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Abstract 

Gamification is becoming increasingly popular in engaging students in the classroom. The value 

of games is in their scoring system. Unlike traditional graded assessments, games start from zero 

and add up for success, motivating the player to keep playing. In addition, games provide 

achievable, short-term successes, enticing the player with constant rewards. Although there are 

many game-like elements implemented in in-person classes, there is a lack of reports on the 

efficacy of the technique in online asynchronous graduate classes. ClassTools is a gamification 

platform where many educational tools such as ‘Fling the Teacher’ are freely available. The 

online interactive game - ‘Fling the Teacher’ is used in this study. ‘Fling the Teacher’ is modeled 

after Angry Birds, a popular casual puzzle video game, and provides 15 multiple choice questions 

for the user to answer in an engaging environment. If the players answer all 15 questions 

correctly, they get to fling an avatar of a teacher with a slingshot in one minute. This study 

focuses on asynchronous online graduate courses where core classes of the applied 

manufacturing engineering curriculum were tested with the game - ‘Fling the Teacher’. The 

gamified tool was implemented in the middle and end of the course with each having 15 

multiple choice questions. An online survey was conducted to gather students’ perceptions of 

the gamified tool on i) engagement in an online learning environment and ii) the effectiveness 

compared to traditional assessments such as quizzes. The survey data showed that the gamified 

tool made the online learning environment more engaging. In addition, students considered that 

the gamified tool was more effective in facilitating their learning compared to traditional quizzes. 
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Introduction 

Online learning has become a prevalent mode of delivering education, especially in higher 

education. However, the lack of physical interaction and engagement in online learning can 

result in decreased student motivation and performance [1]. Gamification could be a solution to 

this issue, by incorporating elements of game design to online learning environments, such as 

rewards, challenges, points, badges, leaderboards, and feedback [2, 3]. Gamification has become 

a popular trend in recent years, and its popularity has spread across various fields such as 

education [3, 4], health [5], employment [6], commerce [7], and environment [8]. Using 

Preferred Reporting Items for Systematic Review and Meta-Analyses (PRISMA) methodology, 

Manzano-León et al. [4] concluded that there is an increasing research interest towards 

investigating the implementation of educational gamification strategies. The power of games lies 



in their scoring mechanism. Unlike conventional graded evaluations, games commence from a 

zero-point and accumulate success, which drives the player to persist in playing. Furthermore, 

games offer attainable, short-term successes, which keeps the player engaged with continuous 

incentives. The concept of gamification involves the incorporation of game design elements into 

non-game settings with the aim of engaging and motivating students [3]. Research studies show 

that the implementation of gamification results in student engagement and motivation [3, 9-11]. 

The implementation of gamification is a crucial factor in determining its effectiveness, as various 

aspects of gamification have varying effects on motivational outcomes [12]. The impact of game 

design elements is contingent on the quality and aesthetics of their implementation [12]. 

However, further research is necessary to ascertain whether the benefits of gamification are 

only temporary or if it will have a lasting impact on student learning. 

Kahoot! is an online gaming platform designed to pose multiple choice questions in an 

interactive setting. The software employs vivid colors and captivating sounds to generate an 

enjoyable atmosphere in the classroom. Furthermore, Kahoot! offers dedicated apps for both 

iOS and Android, making it easily accessible to students. Various past studies [13-16] utilized this 

platform in science and engineering education. Classcraft® is a gamification tool that can be used 

to improve skills such as critical thinking, communication, collaboration, and creativity. Parody et 

al. [17] employed a gamified tool to study the enhancement of student motivation in an 

engineering mathematics course. To streamline the gamification process across all courses, 

Zakaria et al. [18] employed the learning management system Moodle incorporating 

gamification elements such as badges, experience points (XP), leaderboards, levels, and quizzes.  

Although there are many game-like elements implemented in in-person classes, there is a lack of 

reports on the efficacy of the technique in online asynchronous graduate engineering classes. In 

this study, a freely available interactive educational tool called ‘Fling the Teacher’ [19] is used to 

examine the students' perceptions on engagement and effectiveness of the online gamified tool.  

Methodology  

‘Fling the Teacher’ is modeled after Angry Birds, a popular casual puzzle video game. The game 

provides 15 multiple choice questions for the user to answer in an engaging environment. 

Although students can view their playtime, there is no time restriction for answering all 15 

questions. If students answer any question incorrectly, they need to start over from the 

beginning. Upon correctly answering all 15 questions, players receive grade points as well as the 

opportunity to fling an avatar of a teacher with a slingshot within a minute for entertainment 

purposes. The instructors can easily create their own game by clicking "Create your own game!" 

and write questions and answer choices. Answer choices are shuffled automatically. Figure 1 

displays a screenshot of the ‘Fling the Teacher’ quiz. While playing, the player has the option to 

seek help from the game through three options: "Ask," "Vote," and "-2 Take." Each option can 

only be utilized once by the players. The students can track their progress in the right sidebar. 



