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1. Introduction

The delivery of lectures in Higher Education is changing from a teacher-centered perspective
into a student-centred panorama, among which we can highlight the Flipped Learning approach [1],
mainly characterized by a change in the place where the activities take place so that those ones
normally developed outside the classroom now occur in it, and vice versa [2]. During the time spent
in class, the teaching-learning process focuses on those parts of the materials where students have
manifested to present more troubles [3-7]. All this supported with the presence of a timely feedback
[8,9], and the use of New Technologies, recognized as having a crucial role in the process of inverting
the classroom [6,9-11].

Despite the multiple advantages that inverting the classrooms exhibits, students need to make
higher efforts as a result of the increase in their workload [12]. Furthermore, active learning
methodologies require a high level of interaction between students, leading to having to continuously
motivate them, something that cannot be achieved easily. The application of the elements of a game
into the teaching-learning process, something known as Gamification, has been used to solve such
inconvenient. The incorporation of Gamification makes the learning process more enjoyable [13,14]
as it helps solving problems and keeps students motivated.

Considering all the aforementioned, the objective of this research is to present an innovative and
successful active learning experience aimed at enabling the development of students” knowledge,
skills and engagement in a Higher Education setting. In doing so, a successful project in education
innovation is being developed at the University of Extremadura (UEx), through an experience called
Je Suis Econplus. The main element of such experience is the students, who reveal their preferences
for a change in Higher Education teaching-learning processes, and the positive outcomes that such a
change provides to students.
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In order to achieve that objective, we have structured the paper as it follows. In the next section,
we present the main characteristics of the Je Suis Econplus experience. Then, we show its results by
looking at how it benefits students, and by analyzing how the experience has been received outside
the university. Finally, we conclude the paper.

2. Material and Methods

We now move to the presentation of the characteristics of the Je Suis Econplus experience. It was
born in the Faculty of Business and Economics at the University of Extremadura (Spain) during the
academic year 2016-2017. The experience is based on the joint use of 6 main components: (1) Flipped
Learning, (2) Gamification, (3) Social Networking, (4) Cloud, (5) Engagement, and (6) Active
Learning.

As previously mentioned, the main protagonists of the active learning experience are the
students. Therefore and in order to allow them to have such an active participation in the teaching-
learning process, we started by flipping the lectures, designing an inverted-classroom model that
took into account all the main elements that the literature has considered as essential when
implementing this type of methodology: out-of-class activities, feedback, in-class activities, and the
use of the new technologies. The out-of-class activities are developed by students during their study
time before the actual lecture takes place. During this time, their learning is complemented by a series
of YouTube video tutorials made available by the teacher in the online platform Blendspace. After
watching the videos they have to summarize them and upload their summary to the virtual learning
environment (VLE), completing, at the same time, a questionnaire related to their work and the
aspects where more attention needs to be paid during the class time. These are the elements where
the instructor focuses at the beginning of the lectures, commenting the feedback received and re-
designing all the learning-teaching activity based on students’” comments, therefore, following a just-
in-time teaching approach [1]. The rest of the in-class time is based on student-centered learning
activities [7], which development is supported by a virtual learning community located in Google+,
where students and the lecturer could share additional resources, ask and solve doubts, publish
relevant news, and co-evaluate the resolution of problems and practical exercises from other
colleagues.

In order to overcome the Flipped Learning limitations and to enhance the teaching-learning
process, within the Je Suis Econplus initiative we also include Gamification activities, materialized in
the ECONPLUS CHAMPIONS LEAGUE. It consists of a competition which allows to increasing a
series of students’ competences as well as to continuously motivate them, and to increasing the level
of interaction between them. To the joy and happiness of the students for learning is added the
presentation of a  successful YouTube channel: Je Suis Econplus  Official
(https://www.youtube.com/c/JESUISECONPLUS_OFFICIAL). The motto of this YouTube channel is
summarized as follows: “ECONOMICS STUDENTS-TO-STUDENTS: Digital Transformation and
Active Learning of Economics in Higher Education through Flipped Learning, Gamification and New
Technologies”.

3. Results and Discussion

In this section, we show the results obtained from our experience. First of all, we present its
impact on the acquisition of knowledge, skills and engagement. A total of 112 students, most of them
having attended more than 80% of the sessions expressed their opinions about the impact of the Je
Suis Econplus experience. Figure 1 shows students’ views about how the flipped learning
methodology helps them improved their knowledge, skills and engagement. In relation to
knowledge, we are interested in whether the new approach helps students understand the contents
and better prepare the final exams, obtaining, for both variables, agreement rates over 60%.
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Figure 1. Impact of flipped learning on knowledge, skills and engagement.

When looking at skills, we study whether the new teaching methodology increases the ability to
(1) work in teams, (2) listen to classmates” opinions, (3) learn autonomously, (4) apply knowledge
into practice, (5) analyze, and (6) synthetize the material. Among them, flipping the classroom mainly
improved the self-learning ability, the analytical skills, and the teamwork ability, with agreement
rates over 60%. Concerning engagement, we focus on whether students follow the module more
easily and whether their involvement with it increases, finding that the wide majority of students
agreed on the implementation of this teaching-learning methodology as a way to improve their levels
of engagement.

The incorporation of gamification techniques, reproduced in the ECONPLUS CHAMPIONS
LEAGUE, significantly improves students” abilities. Figure 2 shows students’ levels of agreement on
whether the combination of flipped learning and gamification enhances the studied abilities,
obtaining higher agreement rates, for all the skills analyzed, in comparison with the approach which
only flips the classroom.

88.57% 90.00%
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Figure 2. Impact of flipped learning and gamification on skills.

Additionally, students’ levels of satisfaction with this experience of digital transformation of the
learning of Economics in Higher Education have been collected and presented in a video that won
the second prize in the tenth edition of the “CREA Universidad” competition. Organized by the
Rectorate of the University of Extremadura, its objective was to establish new channels for the
participation of members of the university community in the different fields of cultural creation and
communication, promoting the dissemination of innovative and quality proposals that arise within
it. The video with students’ opinions is entitled “Je Suis Econplus—The Movie” and is available at
https://youtu.be/dfSO2_Ksedk. Finally, since its presentation to the digital world on 7 February 2017,
the YouTube channel—Je Suis Econplus Official —has reaped 32,083 views and 749 subscribers (as of
1 May 2018).

4. Conclusions

Our paper has presented an innovative and successful active learning experience, Je Suis
Econplus, being students the main elements of it. The active learning methodology combines flipped
classroom and gamification with the aim of enabling the development of students” knowledge, skills
and engagement in Higher Education. In the advance of such experience students have revealed their
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preferences for such a change in Higher Education teaching-learning processes, as their knowledge,
skills and level of engagement have improved. Such and increase has also been present in students’
levels of satisfaction with the experience. All this has led to the following conclusion: The future
cannot wait, the Je Suis Econplus experience is here.
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