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Harnessing Gamification to Provide Meaningful
Web-based Education in the COVID-19 Era
Gamification, or the application of traditional game elements, such as pointscoring and competition, is an innovative tool to strategically motivate learners
to engage in educational activities. Vindico Medical Education has used these
gamification elements to enhance the development and delivery of valuable,
engaging education for adult learners during the era of the coronavirus disease
2019 (COVID-19) pandemic.

K N OW L E D G E
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Improving Learner Engagement in a Live Setting
Initially, gamification was incorporated into Vindico’s continuing education (CE) programs to improve learner
engagement in the live setting. Prior to the COVID-19 pandemic, Vindico had designed 2 game formats that
targeted 2 different aspects of learning: knowledge-based and confidence-based education.
Gamification in Knowledge-based
Learning: The “Wheel of Knowledge”
• Designed to build on an existing knowledge base
• Promotes engagement in the live setting
• Reinforces content retention
• Promotes friendly competition
• Provides immediate feedback
• Outcomes were published at IDWeek™ 2019

In live settings, more than 79%
who start the game, complete it.

Gamification in Confidence-based
Learning: “GameOn!”
• Designed to assess the correctness of a learner’s
knowledge as well as their confidence in that correctness
• Promotes engagement in the live setting
• Three pieces of data are revealed for each question:
knowledge, confidence, and confidence when presented
with discordance
• Promotes friendly competition
• Provides immediate feedback

98% of learners note that gamification
prompted engagement

Transitioning Gamification to the Web Setting
Prior to the COVID-19 pandemic, interactivity within virtual learning had mostly consisted of video capture of
live events that included a gamification activity. However, the education was not necessarily created for a virtual
environment but rather was adapted to fit virtual needs. In response to the pandemic, we accelerated our plans to
increase the delivery of gamification learning for web-based CE activities with the following goals:
Address the educational needs of 52% of our learners who have been more dependent on virtual learning since
the COVID-19 pandemic
Effective transferring of knowledge
Measure learners’ attitudes, knowledge, confidence, and/or concordance
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Accordingly, we created a partnership with Educational Measures, LLC, to
accomplish the following:
Simplify the gaming platform for web-only activities
Create infrastructure designed to use gamification in a primarily virtual environment
Collect data for immediate feedback to learners, outcomes reporting, and continued enhancement of education

Vindico’s virtual
gaming activity
numbers
as of September 2020

3062 learners to date

9 web-only playable games

17 additional activities
in development

On average, 59% of learners who start the game
complete the CE test at the end of the course

High knowledge, high
confidence

High knowledge, low
confidence

Indicates mastery of the given
concept

Further education is needed to
improve skills related to the concept

Low knowledge, high
confidence

Low knowledge, low
confidence

Further education is needed to
address misconceptions

Further education is needed to
address deficits

Four Scenarios
Four possible scenarios arise from each
GameOn! question. Of importance, all
but the first scenario require further
education to address educational gaps.

By grouping GameOn! questions by topic or learning objective, a deeper understanding
of additional educational needs can be elucidated.
K N OW L E D G E A N D CO N F I D E N C E

•

Knowledge and confidence was most lacking
around treatment differentiation and selection.
Overall confidence was low (23%) and, on average,
89% of those who were confident were incorrect,
suggesting the need for continued education.
Treatment
differentiation

Treatment selection/
patient management

Patient
Assessment
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GAMEON! FINDINGS

confidence

•

Attendees scored highest on questions regarding
patient assessment.

18%

were confident

7%

were confident
and correct

23%

were confident

9%

were confident
and correct

36%

were confident

24%

were confident
and correct

2 3 % OV E R A L L AV E R AG E

knowledge

•

31%

were correct

46%

were correct

56%

were correct

4 1 % OV E R A L L AV E R AG E
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CO N CO R DA N T K N OW L E D G E A N D CO N F I D E N C E
HOW CONFIDENT ARE YOU?

5%

6%

4%

Choice A

Choice C

(correct
answer)

Choice E

5%

Choice D

Choice B

65%

20%

85%

10%

Confident

Somewhat
Not
Confident Confident

D I S CO R DA N T K N OW L E D G E A N D CO N F I D E N C E
HOW CONFIDENT ARE YOU?

5%

6%

4%

Choice A
(correct
answer)

65%

20%

Choice C

Choice E

Choice B

20%

Not Confident

55%

Somewhat Confident

25%

Confident

Conclusion
Introducing gamification into live- or web-based CE activities can:
Identify persisting knowledge gaps

Increase engagement

Promote knowledge transfer

Assess provider confidence and concordance
with knowledge
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