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You are welcome!

Enjoy!



AGENDA

̶ Aim:

̶ Active, engaging learning methods

̶ To inspire you

̶ Active learning: Quizzes to use during class

̶ Tips & tricks

̶ PPT will be shared

̶ Gamification:

̶ Free education app: DUGA
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FINANCING

A. Spring

B. City



FIND 4 DIFFERENCES

BondsStocks
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DebtOwnership (shares)

IntrestDividend

Return (%) certainReturn uncertain

Repay at certain point in futureNo repay, unless….
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GAMIFICATION IS EVERYWHERE

̶ “The use of game design elements in non-game 

context”

̶ Taxonomy of game design elements (Toda et al., 2019)
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FUNNY GAMES (FUNNYGAMES.ORG)

̶ Acknowledgement
̶ Chance
̶ Competition
̶ Cooperation
̶ Experience points
̶ Novelty: surprising effect
̶ Objective: find the 4 differences
̶ Progression
̶ Sensation: visual stimulation (sound stimulation)
̶ Time pressure
̶ Immediate feedback
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QUESTION 1

Where are you from?

a) Ireland
b) Northern Ireland
c) Europe
d) Other continent
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QUESTION 2

How old are you?

a) < 40 years
b) ≥ 40 years
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QUESTION 3

VAT percentage for chocolate in Belgium?  

a) 0%

b) 6%

c) 12%

d) 21%

d) 21%
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QUESTION 4

Did you vote for a “far right” party, during the last 
elections?

a) Yes
b) No
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A BETTER ALTERNATIVE
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A B C D
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QUESTION 5

Who will be the second keynote speaker today?  

A. Margeret Healy

B. Philip Nicholl

C. Cathy Myles

D. Evelien Opdecam

B. Philip Nicholl
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BINGO

Prof. Dr. Patricia Everaert
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BINGO: DISCUSSION

̶ Winner?

̶ Take aways:
̶ Random sequence of questions
̶ Each student has to think
̶ Combination with A/B/C/D cards works well
̶ PowerPoint: 

‒ “Insert action” to go to a specific slide
‒ Answers: insert shape: list hierarchy
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CONNECT 4 IN A ROW
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BINGO

̶ Acknowledgement: coins
̶ Chance
̶ Competition
̶ Cooperation
̶ Experience points
̶ Novelty
̶ Objective
̶ Progression
̶ Sensation: visual stimulation (sound stimulation)
̶ Time pressure
̶ Immediate feedback
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You are welcome!

Enjoy!

‒ Lectures

‒ Tutorials

‒ Additional online exercises

‒ Call for innovation



DUGA
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DUGA
Why?

̶ Gamification outside of class

̶ To practice

̶ Gamification during class:

̶ To engage: “surprise”
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Teaser
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DUGA: OBJECTIVES

To practice
̶ Outside of class
̶ Independent
̶ With immediate feedback
̶ Anywhere, anytime

‒ To challenge our “stronger” students
‒ To motivate our “weaker” students

̶ In a different way
̶ Using technology and AI
̶ And … something different!
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̶ Badges
̶ XP-points
̶ Level: learn-o-meter

̶ Nicknames
̶ Leaderboards

̶ Timing
̶ Feedback
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Fun …. Gamification
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DUGA: GAMIFICATION
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• XP-points

• Badges

• Level: learn-o-meter
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̶ Leaderboards

̶ Nicknames
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DUGA: GAMIFICATION 1st Undergraduate Eco
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̶ Timing
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GAMIFICATION
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̶ Feedback: immediate after each question
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GAMIFICATION
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̶ Feedback: 

̶ on content as well
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GAMIFICATION
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DUGA: DIFFERENT FORMATS

̶ Multiple choice

̶ Slider

̶ Order

̶ Syllables

̶ True, false

̶ Outcome (picture)
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̶ Multiple choice

̶ Slider

̶ Order

̶ Sylables

̶ True, false

̶ Outcome (picture)
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DUGA: DIFFERENT FORMATS
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̶ Multiple choice

̶ Slider

̶ Order

̶ Syllables

̶ True, false

̶ Outcome (picture)

32

DUGA: DIFFERENT FORMATS
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In sum:
̶ Gamification

̶ Immediate feedback

But also:
̶ Smart Picking

̶ PC or smartphone

For the teacher:
̶ Back-end: user friendly

̶ Database of questions:

‒ Sample set is shared

‒ Adapting questions

‒ Adding questions
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LET’S TRY TOGETHER
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TRY IT YOURSELF

1. Playing the role as “student” on your phone/pc in my
class:

̶ You will get a “Player code”.

