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Gamification : Technique method to create Online educational game for English subject
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Abstract

Educational games are learning activities that focus on the learners center approach. The game
looks to play “ Play to Learning” The main objective is to allow the students to learn while playing the
games or after the lessons and fun together. The students have knowledge in a meaningful way. Get hands
— on experience and a development process of the students by the students’ knowledge. Students inserting
content into game and practicing learning. Students will gain the skills and knowledge of lesson content
while playing games. Gamification is a guideline to create educational game which is using technique in a
form of game. Students participate in learning with fun. Game mechanics is simple and uncomplicated.
Good behavior of students are able to inspect, improve and solve problems by themselves. Gamification is
online instructional media innovation which is consistent with the current spread of the coronavirus disease
2019 (COVID - 19). It is learning instrument for motivation and knowledge transfer to students gain access

to proper lessons.
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