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Book Review

Sincethe1980s,therehasbeengrowinginterestinexploringthepotentialofgaminguseineducation.
Theadvancementsininformationandcommunicationtechnologies(ICT)isadrivingforceforfurther
development (Alsawaier,2018;Calabor,Mora,&Moya,2019;Crookall, 2010).As learners are
generallymorefamiliarwithgameelementsandmechanisms,itwouldbeadvisableforeducators
andresearcherstobecomemoreknowledgeableaboutthissubject.“GamingInnovationsinHigher
Education:EmergingResearchandOpportunities”iswellsuitedtomeetthisrisingdemand.The
bookstartsoffwithanintroductionofthegamificationmodel,learningtheoriesandmappingwithin
gamification,thenintroducesaneducatormodelandendswiththeusesofaugmentedreality(AR)
andvirtualreality(VR)inhighereducation.

Theconceptofintegratinggamificationintoeducationisgettingmoreandmoreattention,asit
should.Throughtheuseofcomputertechnologyandelementswhichmakeagameinteresting,such
asrewardsystemandinstantfeedback,educatorscanstimulatestudents’motivation,andthereby
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elevatetheirperformanceandself-competence.Inchapter1,anumberoftheoriesareintroduced
bytheauthorandthenintegratedintotheconstructionoftheauthor’sgamificationmodel.Witha
clearfocusoncomponentsofthemodel:socialgamingelements,socialteamwork,non-gaming
environments,gamingmechanicsandengagementthroughfeedbackloopsandmotivation,readers
graduallyunderstandthemechanismofthismodel,andgainabetterunderstandingbeforethenext
chapterwhichbuildsonthisfoundation.

Inordertoidentifythefactorsthatwouldaffectthelearningprocessofindividuallearners,anddiscover
waystomergegamedesignsandmechanics, inthesecondchapter, theauthorcarefullyincorporates
numerousstudiesandresearchfindingsandsumsupfive learning theorieswithingamification.The
theoreticalmodels includecommunityofpractice,connectivism,connectiveknowledge,community-
centeredapproachesandpersonalization,whichareexamplesofhow the learningexperienceof the
individualwithinacommunitymaybeimprovedbyusingimmersivetechnologies.Allofthesearepart
ofthefoundationforthemergingpedagogytheoreticalframework(MPTF)presentedbytheauthor.

Throughout chapter 3, the author guides readers from a tutor’s perspective to look into the
issuesregardingmappingthemechanicsofgamification.Toexpandonthetheoriespresentedinthe
previouschapters,theauthoremphasizesthefunctionsofcommunityandimportanceofsocialsettings
whendesigninglearningsystems.Byprovidingjoy-filledlearningtasks,sharingachievementsand
difficultieswithintheteams,plusincorporatingthemechanismofcompetitionbetweenindividuals
orteams,rewardsystemsandeffectivefeedback,learnermotivationcanbeenhancedandlearning
experiencecanbeimproved;therefore,behaviorschangeovertime.Offeringthelearneranenvironment
thatisenrichedwithenjoyableactivitiesandinteractionwithotherlearners,andapplyingscaffold
learninginstructionstodovetailindividualneedsisbeneficialtobothleanersandeducators.

Chapter4presentsamodelcalledEducatorModel (EM),whichaims toassisteducators in
harnessing the flexibility of gamification to create a beneficial pathway for both educators and
learners.Themodelisillustratedgraphicallyforclearerunderstandingofitsmechanism.Educators
couldimplementthemodelfromtheinitialstageofcoursedesign,tailortasksandassessmentstothe
characteristicsofgamification,influencelearners’behaviorinanenjoyablelearningenvironment,
andbuilduptheirknowledgeandskillsthroughsocialization.

Whenitcomestotheoutcomesoftechnologyintegratedwithpedagogy,theapplicationsofAR
andVRwouldbetheidealexample.ThroughTheman-machineinteractionintheformofARand
VRmixedwiththeconceptsofgamificationandeducationalpurposes,thingsthatnormallywould
notbeachievedwithoutthehelpofimagination,canturnregularlearningmaterialintoafascinating
learningexperience.Inthefinalchapter,theauthorreferstovariousstudiestosupporttheuseof
gamificationtheoriesalongwithAR/VRtechnologies.Thebenefitsofusingsuchmechanisms,for
botheducatorsandlearners,areevidentthroughoutthetext.InadditiontobrightsideoncurrentAR/
VRimplicationindifferentdomains,theauthoralsobrieflynotessomeissuesthatmayhinderlearner
experiencewhenusingthoseimplications,suchastheuncannyvalleyeffect,spatialdisorientandother
factors.Thebooksharesideasonhowtopromotestudents’motivationinhighereducation,andsome
possibledirectionsareprovidedforeducatorstorethinktheirstrategiesandenhancetheircurriculum

Thisbookprovidesasoundfoundationforeducators,gameresearchersandpeoplewhowantto
exploretheconceptsofgamificationandtheimplementationofthosetheories,aswellasrealization
ofwhatcurrenttechnologiescanoffer.Withclearlyexpressedstructureandcomprehensiblewording,
readerscansmoothlyfollowtheauthor’slogic,gainessentialbackgroundknowledgeonmajortopics,
whichmayeventuallyleadtocreationofenjoyableandeffectivelearningactivities.Thetoneofthis
bookissettopublicizetheadvantagesofusinggamingmechanismandtechnologyineducation,
andthisencourageseducatorsoradministratorstofollowauthor’sguidetoovercometheobstacles
whichlieaheadwhencarryingoutsuchinnovationsineducationalinstitutions.
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