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Overview 

•Gamification: what it is

•Gamification in the digital tool 
era: the example of human 
anatomy field

•Our experience
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GAMIFICATION: WHAT IT IS



Understanding 
Gamification

What is Gamification?

The process of incorporating game-like 

elements into non-game contexts to boost 

engagement and participation.

Purpose of Gamification

Designed to motivate people by making tasks 

more enjoyable and rewarding, thereby 

increasing involvement.

Common Elements Used

Points, badges, leaderboards, and challenges 

are typical components that encourage 

continued participation.
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GAMIFICATION IN THE DIGITAL TOOL ERA: THE EXAMPLE OF 
HUMAN ANATOMY FIELD
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OUR EXPERIENCE
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Anatomy teaching courses

Head of the teaching staff: Prof. Guido Cavaletti, MD

Courses in Italian language

• Medicine and Surgery (n=180)

• Nursing (n=315)

• Midwifery (n=50)

• Physiotherapy (n=50)

• Imaging and radiotherapy techniques (n=30)

• Dentistry (n=30)

• Dental hygene (n=30)

• Childhood Neuro and Psycomotricity (n=30)

• Biomedical laboratory techniques (n=30)

• Optics and Optometry (n=150)

Courses in English language (international course)

• Medicine and Surgery (n=50)



Residency training programs 



Medicine and Surgery

Head of the teaching staff: Prof. Guido Cavaletti, MD

Course in Italian 
language

Medicine and 
Surgery 
(n=180)

Course in English 
language (IMS)

Medicine and 
Surgery 
(n=50*)
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IMS teaching structure

Courses are delivered in English to students coming from all around the world

During the first year, IMS students are given a course named Fundamentals of Human Morphology, 
which aims to give them the foundation for their preparation

In subsequent years, they are once again taught anatomy in the so-called vertical tracks during 
which anatomy is presented in a clinically-oriented approach. 

Hence, IMS was deemed as ideal to introduce and implement novel strategies relying heavily on 
virtual dissections, gamification and flipped-classroom approaches in a pilot and feasibility 
phase



36

Neuroanatomy course (30 hours)

4th year, 2nd term

4-hour periods integrating both frontal and 
interactive activities.

Students (n=36) were divided into 6 teams of 6 
people, and each team was assigned a name by 
students’ preference: these groups were meant 
to cooperate in the interactive breakout sessions.

At the start of the very first lesson of the course, 
students filled anonymously a self-test multiple 
choice questionnaire accessible via a QR 
code.
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Lesson structure

At the top of each lessons, the class was divided 
into groups and completed these assignments 
rotating from one task to the other:

1) 8-mins dissection exercise generating a score for each 
group that was recorded via Anatomage TableTM

2) exercises on Anatomage LessonsTM platform

3) paper copy exercise. 

Then, the frontal part of the lesson started: topics were presented via a combination of a virtual 
dissection on the Table and as little as possible use of a classic powerpoint slide deck; the latter 
was mostly used to convey schemes and summaries.

After a topic was presented, students were asked once again to cooperate into teams rotating 
from different tasks: one at the Table and others working together on paper copy 
exercise/Anatomage LessonsTM.
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Last course lesson Tournament winning team:

Pooling together results 
from all dissections 
exercises the winning 
team was selected

Self-assement test second trial

Students were given the 
opportunity to retake the 
same self-assesment test 
they did the very first 
lessons

A satisfactory questionnaire was 
made accessible via a QR code. 
The standard grading system (on 
a 0-10 scale) used by our 
university to rate students’ opinion 
on didactic activities was applied:

1) low (0-4)

2) intermediate (5-7)

3) high score (8-10)





Median score: 9.5 (Q1:8.25; Q3:10).



Median score: 9 (Q1:8; Q3:10).



Median score: 9 (Q1:8; Q3:10).



Median score: 6.5 (Q1:4; Q3:8).



Median score: 10 (Q1:8.25; Q3:10).
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Self-assessment test results

Before taking the course

• At the start of the course, the mean of correct replies was 
64% overall.

• 25% of questions were answered only by less than 45% of 
students. 

After taking the course

• more than 85% of students were able to reply correctly 
to all questions

• for 25% of the questions a correct answer was given by 
100% students

• the question with the lowest performance received a 
correct answer from 83% of students
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Future perspectives

• During the 1st year, one of the modules of Fundamentals of Human Morphology course, 

Regional Anatomy, has already been delivered similarly.

• The same goes for a course Anatomy of female reproductive system for 6th year students 

(implementation started in AA 2024-2025) as part of the Woman and Child vertical track.

• Similarly, the Anatomy of the Digestive System course (Digestive Health vertical track) for 

5th year students is being revised accordingly starting from AA 2025-2026.

• A Table is now freely available in the library.

• We are also fostering a peer-to-peer tutoring program whose impactful results were 

already published for its pilot phase (Alberti, IJAE 2024).



Please, let us know your feedback! Thank you!

paola.alberti@unimib.it 

mailto:paola.alberti@unimib.it
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