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Lorem ipsum dolor sit amet, eonseetetur 
adipiseing elit. Etiam a plaeerat nisi, eget 
ullameorper diam. Donee tristique 
laoreet nune, eget elementum mi maxi­
mus non. 

Game Elements Att it udes and 
Behaviors 

Instructional Learning 
Content Outcomes 

Fig. 1 Landers' (2014) Theory of Gamified Learning 

Ut eget pulvinar tellus, eu feugiat 
sapien. Integer aeeumsan purus eu ultrie­
ies aliquet. Nune volutpat risus vitae orei 
vulputate, a venenatis areu gravida. 
Nulla ultrieies eonsequat nulla quis im­
perdiet. Nam non hendrerit sapien. 

Vestibulum vestibulum, nisl vitae ultrie­
ies sagittis, turpis massa posuere laeus, 
vitae eongue areu augue vel augue. Ali­
quam erat volutpat. 

Duis porta varius iaeulis. Vivamus eget eu­
ismod mauris. Sed ae orei leetus. Proin non 
maximus neque. Sed at tempus ipsum. 
Vestibulum tineidunt nibh at tineidunt 
molestie. Vestibulum posuere, neque 
dapibus laoreet semper, tortor nulla ele­
mentum massa, id luetus elit leo nee nisi. 

Morbi quis ipsum vel mi faueibus lobortis 
id sed urna. eras seelerisque ipsum massa, 
a pulvinar orei tempus sit amet. Duis 
semper pretium aliquet. 

Gamification Model 

Donec ante erat, vehicu­
la vel tortor non, varius 
porta massa. Praesent 
eget metus libero. 

Simulation Model 

Maecenas at pharetra 
leo. Nunc fermentum 
viverra auctor. 
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eras laeus dui, eleifend nee maximus a, bibendum vitae 
nibh. Nulla effieitur aliquam sapien, imperdiet elementum 
nulla effieitur vitae. 

INITIAL FINDINGS 
-+- "Traditional" Learning Models _.,_Project -Based Learning -6-PBL + Gamification/ Simulation 
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Mauris massa elit, scelerisque a varius vel, rhoncus quis nisi. Sus­
pendisse sit amet ex commodo, porta lectus quis, accumsan magna. 

IMPACT OF GAM IFICATI ON AND/OR SIMULATION 
ON STUDE NT LEARNING 
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In id placerat est, 
ornare rutrum nunc. 
Fusee scelerisque mi 
quis volutpat dapi­
bus. Nullam d ictum 
nisl sit amet dictum 
porta. 
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This is a practice conference poster assignment in a course. 


