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Decreased engagement with course material was a major obstacle 
many educators encountered when the switch to remote learning 
was made during the COVID pandemic.

In fall 2020, a novel activity was presented to first year optometry 
students using gamification pedagogy. Students competed with and 
against each other to gain the most amount of points throughout 
the semester for extra credit.

The primary goal of this activity was to increase engagement with 
the course and information presented as well as increase live 
attendance in remote synchronous lectures. Other goals for this 
activity were to facilitate interclass student relationships and group 
work during remote learning as well as reinforce concepts 
presented in lecture in lab.
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143 students were randomly separated into 30 different Teams 
consisting of 4-5 students. These Teams were assigned names and 
images similar to what is found in Figure 3 and Figure 4. Teams 
were grouped together into Leagues with a total of 5 Leagues. An 
example of one League assignment can be seen in Figure 1.

Sixty-one total students completed the post-assessment 
survey, and all of the responses were included in the 
final analysis.

• 90% of respondents (55 total) reported they were at 
least somewhat satisfied with the activity, which was 
interpreted as at least a 4 on the Likert scale, with 
67% reporting a 6 on the Likert scale. (see Figure 5)

The survey results show an overall positive response to the 
extra credit activity. The lowest score regarding improved 
relationships with classmates is likely due to the fact that
students within the same team were also in the same lab 
sections together to mitigate the spread of COVID; this setup 
likely meant students had already generated rapport with 
their team members separately from the activity. One way to 
address this would be to randomize team assignments 
separately from lab to promote relationships that may have 
not otherwise developed within class and lab.

Students individually earned points for their Team, and 
the points of the students within the Team were averaged 
to create the Team score. The Team scores within a 
League were then added together to create the League 
score.

Students could earn points for their Team by answering 
questions live during lecture, submitting one multiple 
choice question before each major quiz or exam, and 
answering challenge questions. The amount of extra 
credit gained for each individual student was stratified 
according to their placement in the Team or League 
standings at the end of the semester, using the matrix 
shown in Figure 2. 

Methods (cont.)

An anonymous voluntary survey was given after completion 
of the semester, using a modified version of the Active 
Learning Health Professions Scale with a 6-point Likert scale.
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• The lowest point allocation was given to improving inter-
class relationships, though 83% of students still reported at 
least a 4 (see Figure 7).

Results (cont.)
• The highest point allocation was given to information 

synthesis (see Figure 6)
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