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R e s u m e n :  La era digital está transformando todas las disci-
plinas, incluidas la traducción y la interpretación. Los avances 
vertiginosos en inteligencia artificial (ia) han provocado una 
necesidad urgente de cambio. Ante la creciente demanda de 
la posedición, este trabajo presenta un estudio comparativo de 
cinco plataformas de gamificación con ia para la generación 
automática de cinco actividades gamificadas (ag) con el fin de 
formar a traductores e intérpretes en la detección y corrección 
de errores de ia en la traducción de textos médicos. Siguien-
do una metodología en cuatro fases, se examina la ia desde 
una doble perspectiva, como herramienta para la generación 
automática de ag y para la traducción de textos médicos, con 
hallazgos prometedores que plantean líneas de investigación 
innovadoras, como la creación automática de ag completas.

Pa l a b r a s  c l av e :  actividad gamificada (ag), detección de 
errores, gamificación, inteligencia artificial (ia), intérpretes, 
traducción médica, traductores.

A b st r ac t :  The digital age is transforming every sector of so-
ciety, including translation and interpreting. Rapid advances in 
artificial intelligence (ai) have created a dire need for change for 
these fields to adapt and evolve. Given the burgeoning demand 
for post-editing, this paper presents a comparative study of five 
ai-powered gamification platforms used to automatically gen-
erate five gamified activities (GAs) tailored to train translators 
and interpreters in pinpointing and correcting potential ai er-
rors in medical text translation. Following a four-phase system-
atic methodology, ai is examined from a dual perspective—both 
as a tool for the automatic generation of GAs and for the trans-
lation of medical texts—yielding promising findings that pave 
the way for further innovative avenues of research, such as the 
automatic creation of complete GAs.
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1.	 Introduction

Although artificial intelligence (ai) has a longer history than 
is commonly assumed, it has gained widespread attention over 
the past decade. This surge in interest is largely due to its prac-
tical applications, its user-friendly interfaces, and the increas-
ing accessibility of ai technologies to laypersons, semi-experts, 
and professionals alike (Haenlein & Kaplan, 2019). Thus, the 
rapid expansion of technological innovation has profound-
ly reshaped the human-machine relationship, influencing not 
only the ways in which we interact with these technologies but 
also how we perceive their roles and potential. Given their so-
phisticated linguistic and natural language processing capabili-
ties, leading language models (e.g., ChatGPT, Copilot, Gemini) 
have inevitably drawn the attention of scholars and profes-
sionals across a range of language-related disciplines (Sayeth 
Saabith et al., 2024).

The outstanding performance of these models in tasks such 
as creative writing, content generation, translation, summarisa-
tion, or terminology extraction has promoted their application 
throughout diverse domains, spanning education, tourism, en-
tertainment, economics, and healthcare (Sayeth Saabith et al., 
2024). While quality control and human review are needed in 
all sectors, the healthcare field demands special consideration, 
as patients’ lives may be directly affected. Notwithstanding the 
constraints of technology in the past, the medical-scientific field 
has always been bound to the ongoing development of engi-
neering. As Portilla-Figueras et al. (2023) argue, scientific and 
medical knowledge has often outpaced the technologies avail-
able to support it over the course of history, whereas this pattern 
has shifted in recent years.

La formación de traductores e intérpretes en la 
identificación y corrección de errores generados por ia 
en traducción médica: estudio comparativo de cinco 
plataformas de gamificación integradas con ia
Training future translators and interpreters to detect and correct ai-generated errors in 
medical translation: a comparative study of five AI-powered gamification platforms
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Due to their broad scope and significance, Portilla-Figueras 
et al. (2023) identify robotic surgery, 5G mobile communica-
tions, and ai as the technological trends with the greatest poten-
tial implications for medicine. In the healthcare domain, these 
innovative breakthroughs bring remarkable benefits, includ-
ing smaller surgical incisions, reduced infection risk, the fea-
sibility of remote operations, improved energy efficiency, and 
enhanced reliability and connectivity. However, they are not 
without drawbacks, ranging from delays in remote surgeries to 
expensive technology systems, the need to train healthcare per-
sonnel in the use of these devices, and ethical considerations, 
particularly in the case of ai.

