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EEL G e o) S EEY The gamification approach is one of the newest and most attractive
developments in recent years, which has been effective in various fields, including education. This

approach attracted the attention of its audience by creating excitement and interaction.
Gamification means the application of game elements and components in a non-game situation,
which, according to an attractive and predetermined process, considers certain goals. The
gamification approach with the effectiveness of the curriculum created a dynamic and interactive
environment for the learners and improved their educational and learning status in a suitable
context. This research was conducted with the aim of identifying the experiences of experts in
connection with the application of the elements of the gamification approach in the higher
education curriculum.

This qualitative research was conducted using a phenomenological (descriptive)
approach in the year 1401. In this study, a deep question was posed to experts to obtain their
experiences, and if necessary, elements of the gamification approach were explained for the
interviewees to express their experiences related to them. The participants included experts from
across the country who were involved in education, research, the production of electronic
content for higher education systems related to gamification. Based on targeted sampling and
snowball technique, 18 participants were identified at the national level. The interviews, which
lasted for one hour each, continued until theoretical saturation was reached. After conducting
and recording the interviews, they were transcribed full. The transcriptions were then reviewed
multiple times, comparing the text with the audio, and subsequently subjected to a coding and
analysis system.

Based on the experts' experiences, the elements of gamification approach that can be

employed in higher education curriculum were as follows: Create excitement (presenting
engaging content, using active teaching methods, behavioral cues, competitions and
questionnaires, adventure and avoiding repetition), Create partnership and interaction
(instructor with learners, utilizing virtual space, through content and among learners), Create
competition (group competitions, time constraints, individual competitions, and lottery-based
competitions), Create motivation (creative techniques, fostering intrinsic motivation, fostering
extrinsic motivation, motivational statements), Provide feedback (appropriate feedback for
effort, qualitative feedback, immediate feedback after the test), Scoring (opportunity for
remediation, progress bar, irregular scoring, and role determination), Rewarding (giving rewards,
types of incentives, designing certificates, and awarding them), Create challenge (by posing
questions and using tools), Determining rules and regulations (setting multidimensional goals for
the lesson and announcing them at the beginning of the term, drawing a roadmap by the teacher,
and sweet penalty) and Leveling (leveling the content and progressing step by step from easy to
difficult, from concrete to abstract, from known to unknown).
The gamification approach has elements that, by implementing it in the curriculum
of higher education, could lead to the attractiveness and dynamism of teaching and facilitate the
learning process. Therefore, it is possible to use the experiences of the experts of the gamification
approach in the educational process to change the class from a dry and boring teacher-centered
atmosphere, go out and use the elements of the gamification approach to move towards
inclusiveness and make the learning process attractive, enjoyable and lasting. This approach has
paid special attention to the audience and their interests and considered the participation and
interaction of learners to put learning in a happy, attractive, active and effective process.
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curriculum based on the gamification approach
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Table 3: Experts' experiences of creating participation and interaction in the
higher education curriculum based on the gamification approach
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Table 5: Experts' experiences of creating motivation in higher education
curriculum based on the gamification approach
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Table 7: Experts' experiences of the scoring element in the higher education
curriculum based on the gamification approach
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Table 6: Experts' experiences of providing feedback in higher education
curriculum based on the gamification approach
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Table 8: Experts' experiences of the rewarding element in the higher education
curriculum based on the gamification approach
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Table 9: Experts' experiences of creating challenges in higher education
curriculum based on the gamification approach
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Table 11: Experts' experiences of the leveling element in the higher education
curriculum based on the gamification approach
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Table 10: Experts' experiences of determining rules and regulations in higher
education curriculum based on the gamification approach
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teaching method:

1. Intimate relationship and open conversations between professors and students
(with respect)

2. Assigning the role of lecturer to students for teaching

3. Involving students in the education process

4. Using lottery when asking questions to students

5. Holding a competition and using some games such as problem solving,
exploratory, role-playing, team, pantomime, etc.

6. Teacher's teaching with high energy and happiness

7. Saying sentences and narratives or playing motivational clips with a positive
attitude and related to the lesson

8. Expressing the application of course materials in the real world that is in
accordance with the needs of students.

9. Determining sweet fines for students who do not follow the rules and regulations
10. Encouraging students to think by playing a related video, before directly stating
the lesson content

