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http://sjvnoticias. com/salayde aula ontem e»



https://onlineacademiccommunity.uvic.ca/jjohal93/category/blog
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Whystudentsare usuallydisengagedn educational

contexts?

Engagement

The Involvement in and Enthusiasm for School

ENGAGEMENT INDEX

N=343,679 30%
47% B Engaged

Not Engaged

O Actively Disengaged
JQB%

Gallup (2018). Gallup Student Poll: Engaged Today i Ready for Tomorrow. U.S. Overall. Fall
2018 Scorecard. 8pp




Increasing
Difficulty

Increasing Time/Skill

http://www.jesperjuul.net/text/fearoffailing/
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https://lwww.parents.com/parents-magazine/parents-perspective/what-are-our-kids-really-thinking/
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https://asianmoviepulse.com/2012/11/zhang-ziyi-woman-of-many-talents/
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Whatthosepeoplehavein common ?



TheirPerformance
(andthe waytheyperform



Individual Inputs

Ability, Job Knowledge
Dispositions & Traits
Affect & Mood

Beliefs & Values

Skills

Job Context

Motivational Processes

7

Arousal, Direction, Intensity

Physical Environment
Task Design

Rewards and Reinforcement
Social Norms

Organizational Culture

Attention: Area of focus, what we do

Effort: How hard we try
Persistence: How long we try

Task Strategies: The way we do it

Performance

Facilitators

T

Limitations




FlowTheory TheTheoryof OptimalExperience

Flow represents those moments when everything comes together for the performer
Flow is often associated with high levels of performance and is a positive psychological experience

&
High Flow * Arousal
channel
‘g Anxiety =
=
c o
Q 24
= g Control
2 =
Boredom v
Low
Boredom
Low High z
-

Skills

Low Skill level High

[1] Csikszentmihalyi M (1991) Flow: The Psychology of Optimal Experience, 1 edition. Harper, New York
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FlowTheory TheTheoryof OptimalExperience

Total Imersion: Optimal Experience
O (Flow Experience)

Absortion: Continuous Interest (often caused by

challenge and fantasy)
O

Engagement: Initial Interest (caused
initially by curiosity)

[ 1] Brown E, Cairns P (2004) A Grounded | nv”
Factors in Computing Systems. ACM, New York, NY, USA, pp 12971 1300.



FlowTheory TheTheoryof OptimalExperience

(1) Challenge-skill
balance

(4) Action -awareness
merging

¥ >

(7) Loss of self -consciousness

]

(2) Clear Goals

(5) Total concentration
onthe task at hand

(8) Transformation of time

WO
©e e

(3) Unambiguous feedback

(6) Sense of control

(9) Autotelic exierience
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FlowTheory TheTheoryof OptimalExperience

(1) Challenge-skill
balance

(4) Action -awareness
merging

¥ >

(7) Loss of self -consciousness

]

(2) Clear Goals

(5) Total concentration
onthe task at hand

(8) Transformation of time

WO
©e e

(3) Unambiguous feedback

(6) Sense of control

(9) Autotelic exierience



4. Flow

A state of effortless absorption

1P

2. Attentional processes 3. Experiential components
(from Csikszentmihalyi, 1990)

Top-down control

Higher-order planning Concentration

Reduced self-referential processing Reduced self-awerness

Reduced attentional conflict Transformation of time

External focus Action-awareness merging

Automated action control Sense of control
Autotelicity

10

1. Antecedents
Task dimensions: Challenge-skill balance

Harris, D.; Vine, S.; Wilson, M. Immediate feedback
Neurocognitive Mechanisms of Flow Clear goals
State. Progress in Brain Research. v. Psychological factors: e.g., Engagement

234. p. 221-243. 2017. Optimal arousal




FlowTheory Decomposinghe learningprocessinto
learningscenariosandstages X

The oldest Olympic bobsled champion was 48.99 years old.
The youngest Olympic bobsled champion was 16.7 years old.
What is the difference in age between the oldest and
youngest champion?

High

Execution ] *
\/ :
| Feedback T’":‘

You got it
< 1

S

Challenge level

0© |

Boredom

Low

Low Skill level High







Affective, CognitiveandMetacognitiveapproaches

Student Interest <Ten thousand Data Points N~230

bored )_)0.62

bored )_)0.74

< SPP
Present
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4. Flow

A state of effortless absorption

1P

2. Attentional processes 3. Experiential components
(from Csikszentmihalyi, 1990)

Top-down control

Higher-order planning Concentration

Reduced self-referential processing Reduced self-awerness

Reduced attentional conflict Transformation of time

External focus Action-awareness merging

Automated action control Sense of control
Autotelicity

10

1. Antecedents

Task dimensionsiChallenge-skill balancel
Harris, D.; Vine, S.; Wilson, M. mmediate feedbac

Neurocognitive Mechanisms of Flow Clear goals
State. Progress in Brain Research. v. Psychological factors: e.g., Engagement
234. p. 221-243. 2017. Optimal arousal




WhyintelligentTutoringSystems ?

