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Reflective account of experiences during the module

1st reflection (Escape room activity)
Me and other students from the class were set a challenge in the UWTSD immersive room to complete an escape room, there was 7 of us trying to find clues and solve puzzles in order for us to escape within the required time limit. Our group who participated was made up of people who knew each other but have never worked together as a team for something like this. At the start we drifted apart using our own problem solving skills and naturally gravitated towards different tasks but still managed to keep communication at a good standard. However overtime the tasks got trickier making us all come together to work properly as a team. At first, when I found out we was participating in a escape room I felt quite excited as it was something different from our regular lectures, I liked the idea of trying something new with my fellow classmates and was eager to see if we’d all think similarly being put in the same situation. However even though I was excited, I was also nervous at the same time because I was wondering if we would be able to perform as a team especially whilst against the clock. Furthermore I believe I am a self aware person so having this in mind I didn’t want to seem to passive to the group and not get myself involved but on the other hand I also didn’t want to come across and the dominant one being in charge of all of the tasks as I don’t want anyone getting the wrong impression of me, especially when working together as a team. However this self consciousness began to wear off the longer we was in there as we was all easily able to point out each other’s strengths and weaknesses, According to Kolb (1984), experiential learning is most effective when individuals actively reflect on their participation. I would say I was motivated however in my head there was a tiny bit of frustration built up when I saw our team disorganised or crowded on one task but I didn’t speak these feelings to keep the morale up during the activity. Overall I would say I enjoyed the experience especially because it was done with familiar faces. In addition it taught me a lot about the way they act and think which is always a good insight to have especially if we do a task like this for a second time. This aligns with Belbin’s (1981) idea that recognising individual team roles helps groups work more effectively when completing future tasks. This experience showed me how crucial communication and leadership is in group tasks. According to Tuckman (1965), teams go through predictable stages of development such as forming, storming, and norming, and effective leadership helps groups move through these stages successfully. The escape room acted as a condensed version of project work, where time, pressure and limited information can create stress. The activity also highlighted the importance of listening. When the team became stuck, it was often because we weren’t paying attention to quieter team members who actually held useful insights. From this experience, I learned that effective teamwork requires clear roles, active listening, and the ability to remain calm under pressure. I also recognised that I could step up more confidently when the group needs direction, and that I should trust my problem-solving skills instead of doubting them. If we did a group activity like this again I think I would hesitate less to speak my opinion as I now know I won’t be criticised by other members of the group. In addition I would also potentially like to take on a bigger role and be less passive to get me out of my comfort zone a bit more.

