
Let’s be honest: if I hear the word "gamification" one more time in a sterile, corporate-sounding webinar about edtech, I might
actually lose my mind. We’ve all seen those platforms that promise to revolutionise the classroom with flashy avatars and endless
leaderboard pings. They’re usually a nightmare to set up, cost a fortune, and frankly, the kids see right through them. They aren't
engaged; they're just clicking buttons to stop the software from flashing red at them.

As a mum of three here in South East London, my reality is the school run, the "what’s for tea?" panic, and trying to get a bit of
revision done without someone throwing a tantrum. I know that learning doesn't happen when a kid is stressed. It happens when
they’re relaxed, having a laugh, and—crucially—not realising they’re actually learning. That’s why, when we talk about a board
game classroom reward for an end-of-week wind-down, I’m listening. It’s tangible, it’s social, and it’s gloriously screen-free
(mostly).

Why Board Games Beat Fancy Apps

I’ve spent years trying to find ways to get my eldest to look at his history dates or my middle one to practice her times tables
without it turning into a battle of wills. Edtech has its place—I’ve seen tools like Centrical used in professional settings to track
progress with badges and points, and while that’s great for a high-performance sales team, it can feel a bit soulless in a Year 5
classroom. When you force competition on a ten-year-old who is already struggling, you aren’t "motivating" them; you’re just
highlighting their failures on a leaderboard for everyone to see.

Board games, on the other hand, level the playing field. They encourage communication, turn-taking, and strategic thinking. More
importantly, they make for the perfect end of week reward because they reward the collective effort of the class, not just the
child who is the fastest at mental maths.

The Low-Stress Way to Prep for Game Day

Before you crack open the Monopoly (actually, maybe save that for a rainy day unless you want a riot), you can sneak in some
recall practice. I’m a huge fan of keeping things low-stress. If you want to use the Friday game session as a reward for hard work
during the week, you can use quick, AI-powered tools to create "entry tickets" to the game table.

Tools like Quizgecko are brilliant for this. Instead of spending three hours typing out flashcards, you can feed an article or a
textbook page into the AI, and it generates a quiz or a set of flashcards for you in seconds. It’s perfect for recall practice. You
can run a quick "streak" challenge: if the class can answer ten questions correctly on the whiteboard, they unlock a specific game
for the Friday session. It’s a win-win.

The "Must-Have" List for Your Classroom Cupboard



Not all games are created equal. You want games that are easy to learn, quick to pack away, and don't take an hour to explain.
Here are my top picks for team-building games that won’t make you want to pull your hair out.

Game Name Best For Learning Benefit Dobble Quick reflexes Pattern recognition & speed Ticket to Ride (Europe) Strategy
Geography & forward planning Sushi Go! Fast-paced fun Basic arithmetic & logic Codenames Team communication Vocabulary
& critical thinking

1. Dobble: The ultimate quick win

If you have five minutes left before home time, Dobble is your best friend. It’s loud, it’s chaotic, and it requires zero setup. It’s
excellent for kids who usually struggle with "long" tasks because it’s a series of micro-victories. It builds that habit of success
without the pressure of a formal assessment.

2. Ticket to Ride: Geography in disguise

I love this one because it forces kids to look at a https://www.spiritedpuddlejumper.com/gamifying-learning-tools-that-make-
education-fun/ map without feeling like they’re doing a geography lesson. It’s strategic but gentle. If you’re worried about the
competitive element (some kids genuinely get upset if they lose), encourage team-play. Put them in pairs so they have to negotiate
their route.

3. Codenames: The communication king

This is probably the best game for building a sense of community. It requires students to listen to each other and think about word
associations. It’s essentially a giant, fun vocabulary drill, but because it’s hidden behind the mechanics of a spy game, nobody
complains about the "learning" part.

Managing the Competition (Without the Tears)

I have to be honest: the "competitive edge" in a classroom can be a double-edged sword. If you’re constantly rewarding the
"winner," the same three kids will always be the ones getting the reward, and the ones who need the boost the most will just
disengage. This is why I prefer to use timed challenges or streaks rather than simple "who has the most points" mechanics.

For example, if the goal is to practice spelling or key facts using your Quizgecko generated sets, make it a class-wide goal. "If we
hit a streak of 15 correct answers as a group, we get to choose the board games for Friday." This shifts the focus from "I need to
be better than you" to "We need to help each other so we all get the reward."

Quick Wins for the Busy Teacher

You’re already tired. I get it. You don't need another complex system to manage. Here are three ways to implement this without
adding to your workload:



1. The Homework Pass: Keep it simple. The winners of the board game session get a 'Homework Pass' for a small task.
Kids go wild for these, and it costs you nothing but a piece of paper.

2. Music Choice: Let the winning team pick the playlist for the final 15 minutes of the Friday session. It sounds silly, but it’s a
massive incentive for the kids who usually couldn't care less about academic rewards.

3. Extra Recess/Free Time: If you're doing a board game session, make it clear that the focus is on the social play. Give
them an extra 10 minutes of "game time" if they manage to get through their morning tasks without the usual fuss.

Reflecting on "Real" vs "Ideal" Classroom Learning

I find it deeply frustrating when I see articles telling teachers to "gamify" every single lesson. You can't turn a grammar lesson into
an epic quest every day—you’ll burn yourself out and the kids will get bored. Board games are effective precisely because they
are separate from the formal learning. They are the reward, not the method.

Keep your direct instruction clean, keep your flashcards fast (thank goodness for AI tools like Quizgecko for that), and save the
games for when they’ve actually earned the right to kick back. You aren't failing as a teacher if you aren't doing "gamified learning"
during every hour of the day. You’re just setting boundaries. And in a South East London classroom, or any classroom,
boundaries and genuine joy are the two things that will keep you (and your students) sane until the final bell rings on Friday.

So, clear some space, grab a few copies of the classics, and let them play. They’re learning more than you think—even if it’s just
how to lose a game of Sushi Go! without flipping the table. Which, let’s be fair, is a life skill in itself.


