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The Gamification and Flipped Classroom model is a great opportunity for innovation 
both inside and outside the classroom, as it combines both pedagogy and technology. 
And all of this is achieved without compromising problem-solving, student creativity, 
talent discovery, fostering cooperation, and promoting inclusion. 

Introduction 
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This Postgraduate Certificate in Gamification 
and Flipped Classroom will provide a sense of 
security in your professional practice, helping 
you grow both personally and professionally”
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This Postgraduate Certificate will help you discover and learn how to work with one 
of the most powerful alternatives to traditional or lecture-based teaching, alongside 
other active learning methodologies. Its possibilities and the results achieved, 
combined with the use of ICT and student-centered teaching, make this model a 
forward-thinking, innovative approach, as it increases classroom work time and its 
effectiveness, with the student becoming the protagonist of their own learning.

Therefore, this Postgraduate Certificate aims to be a starting point for all educators 
who believe that another kind of school and another way of teaching are possible.

Teachers will not only be qualified for professional performance in the classroom, 
but will also be able to propose educational innovations to improve the quality of 
teaching, increasing student motivation.

This is an advance over the eminently pedagogical programs, focused on teaching, 
which do not address in depth the educational context and the characteristics of 
students as central axes, without forgetting the role of teaching innovation.

This vision allows a better understanding of the functioning of the technology 
center from different areas so that the professional can have different options for its 
application in their job according to their interest.

This Postgraduate Certificate in Gamification and Flipped Classroom contains 
the most complete and up-to-date educational program on the market. The most 
important features include:

	� Development of over 75 practical cases presented by experts in gamification 
and flipped classroom

	� The graphic, schematic, and practical contents with which they are created 
provide scientific and practical information on the disciplines that are essential 
for professional practice

	� Latest developments on gamification and flipped classroom

	� It contains practical exercises where the self-assessment process can be carried 
out to improve learning

	� With special emphasis on innovative methodologies in gamification and flipped classroom

	� Content that is accessible from any fixed or portable device with an internet connection

Update your knowledge through the 
Postgraduate Certificate in Gamification 
and Flipped Classroom”
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The program includes faculty members from the field of gamification and flipped 
classroom, who bring their professional experience to this training, as well as recognized 
specialists from leading societies and prestigious universities.

Thanks to its multimedia content, developed with the latest educational technology, 
professionals will benefit from situated and contextual learning—simulated 
environments designed to provide immersive learning experiences that prepare them 
for real-life situations.

The design of this program is based on Problem-Based Learning, where the educator 
will need to resolve various professional practice situations presented throughout the 
Postgraduate Certificate. To achieve this, the educator will benefit from an innovative 
interactive video system created by renowned experts in gamification and flipped 
classroom, with extensive teaching experience.

This Postgraduate Certificate could be 
the best investment you can make when 
selecting a professional development 
program for two reasons: in addition to 
updating your knowledge in gamification 
and flipped classroom, you will earn a 
diploma from TECH Global University”

Make the most of the opportunity to 
learn about the latest advancements 

in gamification and flipped classroom 
and improve your students' education.

Increase your decision-making confidence 
by updating your knowledge through this 
Postgraduate Certificate course.
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The Postgraduate Certificate in Gamification and Flipped Classroom is designed to 
support professionals dedicated to cooperative learning and other methodologies.



This Postgraduate Certificate is aimed at helping you 
update your knowledge in gamification and flipped 
classroom, using the latest educational technology to 
contribute with quality and safety to decision-making 
and follow-up with your students”
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General Objectives

	� Change the conception of time and space in the classroom

	� Discover the new role of the teacher and their attitude towards methodological change

	� Incorporate new methodologies focused on cooperation, innovation, and problem-solving

	� Learn tools and their application in a didactic sequence

	� Evaluate, co-evaluate, and self-assess using digital tools and rubrics

	� Design a Flipped Classroom

	� Understand the importance of active learning methodologies in the Flipped Classroom 
and how the Flipped Classroom helps improve other methodologies

	� Learn what the Flipped Classroom Model is

	� Understand its integration into the methodological shift in education

	� Analyze the strengths of the model, potential difficulties, and how to solve them

	� Learn tools and their use for creating videos and materials for use in the Flipped Classroom

	� Learn about and explore games and gamification as forms of learning linked 
to the Flipped Classroom



	� Know the origin of gamification

	� Discover the basic elements used in gamification

	� Identify gamification mechanics

	� Use digital tools in gamification

	� Integrate gamification in the classroom and in the content

	� Localize games and video games for gamification in learning

	� Build gamification and games

	� Improve logic and ingenuity in students

	� Know the existing formats

	� Learn how to use tools for an escape room

	� Discover the educational values of an escape room
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Specific Objectives

Make the most of this opportunity and 
take the step to get up to date on the 
latest developments in Gamification 
and Flipped Classroom” 
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The program includes a faculty of leading experts in gamification and flipped 
classroom, who bring their professional experience to this training. In addition, 
other specialists of recognized prestige participate in its design and elaboration, 
completing the program in an interdisciplinary manner.