2. Playing the role as “teacher” on your laptop, for your 
own class:

̶ You will get an individualized “Teacher code” by 
email, to use DUGA for your own class
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DUGA.CASTARS.NET

̶ Step 1:
̶ Register: email address

̶ Password: e.g. Dublin2024!

̶ Make nickname

̶ Start

̶ Step 2: 

̶ New game

̶ Add new course

̶ Enter code

̶ Step 3: Start playing

P  b c 5 s 4 0
Papa bravo  charlie sierra
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Let’s do a BAFA competition
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4 6 8 3 9  5

Start playing!
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DUGA

̶ Acknowledgement: badges
̶ Chance: random questions, smart picking (within schedule)
̶ Competition: leaderboard
̶ Cooperation
̶ Experience points: XP points
̶ Novelty: surprises
̶ Objective
̶ Progression: X of the 10 questions
̶ Sensation: visual stimulation (sound stimulation)
̶ Time pressure: counting down (adaptable)
̶ Immediate feedback: instant + content after 10 Q
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BACK END

̶ Take the role as teacher
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ADMIN QUESTIONS
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EDIT QUESTION
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NEW QUESTION
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ADMIN SECTIONS: TO SCHEDULE

̶ Schedule per chapter: open or closed
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ADMIN ANALYTICS
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ADMIN CODES: TO GENERATE CODE FOR YOUR STUDENTS
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QUESTIONS?
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AVAILABLE?
1. Playing the role as “student” on your phone in my class:

̶ You will get a “Player code” and play in my class: 
‒ “Intro to Accounting”

2. Playing the role as “teacher” on your laptop, for your own
class:

̶ You will get an individualized “Teacher code”, to use 
DUGA for your own class: send email to:

Sara.Wuyts@UGent.be
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HOW TO USE DUGA?
̶ Students heavily use it before a mid-term exam or before 

the final exam
̶ Students also like to use it for the re-sit exam, to review the 

material in another way.

̶ Best practice: 
̶ Week 3: use it in class, teacher plays on pc
̶ Message on LMS: “beat the professor”
̶ Do competition: 1 week (Challenge)
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HOW TO USE DUGA?
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DOES IT WORK?
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2nd Undergraduate: intro course

ANCOVA on exam performance

Sig.F
Mean 

Square
Df

Sum of 

Squares
Source

0.0404.26149.695149.695Gender

<0.00112.620147.1941147.194Players

11.6642933417.555Error

ExamN
12.40190Non-player
13.88106Player
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DV= Exam
performance

p-valueCoefficient

0.8890.091Gender

0.4510.281Intensity

105N

DV= Exam

p-valueCoefficient

0.5980.329Gender

0.0025.924Accuracy

106N

0.076Adj. R²

5.311F-test

0.006P-value

2nd Undergraduate: intro course
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1st Undergraduate: Financial Accounting

ExamN
10.80635Non- Player
11.55311Player

ANCOVA on exam performance

Sig.F
Mean 
Square

Df
Sum of 
Squares

Source

0.4260.6345.63015.630Gender

<0.00124.586218.4931218.493Year

<0.0011443.54412828.684112828.684Ability

<0.00112.425110.4221110.422Player

8.8879418362.608Error
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IN SUM

̶ Use gamification elements during your classes!
̶ Slides are on our website:

̶ www.accountingeducation.ugent.be

̶ Explore the app as student.

̶ If you want a teacher code to explore and to use the 
app with your students, email: Sara.Wuyts@UGent.be
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Patricia Everaert
Full Professor

website: Accountingeducation.ugent.be
documents are there!

Teacher code: Sara.Wuyts@UGent.be

Patricia.Everaert@UGent.Be

linkedin.com/in/patricia-everaert

Happy to inspire you!

www.accountingeducation.ugent.be



TAXONOMY OF GAME DESIGN ELEMENTS (TODA ET AL., 2019)

̶ Acknowledgement
̶ Chance
̶ Competition
̶ Cooperation
̶ Experience points
̶ Novelty
̶ Objective
̶ Progression
̶ Sensation: visual stimulation (sound stimulation)
̶ Time pressure
̶ Immediate feedback
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