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Digital Tools:
How to Choose?
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Using digital tools
motivates students to
learn

An effective teacher uses
many digital tools

An pedagogically
innovative teacher uses
digital tools
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Academic performance

BeneﬁtS Engagement in tasks

Autonomy
Development of 21st-century skills

Greater involvement in pedagogical practice
Encourages collaborative work

Promotes the development of digital
competencies and professional development

Learning environments

Encourages student-teacher interaction
Collaborative work among peers

Tends to reduce disciplinary problems

Learning

E . t . . . N T
AAOTIIERES Reduces socio-educational inequalities

Increases parental involvement in education
Increases technological innovation, leading to lower costs in the acquisition
of technological resources




Challenges




Challenges of Using
Digital Tools in
Educational Contexts

* Technical problems
e Costs and financial burdens

e Resistance from teachers and
students

* Distraction and excessive
dependence on technology
among students

(Dionisio et al., 2019; Islam & Grénlund, 2016)



The integration of
technologies, accompanied
by various efforts, does not
effectively guarantee
Improvements in the quality
of learning.

(Tay, Nair, & Lim, 2017; UNESCO, 2023)







Innovative Learning
Environments



* OECD developed a conceptual
framework aimed at explaining how
innovative learning environments (ILES)
are organised and operationalised in
practice, also referred to in the literature
as Innovative Learning Environments.

CREATIVITY & CRITICAL
INNOVATION THINKING

CULTURAL &
GLOBAL CITIZENSHIP COLLABORATION

PERSONAL GROWTH & COMMUNICATION
WELL-BEING
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LEARNERS AT THE CeNTRe
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action appr 1.3 S, 8
d, and service learning
gulated leamers”.

* This framework is based on seven
pedagogical principles that place s v

behawn e(’ e uut«‘un Dppﬁrmmm’\

learners at the centre of the educational
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Theories, questions, and constructs.

Theory Questions That Could be Answered Examples of Typical Constructs
with this Theory
SDT -Am I engaging with this task for its own sake? [intrinsic reasons] External regulation, introjected regulation, identified regulation, integrated
-Am I engaging with this task in order to attain an outcome that is regulation, amotivation, intrinsic motivation
separate from the task? [extrinsic reasons]
SEVT -Do I like this task? Is engaging with this task useful, interesting, and Achievement Values (intrinsic, attainment, utility, and cost)
worth my time?
-Will I be able to do well on this task? Expectancies
AGT Why am I doing this task — to attain mastery? to demonstrate Mastery approach/avoidance, performance approach/avoidance
competence?
Attribution Theory =~ Why did I succeed at this task? Why did I not succeed at this task? Locus, stability, control, causal antecedents, behvioral consequences, emotions
SCT How do personal, environment, and behavioral variables affect my Self-efficacy beliefs; outcome expectations

motivation to engage with this task?

Note. SDT: Self-Determination Theory; SEVT: Situated Expectancy-Value Theory; AGT: Achievement Goal Theory; SCT: Social Cognitive Theory.

(Aelterman et al., 2019)
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What is your level of knowledge regarding Self-Determination Theory?

None — | have never even heard of it

Little — what is that? A new chocolate brand?

Some — but | have never been interested in it

Some — although I do not use it

Alot — and | use it in my teaching practice

Start the presentation to see live content. For screen share software, share the entire screen. Get help at pollev.com/app
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SDT 2026: Geneva

The 9th International SDT conference will take place Jung 30—
July 3, 2026 in Geneva, Switzerland, with Pre-Conference
events on June 29. Explore updates, venue details, and kéy
dates-as we count'down! .

Visit SDT 2026
Website




Self-Determination Theory

The Oxford Handbook of

1
Cognitive Evaluation
Theary

Emerging in the 19705,
the first mini-thecry CET
was formalized to
account for variations in
intrinsic motivation, and
factors that support or
underming It

2.
Organismic
Integration Theary

(0IT)

QIT emerged around the

mid-1980s to address the
broader set of {extrinsic)
matives that range from
externally controlled to

self-endorsed on a
cantinuum aof increasing
autononmy.

