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[bookmark: _Toc216458549]Introduction (Part 1)
This portfolio provides a reflective overview of my learning experiences throughout the module. It focusses on key experiences like participating in the Escape Room, managing the Esports event, and working with the Social Media team. I structure these reflections using Gibbs' Reflective Cycle (Gibbs, 1988), which provides a clear process for analysing practical experiences and transforming them into meaningful learning. Tonhäuser and Büker (Tonhäuser, 2016), for example, show that using reflective frameworks to guide students' professional development is more effective.
The Escape Room activity is also relevant to current perspectives on gamified learning. Sailer and Homner's (Sailer, 2020) research demonstrate how game-based tasks can boost motivation and cognitive engagement, which mirrors my experience of being challenged and immersed in the activity. Teamwork was another important aspect of the module. Salas (Salas, 2018) argues that collaborative, high pressure tasks enhance communication and leadership abilities. Finally, Cain (Cain, 2019) emphasises the value of authentic, project-based learning, which reinforces my decision to include my esports event management experience as a key learning moment.
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Description:
The Escape Room activity was an immersive problem-solving challenge in which my group had to decipher clues under time constraints. Depending on the task requirements, my role naturally shifted between communicator, organiser, and puzzle solver. The goal of the activity was to experience gamified learning and understand how such environments affect teamwork, cognition, and engagement, as well as to finish the room.

Thoughts and feelings going forward:
I was initially excited not to nervous, but I had little prior experience with escape rooms and didn't know how well I would perform under time constraints. As the activity progressed, my emotions shifted between stress when we got stuck and motivation when our collaboration produced quick results. These emotional reactions demonstrated how immersive environments can increase engagement, which is supported by Sailer and Homner (Sailer, 2020). Their findings helped me understand why the activity was both challenging and enjoyable.


Evaluation:
Even knowing the group was quite small and lacked a bit of communication in the beginning the activity quickly brought all of us together and gave us a whole new communication flow we never had. So, after communication flowed smoothly, with different people taking the lead at different times to keep the team balanced. However, there were moments of confusion when multiple people attempted to solve different clues at the same time, resulting in fragmented communication. Reflecting on this, I realised that clearer role allocation and stronger coordination would have benefited our teamwork.



Analysis:

The Escape Room is an excellent example of experiential learning, in which people make sense of information through active participation. Tonhäuser and Büker (Tonhäuser, 2016) argue that hands on learning and active problem-solving help students develop professional competence more effectively. Their work validates the Escape Room's educational purpose and supporting the fact that this activity increased my cognitive flexibility and resilience.
Collaboration research helps to explain the teamwork challenges we faced. Salas (Salas, 2018) argue that effective teamwork necessitates shared mental models and consistent communication patterns. Their framework helped me realise that, while we worked well together, our lack of a clear strategy limited our efficiency during the task.
Finally, the Escape Room demonstrated cognitive engagement principles found in gamification research. As Sailer and Homner (Sailer, 2020) previously demonstrated, game-based environments facilitate deep learning by requiring participants to interact, experiment, and adapt. 


Conclusion:
Overall, the Escape Room activity provided useful information about how gamification, experiential learning, and teamwork dynamics work in practice. It deepened my understanding of how cognitive engagement is enhanced in immersive environments and revealed areas where I could improve my communication and coordination abilities. I learnt that effective teamwork requires both individual effort and shared goals, structure, and clarity.






Action Plan:
For future high pressure group activities, such as event management tasks in later modules, I plan to establish clearer communication strategies right away. This will include assigning roles, establishing shared goals, and scheduling regular check ins to reduce confusion. I also plan to continue participating in gamified and experiential learning activities, as research by Tonhäuser and Büker (Tonhäuser, 2016) and Sailer and Homner (Sailer, 2020) indicates that these environments promote the development of long-term skills. Finally, these lessons will guide my future collaborative projects in academic and professional esports contexts.
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Description:

As part of the module, I oversaw organising the esports event as the project manager, coordinating staff, and guiding students. My responsibilities included developing a workable timetable, clarifying the roles of the various teams, and ensuring that the matches went smoothly on the day. This complex, real world project required organisational, communication, and leadership abilities.

