






My Conclusion …



Not always this way…



School early = love!



School later = frustration!



Why?



Stress………Coping?



Uncertain future…



Not all heroes wear capes

Mr. Briscoe



Superficial vs. Core



By 2020 the Top 3 skills for work…

1. Complex Problem Solving 
2. Critical Thinking

3. Creativity

Are we teaching for this? Are we allowed to?



Let me be clear … 

The fault is the system … not the Teacher

We are the frontline following what we 
have to do … 

But there are loopholes



Brene Brown … 

A must!



If you think about it …



Vulnerability is OK
Vulnerability is uncertainty, risk and 

emotional exposure. (Teaching anyone?)

It is scary … like love, it is uncertain, but 
can you imagine living a life without love?



“
Students Say…

“School is boring, repetitive and 
I don’t get why we need to do this 

stuff!”

#1

I  Heard …

“Give me a reason to care if this 
isn’t important to me”



Experts found…



Cameras? Nope Connection…
Digital Burnout 

is real!

It has nothing to do 
with cameras but 

connection!



“
Students Say…

“I don’t have a choice in anything 
that I do … even going to the 

bathroom!”

#2

I  Heard …

“Trust me and I can do great 
Things”



Experts found…



Engagement & Motivation tied to…

1. Autonomy 
2. Mastery
3. Purpose

Better than paid for results!



“
Students Say…

“Why can’t I do things in ways that 
I like doing them? Why all the 

rubrics?”

#3

I  Heard …

“Let me be creative; 
let me use my passions;

I will surprise you!” 



Experts found…



perfect summary…



Get ready to think deeper… 

Don’t let perfect be the enemy of good! 
-Voltaire



Finally… 

You can’t mandate learning, but you 
can create the conditions where people 

are inspired and empowered to learn.
-Katie Martin



Solutions?

Autonomy?

Creativity?

Choice?

Voice?
Fun?Collab?

Risk?



My solution..?

Gamification

Using game 
design principles 

in non-game 
settings



My solution..?

Games …

• Creativity with Minor 
Constraint

• Focus on user
• Force problem 

solving 
• Emphasis on 

collaboration
• Push decision making



Scientia terra is Born!



The Power of Gamification 
in Education





“
“If we teach today, as we taught 

yesterday, we rob students of tomorrow”

-John Dewey (1917)