Learn from leading professionals about the 
latest advancements in procedures within the 
field of gamification and flipped classroom”
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Management

Mr. Azorín López, Miguel Ángel
	� Teacher specialized in Physical Education

	� Expert in the Flipped Classroom ( level I Flipped Learning and level I Trainer Flipped Learning, 
TOP-100 Flipped Learning Worldwide Teachers)

Ms. Payá López, Miriam
	� Teacher specialized in English as a Foreign Language, ICT expert

Mr. Asencio Ferrández, Aarón
	� Teacher specialized in Primary Education, Level I Flipped Learning

Teachers
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The structure of the contents has been designed by a team of professionals from the 
best educational centers and universities, aware of the relevance of current education 
in order to intervene in the qualification and accompaniment of students with high 
capacity, and committed to quality teaching through new educational technologies.
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This Postgraduate Certificate in Gamification 
and Flipped Classroom contains the most 
complete and up-to-date scientific program 
on the market”



Module 1. Gamification as an Active Methodology. Flipped + Gamification
1.1. 	 History, Definition and Concepts

1.1.1. 	 History and Context
1.1.2. 	 Definition
1.1.3. 	 Initial Concepts

1.2. 	 Elements
1.2.1. 	 Classification
1.2.2. 	 Insignias and Diplomas
1.2.3. 	 Collectibles
1.2.4. 	 Currency of Exchange
1.2.5. 	 Keys
1.2.6. 	 Awards

1.3. 	 Mechanisms
1.3.1. 	 Structural Gamification
1.3.2. 	 Content Gamification

1.4. 	 Digital Tools
1.4.1. 	 Management Tools
1.4.2. 	 Productivity Tools
	 1.4.2.1. Insignias
	 1.4.2.2. Letters
	 1.4.2.3. Others

1.5. 	 Gamification and Serious Games
1.5.1. 	 Play in the Classroom
1.5.2. 	 Typology of Games

1.6. 	 Commercial Games Catalog
1.6.1. 	 Games to Develop Skills
1.6.2. 	 Games to Develop Content

1.7. 	 Video Games and Apps
1.7.1. 	 Games to Develop Skills
1.7.2. 	 Games to Develop Content

18 | Structure and Content
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A unique, essential and decisive 
learning experience to boost your 
professional development”

1.8. 	 Gamification Design
1.8.1. 	 Approach, Objectives
1.8.2. 	 Integration into the Curriculum
1.8.3. 	 History
1.8.4. 	 Aesthetics
1.8.5. 	 Evaluation

1.9. 	 Game Design
1.9.1. 	 Approach, Objectives
1.9.2. 	 Integration into the Curriculum
1.9.3.	 History
1.9.4. 	 Aesthetics
1.9.5. 	 Evaluation

1.10. 	 Practical Case
1.10.1. 	 From Gamification
1.10.2. 	 From Ludification

Module 2. Escape Room in the Classroom
2.1. 	 Escape Room History

2.1.1. 	 Where Does It Come from?
2.1.2. 	 Popularity

2.2.	 Know the Format
2.2.1. 	 When Should It Be Done?
2.2.2. 	 Escape Room of Interior
2.2.3. 	 Escape Room of Interior
2.2.4. 	 Creation of Formats

2.3. 	 Steps to Take into Account
2.3.1. 	 Narrative
2.3.2.	 Materials
2.3.3. 	 Tests

2.4. 	 Aspects that Trigger Attention
2.4.1. 	 Surprise
2.4.2. 	 Creativity
2.4.3. 	 Emotion

2.5.	 Enhancing Learning through Motivation
2.5.1. 	 Encourage Teamwork with a Common Goal among All the Team Members
2.5.2.	 Create Spaces for Debate and Decision-Making

2.6. 	 Aspects to Take into Consideration for Its Creation
2.6.1. 	 Classroom Configuration
2.6.2. 	 Content Strategy
2.6.3. 	 Design to Solve Puzzles
2.6.4. 	 Design of Riddles, Puzzles
2.6.5. 	 Exciting Narrative
2.6.6. 	 Order of Tests
2.6.7. 	 Reward

2.8. 	 Tools for Creation
2.8.1. 	 Materials and Their Possibilities

2.9. 	 Practical Case
2.9.1. 	 Example of an Escape Room
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The Postgraduate Certificate in Gamification and Flipped Classroom guarantees 
students, in addition to the most rigorous and up-to-date education, access to a 
diploma for the Postgraduate Certificate issued by TECH Global University.
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Successfully complete this program and receive 
your university qualification without having to 
travel or fill out laborious paperwork”
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*Apostille Convention. In the event that the student wishes to have their paper diploma issued with an apostille, TECH Global University will make the necessary arrangements to obtain it, at an additional cost.

This private qualification will allow you to obtain a diploma for the Postgraduate Certificate 
in Gamification and Flipped Classroom endorsed by TECH Global University, the world's 
largest online university.

TECH Global University, is an official European University publicly recognized by the 
Government of Andorra (official bulletin). Andorra is part of the European Higher 
Education Area (EHEA) since 2003. The EHEA is an initiative promoted by the European 
Union that aims to organize the international training framework and harmonize the 
higher education systems of the member countries of this space. The project promotes 
common values, the implementation of collaborative tools and strengthening its quality 
assurance mechanisms to enhance collaboration and mobility among students, 
researchers and academics.

This TECH Global University private qualification, is a European program of continuing 
education and professional updating that guarantees the acquisition of competencies 
in its area of knowledge, providing a high curricular value to the student who completes 
the program.

Title: Postgraduate Certificate in Gamification and Flipped Classroom

Modality: online

Duration: 12 weeks

Accreditation: 12 ECTS

https://bopadocuments.blob.core.windows.net/bopa-documents/036016/pdf/GV_2024_02_01_09_43_31.pdf
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