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Gamification in the Field of Educational Technology:
A Learning Catalyst of Beyond Gaming

ZHANG Jing', FU Gangshan', ZHENG Xin?, ZHANG Haizhong’
(1.School of Education, Shaanxi Normal University, Xi‘an Shaanxi 710062; 2.0ffice of Academic Affairs,
Beijing No.2 Experimental Primary School Lanzhou Branch, Lanzhou Gansu 730070; 3.School of
Education, Lanzhou City University, Lanzhou Gansu 730070)

[Abstract] More attention is being paid to gamification in education at present, but there are still some
deviations in the understanding of relevant concepts at home and abroad. The gamification research is not
attached much importance to at home. Through literature research, this paper differentiates the
understanding orientation of gamification, analyzes its core value and application status in the field of
educational technology, and puts forward its design process and implementation principles. The study finds
that gamification can be understood from both game application and beyond gaming. At present, the
application of gamification in the field of educational technology is mainly embodied in the course design,
MOOC design, and educational APP that are integrated with gamification. Finally, this paper proposes five
processes of gamification design and five principles of its implementation.
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