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GAMIFICATION
The application of game
design principles in a
non-game context.

Gamification is not Educational Gaming.

It is about motivation
and forming habits.



GAMIFICATION

Players earn badges and
trophies for meeting
certain fitness goals.

Rewards

Players earn points and
place on leaderboards if

they do well.
Players earn items and events based
on which goals they accomplish.



GAMIFICATION
Narrative

Players become Heroes
who explore the brain

and unravel mysteries.

Character progression
which is fueled by
accomplishing tasks.



GAMIFICATION
Social

Events where players
team up, work together,
and compete .

Players can form a party
where accomplishing each

other's goals furthers the
quest of the entire group.

Players can share data and
goal accomplishments with
others.
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PHYLO: WESTERN PA EDITION

Let's work together!
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DOCGEN
(Document Generator)

A free and open source utility to convert spreadsheet
data into a beautiful, multi-page document.

Originally developed for creating playing cards, DocGen
can be leveraged to create any kind of document from
multiple data records.

https://thinkcolorful.org/docgen/phylo_docgen.html


DOCGEN
DocGen requires knowledge of HTML/CSS as well as
experience with manipulating a spreadsheet or CSV.

For Phylo, we wanted a much simpler way for students to
be able to create their own decks.

We created a web application version of DocGen
specifically for creating Phylo cards.

https://thinkcolorful.org/docgenphylo/phylo_docgen.html

https://thinkcolorful.org/docgen/phylo_docgen.html


EDUCATION

Gamification can create meaningful experiences that
extend outside of a game.

Dr. Scott Nicholson's "Meaningful Gamification" builds
on 3 precepts:  Mastery, Autonomy, and Relatedness
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EDUCATION
Principles of Meaningful Gamification/ Self-Determination
Theory  as applied to Free and Open Source Software:

Mastery                      Autonomy                 Relatedness

The 4 Freedoms:

Run Study Share Build Upon



EDUCATION
Principles of Meaningful Gamification as
applied to Education:

Mastery: creation in public, for the public
encourages competency

Autonomy: curriculum encourages sharing and
collaboration, and the freedom to take the project
in new directions

Relatedness: groups and communities can form
around the subject or connect to existing groups in
that subject



CREDITS

Phylo(mon) Game 
Creative Learning Network ( )

Habitica ( )

Eyewire 
A RECIPE for Meaningful Gamification by Dr Scott Nicholson
( )

Giselle's website: 
Charlie's website: 
DocGenPhylo 
DocGen 
Slides for this talk 

(phylogame.org/)

creativelearningpgh.org/

github.com/HabitRPG/habitica

(eyewire.org)

scottnicholson.com/pubs/recipepreprint.pdf

thinkcolorful.org

cerrax.com

(gitlab.com/charles.w.koch/docgenphylo)

(gitlab.com/charles.w.koch/docgen)

(gitlab.com/ephemeralwaves/libreplanet2021)
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