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Abstract

Introduction: Digital Badges have emerged as an alternative credentialing mechanism in higher education. They have data
embedded in them and can be displayed online. Research in education suggests that they can facilitate student motivation and
engagement. The authors introduced digital badges in a Psychiatry module in an Irish University. Completion of clinical tasks
during the student’s clinical placements, which were previously recorded on a paper logbook, now triggers digital badges.
The hope was to increase students’ engagement with the learning and assessment requirements of the module.

Methods: The badges — gold, silver and bronze level — were acquired on completion of specific clinical tasks and an MCQ. This
was done online and student progress was monitored remotely. Data was collected from the students at the end of the module
using a questionnaire adapted from validated questionnaires used in educational research.

Results: The response rate was 68%. 64% of students reported that badges helped them achieve learning outcomes. 68% agreed
that digital badges helped them to meet the assessment requirements. 61% thought badges helped them to understand their
performance. 61% were in favour of the continuing use of badges. Qualitative comments suggested that badges should contribute
to a higher proportion of the summative mark, and identified that badges helped students to structure their work.

Conclusions: The findings are in keeping with the literature in that engagement and motivation have been facilitated. Further
evaluation is required but the use of badges as an educational tool is promising.

Keywords: Medical Education, Digital Badges, Students’ Engagement, Continuous Assessment, Gamification, Health
Profession Education

Practice Highlights
= Digital badges may enhance student engagement.
= Digital badges may promote motivation for learning.
= Evaluation of digital badges using a questionnaire with ordinal analysis of data and coding of free comments.
= Majority of students reported working harder than in a non-gamified module.
=  Digital badges provided structure and direction to the student’s learning.

exploration of its use in education. Elements from game
design applied in non-game contexts to influence, engage
and motivate individuals and groups have resulted in the
development of a new field known as gamification
(Deterding et al., 2011).

I. INTRODUCTION

Educational research recognises student engagement as
valuable and as having significant impact on their
learning (Mandernach, 2015). While searching for tools
impacting on engagement, educators observed that
games have been good at engaging players for decades,

through their ability to sustain players’ attention and
keep them motivated throughout the games (Przybylski
et al., 2010). This level of engagement is desirable to
both students and educators. This achievable level of
engagement in gaming strategies has led to the
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Digital badges are common tools of gamification (Barata
etal., 2013). They are frequently used by game designers
and in recent years also by educators. A digital badge
used in education can be a validated symbol of academic
achievement, accomplishment, skill, quality or interest
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(HASTAC, n.d.). Digital badges are digital images
obtained through the completion of some pre-specified
goals that are annotated with metadata and that can be
displayed online (Hensiek et al., 2017). In higher
education badges have been used to recognise a student’s
participation in a learning activity, to help students
explicitly and visually capture and monitor progress
made on learning tasks, to recognise the achievement of
skills and competencies and to serve as a means of
certifying these achievements. They are reported to have
a positive effect on the learners” motivation if they are
considered as awards or if they trigger competition
among peers (Yildirim et al., 2016).

It appears that the value of digital badges depends on
their design (when awarded, for what, and what they
mean). For example, the use of badges as credentials
only, has been criticised for focusing exclusively on
extrinsic motivating factors, which have less impact on
engagement than intrinsic ones (Seaborn & Fels, 2015).
This is why combining the use of badges, as credentials
as well as using them within the assessment process
appears to be a better idea. Considering, that assessment
has proven to have the most impact on effective learning,
the use of badges during structured assessment has been
favoured by educators (Abramovich, 2016; Rolfe &
McPherson, 1995). The assessments that have potential
to generate formative and summative feedback are
presented as particularly useful (Armour-Thomas &
Gordon, 2013). Digital Badges represent a viable
alternative to existing methods of assessment in
educational institutions and in the work environment
(Dowling-Hetherington & Glowatz, 2017). It was also
noted that access to regular feedback (broadly available
in games) is helpful to learners. Students that are given
opportunities to complete a task and learn from their
mistakes do better in overall assessment. Games are a
great example of the design where a player learns
through feedback, gets better and eventually becomes
successful (McGonigal, 2011). Similarly, the literature
states that the use of badges has potential to offer a sort
of “covert assessment”, meaning that students can
approach a task as if it was a game. This helps to maintain
the benefits of assessment while minimizing the potential
for unhelpful levels of test anxiety (McGonigal, 2011)
(Abramovich et al., 2013).

