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Introduction 
 

The Masters of Education program at Boise State University has been a profound 
experience, allowing me to grow exponentially as an educator.  The project-based 
coursework has been invaluable in creating content that can be immediately applied  to 
classroom instruction and changing pedagogical practices. As a result of the 
aforementioned, pedagogically quest-based gamification has become a focus in my 
instructional practices as it allows educators to infuse the best practices learned in all 
courses in a way that helps all learners to succeed. 
 

Lesson One: Reflections on Learning 
 

 From my course experiences in the MET program, best practices of educational 
technology have indicated that students need information presented in a wide variety of 
formats from text, audio, video, and interactive virtual tours just to name a few.  By 
providing students with multiple means to access and interact with content educators 
can create more equity in the instruction and assessment practices while further 
enriching the learning experience.   As a former social studies teacher, that relied heavily 
on tests for summative assessments, these methodologies adjust the schema  
surrounding the value of project based assignments as a means of more authentic 
assessment.  When students are engaged in project oriented learning experiences they 
can demonstrate their learning and their process over time rather than a quick snapshot 
of text or multiple choice questions.  By leveraging quest-based gamification models, 
when students learn from their mistakes in a mastery model they are less likely to repeat 
those mistakes.  When we look at students from a growth mindset model, students are 
more likely to feel empowered in the learning process (Dweck, 2016).  In a growth 
mindset class revision is expected and encouraged; resulting in students learning from 
their mistakes.  Students in a fixed mindset class have less opportunity to revise, retake, 
and improve their learning outcomes.  The result is earning a grade that cannot  be 
changed or revised.  These students are less likely to review feedback than their 
counterparts in a growth mindset class.   Despite the fact that educators give students 
the opportunity to revise or retake assessments when a grade is assigned most do not 

 



set forth and change their work for the higher score.  During a presentation at the 
February 2017 Smarter Balanced Digital Library Consortium, a speaker suggested that 
educators should not give grades back to students with feedback on the same paper. 
She explained that when students receive a graded assignment they view this as a final 
result and do not review the feedback provided for the improvement of student’s growth. 
In the quest-based model of 3DGameLab, students that don’t meet mastery get their 
assignment back with feedback and are asked to revise to earn XP or points that 
accumulate.  You do not earn points unless you master the skill or concept assessed in 
that assignment.  As a result, students are conditioned to revise their work in order to 
“level up” earning the next reward, achievement, or to earn the mastery badge. 
Consequently, where there isn’t a specific grade attached to the work it indicates that the 
work is still “in progress” and therefore “the winning condition” of the assignment has not 
been met. 
 
Another key component to student learning is the importance of reflection.  In my state 
this is most evidently represented as part of students digital portfolio process. 
Technology can be leveraged as part of this reflection process.  Students should also 
play a central role in assessing their own progress toward proficiency relative to 
identified learning goals, asking questions such as these: How am I doing? What do I 
understand better now? What am I still confused about? How could i have completed 
this task differently? (Marzano & Brown, 2009). 

 
 
As a result of all of this, my approach to learners has changed to include more 
performance tasks or project-based assessments rather than tests. In part, this is due to 
the fact that I teach computer science and digital literacy, which lends itself to this sort of 
model, but it is also that I recognize that it respects the journey of the learner in a more 
authentic way. 
 

 
Lesson Two: The Art & Science of Teaching 
 

Students learn when engaged in the learning process.  There is not a singular teaching 
model that has a student fully engaged one hundred percent of the time. Consequently, 
one needs to  consider when lesson designing that can help with meeting students 
various learning needs in the classroom that will also engage students in the process.  

  
The days of keeping students engaged in the classroom while following a scripted 
lesson plan in the teacher's edition of a textbook, in my experience, are becoming less 
common practice.  Many teachers are finding that students have become more digitally 
savvy, than that of previous generations,  and as a result, demand choice, quick 
feedback, and continuous visual and auditory stimulation.  How can this be achieved in 
the classroom? By leveraging the use of digital tools that aid teachers in presenting, 

 



assessing, and streamlining the workflow of teaching.  We are fortunate to teach in an 
age where as educators, we have tools such as Google Classroom to help us manage 
the digital workflow of document submissions, grading, and scoring. There are even 
add-on extensions such as GooBric that will allow teachers to use digital rubrics to give 
feedback to students right on a piece of writing in Google Docs.  Students can get help 
and feedback from teachers and peers in real time using collaborative tools such as 
Google Hangouts, Google Apps (Docs, Sheets, Slides, and Drawing).  

  
One method of engaging students is having an understanding of student’s personal 
interests.  This can be done through an interest survey that incorporates various 
activities of choice that can be incorporated into instruction throughout the academic 
year.  I have found that considering what and how students want to learn can aid in 
engaging students in the learning process.  This can be accomplished using a 
non-digital form, using a learning menu, or a choice board;  or one can leverage a 
gamified model or tool that aids in the choice process.  

