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It's time to try gamification yourself!

Offer some choices___

Add choices in some parts of your story:
additional reading, interactive maps, QR
codes, etc.

Check Module 4 for hints about digital
elements to include!

_Insert a Call to Action

Add a CTA: invite your audience to take
part, share their own stories, start a
dialogue, a quiz or a survey, and invite
them to comment...

Motivate your audience

Promote creative contests and have
them take part in challenges or
collaborative events

[ ] [ ]
Provide Interactions
Include the possibility for the audience

to choose the path of the story...

I Check Module 4 for tips on how to do it
A through digital elements!

EXTERNAL RESOURCES YOU MAY FIND USEFUL...

Examples of gamification in real life

Video exploration on gamification

Some Gamiification Technicques

Gamification, an overview

The #DiotherCity project is co-financed by the ERASMUS+ programme of the EU (June 2021 to May 2023).
Its content reflects the views of the authors, and the European Commission cannot be held responsible for any use which may be made of the information therein. (Project code: 2020-1-ESO1-KA227-ADU-

095512).
- - arteria . . .’.:’..
LES APPRIMEURS /\ ™  CEPS Projecies Socils CITIZENS 53¢ () MULAB

http://www.asceps.org ‘LogopsyCom



https://www.youtube.com/watch?v=CFeeSANGGlA&ab_channel=gurigraphics
https://www.youtube.com/watch?v=rWOK5NxmYUk&ab_channel=Gamify
https://www.youtube.com/watch?v=iX3zQo_TCM0&ab_channel=Gamify
https://en.wikipedia.org/wiki/Gamification