 

Figure 1. Screenshot of the ‘Fling the Teacher’ quiz. 

Three graduate level online courses (ENMF 603, ENMF 608, and ENMF 609) in master’s in 

Applied Manufacturing Engineering curriculum in author’s institution were tested in this study. 

Students get compensation as grade points upon completion of the ‘Fling the Teacher’ quiz. To 

evaluate whether the gamified courses effectively enhanced student motivation and 

engagement, a Qualtrics survey questionnaire was distributed online to gather feedback from 

the students. Qualtrics survey is anonymous and there is no compensation at all for the survey. 

Students may choose to participate; it’s completely voluntary. Table 1 displays the survey 

questions for the students, which are adopted from the article [13]. 

Table 1. Briefed Qualtrics survey questionnaire. 

No. Questions Possible Answers 

Q1 Students used this quiz previously Yes or No 

Q2 ‘Fling the Teacher’ makes online learning more engaging True, False, or Neither True 
nor False 

Q3 ‘Fling the Teacher’ quiz helps students to learn more 
effectively 

True, False, or Neither True 
nor False 

Q4 ‘Fling the Teacher’ quiz is at least as engaging as 
traditional quizzes 

True, False, or Neither True 
nor False 

Q5 ‘Fling the Teacher’ quiz is at least as effective as 
traditional quizzes 

True, False, or Neither True 
nor False 

Q6 Recommend the use of ‘Fling the Teacher’ quiz in every 
module 

Yes or No 

Q7 Recommend the use of ‘Fling the Teacher’ quiz in the 
middle and end of this course 

Yes or No 

Q8 Recommend the use of ‘Fling the Teacher’ quizzes in 
future iterations of this course or other graduate courses 

Yes or No 

 

 

 



Results and Discussion 

A total of 39 samples were collected in 3 graduate level online courses. Each graduate level 

course is designed to be offered in 8-week format.  

Figure 2 depicts the students’ responses to the 8 survey questions. One student used the ‘Fling 

the Teacher’ quiz or similar technologies previously as per Q1 response in the survey. In order to 

investigate the student’s engagement due to the ‘Fling the Teacher’ quiz, 2 questions were asked 

to students. A significant portion of total students (82.1%) thinks that the ‘Fling the Teacher’ 

makes online learning more engaging, where only 17.9% students have no opinion. None of the 

students oppose this. In addition, 79.5% of students think that ‘Fling the Teacher’ quiz is at least 

as engaging as traditional quizzes. 

To examine the effectiveness of the ‘Fling the Teacher’ quiz, 2 questions were asked to students. 

79.5% of students consider that the quiz helps them to learn more effectively, while only 17.9% 

of students have no opinion and only 2.6% oppose this. Additionally, 84.6% of students consider 

that the ‘Fling the Teacher’ quiz is at least as effective as traditional quizzes. 

 

Figure 2. Students’ responses to the Qualtrics survey questions. Questions Q1-Q8 correspond to 

the Table 1. 

3 questions were asked to the students whether they would recommend the ‘Fling the Teacher’ 

quiz more frequently in the courses and in the future iterations. 94.9% of students would like to 

have the quiz in the middle and end of the course. 89.7% of students recommended the quiz to 

be offered in future iterations. Although, 69.2% of students would like to have the quiz in each 



module, however, implementing it may be challenging in the 8-week format as the quiz requires 

at least 15 questions. With five modules in each course, having five quizzes with at least 15 

questions each may be overwhelming. A longer format, such as a 16-week format, may be better 

suited for implementing the quiz in every module. 

One of the limitations of the ‘Fling the Teacher’ tool is that it only allows multiple choice 

question (MCQ) and no other higher level assessments such as ‘creating’ is possible. In addition, 

the tool requires at least 15 questions which may not be possible to implement in some cases. 

Another limitation of this study is that it only surveyed students perceptions. This study does not 

compare results with other methods of engagement.  

Conclusion 

A freely available online interactive game called ‘Fling the Teacher’ was used in this study to 

investigate the students perceptions on engagement and effectiveness of the online gamified 

tool. The majority of the students consider that the ‘Fling the Teacher’ quiz is more engaging and 

helps them to learn more effectively. Students strongly recommend the ‘Fling the Teacher’ quiz 

more frequently in course and in future iterations. The gamified tool helps to increase student 

engagement and effective learning in course activities as in line with other research [9]. While 

these surveys are valuable, they only reflect the students' perspectives. Eventually, some form of 

assessment of student learning must be performed to determine if there is a significant 

improvement when gamification is employed. 
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