
GAMIFICATION TOOLKIT

To “gamify” learning is to add game elements that promote interest and engagement while also helping
students achieve specific learning objectives. There are many ways that teachers can add game elements to their
lessons, such as by giving students the ability to earn badges as they complete objectives or by incorporating games
into classroom activities. Whole lesson activities may be presented as games, or game elements may be added to
select parts of lessons.

This gamification toolkit provides simple but valuable ways to gamify learning. Where appropriate, templates are
provided for your convenience. Use the toolkit, along with your own ideas, to promote engagement in your
classroom.

Relational/Team-Building Games
Relational games can be used at the start of the year and then used sparingly throughout the remainder of the year
as a way to build classroom relationships—teacher to student, student to teacher, and student to student.

Relational games do not necessarily have to be tied to content since the main goal is to synergize the relationships in
class. Ideas for these games include:

Name Description

Scavenger Hunt
Activities

Instead of a tedious lecture about the syllabus and or/class resources at the start of the
year/semester, turn it into a challenge or quest-like scavenger hunt.

● Class Quest Game
● Student Scavenger Hunt of TCI

Board/Card
Game Day

Once a quarter, take 30 minutes to have students play a variety of board and card games. Choose
games that students would likely be able to complete in the time allotted.
• Sorry
• Jenga
• Uno or Phase 10
• LCR (dice game)
• Dominos.

Parachute Game

Take the class outside and group students into teams of five or six. Give each team a
bedsheet and a sports ball (soccer, basketball, dodgeball, volleyball). Tell teams that they
must put the ball in the middle of the sheet and work together to try to launch their ball the
highest. Everyone on the team must have their hands on the sheet.

Picture This!

Have student pairs sit back to back. They may not turn around. Provide a picture to one person from
each pair. The picture may or may not be content related. The partner viewing the picture must
describe the image to their partner while the partner draws what is described. They have five
minutes to try to recreate as much of the picture as possible. At the conclusion of the five minutes,
have pairs hang their images next to the original picture, and then have the class vote on which
picture is closest to the original picture.
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Content-Related Games
As the name implies, content-related games are played anytime you want to help students learn and review content.
Many teachers play review games prior to summative assessments. Other teachers might play games as a way to
review content each day, or even to preview content. Still others use games as a way for students to actually learn
the content itself. TCI has many such games. Here are some examples.

Name Description

Entrance/Exit Ticket
with Ciphers

Create a question that could be used to preview the content as an entrance ticket, or as a way to
review content from the day as an exit ticket. Take one or two words from the question and cipher
it (see TCI cipher kit),  adding an element of intrigue. Add a five-minute timer. (See these timers as
Google Slides.)

Who (or What)
am I? Game

This game is really good for vocabulary terms and important people, places, and things. Take your
list and write each item on a piece of blue painter’s tape, or alternatively, write it on a piece of
paper and put it in a lanyard. Place the term on the backs of students so that each student has one
item (making sure they cannot see the item in advance). Then, start a five-minute timer and allow
students to move around the room. They should give one hint to classmates (not revealing the
item by name) and receive one in return before moving on to the next person. Students get one
guess per turn and then move to a new partner.This game is really good for vocabulary terms and
important people, places, and things. Take your list and write each item on a piece of blue painter’s
tape, or alternatively, write it on a piece of paper and put it in a lanyard. Place the term on the
backs of students so that each student has one item (making sure they cannot see the item in
advance). Then, start a five-minute timer and allow students to move around the room. They
should give one hint to classmates (not revealing the item by name) and receive one in return
before moving on to the next person. Students get one guess per turn and then move to a new
partner.

Review Pictionary
or Mime it! Game

This is also a good way to review key vocabulary. In Pictionary, each team picks one student to
draw. The appointed person views a term but cannot speak. They try to draw a simple image or
images that identify what the item is. Sometimes, the student artist may say “pass” to move to the
next item.  Teams are usually limited to one minute to get through as much as they can before the
other team has a turn. Try variations of Pictionary using electronic tools such as Jamboard if
working remotely. Mime It (or Charades) is the same idea, but players must use hand motions to
get team members to guess. For either game, be sure to place students in groups of three or four.
Allow groups to compete against one another. This game is best when you have at least 20 items
that may be drawn or mimed.

Scenes from a Hat

Write a list of seven to 10 scenes that could be recreated (such as an historical event or a
scientific concept). Place them in a hat. Divide the class into teams of four to six. Start a
10-minute timer, and challenge one member from each team to recreate a scene they draw from
the hat. Give groups 10 minutes to work together and use any available building blocks to create
the scene. At the conclusion, allow teams to show the class their creation and the assigned scene
(shorter version), or provide to each student a ballot to vote on which scene should be matched
to each group (longer version).
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