Another advantage given for the use of digital badges is
their potential for remote monitoring of students’
progress and their difficulties by instructors and tutors
(Huang & Soman, 2013). There is a growing momentum
for the use of digital badges as an innovative instruction
and credentialling strategy in higher education (Noyes et
al., 2020).
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In our University, Psychiatry is taught as a 10-credit
module to both undergraduate and graduate entry
students in the final stage of their degree in medicine.
Typically, approximately 240 students are taught the
module in four different groups: two groups in the spring
and two groups in autumn, for six weeks at a time. Face
to face teaching is centralized on Mondays and Fridays.
Clinical teaching is delivered during the rest of the week
and takes place in multiple different clinical centres. The
overall assessment of this module comprised a
continuous assessment with specific formative and
summative tasks recorded in a paper logbook. The
summative tasks were worth 20% of their overall
assessment.

Standardising the student clinical experience, engaging
them in their clinical placements and monitoring their
attendance and progress can be challenging. The paper
loghook/portfolio we were using was inadequate in that
it did not allow for central monitoring of progress and
often the difficulties students were encountering came to
the attention of the teaching staff only when the logbook
was handed over at the end of the module. Provision of
feedback on progress was also limited. We felt that, in
particular, students that were slow to progress were
missing potential remediation before the summative
assessments. We also encountered practical difficulties
such as lost logbooks that affected the continuous
assessment process.

We felt that digital badges offered a way of monitoring
attendance and participation in tasks remotely, providing
feedback, facilitating remediation and allowing students’
gauge how they are doing in relation to their peers while
optimizing engagement in the clinical placements and
structuring the learning to sustain progress through the
module. We introduced and piloted the use of digital
badges in the Psychiatry module as part of the continuous
assessment. We carried out a descriptive study to
appraise the potential usefulness of digital badges as part
of our teaching strategy.

Il. METHODS

A. Course Design

Students taking the 6-week Psychiatry module start their
clinical placement on day 2 of the Module. Each week,
students participate in their continuous assessment in
order to collect their weekly badge. To acquire a badge,
they need to complete and upload specific clinical tasks
including formative clinical cases scheduled for them, to
upload a Clinical Placement Form signed by the
consultant on the team they are attached to and do an
online multiple-choice question test at the end of the
week. As all of this is done online their progress can be
monitored remotely by the teaching team independent of
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the location of their clinical placement. Collecting their
weekly badges provides them with 5% of their
continuous assessment mark. The other marks for
continuous assessment come from a summative clinical
case (90%) and a reflective assignment (5%). Continuous
assessment contributes to 20% of overall assessment
mark.

B. Badges Design

Tutors in Psychiatry in conjunction with the University’s
Teaching and Learning Department created Badges. It
was part of an institution-wide digital badging pilot
project (UCD Teaching and learning, 2017). It was
agreed that there would be three types of badges -bronze,

Badge creator ‘ Learner |
Tutor

++sB| INDED***
logo

i

Badges - tasks, types

d 1O r&— Review of the
)g— ' \ 9 evidence
Evidence of

~clinical task

silver and gold - obtained and displayed on the
university’s virtual learning environment (currently,
Brightspace). As noted above students receive a digital
badge on completion of assigned tasks, which are part of
their continuous assessment. The type of badge awarded
depends on the MCQ score and it is displayed on the
student’s Blackboard profile. Figure 1 depicts the
process. It shows that all badges are contributing to 5%
of the module continuous assessment. Every week
students receive information as to what percentage of the
group has acquired a bronze, silver or gold badge so they
have an idea of their performance in relation to that of
the rest of the group.

Online, remotely
by tutors

-attendance

L 5 badges awarded over 5 weeks. In total they counted
for 5% of the module continuous assessment

Figure 1. Step-by-step the process of getting/awarding a badge

C. Questionnaire

The 'Digital Badges Experience Survey' questionnaire
was designed based on previously described surveys: the
ARCS Badge Motivation Survey (Foli et al., 2016) and
the Badge Opinion Survey (Abramovich et al., 2013)
with some additional questions suggested by the
literature on digital badges. The authors and faculty
members identified and agreed on the following
constructs as being relevant to our teaching delivery and
our study: previous knowledge of digital badges (items 1
& 2), their meaning and relevance to students (items 22,
13, 14, 12, 8 & 5) motivation and engagement (items 3,
4 & 23), relevance to assessment and feedback (items 11,
9, 10, 24, 18 & 19), their use in structuring learning
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(items 15, 6, 7 & 16), self-efficacy (items 17, 20, 21 &
25), social context implication (items 26, 27 & 28).
Under each construct, items from the above
questionnaires were discussed and agreement reached on
the ones to be used, altered or added assessing relevance
and acceptability for our aims and teaching context.

