires other elements such as board, dice, pawns, cubes, etc., there are also 

perfect materials for them, as well as numerous websites that sell these items.  

BOARDS 

It is recommended that you use foam board (you can buy it in any stationery shop), which is 

very light and compact enough to serve as a game board. Simply print it on sticker paper and 

stick it onto the board. To make the folds/wings, you can reinforce the bottom with masking 

tape. 

DICE, PAWNS, COMPONENTS 

There are many shops, but perhaps the easiest way is to go to Aliexpress or Amazon to find 

white dice, pawns in different shapes or meeples, other components, etc. The faces of the dice 

can be printed on stickers and glued onto the dice. We recommend dice with an edge that 

allows the sticker to be protected on the inside free of wear and tear. 

 

Illustration 50 - dice, pawns and components 

5.4.5 Testing. 

The testing phase is key in any prototype in the P&P phase, since it is there that the players will 

be able to squeeze the game and find possible defects or add improvements. It is essential that 

the authors or designers of the game have a listening and grateful attitude towards the people 

who sit down to play their game.  

TESTING SITES 

In order not to saturate friends, family and work colleagues with our prototype, there are 

many places where you can register and present your prototype. In Spain we can even find 

competitions and events specialising in prototypes all over the country. The following are 

some of the main ones: 
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Prototyping competitions: Dau Barcelona, Protojuegos, Protos Y Tipos, Zacatrus, Zona Lúdica, 

etc. 

Events and board game days with the possibility of testing prototypes3 : Ludo Ergo Sum, Tierra 

de Nadie, Cordoba International Games Festival, DAU Barcelona, Interocio, GameOn, Zona 

Lúdica, Freak Wars, etc. 

 

5.4.6 Editorial contact.  

Board games, understood as alternative leisure, have grown in recent years, going from being 

something geeky to activities that any family can carry out even in their own homes. There are 

many publishers of board games, some specialising in certain age groups (e.g. Haba, children's 

games) and others in certain themes or types of games (e.g. Mercurio, family games). In any 

case, there are dozens of publishers whose websites allow you not only to contact them, but 

also to access the catalogue of published games and even the upcoming novelties. 

In Spain, some of the most important ones are: Devir, Asmodee, Maldito Games, Mercurio, 

Más que Oca, Ludonova, Zacatrus, Átomo, etc. 

Many of these publishers run their own prototype competitions or have booths at major 

events where they test their own games. 

Having a contact with publishers related to our game is key to be able to have options for 

possible editions of the game.  

Another publishing option is self-publishing. AGR Priority is one of the companies that can edit 

a game completely and in short runs, which is sometimes essential to give a definitive 

professional finish to a prototype that is looking for the final edition.  

5.5 Recreational events 

5.5.1 "I learn because it's my turn" (19/20) / "LES GO CUBA" (21/22) 

The first event, "Aprendo porque me toca" (I learn because it's my turn) was held in December 

19/20. The school was opened for a whole weekend with the permission of the City Council, 

the Community of Madrid and the Education Inspectorate. It was an internal event, attended 

mainly by families from the school. It was attended by 250 people with a total of 20 volunteers 

manning the tables and serving the families. The dining area was set up for 120 people at the 

same time, with a toy library with 150 games. 

LES GO CUBA (21/22) was held in May of the 21/22 school year. Like its predecessor, it was 

also held on a weekend, but this time it was announced on social media, in the neighbourhood 

festival programme and on the Ludo Ergo Sum (LES) website. After the pandemic, the LES had 

never again organised a mass board game event, so taking advantage of their experience, 

contacts and personal and family resources, it was possible to organise a massive and open 

                                                           
3 Some events are taken from https://bebeamordor.com/calendario-friki-2022/ 
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event. Several areas of the school were set up (dining room, playground, gymnasium, roof), 

where more than 20 publishers came together to exhibit their products, with their own game 

tables, collaborators, etc. There were even painting workshops and a games shop. The total 

attendance was over 450 people out of the almost 700 people registered. 

     

Illustration 51 - LES go Cuba Event 

5.5.2 Organisation: associations, authors, publishers, volunteers. 

When organising an event of any kind, it is necessary to know that there will be a multitude of 

bureaucratic procedures and things to take into account. First of all, it is necessary to have a 

physical site that has the necessary safety measures in terms of capacity, emergency plan, 

assembly permits (marquees), permits from the Education Administration for the use of the 

building outside school hours, etc. 

Once this bureaucratic part has been dealt with, it is necessary to focus on the purely 

organisational aspects: the rooms available, individual seating capacity, furniture, games 

library, volunteers, etc. The presence of many people will be necessary in order to carry it out, 

covering the necessary shifts for rest times and distributing responsibilities depending on their 

functions (demonstrators, security, editors, etc.). Some form of accreditation is recommended 

to make it easier to keep track of so many people. Badges similar to those worn at conventions 

or congresses can be made for very reasonable prices.  
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Illustration 52 - event badges 

Therefore, counting on the contacts of publishers, authors, shops and board game associations 

is fundamental, as all parties get to promote their products and services in exchange for 

offering their presence and filling the space and time at the event. In our specific case, we had 

the support of the associations Ayudar Jugando, Jugando por Ellos, el Dado Rúnico and Ludo 

Ergo Sum, who provided us with the human resources to be able to develop the event 

efficiently and safely. 
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