Workshop: The Dangers and Rewards of Gamification
Abstract

Using Gamification, adolescents are targeted by game companies looking for ways to seduce children
to beg, borrow or steal money to pay for “Loot Boxes” (Gault, 2017 and TheGnomeCast, 2017).
Governments are looking at legislation to protect children from Loot Boxes (Gault, 2017 and Taylor,
2018). Educators should be aware that many of their students have been exposed to them via popular
games like Clash Royale (edihau ,2017). Nonetheless, teachers should consider how Loot Boxes
could work as part of a classroom management toolset (Kolb, 2015 and McGonigal, 2016). My
workshop aims to inform teachers about “Loot Boxes” and why they are controversial, and the ways
this type of system could promote team and autonomous self-learning in an English classroom.
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