.

3

Causality
Orientations Theory

COT (1980s) concerns the
individual variations and
styles of behavioral
regulation. It identifies
three orientations
[autonomy, control, and
impersonal) that shape
rrotivation.

4.
Basic Psychological
Meeds Theory

(BFMT)

BPNT was introduced
(20005) to formalize the
emerging research that

posited autonomy,
competence, and
relatedness as universal
psychological needs
essential for well-being
and healthy

las developrment.

iy
Goal Content Theory
(GCT)

GCT was developed
arcund 2000, to examine
how life goals
(particularly intrinsic
VEFsUS extrinsic) affiect
psychological need
satisfaction and well-
being, showing that not

[
Relationships
Motivation Theory

(RMT)

RMT emerged ca, 2006 to
challenge the view that
autonomy and
relatedness are opposing
needs. Rather, both are
essential and mutually
suppaortive in fostering
high-quality, enduring

relationships and overall

all goals equally support

A

. human flourishing. y.

\ well-being, y







Self-determination Theory (Ryan & Deci, 2017)

Competence
Feeling effective at one’s
activities

Autonomy Motivation rfEnhanced ’
Having a choice, being and pe ormanf;e an
able to be yourself Engagement we"’belng

Relatedness
Feeling connected to
others, sense of belonging




Intrinsic

Motivation Amotivation Extrinsic Motivation S i
Motivation

Regulatory Non- External Introjected Identified Integrated Intrinsic
Styles Regulation Regulation Regulation Regulation Regulation Regulation

What is the Somewhat Somewhat
source of the Impersonal External Ext I Int | Internal Internal
motivation? Aia fieene

Nonintentional, Compliance, Self-control, Ego- Personal Congruence, Interest,
Nonvaluing, External Involvement, Importance, Awareness, Enjoyment,

Incompetence, Rewards and Internal Rewards Conscious Synthesis Inherent

Lack of Control Punishments and Punishments Valuing With Self Satisfaction

What
regulates the
motivation?




Social
Contexts

— A

Basic Psychological
Needs
support/ which
thwart ¢ Autonomy influence

¢ Competence
¢ Relatedness

>

Motivation
Spectrum

Intrinsic Extrinsic None

that
result in

Consequence/
Engagement

Affective
Cognitive
Behavioral




- | Competence Relatedness

In the classroom, when students find
opportunities to engage in learning
activities with an internal locus, they

—. experience a sense of psychological
M

freedom and perceived choice.

r I\ y A l]

p

Being effective in one’s activities and
interactions with the environment.

Relating to others in an authentic, caring,
and reciprocal way.

Reflects the inherent desire to exercise

Students pursue their interests, study to .. . i A ! . .
. bu! el y one’s capacities and, in doing so, to seek [ - Provide a meaningful rationale behind
satisfy their curiosity, and voluntarily . ‘
out and master environmental ( tasks.

vl engage in academic tasks. thallenges. A
w a ]
- 'y | ‘ ‘f :
Wl | | ik 11

/ Promote feelings of involvement, as well
as a link between students’ personal
goals and their learning tasks/activities.

Ny

— k1

Promote meaningful relationships
between the teacher and students, and
among students themselves.

Provide guides with step-by-step
instructions, especially for tasks
perceived as difficult.

A

s . ‘
-
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(a) Ask students what they want;

(b) Be receptive to the questions raised by students;

(c) Listen;

(d) Communicate perspective-taking statements;

(e) Ask students about their classroom experience;

(f) Create opportunities for students to ask questions;

(g) Be open and receptive to students’ opinions and questions;
(h) Consider students’ opinions, preferences, and interests;

(i) Allow students to contribute;

(j) Offer choices;

(k) Nurture students’ interests;

() Stimulate curiosity;

(m) Provide a variety of activities;

(n) Teach according to students’ preferred ways of learning;

(o) Encourage students to take initiative in their work;

(p) Encourage students to define intrinsic goals;

(q) Allow students to work in their own way and at their own pace;
(r) Promote relevance;

(s) Allow criticism and encourage independent thinking;

(t) Discuss values openly in class;

(u) Provide opportunities for students to express their concerns;
(v) Show patience;

(w) Use non-controlling language;

(x) Also use informational language.






