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Implication Statement  

The benefits of quiz-based games for education are well-recognized. Educators often struggle to find games that 
are suitably tailored to their students' needs and easy to use. Gimkit, a new platform, allows instructors to create 
quiz games and host them in class. Based on student feedback and the literature, we developed a game mode 
for dental students called Save Our School (SOS) which is publicly available on the Gimkit Creative platform. 
Educators in the health professions can use this game to foster student engagement and perform formative 
assessments in their classes.  

 

Save Our School : un jeu éducatif créé avec Gimkit Creative 

Énoncé des implications de la recherche  

Les avantages des jeux-questionnaires dans l’enseignement sont bien reconnus. Toutefois, les enseignants pei-
nent souvent à trouver des jeux à la fois adaptés aux besoins de leurs étudiants et faciles à utiliser. Gimkit, une 
nouvelle plateforme, permet aux formateurs de créer des jeux-questionnaires et de les animer en classe. À partir 
des commentaires des étudiants et de la littérature, nous avons conçu un mode de jeu pour les étudiants en 
médecine dentaire intitulé Save Our School (SOS), accessible publiquement sur la plateforme Gimkit Creative. 
Les éducateurs en sciences de la santé peuvent utiliser ce jeu pour stimuler l’engagement des étudiants et réa-
liser des évaluations formatives dans leurs cours. 
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Introduction 

While quiz-based educational games enhance stu-
dent engagement and learning, educators often find 
it challenging to identify games that are both engag-
ing for students and aligned with curriculum goals. 
Studies have found that intrinsic motivators are cru-
cial in educational games, enabling students to stay 
motivated and engaged.1-4 

Description of innovation 

Gimkit5 has several built-in game modes targeting 
various age groups and game skills. Informed by lit-
erature and based on student suggestions, we created 
a new educational game called Save Our School (SOS) 
using Gimkit Creative, a new section of Gimkit.5 

Before designing SOS, students in the Dental Hy-
giene (DH) Program who played built-in game 
modes of Gimkit were invited to participate in a 
study approved by the University of Alberta Re-
search Ethics Board (ID: Pro00124923). As part of the 
study, a survey was conducted asking students: “If 
you had to develop a game mode for Gimkit, what 
would you add or remove? Explain your ‘perfect’ 
Gimkit game mode.” Thirty-five percent (35%) of the 
in-person class (n =15) and 30% of the online class (n 
=14) responded to the survey. Key suggestions from 
students were: (i) the inclusion of more questions, (ii) 
multiple checkpoints to restart the game when de-
feated, and (iii) more opportunities to challenge 
other players (Appendix A). The premise of SOS is 
built to represent the School of Dentistry under an 
alien invasion; the players’ goal is to save the school 
(Figure 1A).  

A. 
Students' feedback taken into 
consideration 

Feature of SOS Screenshot from the game map: SOS 

More questions 
 
Variety of questions 
 
Create a world where each 
lecture has its section. 

SOS has three sections representing 
three areas of the school of Dentistry: 
the entry, library, and the simulation 
lab.   
 
Students can answer questions in three 
different rooms. They can also walk 
back to questions presented in the pre-
vious room if they would like.  
 
This will offer students a more exten-
sive set and variety of questions distrib-
uted over the three rooms. 

 

Being able to start at a place 
where a player is defeated in-
stead of restarting the whole 
journey. 

Three checkpoints have been added to 
the game.  

 

More opportunities to chal-
lenge fellow players.   

To introduce a similar effect and in-
crease challenge in the game, built-in 
sentries are added.  
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Figure 1. (A) Key features of SOS with accompanying screenshots of the live game. The system-generated report on SOS summarized 
overall student performance on each question (B) and the performance of each student on the question set (C). The actual question and 
student names are replaced with numbers and letters to maintain confidentiality.    

Outcome 

SOS is freely available on Gimkit Creative.5 Instruc-
tors worldwide with a Gimkit account can search 
and play the game with their own question set (Ap-
pendix B). Students can join the game using the 
code provided by the instructor. To progress 
through the game, the players must defeat the alien 
enemy at the entrance, the library, the simulation 
lab, and the classroom by answering questions 
about the course content. If a question is answered 
incorrectly, the correct answer is displayed to the 
students, facilitating their learning (Appendix C). 
Unlike regular Gimkit mode, SOS has three places to 
answer questions and three checkpoints to restart 
the game when defeated. SOS includes sentries as 
alien enemies to create in-game challenges.  

SOS was introduced to third-year DH students with 
29 questions on nutrition. Twenty-two students 
joined the SOS game. At the end of the game, the 
system-generated report summarized the overall 
student performance on each question (Figure 1B) 
and the performance of each student on the ques-
tion set (Figure 1C).   

Educators across health professions can use SOS as 
a fun way to review concepts. The end-game reports 
can help instructors identify gaps in students’ 
knowledge and guide making instructional deci-
sions. 

Suggestions for next steps 

In the future, additional game sequels can be devel-
oped to foster longitudinal gamification in online 
classes. The impact of SOS on students’ academic 
achievement should also be evaluated.  
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Appendices. 

Appendix A. Student feedback from the anonymous survey 

35% of the in-person class (n =15) and 30% of the online class (n =14) responded to the survey. 

Question Representative quotes 
If you had to develop a game 
mode for Gimkit, what would 
you add or remove?  
Explain your ‘perfect’ Gimkit 
game mode.  

.. it would be nice to have you start again at the place you fell at, rather than going all 
the way at the bottom and restarting the whole journey. 
More questions/variety of questions 
Bigger question bank and taking away bait for questions that are wrong. repeating 
questions we got wrong more often 
More practice questions 
The ability to create a world where each lecture is its own section, so I can play on one 
game but have every lecture in different areas 
Maybe more questions 
I would add the ability to go back to questions, I think that would be helpful especially 
if you got them wrong. Sometimes the question involved a histological section or an 
image but if I got it wrong, it would only show the correct answer and I wouldn't be 
able to see the image again until I kept going through the questions and hit the same 
one again 
More opportunity to sabotage fellow player when playing in a group. 
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Appendix B. Hosting the game Save Our School as an instructor 

 

 

  



 

 

97 

Appendix C. Hosting the game Save Our School as a student. 

 

 

 


