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Designing effective spaced learnt

ities encourage
the event

D uring a training session, knowledge checks or other
to repeat and reflect. But repetitions before and
Frequent repetitions, with effective feedback, help u
what we have learned and to learn from our mistakes.
how can you design those repetitions for maxd

important

r.anyone who has

Keep it short. We process new informati

temporary storage area, otherwise known
If you want people

to remember divide

by the same things.
t to win at JEOPARDY!

cording to a sample study of 2500
g Arcade, 57% of players played 3 or

Rate of Play Improvements with Gamification 3 . d the 3rd attempt at play!*

Players played an Players saw a 58% e above analysis were based on aggregated, anonymous

average of 1.7X per improvement in p/ayer activity data from across the span of The Training Arcade

session.* 57% of knowledge between subscribers. The data included in the analysis represent approximately those
points within +1 and -1 standard deviations of the normal bell distribution

players played 3 the Ist and the 3rd curve. Individual results will vary and are highly dependent on the quality

or more times!* attempt at play!* of subscriber content deployed in the games, the frequency with which

employees are provided access to games, and other usage factors.

thegameagency.com Learn, Play, Repeat: Using Games for Spaced Learning 4


https://thegameagency.com/
https://thetrainingarcade.com/the-cognitive-load-theory-there-can-be-too-much/
https://thetrainingarcade.com/scenarios-from-the-training-arcade/
https://thetrainingarcade.com/game-study/

Preview and set expectations. An “advance organizer” previews a
for the learning session. Diagrams and outlines are common, butawha

A JEOPARDY! game can preview key modules and review p guisite kno
Wheel of Fortune game can introduce new terms and cop€epts. Worried how pe
react if they don’t know the answer right away? Whe eedom tom
mistakes and receive helpful corrective feedback, fail teacher. Answering
a question wrong fosters an emotional connectjon that S ight” answefimore

ers have
an be a g

memorable.

»

-
R use of

gamification can

motivate one or more

segments of your

e of audience to keep

playing and learning.

Boost pre-course engagemer
games, you can add gamifi
leaderboards, rewards, p
personalities are highly
while others are less so.
gamification can motivaté
audience to keep playing a
gamification platform in The Tra , gives you

access to elements like personal statistics, leaderboards,

and prizes that can drive players to keep coming back for more.
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Repeat and review content. Games engage learners and give the
and learn from their mistakes, which enhances memory and ret

games that lend themselves to repeat play and learn.

EXAMPLE GAMES PERFECT FOR REPEAT P

WHEEL B3F
FORTUNE®

Al

S

s
©

Add a Wheel of

Fortune game to
review key terms and
concepts. It is not

gives learne
way to pause, actively
recall, and apply the

questions.

leaderboards are a fun
target audience hasam

competitive streak.

ncourage learners
to participate in a
JEOPARDY! game as
comprehensive revie
at the end of a trainin
session, then provide
the link learner
can conti
and improve their
personal score.
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Using game metrics to improve
experience

Game metrics are real-time, data-driven insights that
the training experience. You can look at scores, freq

sessions and determine where you mig
capture your learners’ time or attention.

ining session, consistent scores m
ly the same baseline. But if the sc
djust for different levels of knowled
example, you may decide to allow certain igh-perform

play. Or, maybe the clue itself isn’t clear; co
next time.

Game metrics give you i
tune your approa an offer the same content in a couple of

and climb the leaderbdard, and offer challenges or awards to boost their

engagement. The Arcades gamification platform shows you when players are

active, so you can schedule games and challenges during peak engagement
times—when they are more likely to capture people’s attention.
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Training Software &
a Gamification
Platform All-in-One

Sign up for a free -day trial today!
th.. ‘*-qgarcad. ‘om/free-trial

raining A e® offers everything you need to create
ne trainiig games rapidly and easily.

The Tre g Arcade® i Yame builder and gamification software
ith a lib of 10 Q 8 training games (including the only officially
ensed JEO ® and Wheel of Fortune® ga training,

ducation, and &vents).

Our ga ation platform, Arcades™, include

calls!
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