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D scoreboards showing the names and current scores of the top players in a competition
2 rewards that you can earn in video games by completing a challenge or level
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3 Gen Z: the group of people who were born between the mid-1990s and the early 2010s
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(Adapted from “What is gamification in education?” https://www.futurelearn.com/info/blog/

general/gamification-in-education, September 30, 2021) (2023 49 A4 BT 7 & &)
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