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DES I G N  G U I DE  

 
This PowerPoint 2007 template produces a 36”x48” 
presentation poster. You can use it to create your research 
poster and save valuable time placing titles, subtitles, text, 
and graphics.  
 
We provide a series of online tutorials that will guide you 
through the poster design process and answer your poster 
production questions. To view our template tutorials, go online 
to PosterPresentations.com and click on HELP DESK. 
 
When you are ready to print your poster, go online to 
PosterPresentations.com 
 
Need assistance? Call us at 1.510.649.3001 
 

 

QU ICK  START 
 

Zoom in and out 
 As you work on your poster zoom in and out to the level 
that is more comfortable to you.  

 Go to VIEW > ZOOM. 
 

Title, Authors, and Affiliations 
Start designing your poster by adding the title, the names of the authors, 
and the affiliated institutions. You can type or paste text into the 
provided boxes. The template will automatically adjust the size of your 
text to fit the title box. You can manually override this feature and 
change the size of your text.  
 
TIP: The font size of your title should be bigger than your name(s) and 
institution name(s). 
 
 

 
 

Adding Logos / Seals 
Most often, logos are added on each side of the title. You can insert a 
logo by dragging and dropping it from your desktop, copy and paste or by 
going to INSERT > PICTURES. Logos taken from web sites are likely to be 
low quality when printed. Zoom it at 100% to see what the logo will look 
like on the final poster and make any necessary adjustments.   
 
TIP:  See if your school’s logo is available on our free poster templates 
page. 
 

Photographs / Graphics 
You can add images by dragging and dropping from your desktop, copy 
and paste, or by going to INSERT > PICTURES. Resize images 
proportionally by holding down the SHIFT key and dragging one of the 
corner handles. For a professional-looking poster, do not distort your 
images by enlarging them disproportionally. 
 

 
 
 
 
 
 

Image Quality Check 
Zoom in and look at your images at 100% magnification. If they look good 
they will print well.  
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QU ICK  START ( con t . )  
 

How to change the template color theme 
You can easily change the color theme of your poster by going to the 
DESIGN menu, click on COLORS, and choose the color theme of your 
choice. You can also create your own color theme. 
 
 
 
 
 
 
 
You can also manually change the color of your background by going to 
VIEW > SLIDE MASTER.  After you finish working on the master be sure to 
go to VIEW > NORMAL to continue working on your poster. 
 

How to add Text 
The template comes with a number of pre-
formatted placeholders for headers and text 
blocks. You can add more blocks by copying and 
pasting the existing ones or by adding a text box 
from the HOME menu.  

 
 Text size 

Adjust the size of your text based on how much content you have to 
present. The default template text offers a good starting point. Follow 
the conference requirements. 

 

How to add Tables 
To add a table from scratch go to the INSERT menu and  
click on TABLE. A drop-down box will help you select rows 
and columns.  

You can also copy and a paste a table from Word or another PowerPoint 
document. A pasted table may need to be re-formatted by RIGHT-CLICK > 
FORMAT SHAPE, TEXT BOX, Margins. 
 

Graphs / Charts 
You can simply copy and paste charts and graphs from Excel or Word. 
Some reformatting may be required depending on how the original 
document has been created. 
 

How to change the column configuration 
RIGHT-CLICK on the poster background and select LAYOUT to see the 
column options available for this template. The poster columns can also 
be customized on the Master. VIEW > MASTER. 

 
How to remove the info bars 

If you are working in PowerPoint for Windows and have finished your 
poster, save as PDF and the bars will not be included. You can also delete 
them by going to VIEW > MASTER. On the Mac adjust the Page-Setup to 
match the Page-Setup in PowerPoint before you create a PDF. You can 
also delete them from the Slide Master. 
 

Save your work 
Save your template as a PowerPoint document. For printing, save as 
PowerPoint or “Print-quality” PDF. 
 

