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Gamification
Gamification entered into mainstream vocabulary around 2010





Gamification - Global step challenge 



Gamification – Monster Guard App



Gamification in Industry

Increase of one-thousand percent in employee 
engagement

http://gamification.co/
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Instruction Content  - CELT Resources
• CELT link for https://celt.our.dmu.ac.uk/remote-teaching-2/

• Setup and use Discussion Board on Blackboard 

• Setup and use a Wiki in Blackboard

• Videos on setting up tests/surveys/pools 
https://celt.our.dmu.ac.uk/blackboard/blackboard-how-do-i/blackboard-course-
management/blackboard-assessment-tools/

• Setup self/peer assessment tests
https://celt.our.dmu.ac.uk/blackboard/blackboard-how-do-i/blackboard-course-
management/blackboard-assessment-tools/create-a-self-or-peer-assessment/

https://celt.our.dmu.ac.uk/remote-teaching-2/
https://celt.our.dmu.ac.uk/blackboard/blackboard-how-do-i/blackboard-course-management/blackboard-assessment-tools/
https://celt.our.dmu.ac.uk/blackboard/blackboard-how-do-i/blackboard-course-management/blackboard-assessment-tools/create-a-self-or-peer-assessment/


Instructional Content 
LinkedIn

To end of url add 
&auth=true



Instructional Content 
LinkedIn



LinkedIn 
Distance teaching support from CELT

Access to Linkedin Learning:
A role of academic LinkedIn Learning sub-administrators has been 
set-up so that colleagues can create links for their students that 
avoid the single sign-on. For example, this will make it easy for your 
students to access Linkedin Learning materials from your DMU 
Resources list. Sub-admins can also view usage reports showing 
student engagement and LinkedIn Learning course completions.

https://dmu-ac-uk.libwizard.com/f/LinkedIn_permissions



Mechanics – Creating Tests/Surveys/Pools 



Mechanics – Creating Tests/Surveys/Pools 







How to Create Achievements (Milestone)



Create Achievements (Milestone) 
Define Triggers



Create Achievements (Milestone)
Select Reward

Certificates are not an option for milestone 
achievements (see next slide for custom one)



Create Achievements (Custom) 
Select Reward



Create Achievements (Custom) 
Preview Certificate



Creating a Link to Course Achievements



Students Achievement View
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Any final thoughts?

funmi.obembe@dmu.ac.uk
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