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Abstract  

In this article, I will give information about gamification and I will show you the benefits from using gamification in student lectures. 
Gamification is process of using mechanics, thinking and rules from video games, board games, sport games or other types of games in 
working, studying ,social or business situations .My experience whit the topic had show me applying gamification in student lectures make 
the classes more interesting, useful, visited, fun and practical directed. I am going to show you few gamification elements. Here I will give 
you information about the few types of organizing your lectures classes and from the results; I can conclude the best way to conduct classes 
is by gamificating them. 
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1 Introduction  

In my university in Bulgaria, the teachers have few ways of 
conduct classes and to teach the students. 

First way is by making lectures mandatory whit final 
exam in the end of the semester. This way make students 
come every time, but that does not mean they listen every time 
because their mark don’t depend from that and they can just 
sit and study hard for one week or few days before the exam. 

The second way is by making lectures not mandatory 
that makes students not to come if they are not interested in 
the subject because they know they gain nothing from 
listening and can sit and study before the exam. 

Of course some times there can be middle exam or some 
paper work but that do not change the final results, that is 
students just want to pass the subject and most of them don’t 
care what they study, and in the future they are going to 
remember nothing. 

On the other side adding gamification to your class make 
the lecture more attractive for students. 

Some of the way is to change the evaluation system by 
making it whit points, adding many small task that give 
different amount of point instead of final mark is from one 
exam or from presentation and exam. This way students will 
now they can gain some points every time when they come 
to lectures not only in the end. The feedback here is very 
important so the students can know how many point they 
have and their mark in the moment you can make a leader 
board that show this results. 

You can change the normal distribution  ( you need to 
solve 51% of the test to pass) by Gauss distribution that 
make students more motivated and relaxed and  rival 
between, by scaling your leader board for example: 15% 
have worst mark,20% have the next one 30% have the 

middle one, 20% next one and 15% the best one. This way 
the marks depend from the whole group. 

The small task that are given I classes can be individual 
or in teams, single task or task that are linked and depend 
from the previous one. Making team task, make the students 
more unite, and help them learning additional skills like 
working in team brainstorming, leadership and allocation of 
roles. The single task help students fulfil the deadlines. 
Separate from this we can add some business simulation 
games, that all students together play in lectures and need 
more than one lecture to finish the game, they separate all 
students in teams attract the attention of the whole group. 

Off course there must be some kind of test too but he 
give amount of points that are important for the final mark 
but do not determined it .Whit all this methods students gets 
faster feedback for their work. 

They become more motivated, have more fun on 
attending the classes learn additional skills, gain good 
practice, and wonderful memories from the team activities. 

2 Conclusions 

Gamification is element who is becoming more and more 
important part of the working, the studying, the social or the 
business situations 

Using gamification in student lecture is going to make 
the lectures more interesting and more visited. The practice 
and the additional skill they gain will help them to be rival 
capable and highly qualified on the job market. 
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