Our survey consisted of 30 items with answers displayed
on a seven-point Likert Scale. The 31% (final) question
required dichotomous (yes/no) answer with space for
respondents to explain their reasons for it. We also
provided for free commenting from students
(Questionnaire is available in Table 1).
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Please rate your agreement with each of the statements using the following scale:

Strongly Agree Agree Somewhat Neutral Somewhat Disagree Disagree Strongly Disagree
Agree
+3 +2 +1 0 -2 -3

Strongly Strongly
PLEASE CIRCLE ONE NUMBER FOR EACH STATEMENT Agree Disagree
1. I knew what digital badges were before | began this module. +3  +2 41 0 -1 -2 -3
2. | have earned digital badges before beginning this module. +3  +2 41 -1 -2 -3
3. I felt motivated to complete the module because | was earning digital 3 +2  +1 -1 -2 -3
badges.
4. Compared to other modules on my programme, the digital badges +3  +2 41 0 -1 -2 -3
motivated me to work harder.
5. The digital badges helped me to understand the learning outcomes for +3  +2 41 0 -1 -2 -3
this module.
6. The digital badges helped me to achieve the learning outcomes for this +3  +2 41 0 -1 -2 -3
module.
7. The badge helped draw my attention to the clinical seminars. +3  +2  +1 -1 -2 -3
8. The digital badges helped me to understand the content of this module. +3  +2  +1 -1 -2 -3
9. The digital badges helped me to understand the assessment requirements  +3  +2  +1 -1 -2 -3
for this module.
10. I was more aware of the module continuous assessment requirements +3  +2  +1 0 -1 -2 -3
because | would be earning digital badges.
11. Because | was earning digital badges, | knew the continuous assessment +3  +2  +1 0 -1 -2 -3
requirements were important.
12. Earning digital badges made a difference in how | viewed completing the +3  +2 41 0 -1 -2 -3
continuous assessment requirements.
13. Earning badges made the assignments more significant to me. +3  +2 41 0 -1 -2 -3
14. The badges increased how relevant the assignments were. +3  +2  +1 0 -1 -2 -3
15. The digital badges helped me to structure my work in this module. +3  +2 41 0 -1 -2 -3
16. The digital badges helped me to meet the assessment requirements of this ~ +3  +2  +1 0 =l -2 -3
module.
17. The badges increased my confidence that I could demonstrate the content  +3  +2  +1 0 -1 -2 -3
of my knowledge.
18. The digital badges helped me to understand my performance in this +3  +2 41 0 -1 -2 -3
module.
19. The digital badges helped me to understand my progress through the 3 +2  +1 0 -1 -2 -3
module.
20. The badges were symbols that | had mastered content. +3  +2 41 -1 -2 -3
21. The badges increased my overall level of satisfaction with completingthe ~ +3  +2  +1 -1 -2 -3
continuous assessment requirements.
22. By earning the badges | was more fulfilled as a student by completing the  +3  +2  +1 0 =il -2 -3
assessment requirements.
23. The digital badges made me want to keep on working. 3 +2  +1 0 -1 -2 -3
24, | understand why | earned all of my badges. +3 +2  +1 0 -1 -2 -3
25. The badges | earned represent what | learned on this module. +3  +2 41 0 -1 -2 -3
26. | talked to others about the badges | earned. +3 +2  +1 0 -1 -2 -3
27. I compared the badges I earned with others’ on the module. +3  +2  +1 0 -1 -2 -3
28. The potential to earn digital badges at gold, silver and bronze levels made +3 +2  +1 0 -1 -2 -3
me feel competitive.
29. I think digital badges are a good addition to the programme. +3  +2 41 0 -1 -2 -3
30. I would like to earn digital badges in other modules on my programme. 3 +2  +1 -1 -2 -3
31. | think the badges are helpful and should be used in the coming years: Yes O no O
tick as appropriate and give 3 reasons why
32. Any other comments

Thank you for your participation
Table 1. Digital Badges Experience Survey
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D. Participants

The questionnaires were distributed to all the students
of final year of Medicine in our university at the
beginning of the final or sixth week of the module and
collected by their tutors. Informed verbal consent was
obtained from study participants. As described above,
the course was run four times in one academic year, and
we collected data from all four groups of students: two
in the spring and two in the autumn.