Print your poster 
When you are ready to have your poster printed go online to 
PosterPresentations.com and click on the “Order Your Poster” button. 
Choose the poster type the best suits your needs and submit your order. If 
you submit a PowerPoint document you will be receiving a PDF proof for 
your approval prior to printing. If your order is placed and paid for before 
noon, Pacific, Monday through Friday, your order will ship out that same 
day. Next day, Second day, Third day, and Free Ground services are 
offered. Go to PosterPresentations.com for more information. 
 

Student discounts are available on our Facebook page. 
Go to PosterPresentations.com and click on the FB icon.  
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     In higher education course development, there are multiple platforms 
that can be approached to engage students with material, whether it be in-
lecture tests, online interactions, or backchannels of participation. These 
outlets enhance the course content, while interacting with students for the 
purposes of creative and critical engagement. This research project 
utilised gamification methods to implement an original credential system 
for English 205: Introduction to Shakespeare in Winter 2015. 
     The goal was to link each of these enhancing outlets to an explicit 
learning outcome. Although to capture this participation, acknowledge it in 
lecture, and recognise achievement, we implemented a micro-
credentialing system of digital badges to reward this engagement, like 
others at our institution (Kim). Digital badges recognize students' skills 
that extend beyond a particular course into new environments: analyzing 
texts is a skill for other courses, and for the workplace (“Why Badges?”). 
This credential system engaged students with course content, created a 
classroom community beyond class time, and offered new insights to how 
gamification incentivises learning in higher education.  
 
  
     We questioned: How can gamification’s concepts of progression and 
emergence further how academic courses reward student participation in 
higher education? Can a micro-credentialing system promote tangible 
results for the alignment of learning outcomes, assessment blueprint(s), 
and pathways for student engagement? 
 
 
     The gamification of student participation, through a micro-credentialing 
system localised on a course blog, rewards tangible actions of 
progression and emergence as it intertwines with learning outcomes and 
various platforms on- and offline. This created a class community and 
promoted student skill development, while achieving course teaching and 
learning objectives.  
 
 

Methods:           
     Gamification, a method in blended learning pedagogy, incentivizes 
activities by rewarding participants with (micro-) achievements. Through 
gameplay, students track progression and emergence through issuing 
tangible forms. This differs from what academic courses already do, by 
adding a tangible element to student achievement. 
     In higher education, gamification has risen to offer micro-credentialing 
alongside course assessments. Gamification in the classroom, like in 
video games, relies on the tension between progression and emergence. 
Progression is when the participant engages with a game according to a 
sequential path predicted by the developer. Emergence is when the 
participant engages with a game contrary to the predictions of the 
developer (including cheating, hacking, and communal play).   
     Even though academic courses are already rewarding and tracking 
progression, there are rarely tangible forms of emergence. As various 
universities exemplify, like Purdue University, micro-credentialing allows 
students to obtain specific knowledge or skills with a designation (a 
badge). This “online representation of a skill” earned is portable and 
accessible as creditable skills beyond the course dates (“Why Badges?” 
np). This is because digital badges recognise students' skills that extend 
beyond a particular course into new environments: analyzing texts is a 
skill for other courses, and for the workplace (“Why Badges?”np). The 
skills acquired, externalised by badges, are made useful beyond 
Shakespeare, or literature classes. 
     More importantly, the classroom becomes a community. Badges 
recognize peer achievement and build a class community (Ferdig and 
Pytash np). Students must become users, post themselves, and engage 
with others and course materials. There is collaboration on digital spaces 
and an online repository of these critical interactions. 
 