  
Another way to engage learners is to utilize a gamified approach to learning. James Paul 
Gee discusses the need for such a paradigm shift using game elements as an 
instructional tool and motivator  (Edutopia, 2010).  Gee suggests moving toward a 
problem-based model;  which is what gaming offers our students. In the majority of 
games, there is a problem or a quest to be completed and a reward when tasks are 
successfully completed.  The paradigm shift requires educational leaders to develop 
problem-based real-world curriculum where students are challenged through trial and 
error, collaboration, and revision to achieve successful learning outcomes.  Giving even 
greater meaning, and authentic exploration of learning tasks, would be allowing students 
to aid in the creation of the learning tasks for credit within the course. When students 
participate in designing the kids of project-based tasks described ...they reap many 
benefits (Marzano & Brown, 2009). 
 
With the research of Dr. Chris Haskell on quest-based learning, we have tools for 
educators to do just that (Haskell, 2017). Designing gamified curriculum that 
incorporates game elements, students are familiar with such things as XP, badges, 
leveling, and choice of the pathway to meet a common goal or winning condition.  The 
research associated with student engagement suggest that game-based learning tasks 
and activities can help students deepen their understanding of core curriculum content 
(Marzano & Brown, 2009).  The 3D Game Lab gamified model built into the quest-based 
system also lends itself well to creating a growth mindset in the classroom where 
students are encouraged to learn from their mistakes.  As explained by Jonassen and 
Land (2012), “If successfully designed (especially in terms of learner ownership), the 
practice field not only supports the development of specific skills, but it also offers the 
individual the opportunity to assess his or her competencies and motivation for that kind 
of work.” Whereas, practice fields are activities that students will encounter outside of the 
school environment.  In accordance with Gee’s beliefs about bringing in the real world 

 



connection into the classroom and leveraging those activities students are naturally 
drawn to in a game like setting. Respectively, students are asked to revise their work 
until it meets the expectation of the teacher or they master the concept being assessed 
by the assignment as is the case in work related tasks set outside the classroom 
environment.  3D Game Lab is not the only model of gamification present in education. 
There are several other examples where gamification has proven successful, such as 
Khan Academy, Classcraft, Class Dojo, and others. 

  
Blogger and author Matt Miller discusses the power growth mindset as, “students they 
can develop, cultivate, and improve their abilities and intelligence; they’re taught they 
have the capacity to learn and grow (Miller, 2017).” Quest-based systems designed 
using 3D Game Lab allows students to do just that. Just like in a game students can 
revise their work and resubmit through an iterative process. They do not lose points or 
become penalized by making mistakes and needing to revise their work. Students earn 
the same rewards as their peers regardless of how long it takes to master the concept. 
This learning platform allows instructors to pre-record a portion of the instructional 
modeling for students to access, allowing flexibility for the instructor to spend more time 
assisting those students in class that need extra help and assistance enabling them to 
move up towards the winning condition of the course. 
 
One of the biggest paradigm shifts while in the MET program has been that not everyone 
in the classroom needs to be engaged in the same coursework at the same time.  This 
shift occurred while taking EdTech 531 and EdTech 532, both of which are gamified 
courses.  Not only did I take these as a student of the EdTech program, but I also was a 
graduate assistant in these courses for two years, as well as, EdTech 202 and EdTech 
203, where I got to see things more from the instructor point of view.  In the past, I was 
leveraging technology, however, I was not giving that same level of choice of pathways 
to students as is found in a quest-based system.  Now that I have converted content for 
all our middle school digital literacy and computer science courses at the middle school 
level and one at our high school level, I am expanding upon my original assignment 
chain by adding more choice of assignments. For example, one can do Minecraft Hour of 
Code & Star Wars Hour of Code or App Inventor Hour of Code to meet the same winning 
condition. This allows me to differentiate digitally without having all students in the room 
know what work their peers have.  I find myself taking on more of the role of an 
instructional coach in the classroom rather than the giver and keeper of all information.  

 
 
Lesson Three: The Design and Evaluation of Instruction 
 

The art of creating instructional curriculum involves careful design and evaluation.  I 
have adopted a UbD approach to curriculum design. In the UbD model created by Grant 
Wiggins and Jay McTighe, one takes a “backward design” approach (Authentic 
Education).  Using a backward design approach by starting with the end result, it allows 

 



the instructional designer  to ensure the learning outcomes are being met with the 
assessment and their associated activities leading up the final assessment.  This design 
model also aligned with what was taught during the Technology Supported Project 
Based Learning course as part of the MET.  One of the first steps to creating a Project 
Based Learning experience is to start with the learning objectives as they relate to critical 
thinking/problem solving, communication, collaboration, and self-management. Although 
the latter is not part of the Wiggin and McTighe model of UbD the starting with students 
overarching understanding at the end of the unit or project are both key elements. 
 
