
3 Theories

- SocioCultural Theory

- Bloom’s Cognitive Domains

- Adult Learning Theory

- Universal Design for 

Learning

- Gamified Learning Theory

4 Game Elements

- Avatars

- Guilds (Collaboration)

- Levels/Point Accumulation

- Narrative Context/Storyline

- Quests

- Diverse Activities 

5 Strategies

- Student choice/options

- Educational artifacts

- Case Studies

- Point Accumulation

- Guided interactions (Clear 

instructions & rubrics)
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  Objectives:
● Distinguish three educational theories that intersect to create game theory.
● Differentiate four types of game elements as appropriate for multiple 

educational contexts.
● Discuss five specific strategies of game theory for adult learners.
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