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Objetivos

Compreender o que é a Identificar boas praticas e Refletir sobre as implicacoes
Inteligéncia Artificial. ferramentas uteis para estudantes éticas do uso da Inteligéncia
dos Ensino Superior. Artificial.
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O queée a
Inteligencia
Artificial?

Inteligéncia artificial generativa ou IA generativa € um ramo da inteligéncia artificial focado
na criacao de conteudo novo, baseado em padrdesiidentificados nos conjuntos de dados
de treinamento. E possivel criar contetido como texto, imagens, audio, video, codigo de
software, podendo ser gerados a partir de solicitagbes em linguagem natural, ou até de
através de imagens para imagens, e de videos para videos.
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https://pt.wikipedia.org/wiki/Intelig%C3%AAncia_artificial_generativa

Limitacoes da
Inteligéncia
Artificial
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Falta de Criatividade Original: A |A gera
conteudo baseado em padroes
existentes, nao existe inovacao genuina.

Alucinacoes de |A: Pode produzir
informacoes falsas ou referéncias
inexistentes, mas verossimeis.

Falta de Contexto: Nem sempre
compreende nuances académicas e pode
sugerir respostas geneéricas.

Dependéncia Techologica: Uso excessivo
pode prejudicar o desenvolvimento de
habilidades criticas.



Ferramentas
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Como a lA nos
pode ajudar?

v' Pesquisa e Referéncias
v' Organizacao e Estruturacao
v' Redacéo e Revisdo

v' Anéalise de Dados

A Cuidado com Falsos Conteudos
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Desafio

Escolha umtema académico e use |A para:
o Criar uma estrutura de capitulos.
o Gerar um paragrafo introdutério.

o Sugerir referéncias (e verificar validade).
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Enhancing Digital Competence: A
Comprehensive Digital Educational
Games Training Needs Analysis for
PAUD Teachers

Psychometric investigation of the
gamification Hexad user types
scale with Brazilian Portuguese
adolescents speakers

Teachers’ acceptance of
technology-based simulation
games as teaching pedagogy In
management education: an
extended technology acceptance
model

THE ROLE OF GAMES IN
CONTEMPORARY EDUCATION:
CHALLENGES FOR THE
TEACHERS AND STUDENTS IN
THE ERA OF BLENDED LEARNING
— CORRELATION BETWEEN
GRADES AND GAMES
PERFORMANCE

The effect of challenge-based
gamification on learning: An
experiment in the context of
statistics education.

Adaptation and psychometric
investigation of the Gameful
Experience Questionnaire
(GAMEFULQUEST) in Brazilian
Portuguese.

Al-Enabled Gamification In
Education

Connections

1 selected paper
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Abstract Gamification is increasingly
employed in leaming environments as a way
to increase student motivation and
consequent leaming outcomes, However,
while the research on the effectiveness of
gamification in the context of education has
been growing, there are blind spots regarding
which types of gamification may ba suitable
for different educational contexts. This study
investigates the effects of the challenge
based gamification on learning in the area of
statistics education. We developed a
gamification approach, called Horses for
Courses, which is composed of main game
design patterns related to the challenge-
based gamification; points, levels, challenges
and a leaderboard. Having conducted a 2
(read. yes vs. no) x 2 (gamification. yes vs.
1) between-subject experiment, we present
a quantitative analysis of the performance of
365 students from two different academic
majors: Electrical and Computer Engineering
(n=279), and Business Administration (n=86).
The results of our experiments show that the
challenge-based gamification had a positive
impact on student leaming compared to
traditional teaching methods (compared to
having no treatment and treatment invoiving
reading exercises). The effect was larger for
females and for students at the School of
Electrical and Computer Engineering
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Similar Work

F Relevance

Gamification in theory and action

The impact of gamification on
leomlng and Instruction: A
systematic review of empirical
evidence

From game design elements to
gamefulness: defining
“gamification”

Self-determination theory and the
facilitation of intrinsic motivation,
social development, and well-being.