In light of the aforementioned, this article focuses on the 
third technology mentioned by Portilla-Figueras et al. (2023), 
namely a i . This decision stems primarily from the grow-
ing adoption of robots, chatbots, and applications providing 
healthcare assistance to patients, which seek to streamline di-
agnoses and alleviate the strain on the healthcare system. Con-
currently, this evolving context has shaped the field of medical 
translation and interpreting, since equitable access to precise 
and high-quality healthcare is paramount for patients from 
diverse cultural and linguistic backgrounds. In today’s global-
ised, multilingual, and digitalised society, high-quality med-
ical translation and interpreting are essential to prevent mis-
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diagnoses, terminological confusion, and medication errors 
that could endanger patients (Gavlovych, 2017). According to 
Lavado Puyol and Postigo Pinazo (2018) and Corpas Pastor 
(2021), the relevance of medical translation and interpreting is 
especially prominent in Spain, which hosts a substantial pop-
ulation of foreign residents, particularly from English- and 
German-speaking countries, along with a significant influx of 
tourists each year.

In practice, however, the services of professional medical 
translators and interpreters are often disregarded, with their 
role performed instead by ad hoc individuals—frequently fam-
ily members—whose bilingual proficiency does not guarantee 
the reliability and accuracy required in clinical situations. With 
the aim of ensuring high-quality translations and interpreta-
tions which do not infringe upon patients’ fundamental right 
to receive qualified care (Gavlovych, 2017), students and pro-
fessionals should undergo comprehensive and up-to-date train-
ing. Thus, this study is grounded in two central cornerstones, 
namely the training of medical translators and interpreters 
by means of an innovative methodology and the effectiveness 
of ai.

Acknowledging scholarly evidence that rigorous training 
improves translation and interpreting quality (Gavlovych, 
2017; Abdelaal, 2024) and recognising that in the digital age 
traditional methodologies no longer adequately address the 
needs of digital natives (Prensky, 2001), this research adopts 
gamification as an active teaching-learning methodology. Gam-
ification, which advocates the integration of game elements (i.e. 
dynamics, mechanics, and components) into allegedly serious 
and non-playful settings, appears to be revolutionising not on-
ly the educational sector but also the business world, thanks 
to the manifold benefits for users (Deterding et al., 2011). A 
growing body of research (Johnson et al., 2016; Iaremenko, 
2017) demonstrates that this approach enhances concentration, 
fosters motivation, promotes engaging and effortless learning, 
and increases the development of key skills demanded in to-
day’s labour market, comprising problem-solving, rapid deci-
sion-making, and effective teamwork.

Fuelled by the increasing interest in gamification, recent 
years have seen a rise in research exploring the application 
of this approach to the training of future translators and in-
terpreters (Gutiérrez-Artacho & Olvera-Lobo, 2016; Alcalde 
Peñalver & Santamaría Urbieta, 2020; Alcaide-Martínez & 
Taillefer, 2022; Alcaide-Martínez, 2023, 2024; Corpas Pastor & 
Alcaide-Martínez, 2024). Yet, this research presents an innova-
tive study in a field that has received little scholarly attention to 
date. The main objective is to strengthen the training of trans-
lators and interpreters by improving their ability to pinpoint 
and correct potential errors generated by ai tools in the trans-
lation of medical texts. This primary aim gives rise to the fur-
ther objective of analysing the challenges and opportunities of 
ai from a twofold perspective: as a generative instrument for 
the development of gamified activities (GAs) and as a tool for 
medical translation. Finally, another objective is to assess the 
output quality of five ai-powered gamification platforms, i.e. 
Wordwall, Wayground, Educaplay, Genially, and Canva.

Hence, the remainder of the study is organised into the sec-
tions described hereafter. Section 2 examines the main charac-
teristics of medical translation and interpreting, alongside the 
integration of generative ai with gamification. Section 3 de-
scribes the four-phase methodology employed. Section 4 pres-
ents the comparative analysis of the five gamified platforms and 
the assessment of the quality of the GAs. Finally, section 5 sum-
marises the conclusions, followed by acknowledgements and 
references. The approach outlined delves into a line of research 
promising to have positive social implications in the medical 
sphere from a linguistic and multicultural standpoint.

2.	 Gamification meets generative artificial 
intelligence: advancing medical 
translator and interpreter training

This section sheds light on the relevance and core challeng-
es of medical translation and interpreting in terms of training 
and practise. It also discusses gamification and the opportuni-
ties opened up by the integration of generative ai into gamifi-
cation platforms to generate training content on the basis of a 
simple prompt.