Pedagogical Implementation of SDT:

Not at all: | do not apply the SDT model in my teaching practice.

Rarely: | occasionally include some elements, but without intentional planning.

Sometimes: | intentionally apply some principles (autonomy, competence, or relatedness) in specific activities.

Frequently: | regularly design my classes and tasks based on the SDT framework.

Completely: The SDT model is fully integrated into my pedagogical approach and lesson planning.

Start the presentation to see live content. For screen share software, share the entire screen. Get help at pollev.com/app












Gamification in
education

Engagement Motivation and Problem-solving Fostering Tracking progress Setting and
through play rewards skills collaboration and growth achieving goals



Gamification Implementation:

Not at all: | do not use gamification in my teaching practice.

Rarely: | occasionally include some game elements, but without intentional planning.

Sometimes — | integrate gamification into specific lessons or short activities.

Often — I regularly use gamified systems to drive student engagement.

Always — | fully base my teaching methodology and curriculum design on gamification.

Start the presentation to see live content. For screen share software, share the entire screen. Get help at pollev.com/app
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Gamification is defined as the use of game elements to
stimulate students in learning.




Game Elements N\

Points

Badges

Leaderboards

Missions or Quests

Avatars

Tutorials

Timers




Other game-
based
strategies

Game based learning

Serious games




E-Learning

(Breuer & Bente, 2020, p. 6)




o= o
Objective Possible Elements \

Sreiences UL, BIES Game Elements in Gamification

progress bars

uests/Missions,
Create Q

challenge riddles, timers The taxonomy of Toda et al. (2019)
proposes 22 elements, divided
Into 5 dimensions.
Provide identity Avatars, team names,
roles
Promote Teams, cooperative
collaboration quests/missions
Immediate

Give feedback messages,
correction, clues




Shallow gamificaf’onv\s \

Deep gamification
Shallow Deep
gamification gamification '
Points, badges, Stories, challenges and
rankings pedagogical feedback

Superficial Effect Consistent motivation ', i

/novelty and engagement m —
0
7
|

DEEP SHALLOW

Extrinsic Motivation Intrinsic Motivation




Mistake / Error

Using points without
purpose

Using rankings for
everyone

Creating excessive
competition

Not linking gamification
to lesson objectives

Problem

Can create superficial
motivation

Can demotivate lower-
performing students

Canincrease anxiety

The activity becomes fun,
but not very pedagogical

COMMON
PITFALLS IN
GAMIFICATION




A simple example of gamification

Traditional Activity Gamified Version




A simple example of gamification

Mission Objective Gamified Element




Checklist for
designhing a

gamified
activity

Question

What is the learning objective?

What behavior do | want to promote?

What game element makes sense?

How will | provide feedback?

Is there room for choice?

Can competition exclude anyone?

How will | know if it worked?

Why? / Purpose

Avoid gamifying without a purpose

Participation, persistence, collaboration, autonomy

Points, levels, missions, feedback, badges, narrative

Immediate, formative, clear, and useful

Paths, difficulty levels, or optional tasks

Avoid demotivating leaderboards/rankings

Observation, participation, results, questionnaires




Examples of
gamified

resources

Tool

Kahoot!

MILAGE

Forms

Moodle

ClassDojo

Possible gamified elements

Quizzes, competition, immediate feedback, support materials

Difficulty levels, feedback, tutorials, progress

Automatic feedback, paths, review

Badges, stages, content unlocking

Points, goals, behavioral reinforcement




In Summary...

m Gamification can be an effective strategy, but it is not a one-size-fits-all
solution.