In the creation of quest-based gamified learning, as modeled in the Games in Education 
and Teaching & Learning in Virtual Worlds courses, the above principles apply to the 
overarching goals when designing a course in this manner. 
 
 With each quest created, there is a direct link to standards for an overarching goal.  The 
flexibility that this system affords provides students with various pathways to all reach 
the same end of course learning objectives.  In the design phase, this can be 
accomplished by having multiple assignments with the same end resulting learning 
objectives present. For example, having students with less coding and math experience 
complete the Minecraft Code.org assignment while those with greater experience can 
complete the Hour of Code Play that Tune activity. Regardless, of which path students 
choose, they are working with loops, algorithms, problem-solving, debugging, and 
iteration. By providing multiple pathways students are more empowered and more likely 
to persevere and move forward.  My professional conclusions based on increased 
successful outcomes were further augmented by my work with Dr. Chris Haskell.  In the 
quest-system of 3D Game Lab students can evaluate the quests they complete using a 
rating scale. This aids teachers to identify those activities that students value more than 
others. Given this student feedback teachers can adjust the quest-based activities to 
eliminate assignments students don’t value and create or replicate other that students 
have a greater passion for. Having the voice of the students in the evaluation process of 
education is vital in keeping the content relevant to the learner.  This engages students 
in the evaluative process. The more engaged students are in creating meaning, the 
more they change and learn (Garner, 2007). 
 
The evaluative process needs to occur on an ongoing basis. Through ongoing 
evaluation and iteration of instructional practices, current technology, and emerging 
technologies we as educators can improve the instructional technology used to support 
classroom instruction.  As with general instructional design, it is imperative that we start 
with the learning objectives, then select the instructional tools that will best support those 
objectives and not the technology for the sake of technology approach.  The evaluation 
of the design and instructional process should be continuous and fluid in order to adapt 
to students learning needs and the changes in instructional resources.  
 
 

 



Lesson Four: Networking and Collaboration  
 

During the MET program, there have been numerous opportunities to collaborate with 
classmates and peers.  One of the most rewarding collaborative experiences occurred 
as a graduate assistant working for Dr. Chris Haskell.  During my tenure as a G.A., I had 
the pleasure working as part of The Cool Teacher Show team.  My duties consisted of 
posting to Facebook, Twitter, and YouTube for the purpose of increasing followers and 
building the social reach of The Cool Teacher show. Through this experience, I learned a 
lot about how to network on social media and how to tag posts in order to build a larger 
following. Also as part of this process, I was able to create a professional learning 
community of minded educators that were following The Cool Teacher Show and those 
that were special guests through their social media accounts.  These skills have been 
incorporated into my own professional social media networks to increase my outreach as 
an educator on LinkedIn and Twitter.  This has been invaluable as the sole educational 
technologist in my building.  Through leveraging social media I have gone beyond the 
brick and mortar walls of the educational institution in which I work and found a learning 
network to collaborate and grow with as an educational professional. 

 
 

Prior to my enrollment in the MET program, I didn’t have a Twitter or LinkedIn account. 
Now, I find that Twitter is my go to for new ideas relating to educational technology and 
innovation in education.  I actively use Twitter to showcase great things happening in the 
classroom and tag the school in my tweets.  Working at a charter school, we often utilize 
crowdfunding sources such as DonorsChoose.org. I find that when I leverage the power 
of social media, we are able to get our Donors Choose projects fully funded in a short 
amount of time. In addition, I follow several LinkedIn community groups around 
educational technology, middle school education, high school education, computer 
science and charter schools.  These social media outlets give me a means to stay 
current on the pulse of education in today’s digital age.  
 
During the summer of 2016, I had the amazing opportunity to attend CSPdWeek in 
Golden, Co.   Although our summer professional development time in Golden has 
ended, I have maintained contact with many of the participants through social media. 
According to Jim Knight (2011), without coaching, workshops, ILTs (intensive learning 
teams) and other forms of professional learning will have little real impact on the way 
teachers teach.  This has been a vital resource as I weave the Exploring Computer 
Science (ECS) curriculum I learned over the summer into my instructional practice.  We 
were provided with content coaching as outlined by James Knight (2011).  As a result, 
connections with other Computer Science Teachers from across the country we have 
been able to problem solve, bounce ideas, and share in successes. These individuals 
sharing the common connection of ECS have become coaches across social media.  As 
the only computer science teacher in my building for the last 5 years, connecting with 
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other educators in the same content area via social media has been invaluable.  In fact, 
this is a conference opportunity I discovered as a result of the PLN I have on Twitter. 
 
