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Theoretical Grounding
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Experiential Learning Gamification

Motivate engagement to 
achieve learning outcomes [8].
Game mechanics, learning 
mechanics, and game 
aesthetics [9].

Student actively engaged and 
involved = Learning [5].

Meaningful Experiences [7].

Continuity & Interaction [5].
Informed scaffolded activities.



Design Based Research

• Design interventions to improve practice [6]. 
• Researcher multiple identities [10]. 
• Formative evaluation [11].
• Alpha and beta testing [11].
• Structured reflective organiser.
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The Artefact
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Token Activities

Summative Assessment

Formative Assessments
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The Artefact
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The Artefact
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Summary
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• Further refinement – Inclusion of additional tasks, possibility of 
gifting tokens, exchange excess tokens, and providing additional 
feedback options.

• Further research – Formal implementation and testing.
• Assigning value to the human (lecturer).



References

13/16

[1] M. Li, S. Ma, and Y. Shi, “Examining the effectiveness of gamification as a tool promoting teaching and learning 
in educational settings: a meta-analysis,” 2023, Frontiers Media SA. doi: 10.3389/fpsyg.2023.1253549.

[2] Y. Tomaylla-Quispe, O. Gutierrez-Aguilar, and S. Chicana-Huanca, “Gamification in Higher Education: A 
PRISMA-Based Systematic Review of Motivation and Engagement Outcomes,” Asian Journal of Interdisciplinary 
Research, vol. 9, no. 1, pp. 219–232, 2026, doi: 10.54392/ajir26114.

[3] K. Vieno, K. A. Rogers, and N. Campbell, “Broadening the Definition of ‘Research Skills’ to Enhance 
Students’ Competence across Undergraduate and Master’s Programs,” Educ. Sci. (Basel)., vol. 12, 2022, doi: 
10.3390/educsci12100642.

[4] O. Kolade, A. Owoseni, and A. Egbetokun, “Is AI changing learning and assessment as we know it? Evidence 
from a ChatGPT experiment and a conceptual framework,” Heliyon, vol. 10, no. 4, 2024, doi: 
10.1016/j.heliyon.2024.e25953.

[5] E. Tagarda, D. Ray, and B. Mahinay, “Applying John Dewey’s Experiential Learning and Pragmatism in 
Contemporary Education,” in Educational Philosophies in the Contemporary Philippine Context, 2025, Chapter 8, 
pp. 81–93.



References

14/16

[6] F. Wang and M. J. Hannafin, “Design-Based Research and Technology-Enhanced Learning Environments,” 
Educational Technology Research Development, vol. 53, no. 4, pp. 5–23, 2005, Accessed: Apr. 11, 2026. 
[Online]. Available: http://www.jstor.org/stable/30221206.

[7] D. T. M. Linh, “Applying John Dewey’s Experiential Learning Model to Organize Life Skills Education Activities 
for Elementary School Students,” European Journal of Theoretical and Applied Sciences, vol. 2, no. 4, pp. 760–
769, 2024, doi: 10.59324/ejtas.2024.2(4).65.

[8] A. Christopoulos and S. Mystakidis, “Gamification in Education,” Encyclopedia, vol. 3, pp. 1223–1243, 2023, 
doi: 10.3390/encyclopedia3040089.

[9] N. Anuradhani, K. Yatigammana, and G. Wijayarathna, “Defining gamification: a systematic literature review 
for developing a process-oriented definition,” Journal of Multidisciplinary & Translational Research, vol. 9, no. 1, 
pp. 66–85, 2024, doi: 10.4038/jmtr.v9i1.6.

[10] C. Hoadley and F. C. Campos, “Design-based research: What it is and why it matters to studying online 
learning,” Educ. Psychol., vol. 57, no. 3, pp. 207–220, 2022, doi: 10.1080/00461520.2022.2079128.

[11] S. Mckenney and T. C. Reeves, “Methods of evaluation and reflection in design research + Positioning 
evaluation and reflection in a larger process,” Zeitschrift für Berufs-¬‐ und Wirtschaftspädagogiek, vol. 27, pp. 
141–153, 2014.

http://www.jstor.org/stable/30221206


Disclosure of AI use

15/16

During the research study:
ChatGPT3.5 was used to standardise grammar, language and clarity across all activity 
and assessment instructions. Used January 2026. Link to chat: 
https://chatgpt.com/share/695cd9f1-9f98-800d-9b92-85ca018fb40b 

In preparing the presentation:
Gemini Pro was used for background image and other decorative images used in the 
presentation. Used May 2026. Link to chat: 
https://gemini.google.com/share/eaf4853120bb 

https://chatgpt.com/share/695cd9f1-9f98-800d-9b92-85ca018fb40b
https://gemini.google.com/share/eaf4853120bb
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