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A

A practical fact sheet for trainers and assessors

What is gamification?

Gamification is the use of game design elements in a non-game setting. In training, this can include
points, progress tracking, timed challenges, levels, badges, leaderboards, scenario missions, quizzes,
team competitions and instant feedback.

The purpose of gamification is to make learning more active, memorable and motivating while
supporting training outcomes.

Why is this important in learning?

Gamification can help learners participate actively, stay focused and return to key content more often. When
well designed and aligned with a clear learning task, it can enhance learner engagement and improve
retention.

This is relevant for mining and automotive trainers because learning often occurs under time pressure, across
shifts, or in environments where learners may be tired, distracted or focused on production. Gamified
activities can reinforce critical steps, hazard awareness, inspection routines, and appropriate decision-
making in a way that is short, practical, and repeatable.

Ultimately, gamification works best as a support for good training design, not as a replacement for it.

What makes for effective gamification integrated into training?

e Effective gamification starts with the learning outcome, not the game element. The trainer should first
decide what the learner needs to know, do or demonstrate, then choose game-like features that
strengthen that outcome.

e Good gamification usually includes a clear purpose, simple rules, immediate feedback, visible
progress, challenge without confusion, relevance to the real task, and a fair chance for all learners to
succeed.

e It also works better when the activity feels meaningful. A points system on its own is weak if it does
not connect to real decision-making or practical performance. A fault-finding challenge, hazard hunt,
or team-based scenario can work well because the learner must apply knowledge to a job-like
problem.

e Plain language matters too. Learners need to understand the task quickly and know exactly
what good performance looks like.
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How could it be used in mining and automotive learning
environments?

Mining

A hazard spotting challenge using photos from the site, where crews identify risks before a pre-start.
A permit-to-work scenario race, where teams sequence the correct steps for isolation and sign-off.
A critical controls quiz at toolbox talks with fast feedback and discussion.

A shift handover challenge, where learners identify missing information in a handover example.

A microlearning leaderboard across crews for completion of short refresher modules on confined
space, working at heights or mobile plant checks.

These approaches can make routine reinforcement more active while still staying anchored to
site procedures, risk controls, and safe work expectations.

Automotive

A fault diagnosis challenge where learners work through symptoms and select the most likely cause.
A service inspection sprint where teams identify missed steps in a staged service process.

A tool and torque matching game for workshop safety and correct tool use.

A job card accuracy challenge where learners correct incomplete or unclear documentation.

A customer complaint scenario where workers choose the best next action based on evidence from
the vehicle and job notes.

These methods work best when they lead back to the correct workshop process, documentation quality, and
safe practice, rather than to speed alone.
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Tricks and traps

A

Do

Start with the learning outcome

Use real workplace tasks and scenarios

Keep instructions short and clear

Give immediate, useful feedback

Reward correct process and safe decisions

Make participation inclusive

Use short activities for reinforcement

Debrief on what happened and why

Aligning with assessment and
workplace standards

Review whether it improved learning

Key Message

Avoid

Starting with points, badges or prizes and hoping
learning follows

Using games that feel childish, irrelevant or
disconnected from the job

Overcomplicating the rules or the scoring
Giving points without explanation or learning value

Rewarding speed when accuracy or safety matters
more

Designing activities that embarrass slower or
quieter learners

Letting the activity take over the whole session
without enough debrief

Assuming the game itself will teach the lesson
Treating a game win as proof of competence

Repeating a popular activity even if it does not
improve performance

Gamification is a useful training tool when it is practical, relevant, and built around a real learning
need. In mining and automotive settings, it can capture attention, reinforce routines, and improve
participation, especially for refreshers and short workplace learning. But it should never replace clear
instruction, demonstration, practice, and feedback. Use it to strengthen learning, not distract from it.
Plain language, a clear purpose, and real-world relevance are what make it effective.
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