Feelings:

Initially, I felt confident in scheduling but unsure about managing people, especially in a live event environment where I had little knowledge of my staff, lack of information of what’s to be done at the event and how many people would attend. As the event progressed, I encountered moments of stress when timings slipped or staff required clarification. According to McKenna and French (McKenna, 2019), these emotions are common in student led event projects and can boost resilience when handled constructively. I bring this up because acknowledging my emotional state as a normal part of learning to organise real world events helped me. Later, when the event began to run smoothly, I felt a sense of accomplishment and gained confidence in my leadership abilities.

Evaluation:
The clarity of my schedule was one of the project's strengths, as it allowed most matches to run on time. I communicated expectations proactively and followed up with staff on a regular basis. However, a major flaw was initially failing to realise what the people really wanted. At first, we only gave them two games to play with a tournament at the end. However, we quickly saw that many students were interested in other games. Instead of ruining their experience by removing that option, we let everyone play any game they wanted, resulting in a more fun and welcoming environment. This is consistent with Bladen (Bladen, 2018), who emphasise that effective event management relies heavily on anticipating disruptions. I refer to their work because it helped me understand why our coordination and planning temporarily seemed doomed. Despite these challenges, the event was ultimately a success, with positive feedback from participants.

Analysis:
Event management is closely related to leadership, teamwork, and communication theory. Thompson and Glasø (Thompson, 2018) discuss Hersey and Blanchard's situational leadership model, which suggests that leaders should adapt their leadership style based on their team's readiness. This was especially important to me because I had to vary the level of guidance I gave, some of the students helping were extremely self-sufficient, while others required more detailed instructions. 

The event's teamwork aspect can be interpreted through Tuckman's (Tuckman, 1965) stages of group development. Bonebright (Bonebright, 2019) examines these stages in a modern organisational context. I use Bonebright to demonstrate how these stages still apply to modern teamwork. Our team clearly went through the forming, storming, and norming stages before performing at the event.
Communication was also important. Keyton (Keyton, 2017) emphasises that effective groups rely on shared communication structures and explicit norms. Keyton (Keyton, 2017) emphasises that effective groups rely on shared communication structures and explicit norms. Similarly, Salas (Salas, 2018) argue that task interdependence necessitates clear, ongoing communication, reinforcing the notion that we required more structured coordination 

Event planning and scheduling are also relevant to project management theory. According to Lock (Lock, 2020), project success depends on timeliness, resource allocation, and task clarity. And, Mirza, Pourzolfaghar, and Shahnazari (Mirza, 2016) emphasise that risk management is critical to project success, which supports my claim that we should have developed a stronger contingency plan.

Taylor (2016) argues that live esports events rely heavily on operational precision and community engagement. This to say that guiding students and supporting participants was equally important as logistical planning. Finally, Hamari and Sjöblom (Hamari, 2017) argue that the social and collaborative aspects of esports events influence participation and motivation. I included this reference because it helped me understand the broader purpose of my role, which is not only to run the event but also to provide a positive experience for participants.
Conclusion:
Overall, this experience improved my understanding of leadership, teamwork, and communication in event settings. Thompson, Glasø, Keyton, and Salas' theories provided insight into why some moments were successful and others needed improvement. I now understand the value of adaptive leadership and structured communication.
Action Plan:
For future events, I intend to strengthen contingency planning strategies based on project management advice from Lock (Lock, 2020) and Mirza (Mirza, 2016). I will also put in place clearer communication frameworks based on the work of Keyton (Keyton, 2017)and Salas (Salas, 2018) to help the team maintain a shared understanding in high-pressure situations. Finally, I aim to improve my leadership skills by applying Thompson and Glasø's (Thompson, 2018) situational approaches, especially in fast-paced esports environments.
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Description
Throughout the module, I worked closely with the social media team to promote our e-sports event. My responsibilities included creating a posting schedule, coordinating updates throughout the event, and ensuring that promotional messages followed the running order. This collaboration necessitated constant communication, timely decision-making, and balancing operational and promotional priorities.