 
 
 
 
 
 
           
          
 
 
 
 
 
Design:           
     We questioned what were the best platforms for critical engagement 
with course content, online, but also in real-world activities. In assessing 
various systems in higher education, the developing UCalgaryBadges 
system, and attempting to utilise our materials fully, we constructed our 
own system. 
     Our badge system was based on 7 course objectives with one badge 
linked to each. 10 badges were offered initially to the class, 6 were hidden 
badges that were not weighted in the grade book, and 1 was a bonus 
badge. To receive a top grade in the participation component of the 
course, students had to work towards a minimum of 15 points in 5 of 
these badge categories further their literary skills in writing, or 
argumentation, or analysis. To do this, they participated in activities that 
added up to points. Once they had earned more than 15 additional points 
in a single category, they were offered a Bonus Badge worth an extra 3%. 
 

  
 

Implementation: 
     Our system did not have students directly submit assignments. 
Instead, a grader would go through the posts, tweets, and submissions. 
This involved heading out to classroom platforms, especially the course 
blog, list students on a log spreadsheet to account for each point earned, 
and then process each post by every student. Each activity would be split 
into a badge facet, like an original sonnet accounting as writing points, 
then scaled and quantified in our spreadsheet, to be totalled for each 
badge. If students had earned 15 points, they would be nominated 
through BadgeOS and approved to receive a Badge.  
 
 
 
 
 
 
 
 
 
 
 
         
     This badge would be displayed on the course blog and sent via email. 
Then students had badges displayed on their homepages, and on each 
badge page was a list of their peers who had earned the same badge. At 
the end of the course, all grades were moved to Desire2Learn, and where 
applicable, the Bonus Badge (3%) was added to their final grade. 
 
Results: 
     In total this system produced 418 blog posts from 88 individual 
authors, 38 Soundcloud recordings of Shakespeare’s Sonnets, various 
videos ranging from performance pieces to critical discussions, a text-
adventure video game about A Winter’s Tale, and many more exemplary 
submissions. We found that most students felt comfortable about 
participating in new experiences (like creative writing or attending 
productions) and enjoyed the challenge of collecting points rather than 
simply satisfying a requirement based on how many times they raised 
their hands. Although, the students who took imitative and found their 
niche platform set initial standards that were difficult to meet, especially 
for later contributions that were generic, redundant in style and number. 
Moreover, the collaborative projects (like a podcast show) and number of 
comments on the blog, offer that a community was built through the 
interactions and creative engagement our gamification system promoted. 
These numerous and intriguing results offered insights into how the 
system could be adjusted and made more benefical for students. 
 

IMPLEMENTATION AND RESULTS CONCLUSIONS 

BIBLIOGRAPHY 

     Based on the construction of our credential system, the results of 
student participation, and the issues students and our team faced, I 
conclude that this design does need to be adjusted. Despite applying 
gamification methods, utilising credential designing materials, and 
implementing an original system on UCalgaryBlogs, the students’ 
interaction and responses with the system varied and tedious work was 
necessary for the grading of so many interesting submissions. Our results 
must now be translated to previous and ongoing gamification research 
and practice, while also informing a dream design.  
     This research has led to further investigation into this pedagogical 
research, blended learning and especially gamification. Presently, based 
on feedback from the Taylor Institute’s Teaching and Learning Conference 
2015 and the student submissions, Dr. Michael Ullyot and I are working on 
drafting our insights and crafting our dream design as a response to 
scholarship in pedagogy and gamification in higher education.  
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To read more about this system and findings search #engl205 on twitter 
 

METHODS AND DESIGN 

MATERIALS 

          

Obtain your own Badge now using the QR Code! 

Figure 2: A screenshot of badge development on Credly. 
Figure 3: Four examples of badges created on Credly.  

Figure 1: 15 of the 17 Badges offered to students in #engl205  

Figure 4: A screenshot of an awarded Avid Analyzer Badge on the course blog 
Figure 5: A screenshot of the various students who have earned an analysis 

badge and list of an individual’s badge on the left hand side. 

Figure 6: A screenshot of the various sonnet recordings made by students on SoundCloud 
Figure 7: A screenshot of one student’s visual representations of the text, in doodle form 
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