2nd reflection (ESPORTS game day)
my classmates and I were tasked with organising a game day event for the university. The purpose of the event was to encourage student engagement, promote teamwork, and allow us to practise leadership, planning, and event-management skills. Organising the Game Day aligns with Kolb’s (1984) view that practical, hands-on tasks provide essential experiential learning opportunities Our responsibilities were choosing the games, allocating roles, setting up equipment, managing participants, ensuring safety, and evaluating the event’s overall effectiveness. Our lecturer helped with the allocation of roles on the day as some of us were unsure about what role we wanted to play in this event which I found very helpful as I wasn’t certain on a specific part I wanted to play, in the end I was assigned to be a warm body which I liked because that meant I was the one who could be trusted and counted on to always be present whilst the event was happening. On the day itself, we managed registration, explained rules, facilitated team activities, and monitored time while keeping the energy positive and organised. When I heard about this idea and that we would be taking it on I would say I was anxious and excited, I was anxious because I knew that this event could have potentially be out of mine and my classmate’s depth as this was the first time we have planned a full on game day before for other people to enjoy. Also I would say I was somewhat stressed about the amount of planning and preparation that had to be put into something like this as I know this meant a lot to us as it would alternatively be a reflection of us so I’d say there was pressure on my shoulders to deliver a great day for everyone. On the other hand I was excited because I know this was my first time doing something like this and I have learnt to put myself out there more and get out of my comfort zone. In addition I was excited because I knew that if this event went to plan and turned out to be a success then it would give me and my class mates a good reputation around the university. Furthermore I was excited because me and the other students running this event was given the golden opportunity to bring happiness to other students who may not get to attend days like this often, we were thankful that we could give people a great experience in a day full of coming together and new experiences being had. In addition this event we held was in collaboration with our student union which was a big advantage for us because being collaborative in these types of events helps all parties, for example we had a student union photographer apart of the team on the day which was helpful as this meant we could push out content for the day for people online to see. There were many positives to take from our Esports game day. Firstly I feel like our preparation paid off as the games we selected worked well and were accessible for everyone participating, everyone fitted perfectly into their roles whilst all supporting each other at the same time if any help was needed, and lastly our main positive to take from this event was adaptability, if one of our team members stumbled across an issue we all came together to correct this issue as fast as possible and was able to adjust quickly. Overall I would say the event organised by me and my team members was a success due to the positive feedback we received from our guests and participants, from having this feedback it motivates me to want to organise more events likes these in the future as I now know we can create a welcoming environment for fellow students and can hopefully make their university experience more fun and engaging. (Kolb,1984) stated that “learning is the process whereby knowledge is created through the transformation of experience” this relates strongly to the game day event. By organising the event, receiving feedback, and reflecting on what went well, I transformed the experience into practical knowledge about teamwork, leadership and event management. The positive feedback we received became part of this learning process, strengthening my confidence and motivating me to organise similar events in the future. Organising the Game Day was a valuable learning experience. I gained insight into teamwork, leadership, communication, and adaptability. I learned that having effective preparation is not just about planning tasks, but also about planning how the team will work together. In addition I also recognised that I need to be more confident in speaking up during the planning stages so I could have more of an influence on the next event as I feel like I didn’t have as much impact on this one as I should have. However despite this I’m proud that me and the team were able to deliver a positive experience to other students and gaining some valuable event organising experience for myself at the same time. 

3rd reflection (UWTSD careers fair)
I attended a careers fair at my university, an event where employers, organisations and industry representatives offer information, advice and potential opportunities to students like me. My aim was to explore possible career options and learn more about internship routes and gain insight into what employers look for in graduates. I spoke to a few different employers from different sectors and collected leaflets to gain more information. I had mixed emotions going into this careers fair, a mixture of worry and curiosity, I was worried because I was afraid of feeling out of place as I am still uncertain about what I want to do in life going forward. In addition I was worried that there would be nothing that I would be interested in. In addition I felt curiosity because I knew there was a chance of something being there that I’d be interested in. Furthermore it was a bit overwhelming seeing how confident other students were and knew what they wanted to do but I stuck to my pace and chose to view the stalls that I had interest in. Although I was worried at the start, the longer I was there the more that began to ease because I was able to go around to a few stalls and then I came to the realisation that I have more options than I thought. The Careers Fair had several strengths, speaking directly to employers was vastly helpful to me because it gave me an honest and realistic understanding of what they expect from graduates. The workshop I attended (Navy) was also beneficial, as it allowed me to reflect on my strengths and areas for development needed to be apart of their team. However I feel like I could’ve prepared better for this careers fair by doing some background research on the organisations that attended as it would have given me a better insight into what they have to offer. Another minor incident I came across was the fact that some of the stalls had already closed before I had arrived, this means that I may have missed out on some opportunities that may have been beneficial to me. However despite this I still feel like this was a valuable experience as it gave me some ideas about a future. Overall I think the careers fair was a positive and worthwhile experience. In addition it somewhat boosted my confidence and made me more optimistic as I know there are plenty of opportunities awaiting. (Schön’s 1983) says that the idea of reflecting on real world professional experiences enhances self-belief and supports personal growth. If I were to attend a careers fair again I would make sure I do some research beforehand on the organisations attending so I can ask more important and relevant questions to get better insights on what they have to offer.














Gamification in learning

Introduction
Gamification is the process in which gaming mechanics are applied to learning and work life. This means additions such as points, leader boards and badges can all be added to maintain engagement, productivity and keep motivation at a high standard at all times. In recent years, the concept of gamification, defined as “the use of game design elements in non-game contexts” (Deterding et al, 2011). In education and work life gamification aims to increase motivation, engagement and learning by incorporating mechanics such as points, levels, badges, challenges, leaderboards and reward systems. My chosen area of focus is gamification in health care training. The chosen focus area for this report is gamification in healthcare training.  I chose this area because healthcare education now uses more digital learning, simulations and practical training, so keeping learners motivated and engaged is very important. Gamification is seen as a useful way to improve clinical skills, support decision making and allow students to practise safely without risking patient harm. This makes it a good area to explore, as healthcare training can be difficult at times and regular teaching methods may not always prepare learners for real life situations.

