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1. Preamble of Workshop 

 
1.1 Introduction 

The Department of Science & Humanities & Teaching Learning Centre hosted a one-day 

workshop on "Gamification and Mindfulness in Education" on 27.08.2024. The 

workshop designed to enhance the young professors with recent pedagogical tools that 

enrich student learning experiences through gamification practices. Faculty members 

from various departments participated in this workshop to augment their teaching 

methodologies and understand the integration of these innovative approaches in 

classroom environments. 

           Venue : Hall No 12, LLC (C 203) & A 518 

             Organisers : Department of Science and Humanities & Teaching Learning Centre 
 
1.2 Objectives: 

       The workshop sought to: 

 Explore the potential of gamification in improving student motivation, engagement, 
and performance. 

 Highlight the significance of mindfulness in reducing student stress, improving focus, 

and fostering emotional well-being. 

 Provide hands-on experience with tools and techniques for applying these methods in 

teaching practices. 

1.3 Inaugural Session 

The workshop began with an inaugural session at 09:30 am in Hall No 12. 

Ms.V.Arunadevi, AP(SS)/ English, delivered the welcome address and the workshop 

context was rendered. Dr. A. Senthilkumar, Dean-Academic & Autonomous, reiterated 

the significance of the workshop.   

Then chief guest was introduced and Dr. Nagalakshmi, Professor of English at VELS 

Institute of Science, Technology, and Advanced Studies (VISTAS), Chennai took over 

the session. Dr.L.Chitra, Head of Science and Humanities, Dr.T.Ramkumar, Head-TLC, 

Dr.B.Saravanakumar, Programme Coordinator, S&H, TLC Core Coordinators and S&H 

Faculty members were present on the occasion.   
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Chief Guest Address 

In her keynote address, Dr. Nagalakshmi highlighted the transformative potential of 

gamification and mindfulness in the current educational landscape. She emphasized how 

gamification strategies can foster student engagement by turning learning into a more 

interactive and enjoyable process. 

1.4  Workshop Brochure 

 

 
 

 



5|Workshop-2024  

1.5 Proposal  
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2. Deployment of Programme 

 

2.1 Attendance Record & Bills 
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2.2 Training Session Snap Shots 

 

 
 

2.3 Materials & Hand Outs 
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3. Workshop Detailing 

 

Session 1:  

 
The first session began with an orientation on how to use an engaging activities such as 
Icebreaker, Warmer, and Coolers to create a positive, collaborative atmosphere among 
the students. The combination of icebreakers, warmers, and coolers plays an essential 
role in setting the emotional and cognitive tone of learners. Moreover, it can help 
learners mentally shift from the introductory icebreaker to the educational content in a 
slow manner.  
 

Session 2  

   
The second session focused on a team-building activity aimed at fostering collaboration 
and problem-solving skills among educators. Participants were divided into small teams 
and given an activity. This exercise promoted teamwork, communication, and creativity. 
This activity reinforced the importance of collaboration in educational settings and 
allowed participants to learn from each other’s ideas. 
 
Session 3 

 
The session introduced participants to the Lumi App, a tool that allows educators to 
create interactive learning content. Participants were guided through the process of 
creating gamified lessons using Lumi, including quizzes, flashcards, and other 
interactive activities. Each participant was given the opportunity to create one’s own 
Lumi-based learning modules. This allowed them to understand how gamification could 
be integrated into their teaching to enhance student engagement. 
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4. Valedictory and Feedback 

4.1 Closure snaps 
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4.2 Feedback  
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4.3 Certificates  
 

 
 
 
 

4.4 Closure Report 
 

The one-day workshop on "Gamification and Mindfulness in Education" was a success, 
fulfilling its objective of empowering educators with innovative teaching strategies. The 
workshop provided participants with practical insights into how gamification can 
enhance student engagement and how mindfulness can foster emotional well-being in 
the classroom. 
 
The event concluded with a vote of thanks delivered by Ms. S.C. Lavanya, AP (SS) / CSE, 
who expressed her gratitude to the chief guest, organizing committee, facilitators, and 
participants for their active involvement. The workshop received enthusiastic 
participation and marked an important step towards integrating modern pedagogical 
tools into the educational practices at Dr. Mahalingam College of Engineering and 
Technology. 
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