E. Data Collection and Analysis

As noted above, questionnaires were distributed and
collected by tutors at the beginning of the sixth (last)
week of the Psychiatry Course. The level of student’s
agreement with various statements was marked on the 7-
point Likert-type scale. Those data were uploaded to
Excel. Data from Likert scales can be analysed as ordinal
as well as interval data (Sullivan & Artino 2013),
(Norman, G. 2010) and we have considered both options.
We concluded that using descriptive statistics such as the
mean in relation to students’ opinions had limited value
(Sullivan & Artino 2013), (Knapp 1990). This is why we
decided to analyse our data as ordinal. To simplify the
answers, we organised them into three groups: “agreed”,
“neutral”, “disagreed”.

Students’ comments were entered into an excel sheet and
analysed by two independent researchers. The comments
relating to the use of badges in teaching of Psychiatry
were coded according to topics, which were identified
and agreed upon by the two independent researchers
(Johnson & LaMontagne, 1993), (Sundler et al., 2019).
Topics were further codified as positive or negative. This
way of coding is described and performed in more details
in other studies (Quesenberry et al., 2011).

I1l. RESULTS
A. Demographics
161 out of 237 students completed questionnaires giving
a 68% response rate. The response rate was 75% in the
first half (from springtime) of the students and 61% in
the second (autumn rotation).

B. Analysis of Answers

65% of students had no previous knowledge of digital
badges and 93% had never earned a badge before the
module as per items 1 & 2 of questionnaire.

1) Meaning and relevance: Item 22: 48% of respondents
agreed that by earning the badges they felt more fulfilled
as a student when completing the assessment
requirements. 31% disagreed. 45% agreed and 39%
disagreed that earning badges made the assignments
more significant to them (item 13) and similarly only
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42% felt the badges increased the sense of how relevant
the assignments were, while 40 % disagreed with this
view as per item 14.

Earning digital badges made a difference in how 59% of
students viewed completing the continuous assessment
requirements, (item 12). 29% disagreed with this. 68%
students felt that the digital badges helped them to
understand the content of this module and 18%
disagreed, (item 8). 66% students agreed and 24%
disagreed about the fact that digital badges helped them
to understand the learning outcomes for this module
(item 5).

2) Motivation and engagement: 51% of students that
responded felt motivated to complete the module
because they earned a digital badge (item 3). 33% did not
agree with this. The possibility of earning a digital badge
motivated 43% of respondents to work harder (item 4).
39% disagreed with this. The digital badges made 45%
of students want to keep on working, while 29% were not
impacted (item 23).

3) Assessment and feedback: Item 11: 50% felt that
because they were earning digital badges, they knew that
the continuous assessment requirements were important.
36% disagreed. The digital badges also helped 69%
respondents to understand the assessment requirements
for this module but not so for the 15% respondents (item
9). Out of all respondents, 78% were more aware of the
module continuous assessment requirements because of
the digital badges, and only 15% disagreed with that
(item 10). Item 24: As many as 74% of all respondents
did and 14% did not understand why they earned their
badges. The digital badges helped 61% of students to
understand their performance in this module (item18).
27% did not find that badges helped in that way.
Similarly, the digital badges helped 61% of students to
understand their progress through the module. 22%
disagreed with this (item 19).

4) Structure: Out of all respondents 50% agreed and 33%
disagreed that the digital badges helped them to structure
their work in the module (item 15). 64% of respondents
agreed and 21% disagreed that the digital badges helped
them to achieve the learning outcomes for this module
(item 6). Similarly, the badge helped draw attention to
the clinical seminars for 57% of respondents, but not so
for 25%. 68% of students (vs 19% who have disagreed)
felt that the digital badges helped them to meet the
assessment requirements of this module (item 16).

5) Self-efficacy: Item 17: 48% of students agreed (vs
33% who disagreed) that earning the digital badges made
them more confident that they could demonstrate the

content of their knowledge. Item 20: 41% of all
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respondents agreed that the badges were symbols of
mastering the content of the module. A similar number
(40%) of students disagreed and 17% stayed neutral.
59% found the badges increased their overall level of
satisfaction with completing the continuous assessment
requirements (item 21). 27% disagreed with this. 44% of
students agreed and 41% disagreed with the statement
that the badges they earned represented their learning in
the module (item 25).

