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Design learning that motivates. Personalize what matters.

This book explores how to diagnose student acceptance
and design effective digital gamified learning experiences
by integrating two powerful frameworks: UTAUT and TPACK.
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personalized, and impactful through the power of games.

- 33> WHAT YOU'LL DISCOVER €¢¢ -~ :
m_ . . e
""%’"‘ﬂ? : ﬁ ' . a®g M\ssmnﬁ ™

FEWn e P TECHNOLOGICAL ’
! B R * ] I ;R LEARN KNOWLEDGE i
UNDERSTAND DESIGN INTEGRATE EVALUATE EMPOWER T : r——c
student acceptance  : meaningful gamified : technology, : models and : educators to create l x "DNDG!GAL |
of digital gamified  : learning experiences : pedagogy, and i strategies for :  motivating, student- K"WLEDGE
learning through using TPACK content with better learning centered learning 1
UTAUT. : principles. : game design. : outcomes. : environments. !

PERFECT FOR

<®; Researchers in educational

technology F ‘ ,,-«.‘ P
& Teachers and instructional & @ x‘ an =
designers EXPLORT  PRACTICE CLLISDRNIE I
@ Graduate students and
¥ practitioners

ﬁ'—-————-‘”“”i Anyone passionate about
| ’ i |
LEUEL uP ] L learning and games! y
YOUR TEACHING. . -
YOUR IMPACT. o & ISBN 978-94-90383-58-9

YOUR FUTURE.

8 589H>

,9 THE FUTURE OF LEARNING IS GAME-CHANGING. |H‘
Let's build it—together. %