# More than just adding points, badges, or leaderboards, itis important to
create experiences where students feel progress, competence,
autonomy, and meaning.

m Gamification should not be seen as a silver bullet, but as a pedagogical
approach that can make learning clearer, more challenging, engaging,
and meaningful.
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CONTEXT

= Escape Room (ER)used in recentyears in
Higher Education across various scenarios
(e.g., recruitment, promotion of institutional
knowledge, the classroom);

= An opportunity that promotes active learning,
creativity, problem-solving, self-regulation,
fun, and social interaction (e.g., Taraldsen et
al., 2022);

= Positive and significant results in motivation
(e.g., Vidergor, 2021) and learning (e.g.,
Gonzalez-Yubero et al., 2023).




ER in Higher Education

Several experiences already exist...

G—% University of Toulouse, in the field of
Chemistry, where students studied the periodic

table, equations, among other tasks (Dietrich,
2018);

Q; University of Kentucky College of Medicine,
in the context of infectious diseases, where
students had to debate solutions (Jeffres &
Biehle, 2018);

Q; University of Saints Cyril and Methodius in
Slovakia, where an ER was used for a review
session on programming concepts and computer
networks (Huraj et al., 2022).

L]

Gl >

Objectives:

ESCAPE ROOMS IN PHARMACY

5 Specific

P /

narrative i
1 resolution Challenge COMPLETED . REWARD

Y? 2-3 - MISSION

LL%
Measurable Q Relevant @ Time-bound

Premier Reference Source

Learning With Escape
Rooms in Higher Education
Online Environments

s K Ghobalr




@ Problem
_—7 © Presentation

Knowleclge {\ Student
= j Constructlon’ Q [nvestigation
[ Problem-Based \
Reflection Leami ng _Cyc\le O Collabovative

& Assessment

Solution \@ Solution

Deve[opment

Development <




~ The Concept i




Escape Room is an immersive, live-action team game
where players are locked in a themed room and must
solve a series of puzzles, find clues, and complete
tasks within a set time limit (usually 60 minutes) to
escape.



An Educational Escape
Room (often called an Edu-
Escape Room or Breakout)
is an instructional game
where students work
together to solve academic
puzzles and unlock a series
of challenges within a
limited time to achieve a

specific learning goal.




0 Principles for Educational Escape Rooms

INSPIRE REFLECT
Use it to Inspire people about a Reflect on the
specific topic or a way working. experience afterwards

to increase the learning.

GOALS TIME STORYLINE
When designing, formulate Development takes time, but is A solid storyline ties everything
the learning goals & absolutely worth it. together.

objectives at the beginning.



ER in an Educational Setting

* |t can be part of a game-based learning methodology or a gamification experience.
* |t includes the core elements of these strategies.

* |t also offers opportunities for active learning, creativity, problem-solving, self-
regulation, fun, and social interaction (Taraldsen et al., 2022).

Other

Storytelling/

Progress Autonomy Feedback

mechanisms

narrative




There are many possibilities for

developing experiences of this type.

Nicholson (2015) identified 175
recreational ERs!

ROO
cSCQPC

the player is drawn into a story or a
specific problem (Douglas &
Hargadon, 2001).



e cognitive puzzles that make use
of the players' thinking and logic
skills;

e physical puzzles that require the
manipulation of artifacts to
overcome a challenge, such as
crawling through a laser maze;

e meta-puzzles, the last puzzle in
the game series where the final
code or solution is derived from
the results of previous puzzles
(Wiemker et al., 2015).

TEACHER INSTRUCTIONS
o il

TEACHER T

ESCA| )
TSt ANSWER SHEET |5 itir |

TR B st e

POWERPOINT

CRESTIVE
ESCAPE ROOMS



Puzzle Path Design
ER Design

object or due to allow the next puzzie to be solved and 50 on

L

Puzzles can be done in any sequence. However, the final puzzle

* To solve the challenges, players need skills such as
searching, observation, correlation, memorization,
reasoning, mathematics, reading, and pattern recognition

%0 escape the room is normally a Meta puzzle (Wiem ker et al., 2015).