6) Social context and competitiveness: 42% of students
did and 44% did not talk to others about the badges they
earned (item 26). The potential to earn digital badges at
gold, silver and bronze levels made 49% of students
more competitive (item 28). 39% disagreed with this.
29% of students did and 56% did not compare the badges
they earned with others on the module (item 27).

7) Overall: 56% agreed that digital badges were a good
addition to the program. 61% of students found digital
badges helpful and felt that they should be used in the
future. 31% did not agree with the statement and 8% did
not answer.

Students’ opinions: 136 students did and 25 students did
not write any comment. Students’ comments related
either to one or to several topics. Students were positive
about the use of badges (in various topics) 134 times (See
Figure 1) and negative/critical 106 times (See Figure 2).
It is important to note however that as many as 67 out of
the 106 negative comments related to the low value of
the badges.

Figure 2 depicts information about positive topics
included in students’ comments. 50 students liked the
structure and focus that the badge system provided.
Twenty-eight students found badges motivating and 24
valued feedback they received in the process. A number
of students found the whole process enjoyable,
rewarding and fun (See Figure 2). Figure 3 indicates the
negative opinions. The most frequent topic of all was
repeated 67 times as was related to the value of badges
(See Figure 3). Figure 4 shows some comments made by
students in the free comment box provided on the survey
(See Figure 4).
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Figure 2. Frequency of positive comment grouped by topic
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Negative Opinions
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Figure 3. Frequency of negative comment grouped by topic

Really enjoyed the
module, found it easy

Good incentive, sense of

| think it was too easy to
get away with a half-

to do work, because |

reward, keeps you
working throughout

The badges give an idea
of the learning

outcome, add a buzz to
the module

pressured or stressed.

hearted MCQ, and
scraping a pass in the
MCQ with very little effort

didn’t feel overly

As there was no difference
between a gold, silver or
bronze, | felt there was
little point in trying harder
to achieve a gold badge.

Figure 4. Comments written by students

In summary, the majority of the students liked the way
Digital Badges were used in the teaching of Psychiatry,
however both groups (those that liked and those that
dislike badges) criticized them for their low value of the
overall assessment.

IV. DISCUSSION

Students met digital Badges piloted in the teaching of
Psychiatry to Medical Students of our university
originally with apprehension. The majority of the
students had never heard of digital badges and have never
earned a digital badge before this module. However, data
from the study looking at students’ perception of the use
of digital badges in medical education provided
encouraging results.

A. Sense of Reward

Students found badges rewarding yet complained about
the small value of the badges. This reflected our design
intention in which we wanted to support and engage
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students rather than focus on extrinsic motivating factors
such as sense of reward.

As mentioned above the badge was awarded for
completion of weekly tasks, and the acquisition of a
badge was functioning more as a method of feedback to
students rather than for grading. However, a number of
students complained about this, and reported a sense of
frustration and a lack of motivation to try harder when
the assessment value of the badge was so low.

Nevertheless, our design was supported by other studies.
One such study concluded that achievement of badges
could influence students’ behaviour even if they do not
interfere with grading (Hakulinen & Auvinen, 2014). It
seems that competitiveness was triggered in those who
wanted to do better anyway.

We were pleased to see learners’ comments about
reduced stress during the module. We wanted our award
system to potentiate a sense of safety around assessment,
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giving participants freedom to learn from their mistakes
without influencing their final grade. This is a well-
recognized principle in gamification as a facilitator of
students’ engagement (De Byl & Hooper, 2013).

In addition, our design was guided by the fact that the
best use of badges was linked with the recognition of
already occurred learning, therefore more viewed as an
assessment tool, providing feedback and possibly self-
reflection (Reid et al., 2015).

B. Impact on Structure, Assessment and Feedback

We were pleased to note that students in our study felt
that digital badges provided direction and structure to
their learning. This was also reflected in their comments:
students mentioned how badges impacted on their study
structure, helping them to focus attention on important
aspects of the seminars. These findings are consistent
with a study that reported that students who enjoyed
badges, found them helpful in giving them the direction
they needed to work in (Abramovich et al., 2013). These
students also praised the alignment between badge topics
and course content (Abramovich et al., 2013).

