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Definitions*
Game-based learning:

"...the intentional use of digital or 
non-digital games or simulations 

for the purpose of fulfilling one or 
more specific learning 

objectives." (Wiggins 19)

Gamification:

"...the use of game-design 
elements in non-game contexts." 
(Wiggins 18)

* for the purposes of this presentation
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Why play?
• "...to motivate students by 

creating an engaging learning 
experience that can keep 

them focused on the learning 
task." (dos Reis Lívero et al. 2125)

• "...not to replace traditional 
instruction—it is intended to 

improve it." (dos Reis Lívero et al. 2139)
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Benefits
• Students may have prior 

experience using these tools

• Increased student engagement

• Students develop essential skills:

• 4 Cs: Collaboration

Communication

Creativity

Critical Thinking
(“P21 Frameworks & Resources”)

• Problem-solving

• Resilience
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Getting your

• Terms of Service

• Privacy Policies

• Web Accessibility

• Cost & Funding

ducks in a row...
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Gamification Platforms
• Poll Everywhere

• Kahoot

• Breakout EDU
Please note that Cornell's Web Accessibility Team has not yet completed
analyses of Kahoot or Breakout Edu.
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Feature Breakout EDU Kahoot PollEverywhere

Free(mium) 2 week trial X X

Multiple question types X X Games-MC only

Randomized names option X

Public/private game setting X

Asynchronous play option X (referenced in support 

videos)

X X

Multimedia library included X

Library of pre-existing games X X

Students can create games X X

Option for multiple languages X

View results / scores X X X

Brief Side-by-Side Comparison

Brief side-by-side comparison of features, as observed during the course of use or trial by presenter.
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More tools to at

AASL's Best Digital Tools for Teaching & Learning

https://www.ala.org/aasl/awards/best
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