The concept of challengill balance is crucial to the definition of flow

Flow occurs only when the individual moves beyond his or her average experience of challenge anc

When the perceived challenges are matched by a belief in having the skills to meet the challenge, t

is set for flow to occur

Flow
channel

T
&
>

Anxiety

Challenges

Boredom

Low High

Skills

[1] Csikszentmihalyi M (1991) Flow: The Psychology of Optimal Experience, 1 edition. Harper, New York



Anxiety Flow
Channel

Increasing
Skills

Challenges

Increasing Increasing
Challenge Challenge

Increasing O Boredom
Skills

(Low)

0 (Low) Skills (High) ©0

Mihaly Csikszentmihalyi, Flow Channel, Adapted from 1990 Flow: The Psychology of Optimal Experience
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Mathtutor

Twenty people are going to a concert. There are eight
mare children than adults. |_|

+

/“\
How many children and adults were at the concert? ,_l [T\
= — .
=20
w [
e ' ‘

ALEVEN, Vincent et al. Example-
Tracing tutors: Intelligent tutor
development for non-

programmers. International Journal
of Artificial Intelligence in Education,
V. 26, n. 1, p. 224-269, 2016.

Yes, indeed! So how many people is ONE unknown part?

Number of children = | |2_l‘ -
Number of adults = | 1 x -

If two parts together are 12 people, how many [ Find Sum of Parts
people would one part be? Identify Given Values

Identify Unknown Part
Interpret Representations
Set-up Equation

o e S sove s
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WhyGamificatiorf?

Total Imersion: Optimal Experience
O (Flow Experience)

Absortion: Continuous Interest (often caused by

challenge and fantasy)
O

Engagement: Initial Interest (caused
initially by curiosity)

[ 1] Brown E, Cairns P (2004) A Grounded | nvn
Factors in Computing Systems. ACM, New York, NY, USA, pp 12971 1300.
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Serious Games 4\
Play

next gane: TO BE ANNOUNCED 7

Paidia


https://goo.gl/R4fAwA)
https://creativecommons.org/licenses/by/2.0/
https://goo.gl/aAHg1t
https://flic.kr/p/51xSd1
https://creativecommons.org/licenses/by/2.0/

Nt he ganedesifnelementsi N nongame
(Deterding, Dixon, Khaled, & Nacke, 2011)

nNGami fication I s not 1 tsel
not create a gamification as one creates a game.
Instead, one [a teacher] adds game elements to change a
process that already exists to change how that process
I nfl uencés peopl eo

L Gamification Science, Its History and Future: Definitions and a Research

Agenda
Richard N. Landers, Elena M. Auer, Andrew B. Collmus, and Michael B. Armstrong v
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3L 5 Seguindo
‘4. 4 Seguidores

Olavo Holanda :
2 2Mensagens

DISCIPLINAS

Clique na disciplina para inciar seus estu

LTy

Matematica @

1060 Pontos ganhos 6 Troféus ganhos

tos: 1060 de 1112 para o nivel 2

=R

cx % MISSOES » »-
Missao 4204 15pts

Responder 1 prova com acerto maior que

=2 01
50% da disciplina Matematica

Recomendar 3 contetdos da disciplina

Matematica 3
Ativar Missao

Missao 1939 27pts

Seguir 1 amigo 01

Convidar 4 amigos 0/4
Ativar Missdo

Missao 5823 264 pts
Mais Missoes Atalizar (&)




A 9Amigos
® Centro De Estudos

Olavo Holanda Psicopedagogicos

MATEMATICA

Q Maceio - AL

Matematica
Basica

Razoes e 5
Sequéncias
Proporgoes

Analise
Combinatona

2647 Pontos ganhos

Conjuntos e
Funcoes

&
©

Estatistica e
Probabilidade

&

Fale Conosco

10 Troféus ganhos

Sugestdo MeuTutor

ul Miss@o 4722 94
Auvaliar 8 conteldos da disciplina 08

Matemética
Assistir 7 videos na disciplina Matematica 0/7

N&o receber sugestdes de missdes durante essa sessdo

Matrizes,
Determinantes 9
e Sistemas

Polindmios e
Equacoes g
Algebricas

&
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Howto tacklethe problem?

