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The university laboratory seminar provides a forum for a presenter and other
participants to discuss academic subject matter, but it is notoriously difficult to get the students to
actively participate. By integrating a gamification framework into a seminar environment (i.e., a DM
system), our objective is to sustain and improve the motivation of students to actively participate in
seminars and stimulate discussions by evaluating and visualizing the argumentative skills of students.
Based on a close analysis of one year"s seminar records after incorporating gamification into a seminar
setting, we found that motivation to speak better was markedly improved in students—this was especially
apparent in students recently assigned to the laboratory who were unfamiliar with seminar routines—and
verified that the "capacity to argue" of these students saw significant improvement.
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