We were also hoping that badges designed, as part of an
assessment that generates formative feedback would help
students know if they are progressing enough to meet the
requirements of their class (HASTAC n.d.). Based on
responses to items 24, 18 and 19 it appeared that students
benefited somewhat from the potential guidance and
feedback provided by the digital badges system.

It is important to remember that students were asked
about the badges at their review seminar and few days
prior to their exams. This timing could have influenced
their answers. For example, students’ opinion was
divided on the statement that earning a badge gave them
a sense that they have mastered the course content.
Similarly, opinion was divided on whether badges
increased students’ confidence that they could
demonstrate their knowledge, nevertheless more students
felt that they had an impact. It would be interesting to see
if students’ responses had been different after their
exams. We know gamification has already been
described as a powerful strategy that can help achieve
learning objectives by affecting the way students behave
(Huang & Soman, 2013).

C. Impact on Motivation and Engagement

In our study, a majority of students responded that they
worked harder in this module compared to non-gamified
modules. Similarly, about 30% more students stated that
they were more motivated to work harder through the
module because they were earning digital badges.

Interestingly when they were given space to provide free
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comment, many have noted that they did feel more
motivated, and a few felt more engaged. Previous studies
also reported that students were more likely to engage in
the game-like tasks providing rapid feedback
(Thamvichai & Supanakorn-Davila, 2012). In other
publications students also considered gamified courses to
be more motivating, interesting and easier to learn as
compared to other courses (Barata et al., 2013), (Dicheva
et al., 2015), (Hakulinen & Auvinen, 2014). It is
suggested that badges are most valued by learners who
are extrinsically motivated and value external validation
(Foli et al., 2016).

D. Impact on Outcomes

We did not compare outcomes in overall performance in
assessment between students before and after
implementation of badges. Having considered this, we
decided against it. We felt there were too many variables
influencing students’ performance and it would be
difficult to definitely attribute potential change to the
implementation of digital badges.

E. View of Badges and Learner Type

The impact of an educational tool could also depend on
characteristics of the student as a learner. It is reported
that students with high expectation for learning and
those that value their learning tasks may view the badge
as validating if designed as a performance assessment
(having impact on intrinsic motivation), but it may
devalue their learning if it was viewed as an external
reward (Reid et al., 2015). On the other hand, badges
used as an assessment model can have a negative
impact on students with low expectancy values (Reid et
al., 2015). Another study concluded that engagement in
the gamified classroom was dependent on students’
playfulness (De Byl & Hooper, 2013). In this study, we
have not addressed the learner types and other such
specifications of the individuals in our group of
students.

In a systematic review of digital badges in health care
education, it is mentioned that digital badges represent
an innovative approach to learning and assessment and
evidence in further education literature demonstrates
that their use increases knowledge, retention and
motivation to learn. However, they also report a lack of
empirical research investigating digital badges within
the health care education context (Noyes et al., 2020).

F. Limitations

Our study is limited by the lack of demographic data
from all participants. This reduces the potential for
comparison between genders and undergraduate vs
postgraduate students. As mentioned above, we have not
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addressed learner characteristics and types (intrinsic
versus extrinsic motivation, playfulness). The timing of
the data collection (students completed questionnaires
before their exams, rather than after) may also be limiting
factors. It is also important to remember that this study
allowed only for assessment of subjective impact (via
students’ opinions and experience) of the badges on
students learning and did not perform objective measures
of students’ overall performance.

V. CONCLUSION

This study was performed at the start of the
implementation of the digital badges in the module and
at the time, it was the only module with elements of
gamification throughout the whole undergraduate
medical curriculum in our university. Like most changes
in the assessment process, the students greeted this with
a level of apprehension. It would be interesting to see if
students’ opinion has evolved after a few years of digital
badges being integrated in the module and when other
modules are using them. Nevertheless, our data shows
that our group of students felt, that they benefited from
the learning structure provided by the digital badges. The
online process of obtaining the badges enabled tutors to
provide timely feedback and monitor students’ progress.
In addition, our findings are in keeping with the literature
in that engagement and motivation have been facilitated
by introducing the digital badges and as such, they
indicate that the use of digital badges is a promising tool
in education.

The use of digital badges in Medical Education is only
starting and would benefit from more research in its
judicious integration in higher education curriculum as
appropriate.
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