The rise of motivational information
systems: A review of gamification
research

The Gamification of Learning: a
Meta-analysis

Can gamification help to improve
education? Findings from a
longitudinal study

Towards understanding the effects
of individual gamification elements
on intrinsic motivation and
performance

Evaluating Structural Equation
Models with Unobservable Variables
and Measurement Eror
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Gamified Learning vs. Traditional Methods
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Study

Andrade and Law, 2021

Carrasco Ramirez et al, 2019
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®  Research report

Gamified Learning vs. Traditional Methods

Gamified learning approaches consistently outperformed traditional teaching
methods for students aged 12-18, yielding higher academic scores across various
subjects in eight out of nine studies.

ABSTRACT

Gamified learning yielded higher academic scores and increased student engagement compared with
traditional methods for students aged 12 to 18 In sexual health education, one study reported mean
scores of 79.94 (SD 11.17) with a gamified, point-based system versus 5193 (SD 18.71) using conventional
5D 9.87) to 7867 (SD
8.12) when gamification was applied. * Engagement measures also improved; for example, one report
documented an increase from a mean engagement score of 3.51 (SD 0.53) in traditional settings to 4.12 (SD

0.48) in a gamified environment, while positive correlations (r = 0.60-0.68, p < 0.01) linked motivation to

instruction. * In mathematics, another study noted a rise in mean scores from 68.45

academic performance.

Studies employed points, badges, leaderboards, and, at times, more elabarate elements such as missions,
levels, and challenges across diverse subjects including physics, physical education, and postural education.
Eight of nine reports indicated superior outcomes for gamified approaches, with the sole exception

neting no significant motivaticnal difference

METHODS

We analyzed 9 papers from an initial pool of 50, using 7 screening criteria. Each paper was reviewed for 5 key

aspects that mattered most to the research question. More on methods

RESULTS

Characteristics of Included Studies

Study Design Population Demographics

Randomized controlled trial * Number of participants: 74 students, Age range
approximately 13.62-15.50 years, Gender: 36 male,
33 female, 5 unspecified *

Comparative study with elements of action Number of participants: 90 students, Age range:
research * 16-18 years *

Subject Area

Physics (Electric Circuits) *

Physical Education *
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No, the research report does not contain any
studies examining gamification in History
education. The studies included in the review
covered other subject areas: Physics (Electric
Circuits) Andrade and Law, 2021, Physical
zetal 2019 &1
others, Sexual Health Education Haruna et al.,
2018 & 1 others, Mathematics Mar

2024 & 1 others, and Postural Education Serranc-

Education Carrasco Ra

a et al

Duré et al, 2021. While the research
demonstrates positive effects of gamification
across these various subjects, there is no specific
data or findings related to History education in
this report

Can you present the list of 50 papers gathered?
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Recomendacoes
Finais |A € um assistente, nao um substituto.

E necessario validar toda a informacéao e
fontes.

Recorrer a Al para:

e Reescrita de texto

* Analise de documentos

e Sugestao de organizacao do texto

e Sugestao de outras questoes que podem ser analisadas.

Instituto

t Inovagao
0 Financiado pel d "\\' Palitécnico Pedagégica e de Educagéo
A AINOV3IP Orrr g, B=== N e it
CENTRO DE INOVAGAO PEDAGOGICA oS e



	Diapositivo 1: Inteligência Artificial no Ensino Superior: Ferramenta ou Atalho?
	Diapositivo 2: Objetivos
	Diapositivo 3: O que é a Inteligência Artificial?
	Diapositivo 4: Limitações da Inteligência Artificial
	Diapositivo 5: Ferramentas de Inteligência Artificial
	Diapositivo 6: Como a IA nos pode ajudar?
	Diapositivo 7: Desafio
	Diapositivo 8: Pesquisa de Referências
	Diapositivo 9: Pesquisa de Referências
	Diapositivo 10: Recomendações Finais