11. Creating a challenge at the end of the class and creating mental conflict for the
student until the next session

12. Using creative and imaginative examples and metaphors

13. Voluntary summary of class contents

14. Determining roles for students according to the obtained points (first assistant,
second assistant professor)

15. Grouping students and presenting a problem to solve it as a group

16. Formation of groups in virtual networks and active participation of professors
and students in it

Educational content:

1. Leveling the content and proceeding step by step from simple
to difficult, from objective to subjective, from known to
unknown.

2. Using attractive multimedia content related to the lesson

3. Providing active, problem-oriented, challenging content

4. Providing practical content according to students' needs

5. Giving freedom (choosing the path, playing music, background
color, font and font size, etc.) in online content

6. Embedding video, audio or photo of the instructor in offline
content

7. Providing supplementary content (having movies, clips, music,
animations, etc.) for better learning in class

8. Providing up-to-date and new content

9. Involving students in the content selection process

10. Creating group and cooperative competition between class
students

11. Creating multi-way interactions (networking and putting
communication links with related people and sites to access
useful information)

c
il
Q. § training material:
Educational purpose: 9, %’é g & 1. Designing an educational calendar with
1. Identifying the future job needs of %5, . S A\\{"} activities to be done by students and displaying
students and choosing materials that ’% < % & the remaining days of the academic semester
suit their needs A “‘j’ 2. Designing a notice board to present the rules
2. Determining the multi-dimensional e | and regulations of the class from the beginning
goals of the lesson (cognitive, attitudinal Warg, e*c\\e of the semester
and skiII)A o ) n Gamification 3. Toolbox for practical activities
3. Attention to the individual differences 4. Types of cards or lists for lottery
of learners — approach 5. Audio-visual devices to increase the
4. Determining 'the purpose of the %N\es effectiveness of education
course and drawing a road map by the | ojeer ot 6. Virtual boards to display points and winners
professor and presenting it at the and 2 7. Using new and comprehensive tools such as
beginning of the semester _g’ 9),} social networks and websites
Q/("}\ ° & 8. Books, gifts, prizes
Sy K}
(}‘Z/

Educational space and time:

1. Different classroom layouts such as circular and...

2. Using natural environments in the educational process such as
museums, laboratories, workshops and amphitheater halls

3. Creating a suitable space for learning stations, such as an online
learning station, a group work station and a round table, a teacher
station for guidance and guidance

4. Proportion of activities and time to perform and present them

5. Considering a special point for the first three people who answer the
teacher's questions (determining the response time)

6. Difference in the time limit of different parts, for example, individual
work, group work, projects

7. Rotation of roles and characters in any time frame

8. The existence of different boards in the educational environment to
stick the group work of learners

Evaluation methods:

1. Challenging students by asking questions that make students doubt their
previous knowledge.

2. Using diverse and creative methods in the test

3. Involving students in the process of conducting the test, scoring, announcing
the scores, self-management, the possibility of self-evaluation, giving a test in
several times, of course, with deduction of the score in the next times
(compensation opportunity)

4. Using lottery when asking questions to students and giving points and marks
to learners in the entire learning process

5. Creating interaction between weak and strong students in the class and
considering points for both groups in case of participation, determining mastery
levels and naming these levels such as: competency level, advanced level,
professional level, etc.

6. Taking into account a percentage of the grade for the student's progress
compared to himself during the semester (competition with himself),
reconstruction (review of previous learning) to renew learning.

7. Announcing the active people in each class session and giving them points
8. Designing a certificate and awarding it to recipients of medals

9. Providing feedback according to the student's effort and not to his ability

S3leaisS 53k 0 Sugy bl (Jle Bjgel (s sl laSg ) UKo
Fig 1: Features of higher education curriculum based on gamification approach
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