Throughout the MET program, various opportunities to collaborate with peers have been 
presented.   Collaborating on a local level occured by surveying staff, administration and 
students about an evaluation project for Tech 1 gamification pilot, using 3D Game Lab, 
to develop the needs assessment.  Upon completion of the evaluation report, the results 
were shared with administration and staff to drive instructional decisions within the 
Technology Department.  
 
Leading an instructional design team to create “Instructional Design of WRSD Google 
Drive” with other technology leaders at the school district level was a valuable learning 
experience.  During EdTech 554 Managing Educational Technology, a classmate and I 
collaborated to construct an IPad Rollout Assessment to determine the effectiveness of 
newly implemented technology.  Through all of these projects, regardless of working with 
classmates, colleagues, or building administrators, the takeaway has been that having 
more stakeholders in the process leads to greater buy-in  when adopting new technology 
or pedagogical practice. 

 
 

 
Lesson Five: The Research-Practice Connection 

 
Throughout the MET program, students have been encouraged to read a wide range of 
literature as it pertains to best practices in the utilization of educational technology.  As 
an educator, the more research-based literature and theory I have at my fingertips to 
back the choices I make in the classroom, the more apt those that are not as well versed 
in the field will be to support a pilot or and educational change related to the use of 
educational technology.  I was able to do just that when proposing a change in the 
model of education used my courses. By presenting the research of literature I had 
reviewed on gamification as part of EDTech 504, Theoretical Foundations in Educational 
Technology I have been able to gain the administrative support of using a Gamified 
Quest-Based approach in my courses.  
 
 In India, NASSCOM is looking at the “idea of gamification or introduction of concepts of 
gaming in education, healthcare, etc has multiple advantages, according to Rajesh Rao 
(Biswas, 2015).  Not only is India developing gamified experiences for both its workforce 
and its student population, but Mozilla has created a badge based recognition system to 
display these digital achievements.  Students are playing games out of the classroom. 
The cognitive structures of games is something that students understand.  Cognitive 
structures help students formulate rules that make processing information automatic, 
fast, and predictable (Garner, 2007).  Some parties have theorized that school itself is a 
game and not all students understand the rules to this game. When we apply game 
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mechanics to the classroom experience, students thrive because the cognitive structures 
of game theory are something students understand, therefore making the learning 
process more familiar to them. 
 
In a quest based class, students are not all working on the same task at the same time. 
Students work through a menu or choices of tasks at their own pace.  Just like in a 
traditional classroom, these quest tasks can be comprised of text, video, or other media 
in which students synthesize, and then create new meaning in the form of paper, 
speech, video, project or other practical artifact (Haskell, 2013).  This flexibility of growth 
aligned very well the mastery model of education my administrators are striving for.  By 
allowing for flexibility while still reinforcing a mastery of skills I was able to use 
research-based evaluation to analyze the implementation of this program at our school 
to determine its success rate during EDTech 505, Evaluations for Educational 
Technologists. 
 
In making the case that Gamification of instruction is being used across the globe, 
administrative buy in helped to pave the way for allowances to pilot using it in the 
classroom. Based on the research surrounding gamification and quest-based learning, I 
have gamified my curriculum in 7 courses since starting the MET program for middle 
school and high school course. Teachers that utilize the tools, pedagogy, and 
technology to aid students in a growth mindset process to support their learning as part 
of the credit recovery program and regular course work in both social studies and 
computer science. This implementation has shown greater mastery of content by 
students.  This new found knowledge has resulted in conducting several professional 
workshops about the use of gamification curriculum through leveraging technology in the 
classroom. 
 
Prior to enrollment in the MET program, technology use was visible in classroom 
activities. However, without the research behind the use of it, the buy in from colleagues 
in my building was limited. With a greater understanding of the research and best 
practices, making connections to these into presentations has encouraged more 
educators where I work to view technology not just as one more thing, but as a means to 
support student learning with technology supports. 
 

Closing Thoughts 
 

For me personally, my journey has taken me awhile. I will complete the MET program 
with two certificates one in Technology Integration Specialist and the other in School 
Technology Coordination.  The skills gained throughout the journey have transformed 
me not only as a teacher in my own classroom but also as a professional within my 
school and the greater educational community.  When I think back to who I was at the 
start of the MET program and the instructional practices at the time I have made a 
complete transition.  My classroom has gone from being technology supported as a 

 



social studies teacher to being a project based technology immersive experience now 
that I am teaching computer science and technology integration.  This past week I came 
across a Twitter posting from another teacher that  indicated,  “If you are to model the 
educational process for your students then as a teacher you are also growing.”  As a 
result, every five years you should see a big change in who you are as a professional. 
When I think back to starting this program five years ago, I have changed, grown, and 
modeled that growth for my students. 
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