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Abstract 

Why games? What can you learn from playing games? How can games change the world? 
Jane McGonigal addresses the idea of using games in education at the 2011 
Microsoft Innovative Education Forum. 

Many worry that the gamification of education movement can't and won't teach anything, but 
instead will just test prior knowledge.  This narrow view is one possible outcome, but 
certainly not what Jane McGonigal seems to have in mind when speaking of the potential of 
games.   John Hunter's World Peace Game is the pinnacle of gamification in education and it 
doesn't even include technology (yet).  

Our final year project is based on gamification. It will be a gamified student course for data 
structures, a desktop application of Data Structures. Gamification is the application of game-
design elements and principles in non-game context.  In recent years gamification has proved 
to be very successful. Organizations are concentrating more in business objectives which 
have increased the need of gamification as it helpstomake workplace more engaging and 
productive to increase engagement in a non-gaming activity so our project is 
GAMIFICATION IN EDUCATION its all about to make ease and interesting study concepts 
for students . In our project weare trying to gamfiying the concepts of Data Structure in 
which included Array, Stack, Link list and Avl balancing. 
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1.0 INTRODUCTION 

Video games arethecharacteristicswhichinclude gripping storylines, instant feedback, rewards, and 
achievements, all of which makes them interesting and motivating for players. Gamification uses these data 
structure concepts and a lot more game-based elements to transform student learning. In gamifiedlearning, 
course acts as a game and students tend to be the players. It helps in motivating and engaging student learning 
and classroom participation. 
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