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Abstract

This article aims to take the concept of online learning activities for both synchronous and
asynchronous with gamification from the author's experience. Teachers can adopt digital tools used in
regular classrooms then integrating with new digital tools specifically used for online learning management
to increase the interest of online learning, the current trends in education. Gamification makes us of game
design processes and mechanics to organize online learning activities in a non-game context to encourage
learners learning the content like they are playing games. The aim of using gamification in learning is not
just for fun but to change some learners’ behaviors by creating fun activities in the classrooms and
encourage both extrinsic motivation and intrinsic motivation of students integrating with digital tools are
such as Google Meet, Microsoft Teams, Moodle, Google Form, Google Sheet, Google Jamboard, Kahoot,
Mentimeter, Wheelofnames, and Jigsaw Planet, and etc.
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