


For professional learning and discussion • Illustrative, not prescriptive • 
Gamification activities should be adapted to the audience, learning 

objectives, platform and organisational context.

Start with the learning objective
Decide what participants should understand, practise or apply
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Design the challenge around the objective
Make the activity serve the learning rather than become the learning
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Set clear rules and expectations
Explain the task, boundaries, time and expected output
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Create a safe-to-try environment
Encourage participation without making people fear getting it wrong
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Introduce information progressively
Reveal new information to maintain engagement and challenge assumptions
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Observe decisions and behaviours
Look beyond the answer to understand how participants reached it
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Pause and probe
Use questions to make participants explain their thinking

8



For professional learning and discussion • Illustrative, not prescriptive • 
Gamification activities should be adapted to the audience, learning 

objectives, platform and organisational context.

Compare different approaches
Use differences between participants or teams as learning opportunities
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Present and discuss outcomes
Share findings, compare viewpoints and agree next steps
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Lessons and improvements 
Turn findings into practical actions for the future
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Ethical and legal considerations 
Keep gamification appropriate, proportionate and professionally responsible
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From learning to decision
Turn reflection into proportionate and practical action
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From activity to learning
Engage, reflect, apply and improve