Feelings:
I was confident in my ability to provide information to the social media team, but I wasn't sure how to tailor my communication style to a media-focused group. This uncertainty is consistent with Keyton's (Keyton, 2017) observation that communication across functional groups can be unfamiliar due to differing goals and work cultures. I mention Keyton's work because it helped me understand why I was hesitant to coordinate with a team whose workflow was different from event operations. As the project progressed, I became more at ease and began to appreciate the creative aspects of social media planning, which increased my confidence.
Evaluation:
Inconsistent alignment during the project's early stages was a significant weakness. For example, some promotional posts were created before the finalised schedule was published, resulting in inaccuracies. This reflects the challenges identified by Sadiku, Oteniya, and Musa (Sadiku, 2018), who state that communication breakdowns are common when teams rely on assumptions rather than shared information. Their work helped me understand why these misalignments occurred and how they could have been avoided with better coordination.
Analysis:
Working with the social media team also revealed several theoretical concepts about teamwork and communication. Which explains how individuals must transfer information across teams. Schotter (Schotter, 2017) argue that cross-team communication necessitates clarity, shared norms, and the ability to translate between different points of view. I cite their work because it is directly relevant to the communication issues I encountered, explaining why misunderstandings occurred when the social media team interpreted information differently than the event operations team.
Second, the social media team's promotional strategies are consistent with digital marketing frameworks like the AIDA model (Awareness, Interest, Desire, and Action). Kannan (Kannan, 2017) emphasises the value of timing, relevance, and audience engagement in digital communication. This is important because my scheduling advice directly influenced their ability to create engaging posts. Kannan's work serves as a foundation for my analysis of why accurate timing was critical for effective outreach.


The dynamics of teamwork can also be studied using collaborative communication theory. Mesmer Magnus (Mesmer-Magnus, 2017), for example, emphasise the importance of shared mental models in improving coordination, lending credence to my claim that inconsistent assumptions caused the initial problems. Meanwhile, Salas (Salas, 2018) argue that clear task distribution is essential for effective teamwork. I included these references because they helped me understand the structural reasons for our initial communication breakdowns.
Conclusion:
Overall, working with the social media team helped me improve my understanding of cross functional teamwork, communication, and digital promotion. Through this experience and research into relevant literature, I discovered that effective communication necessitates shared mental models, clarity, and consistent information exchange. This collaboration allowed me to see the event from a new perspective that values audience engagement as much as operational precision. It also improved my ability to coordinate with teams whose roles were significantly different from mine.
Action Plan:
For future projects, I plan to implement structured communication protocols from the start, following the recommendations of Keyton (Keyton, 2017), Mesmer Magnus (Mesmer-Magnus, 2017), and Salas (Salas, 2018). This will entail creating shared documents, regular check ins, and well-defined information flows. I will also work to improve my understanding of social media strategy, as informed by Kannan (Kannan, 2017) and Lehmkuhl and Jung (Lehmkuhl, 2020), to better support promotional teams at future events. I hope to collaborate more effectively in future cross functional settings by combining improved communication practices and a better understanding of digital marketing processes.