Combining both Linear and Open Path, mutiple linear paths
can be worked on at the same time, or require previous
paths 10 be complete







OUR EXPERIENCE AT UALG




PEDAGOGICAL PRACTICE

Content review activity prior to an
assessment  (access to  resources
available on Moodle)

Bachelor's degree — Initial training — 5
classes from different scientific areas)

To promote interest and engagement in the
review activity, and to foster collaborative
work and performance;

Sequential structure, composed of 5
challenges (Curriculum Unit contents), plus
1 final challenge of a collaborative nature.
Opening of the case/box (certificates and
reward, plus a prize for the quality of the
responses).




a)a)a)a)a) &

Open the padlock of the case/box by responding to a set of challenges (5+1), which requires revisiting the
previously studied content and collaboration among group members. The winning group is the one that
manages to open the padlock with the highest score on the challenges.




ESCAPE ROOM

HOW TO DESIGN? META-PUZZLE

P11
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PARTIAL PARTIAL PARTIAL

HETA PUZZLE META PUZZLE Sﬂ_umﬂ SOLUTION SOLUTION
| T Pt

META PUZZLE L o 4l I
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WHAT DO THE CHALLENGES CONSIST OF?

a6 (a6 a6



o) o) o) b

Select 5 cards
and answer the
questions
presented on
each one.

Match two cards
(a group)

Complete a
crossword puzzle
utilizing key
concepts related
to the theme.

Solve a
crossword puzzle
activity using key
concepts related

to the topic.

Create a
question to
challenge
another group,
including the
correct answer
and respective
score/points.

o
©

Solve the
proposed
challenge using
the provided
clues to find the
correct solution..
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PLANNING

* |dentify the content and define the specific objectives for each of the challenges and the
total time of the activity.

* Create the Storyline.

* Develop the Activity Guide (Teacher) and the respective answer sheets (students).

 Create the assessment questionnaire (Pre and Pos experience) + Moodle.

* Create the certificates of participation + final reward



Example Scenario

* Inthe Moodle Platform, you will find an initial knowledge assessment test about the content coveredin the Educational Psych ology
course unit. The Escapilt! activity will only start after all group members have completed this questionnaire. Have you done it? Great!
Move on to the next step!

* The scenariois described below:

* "The Professoris having a psychotic episode and locked the classroom! You must open the briefcase to get the medication and
give itto the professor in order to control her episode!”

* There are 5 challenges + 1 that you will have to solve to complete the Escape Room and open the padlock.
* Thereis one rule: you can only move on to the next challenge when all groups have completed the current challenge.

* Read the instructions for each challenge carefully and write your answers in the respective grid.

Challenge by challenge, your scores will be placed on the board to validate your performance.T
* he Game Master will help you throughout this Escape Room!

* Ready? Then fillin your names and student numbers in the grid below and indicate your group name!



Another Example!

An Artificial Intelligence called MindBot was created to help

psychologists in their practice. However, we have lost control over
its actions!

Our profession is in danger!

MindBot threatens to exterminate psychologists and replace them
with robots that are already in preparation!

Your mission is to correctly answer the questions, which are
organized through a set of challenges, in order to beat MindBot in
this game. The objective is to make it vulnerable so that we can
reprogram it and win this mission together!
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Practical Task

Each group presents its Escape Room proposal, including:

* Title of the Escape Room

* Narrative and storyline
* Learning objectives %

* Challenges and puzzles created

* Digital tools and resources




Final Reflection and Discussion

T

What aspects made the activity
engaging and motivating?

What challenges or difficulties
emerged during the design
process?

How could this methodology be
adapted to your own teaching
context?

What role can digital tools play in
enhancing motivation and
participation?




ER is a strategy that can
provide an interesting and
engaging scenario for
students, even with more
complex or less interesting
content/topics, as well as
enhance the development of
scientific and transversal
skills.

differences




For more
information...
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