Optimal Learning
Experience



Howto tacklethe problem?

Optimal Learning
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Designinggamifiedtasksto achieveFlow- GamiFlow

Designing the Expected-behavior

Challenge- py
i ~
...to reach the motivational goals... Skl Clear [expected interaction] )
Balance G
oals v
{ O [action] O [reaction]
Anxiety » | > e m
zone u L_)
Game Dynamics: § [audience] [entity] [audiencel\ [entity]
S
Constraints 5
- . o
Relationships q\°“¢,
Progression & Boredom
Narrative Skill

Emotion

...to reach the motivational goals...

are presented as part of




Clear N _
bjective ana [Expected interaction] A Addltlo.nal mech_anlcs
short-term [action] [response] defined to align

game -dynamics for
player profiles

(N

4Q> »

[target] [entity]

Game
Mechanics:
Game _ S e - =271
So~<_ =7 T N_ /
Components: xS~~~ s S /
—————— > i 3 R,
. . Boss Comp. 01
Achievements Mission Levels : P Comp. 02
fights (Progress bar)

Additional components defined to align
game -dynamics for player profiles



Designinggamifiedtasksto achieveFlow

Grupo | Grupo 2

\ A 2 2

Randomly assigned

¥

Competigao
individual

Grupo 3 Grupo 4

Competigao

Individual
em Grupo

Em Grupo

. . . oo e
ab &b &
1 2 3

Individual
(IND)

1 2

Group
(GRU)

Individual Competition
(CIN)

3 A
eece . X ' ‘
2

‘aa®
1

Group Competition
(CGR)



Designinggamifiedtasksto achieveFlow

Dados pessoais

usuario

Sugestdo: use sua matricula

ata de Na T
‘

dd/mm/aaaa

Jogo Experimental .
Escolha uma foto para vocé

Escolha um opgéo -
B TIRAR FOTO
REGISTRAR

COMEGAR

Aguardando os seus colegas.




Designinggamifiedtasksto achieveFlow

x34

v/ )
Y /)

Pergunta Resposta Resultado Desafios




Designinggamifiedtasksto achieveFlow- Context

| I
NOVATO
o 0% I
Questio:

Qual a cor do cavalo branco de napoledo?

QO Aazul

Verde

Novo desafio!!

Amarelo

Conseguir o primeiro acerto

Branco

O 00O

Cinza

RESPONDER

Parabéns! Que pena!
Vocé acertou Nao foi dessa vez.

1 pts




Designinggamifiedtasksto achieveFlow- Dynamics

Level
Classification

l

ESPECIALISTA
9 I {

52% ’

Challenge

-

Progression




Designinggamifiedtasksto achieveFlow- Competitio

| ESPECIALISTA | INICIANTE
e b4 — -
45 pts - 52% 8 pts - 10%
v
Questao: & Alexandre
(45 pts)
Qual a cor do cavalo branco de napole&o? & e
O Audl (40 pts)
QO Verde & Marcos
QO Amarelo (30 pts)
QO Branco w Jodo
QO Cinza (30 pts)
José
P
(19 pts)

(12 pts)

Vanessa

% Marcio
@®

(11 pts)

deed . o




Designinggamifiedtasksto achieveFlow- Collaboratig

| NOVATO L1 o NOVATO NOVATO
1 v s Q P

Conheca o seu grupo:

Roberto Bernardes
Jodo da Silva

Fabiano Falcao

Vocés deverdo colaborar para realizar as
atividades, portanto se aproximem.

CONTINUAR

0%

Questéo:

Qual a cor do cavalo branco de napoledo?

Q Azu

O 00O

- Ajude a Roberto Bernardes
responder a préxima questao.

RESPONDER




Designinggamifiedtasksto achieveFlow- Questionnairg

| Responda as perguntas abaixo de
acordo com a sua experiéncia
durante o jogo.

Eu me sinto desafiado(a), mas acredito que
minhas habilidades vdo me permitir enfrentar
o desafio.

Discordo Neutro Concordo

1 2 3 4 b

Eu fago os movimentos corretos sem pensar
em como fazé-los

Discordo Neutro Concordo

1 2 3 4 5

Eu sei exatamente o que quero fazer.

Discordo Neutro Concordo

1 2 3 4 b

E muito claro para mim como estd meu
desempenho.







