
Insert Coin to Continue- Advanced Gamification  

by Scott Hebert 

Summary: 

This book is written and published independently by a teacher in Fort Saskatchewan who has 
created some “epic” professional development, TED Talks, and templates for questing style 
activities for grade 8 science. This builds on the first book “Press Start To Begin” and includes 
the following: 

• Answers FAQs 
• Day-to-Day gamification. 
• Battle Boarding what it is, how it grew. 
• Answering a lot of adaptations for different amounts of space, budget and time. 
• Character classes/ Class system builds on the skill system (forces critical thinking, 

collaboration, creative thinking, and risk taking.) 
• Advanced game card mechanics how to make differentiation for engagement. 
• How to build an endgame. 
• Digital items skill templates and files for the endgame. (All done in accessible formats 

such as powerpoint instead of photoshop. 
 
Much like “Press Start to Begin” this book has a great deal of humour and video-game style 
melodrama in its narration. The book offers the tasks like quests to you the player aka: 
Trailblazer.  

 
What we liked 

The light-hearted approach will appeal to anyone interested in gamification in the first place. 
Master Heebs knows his audience.  

He takes budgets and space in to consideration and acknowledges which items he had donated 
and which he made himself (mostly the latter.) In a public system so frequently short on funds 
this is important to make the material useful for the average teacher. 

Master Heebs walks the reader through obstacles and hiccups he ran into with his 
battleboarding experiences so we can learn from his mistakes and adjust to our own unique 
classrooms. He gives practical instructions for crafting your own battleboards and battlebooks 
including supplies, techniques, online instructions, resources, and suggestions for expansion 
possibilities at a later date. 

The rules are included and in the digital format it would be easy to tailor and print them out to 
meet your student/subjects needs. 

Breaks are written into the book in “choose your own adventure” style, a wise reminder to 
practise self-care. 

 
The websites suggested for making the card system is modeled after “Magic the Gathering” and 
could be used for games and projects separate from a battleboard setup.  



The chapter on expanding your professional network is particularly unique as it’s a collection of 
ordinary teachers from different countries doing the same thing the reader is. It creates a 
community for support and inspiration on Twitter and other social media. 

 
What we didn’t like 

If you are not at least passingly familiar with RPG and tabletop games such as Warhammer or 
Dungeons and Dragons this approach to gamification could get quite overwhelming. On top of 
that the students need to buy in and the instructions need to be clear to avoid confusion. This 
leads to a lot of frontloading when it comes to prepping for the year. 

 
Who can use this book 

This book is useful for anyone who read Press Start to Begin and want to try the Battleboard 
structure. This is a project to take on by teachers who are prepared to plan for the year. This is 
also a project that requires established rules that can be reasonably enforced with without 
needing constant supervision from the teachers. 

 
Things to consider 
This book is a continuation from “Press Start to Begin” and while you will find plenty of useable 
ideas if you jump straight in to the sequel, the format of Master Heebs gamification classroom 
might be hard to follow. 
 
We were intrigued by the possibilities for 3D printers as they become more widely available in 
schools. The book only discussed the possibilities for figures on the battle board but we 
wondered how the accessibility to 3D printers and robots like Spheros could allow for more 
unique/personalized activities while meeting curricular standards for ADST. 

 