Efficacy of Gamified Learning
(Part 2)
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Gamification, which is commonly defined as the incorporation of game mechanics like competition, progression, and rewards into nongame settings, is becoming more popular in education and professional training. According to contemporary scholars, gamification aims to increase learner engagement by leveraging the motivational structures found in games (Sailer, 2020).
This study focusses on gamified learning in healthcare training, an increasingly important area due to the high stakes of medical practice. Learners must develop confidence, decision making skills, and procedural accuracy while ensuring patient safety. Recent research highlights the benefits of immersive, game-based approaches in healthcare education, which allow trainees to practise skills in a safe but realistic environment (Johnsen, 2018). 
Gamification, in addition to motivating students, may improve their cognitive and behavioural outcomes. Gentry (Gentry, 2019) found that simulation-based and gamified methods can improve performance, especially in complex or emergency scenarios. However, researchers such as De Sousa Borges (De Sousa Borges, 2017) warn that ineffective design can limit effectiveness, which informs the critical aspect of this report.
Drawing on academic literature and case studies, as well as my own experiences with gamified activities such as the Escape Room on this module, this report will assess the efficacy, limitations, and implications of using gamification in healthcare education. It will start with a review of key literature, then move on to a critical evaluation and application to personal experience before concluding.
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Gamification is well known innovation that can boost learner motivation, engagement, and persistence. Much recent research suggests that structured game elements such as points, feedback loops, challenges, and competition can have a significant impact on learner behaviour. For example, Sailer and Homner (Sailer, 2020) conducted a meta-analysis and discovered that specific game mechanics (such as badges, leaderboards, and progress indicators) are strongly associated with increased motivation. 
In educational settings, scholars argue that gamification works by leveraging psychological drivers like autonomy, mastery, and relatedness. Landers (Landers, 2019) explains this in his theory of gamified learning, which describes how game elements influence motivational mediators before influencing learning outcomes. I discuss Landers' work because his framework is one of the most influential recent models and is widely used in healthcare education research. Similarly, Nah (Nah, 2017)found that game-based interventions resulted in increased learner engagement and concentration. 
When the literature is focused solely on healthcare training, the consensus becomes more nuanced. For example, Johnsen (Johnsen, 2018) argue that simulation-based gamification can help bridge the gap between theoretical knowledge and practical application, particularly in emergency medicine. This study is included because it shows a direct correlation between gamification and real-world clinical performance. Building on this, Gentry (Gentry, 2019) demonstrate that VR based and gamified simulations can improve procedural accuracy and retention, implying potential long-term advantages.
However, not all scholars view gamification as universally effective De Sousa Borges (De Sousa Borges, 2017) argues that poorly designed gamification can be distracting rather than beneficial to learning, especially when game elements take precedence over instructional goals. In the context of healthcare training, Koivisto and Hamari (Koivisto, 2019) observe that the impact of gamification may diminish over time due to the novelty effect, in which motivation initially spikes but then declines as learners become familiar with the system. Their work is cited here to warn educators not to assume linear engagement.
Finally, Wood (Wood, 2021) emphasise that gamification works best when role-based scenarios are used to allow learners to practise communication, teamwork, and decision-making skills.
Taken together, these studies indicate that gamification has great potential in healthcare education, but its effectiveness is dependent on careful design, contextual relevance, and strategies to encourage long-term engagement.

[bookmark: _Toc216458555]A critical evaluation

While the academic literature generally supports the notion that gamification can improve engagement and learning outcomes, a more thorough examination reveals that its effectiveness is heavily dependent on context, design quality, and learner characteristics. This section critically examines the benefits and drawbacks of gamified learning in healthcare training.
One of the most compelling arguments in favour of gamification is its ability to boost learner motivation. The meta-analysis by Sailer and Homner (Sailer, 2020) shows consistent motivational improvements across multiple studies, implying that game elements can reliably activate intrinsic and extrinsic motivators. Their findings are valuable because they combine data from various disciplines, providing broad evidence. Similarly, Landers (Landers, 2019) contends that gamification influences learning via psychological mediators like engagement and persistence. This is especially important in healthcare training, where students must navigate complex and high-pressure situations.
Another advantage is that gamification can help with skill acquisition. Johnsen (Johnsen, 2018) show that, gamified environments help trainees gain procedural confidence, particularly in emergency medicine. This is supported by Gentry (Gentry, 2019), who discovered that gamified VR training boosts memory retention and practical performance. 
Despite these advantages, there are a few drawbacks that call into question the notion that gamification is always beneficial. For example, Koivisto and Hamari (Koivisto, 2019) warn that gamification frequently experiences "novelty decay," in which initial engagement fades as learners become accustomed to the game elements. This is a major concern because clinical training necessitates long-term skill development rather than temporary motivation.
Another issue is the risk of superficial engagement De Sousa Borges (De Sousa Borges, 2017) contend that poorly designed gamified systems can divert learners’ attention away from mastering the content and instead focus on earning points. This is especially problematic in healthcare, where misunderstandings of procedures can have serious consequences. Similarly, Hanus and Fox (Hanus, 2015) discovered that competition-based systems can reduce intrinsic motivation over time. 
Equity and accessibility pose additional challenges. According to Mora (Mora, 2017), gamification can unintentionally disadvantage learners who are unfamiliar with digital tools or who suffer from anxiety in competitive environments. 
Its limited generalisability of many positive findings. Majuri, Koivisto, and Hamari (Hamari, 2017) contend that the field is overburdened with small-scale or short-term studies, making it difficult to determine whether the benefits last or apply to different healthcare disciplines. 
Overall, evidence suggests that gamification, when well designed, contextually appropriate, and supported by clear learning objectives, can be extremely effective. However, its impact varies between studies, and many of its benefits are dependent on avoiding common design pitfalls such as overemphasis on rewards, poor task alignment, and failure to maintain novelty over time. As a result, a balanced interpretation positions gamification as a tool whose success is dependent on its careful integration into larger pedagogical strategies.

