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Gamification for improving student engagement and consolidation of learning
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We had noticed in our Analytical Techniques in Biochemistry module that students were compartmentalizing their learning and not making connections between the various techniques. We had also noticed that student engagement tended to decrease throughout the module. Our solution was to create a Murder Mystery session synoptic gamification session to integrate and consolidate their learning with an activity that encouraged student collaboration and problem-solving skills (Hill and Harmer, 2023).
Gamification benefits from a game fiction, splitting the game into smaller ‘quests’ and for students to work together in teams (Saler and Homner, 2020; Huang et al., 2020). We based our game on the well known games ‘Among Us’ and Mafia’ which have in turn inspired the popular TV programme ‘Traitors’.
Our aim was to create an activity that would require students to integrate their knowledge of four biochemical techniques that had been taught in the module: mass spectrometry, high performance liquid chromatography (HPLC), sodium dodecyl sulfate polyacrylamide gel electrophoresis (SDS-PAGE), and Western blot. Each game comprises two-three cycles and each cycle starts with a murder followed by a complete data set. We have embedded errors into each data set to distract students from correctly identifying the Imposter. We did this deliberately to help them prepare for their capstone projects where data is not always straightforward to analyse. Student feedback on this formative synoptic session has been overwhelmingly positive with feedback on this first session (2021/2022) being used to improve the session for subsequent years. We have found students liked working in teams, the interactive nature of the session, the element of data ambiguity and liked the mild time pressure.
In this presentation we will discuss the benefits of gamification and factors to consider when designing games for educative purposes.
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