Discussion of key literature 
Scholars generally describe gamification as the use of game elements, such as points, levels, badges, challenges and rewards to make learning more engaging. Research shows that these features can increase motivation, participation and enjoyment because they tap into basic human drives such as competition, achievement and progress. They can also help learners remained focused for longer and can encourage repeated practises happening. Repeating practises is good because it gives learners the opportunity to try new things without having to worry about getting it correct first time. In addition this can give them extra confidence to test out new techniques or strategies for whatever task they have got in front of them. In healthcare training, practising the same skills multiple times can help to build confidence and allows learners to perform tasks more automatically. This is important because in real clinical settings, professionals often need to act quickly and accurately. In addition repetition through gamified activities makes the learning feel less boring and more engaging, so learners are more likely to keep practising until they fully understand the skill. This is supported by (Kapp, 2012) he mentions that games can encourage players to engage in repeated practice as they try to achieve mastery and improve performance. The literature on healthcare training shows that gamification can help students and professionals improve clinical knowledge, decision-making and practical skills. Many studies have found that using simulations and gamified tools leads to better performance compared to traditional teaching (Gentry et al, 2019). Furthermore healthcare training uses virtual patients, emergency scenarios and interactive games because they allow learners to practise safely without putting real patients at risk. Gamified tools are also found to increase engagement because they make complex topics feel more interactive and less intimidating. However the literature also notes that gamification works best when it is linked to real clinical learning goals rather than used just for fun or competition. Overall, scholars agree that gamification can be a useful tool in healthcare training when designed carefully and aligned with professional standards.


Critical evaluation
Gamification has become a popular approach in many educational systems, including healthcare training because it has the potential to make learning more motivating, interactive and enjoyable for everyone. However, while there is strong evidence supporting its benefits, there are also important limitations and challenges it can face.

One of the main strengths of gamification in healthcare training is that it can increase learner motivation and engagement. Game elements such as points, progress bars, levels and leaderboards can encourage learners to participate more actively because they provide clear goals and instant feedback, (Lister, 2015) shows that the use of points, badges, leaderboards correlates with increased attendance and participation is a practical manifestation of “motivation + engagement” (Baah et al, 2024) also confirms that gamification influences motivation and engagement in higher education settings. Gamification is also effective in high stress training settings where students must make snap decisions. Healthcare students can rehearse emergencies such as cardiac arrest, trauma response or prescription errors in a secure setting where mistakes do not endanger actual patients by using simulation based games, most importantly this will comfort the workers knowing there are no consequences when in practise. Collaboration and teamwork are two more areas where gamification is effective. In many gamified healthcare training, students must collaborate to solve an issue or finish a task. This can improve leadership and communication skills, which are very important in actual healthcare environments. Also team based activities assist the workers to develop trust and enhance their capacity to manage work under pressure. These benefits show that gamification is effective when it is used to support active, hands on learning and when the activities reflect real tasks. In contrast, gamification in learning also has its limitations such as it can sometimes oversimplify complex healthcare tasks. Real medical situations are unpredictable and involve ethical decisions, gamified activities often simplify these realities in order to fit them into a game structure which means learners may not fully experience the complexity of the real practice, being too reliant on game elements may give learners a false sense of confidence or unrealistic expectations. In addition another challenge gamification can cause is that not all students will enjoy game based learning, they may feel anxious, especially if competitive elements like leaderboards are involved. Others may see gamified tasks as childish or not serious enough for a professional field like healthcare. This can lead to reduced participation or disengagement for some learners, a (The Hanus & Fox ,2015) study supported this by saying a decrease in motivation and satisfaction over time in a gamified course implying that not all students benefit, some might indeed feel disengaged or demotivated. Another limitation is that some people studying health care may not have much experience in the gaming world compared to other students meaning they may feel like they are automatically at a disadvantage, furthermore people who are not familiar with the gaming world may struggle with the new concept of gamification as they won’t be used to having levels and certain objectives to complete. For gamification to be successful thoughtful design is also necessary, the game aspects may become a distraction rather than an asset if they do not help achieve the learning objectives. For example the learner’s motivation becomes extrinsic rather than intrinsic if they prioritise gaining points above gaining clinical information and knowledge. Although many studies show positive results there is also evidence suggesting that gamification does not always improve learning outcomes. Some research argues that increased engagement does not necessarily lead to better knowledge or skill performance. Lastly another challenge is that gamification can unintentionally encourage competition instead of collaboration. In healthcare, teamwork is essential, but leaderboards and point systems may cause some learners to focus on personal achievement rather than group success.  

