
AVATAR EMPIRE: LEARNING STIMULATION THROUGH GAMIFICATION

Introduction

This study is to reflect on the impact of gamification to increase 
engagement in both teaching and learning, aiming to improve sentence 
structure by using the V-table (subject, verb-phrase, predicate) with an 
innovative learning card game concept named the ‘Avatar Empire’. In this 
regards, gamification in learning has been evolved these days that is built 
specifically for the purpose of learning to acquire knowledge, hone skills 
and foster positive traits through the game built as it is a student-centered 
process in learning activities (Hoe, 2015). 

Objectives

The objective was mainly to stimulate learning by making sentence 
structures through a competitive rewarding game concept. Learning 
needs to become more like games to hold and arouse their attention to 
capture their interest. By including gamification technique in learning, 
students would believe to have an outstanding learning results.

Concept

Gamification is the idea of adding game elements of a non-game situation. 
Gamification is the concept of applying game mechanics and game 
design techniques. It improves learners engagement and motivates them 
to achieve their goals. Gamification is an effective approach to make 
positive change in students' behavior and attitude towards learning, to 
improve their motivation and engagement.
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Significance

The uniqueness of this game is the idea of the avatars by having the 
elements of competitions and rewards, building an empire from collected 
points by arranging three (3) different cards which stated the subject (S), 
verb phrase (V) and predicate (P) on the cards. 

Requirements

There are a total of 115 cards including the reward cards, joker cards and 
colonist cards. Each of the players has one ‘Avatar Estate’ drawn on a mini-
whiteboard or a board mat based on how it is i l lustrated once it is 
commercialized. Each players has to collect points from the cards they have 
thrown while making the sentence structure in order to have completed 
required folks of their estate. This game requires 2 to four 4 players. 
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