
E
evaluate

These steps should be repeated multiple times throughout 
the process.

�� formative evaluation
Collect ongoing feedback from learners and instructors to 
identify strengths, weaknesses, and areas for 
improvement.

�� summative evaluation
Assess the effectiveness of the gamified learning 
experience in achieving its objectives through measures 
such as knowledge retention, skill acquisition, and 
behaviour change.

�� Accessibility and 
Inclusivity evaluation

Assess the accessibility and inclusivity of the gamified 
course by doing different evaluations designed for this.

�� iterative improvement
Use evaluation data to refine the gamified learning 
experience and enhance its effectiveness for future 
iterations or implementations.

You should 
come out with

You should 
come out with

An evaluation report and 
actionable changes for the 
current or future courses.

You should 
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I
implement

�� train the instructor
ensure instructors are trained effectively by providing 
them with the necessary skills and knowledge to deliver 
the instructional materials.

�� Prepare the learners
prepare learners by providing them with the necessary 
resources, guidance, and support to engage effectively 
with the instructional materials. This involves ensuring 
learners understand the objectives, expectations, and 
available support mechanisms, empowering them to 
actively participate and succeed in the learning process. 
The magic circle can be used hear to put students in the 
right mindset.

�� Arrange the learning space
arrange the learning space physically to optimize the 
environment for effective instruction and learning. This 
includes organizing the physical layout, seating 
arrangements, and resources to facilitate engagement, 
interaction, and comfort among learners.
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come out with
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A live course that is 
working and ready to run.
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�� Decide on structural vS. 
content gamification

�� choose Game elements 
and mechanics

�� Visual representation

design
D Decide whether to focus on structural gamification or 

content gamification based on the nature of the content 
and learner preferences. These can also be combined.

Select appropriate game mechanics and elements based on 
motivational needs to drive engagement and motivation.

create a visual representation of the gamified learning 
experience's narrative, interactions, progression and other 
important elements. This does not have to be good 
looking.

�� Decide on structural vS. 
content gamification

�� choose Game elements 
and mechanics

�� Employ psychological 
theories

�� Employ Pedagogical and 
instructional theories

�� Visual representation

design
D Decide whether to focus on structural gamification or 

content gamification based on the nature of the content 
and learner preferences. These can also be combined.

Select appropriate game mechanics and elements based on 
motivational needs to drive engagement and motivation.

Select appropriate Psychological theories to apply based 
on your audience and find out what elements and 
mechanics you can match to apply these theories.

Select appropriate pedagogical and instructional theories to 
apply based on your audience and find out what elements 
and mechanics you can match to apply these theories.

create a visual representation of the gamified learning 
experience's narrative, interactions, progression and other 
important elements. This does not have to be good 
looking.

�� Identify learning goals

�� Assess audience

�� Analyze content

�� Identify resources

analyze
A Define clear learning objectives and outcomes that align 

with the organization's goals and learners' needs.

Understand the demographics, preferences, and existing 
knowledge of the target audience.

Breakdown the subject matter into manageable chunks 
and identify key concepts or topics for gamification.

find out what resources you might need access to, such 
as specific domain knowledge or people that have domain 
knowledge (art, gamification, programming, etc.), physical 
facilities,technology and tools, etc.

You should 
come out with

An analysis of training/
learning needs and a 

learning plan (learning 
objectives).

You should 
come out with

An overview of the course 
design and content 

sketches.
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A development plan, 
prototypes, and the first 
version of the gamified 

course/module.

You should 
come out with
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