Application to my context
One relevant theory is (Kolb’s,1984) Experiential Learning Cycle, which suggests that learning happens through four stages: concrete experience, reflection, conceptualisation, and active experimentation. Gamified healthcare training fits closely with this model because learners experience realistic scenarios such as virtual patients or emergency simulations, reflect on their decisions through feedback, understand what went well or went wrong, and then repeat the task to try out new approaches. Furthermore another useful framework is Self-Determination Theory (Ryan & Deci, 2000), which states that people are motivated when their needs for competence, autonomy, and relatedness are met. Gamification commonly supports all three. Learners feel competent when progress bars or points show improvement. They feel autonomy when they can make choices within a simulation. Collaborative gamified tasks support relatedness because learners work in teams. This theory helps explain why many healthcare students respond positively to gamified training. Another connection to the module was the value of repetition. Some activities required revisiting tasks more than once, and although this might seem tedious, the interactive elements made the repetition more enjoyable and motivating. This is similar to how healthcare trainees may need to repeat procedures or decision making scenarios until they feel confident and safe. Gamification supports this process by making repetition less boring and more goal driven. Finally the module highlighted the importance of feedback, which is central in both gamified learning and healthcare training. Receiving immediate feedback during interactive exercises helped clarify mistakes and provided direction for improvement. In healthcare gamification, digital simulations offer similar benefits by showing the consequences of decisions instantly, which strengthens reflective learning and skill development.
My experiences in my module helped me understand how gamification works in practice. For example many of the group tasks we completed involved time pressure, teamwork, problem solving and immediate feedback features that are commonly used in healthcare simulations. These activities kept me more engaged than traditional lessons and made the learning feel more useful. Repeating activities to improve performance also showed me why gamification supports skill development in healthcare, as the interactive elements made repetition feel more enjoyable instead of boring. (Ericsson, 2008) backs this up by saying “Skill mastery requires repeated practice combined with feedback.” This means that gamification can have a massive impact on learning as it is one of the only learning strategies that offers not only repetition but feedback whilst doing it. 

Conclusion 
In summary this report has shown that gamification has significant potential to enhance learning within healthcare training, but its effectiveness depends heavily on thoughtful design and appropriate application. Furthermore the literature demonstrates that game elements such as points, badges, levels, challenge and immediate feedback can improve motivation and engagement by appealing to human drives for achievement, autonomy and progression. These features are valuable in healthcare settings where learners must develop confidence, communication skills and the ability to make fast, accurate decisions in realistic and often stressful situations. Gamification can provide a safe environment for repeated practice, allowing learners to refine their abilities without risking patient safety. However, the evidence also points out limitations. Some studies suggest that gamification may lose its impact when learners become more focused on external rewards than genuine understanding. Other concerns include the risk of oversimplifying clinical tasks or creating unnecessary competition, which can disadvantage learners who prefer collaborative or reflective approaches. In addition the quality of gamified healthcare tools varies widely, and poorly designed systems may distract from key learning outcomes rather than support them. These limitations indicate that gamification should not be viewed as a universal solution, but as a complementary method that must be aligned with clear educational objectives. Connecting all of this to my own experiences during the module strengthened my understanding of how gamification actually works in practice. Interactive activities involving teamwork, time pressure and immediate feedback mirrored the benefits described in the research. I did in fact find that gamification improved engagement, encouraged repeated effort and made learning feel more useful as it reduced anxiety and stress within the learning. I would personally recommend gamification as a type of learning to others as I believe it has too many positives to ignore and has proven to increase overall engagement in classes alone which is gamifications main goal.
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