[bookmark: _Toc216458556]Application in your context

Applying the literature to my module specific experiences provides valuable insight into how gamified learning techniques work in practice. One of the most memorable activities was the Escape Room exercise, which involved solving problems collaboratively under scarcity of time. This is consistent with the benefits identified by Wood (Wood, 2021), who believe that role based, gamified scenarios improve teamwork, communication, and decision-making. During the activity, my group took on informal roles such as navigator, puzzle solver, and communicator, which are like the role-based immersion described by Landers (Landers, 2019). 

The Escape Room exercise also demonstrated the motivational principles identified by Sailer and Homner (Sailer, 2020). The challenge, time limit, and progression through puzzles all contributed to a sense of urgency and engagement, which aligned with their findings on achievement-oriented game elements. Personally, I felt more motivated than I would have in a typical classroom task, indicating that gamification can increase emotional involvement and focus. However, the experience demonstrated some of the limitations raised in the literature. For example, Koivisto and Hamari's (Hamari, 2017) “novelty effect” was evident: excitement was high because it was a unique, one-time activity. When used repeatedly, the intensity may decrease, reducing its educational impact.
The Esports event project, in which I coordinated staff, assisted the social media team, and helped design the event schedule, also gave me insight into gamified principles, particularly teamwork and leadership. Although not a “game”, the project environment reflected gaming processes such as clear objectives, time constraints, feedback loops, and interdependent tasks. This supports Johnsen (Johnsen, 2018) claim that gamification can combine theoretical knowledge and practical action. Through managing communication and supporting my teammates, I saw firsthand how structured systems (such as timelines, assigned roles, and event success rewards) can create powerful sense of motivation. This is consistent with De Sousa Borges (De Sousa Borges, 2017) who argue that games like structures improve performance when they support rather than distract from tasks.
However, the project revealed potential drawbacks like those described by Hanus and Fox (Hanus, 2015). Competition within the team, particularly when ideas clashed, could create tension rather than motivation. This echoes the criticism that competitive elements can undermine good engagement if not balanced with collaboration. As such, Mora (Mora, 2017) argues that digital or games like systems can be disadvantage for people who are less confident with technology. 
My participation across these activities confirms many of the conclusions from the literature, gamification can foster motivation, encourage role adoption, and increase engagement, but it also risks inequity, misaligned incentives, and reduced effectiveness over time. These insights emphasise that gamification in healthcare training must be carefully planned, aligned with learning objectives, and supported by inclusive design to ensure effectiveness.
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This report assesses the effectiveness of gamified learning in healthcare training using current research and module specific experience. The literature consistently shows that, when used correctly, gamification can improve engagement, motivation, and skill acquisition ( (Sailer, 2020), (Johnsen, 2018)). There is also evidence that game mechanics like progression, challenge, and role-based interaction can assist learners in developing important clinical skills like teamwork, decision making, and communication. My experiences at the escape room and the Esports event confirmed these findings, demonstrating how games like structures can foster collaboration, responsibility, and sustained focus.
However, this evaluation identifies significant limitations. According to De Sousa Borges (De Sousa Borges, 2017), poorly designed gamification can be more distracting than educational. Issues such as novelty decay (Koivisto, 2019), inequity among learners (Mora, 2017)and decreases in for good motivation (Hanus, 2015) must also be carefully addressed. These challenges indicate that gamification is not inherently effective rather, its success is determined by its alignment with learning objectives, learner needs, and the complexity of healthcare tasks.
Overall, when used with purpose and supported by strong design, gamified learning appears to be an effective tool for healthcare education. For educators, this entails intentionally incorporating game elements. Designers must prioritise usability and learner diversity. Future research should investigate the long-term impact of gamification and its scalability in various healthcare settings.
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