2.1.	 Understanding medical translation 
and interpreting: key features, 
challenges, and strategies

Medicine is virtually a ubiquitous part of the history of 
humankind, as one of the most basic instincts of human be-
ings involves survival, protection, pain relief, and healing our 
equals. Combining scientific knowledge and expertise, medical 
advances have enabled human beings to progress and improve 
their quality of life while lengthening life expectancy. Neverthe-
less, notable disparities in lifespan remain between developed 
and less-developed countries—with the former enjoying higher 
averages—and similar inequalities are evident in standards of 
living, where developed countries are again the main beneficia-
ries (Portilla-Figueras et al., 2023).

Hence, it is not outlandish to assert that medical translation 
can be regarded as one of the most ancient and widespread 
types of scientific translation, since medicine is a discipline 
shared by all linguistic and social communities (Fischbach, 
1998). However, it turns out that medical translation and inter-
preting lack the attention they deserve, both within undergrad-
uate Translation and Interpreting programmes and across pro-
fessional hospital settings (Karwacka, 2014; Gavlovych, 2017). 
This is particularly striking given the crucial role of medical 
translation in the dissemination and exchange of knowledge 
(Karwacka, 2014).

Without medical translation and interpreting, medical re-
search findings, innovations, achievements, and devices would 
not reach all linguistic communities. Medical documents that 
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require professional translators include books, papers, and pre-
sentations in the medical field, registration documents for new 
medical devices and medications, medical equipment manuals, 
patient consent forms, medication data sheets, and documents 
for conducting clinical trials, to mention a few. Concerning 
professional medical interpreters, their services are required in 
a myriad of contexts, such as when obtaining patient consent 
for surgical procedures, during emergency situations, through-
out medical consultations, in rehabilitation scenarios, or at the 
point of hospital discharge (Karwacka, 2014; Lundin et al., 
2018).

Both medical translation and interpreting are classified with-
in the field of specialised translation and interpreting. While 
they share many common characteristics, their major distinc-
tion lies in the mode of communication: translation is con-
cerned with written texts, whereas interpreting concentrates on 
spoken language. Some of the main challenges posed by these 
modalities are complex medical terminology of specialised do-
mains, cultural nuances, technical and precise shades of mean-
ing in medical language, compound names, synonyms and 
antonyms, acronyms, eponyms, abbreviations, medical jargon, 
new terms resulting from emerging scientific discoveries, and 
target audience and register (İsmayilli, 2024). These character-
istics demand not only advanced linguistic proficiency but also 
a nuanced and thorough understanding of medical concepts, 
implications, and practical conventions.

In the same vein, İsmayilli (2024) underscores that another 
fundamental aspect to consider, following Skopos theory (Reiss 
& Vermeer, 1984), is that translators and interpreters must be 
guided by the functionalism principle, given that the goal and 
meaning of the translation or interpretation are more import-
ant than achieving total equivalence. It is therefore imperative 
that future translators and interpreters are trained to tailor 
their message to the particular target audience. When the tar-
get audience consists of healthcare professionals, the message 
must be precise, technically detailed, and employ scientifically 
appropriate terminology. If the recipient, however, is a patient, 
the message needs to be simplified to the extent that it can be 
understood, avoiding the use of overly complex or specific lan-
guage (İsmayilli, 2024). Another compelling example concerns 
eponyms. While certain terms, such as Parkinson’s disease, are 
widely recognised, others are less known, requiring the transla-
tor or interpreter to decide whether a more explanatory trans-
lation is requested (Babayev, 2023).

The quality of medical translation and interpreting cannot 
be regarded as optional, since deficiencies in this domain may 
have real repercussions on an individual’s health and well-be-
ing. Echoing the study by İsmayilli (2024), some of the strate-
gies to be learned by students are described herein. Interdis-
ciplinary collaboration between translators/interpreters and 
healthcare professionals is one of the most effective approach-
es to achieving accuracy. Likewise, attending medical confer-
ences, courses, and seminars is vital for keeping up to date with 
the latest developments in a constantly changing discipline, as 
well as for becoming acquainted with domain-specific termi-
nology. In this regard, the creation of glossaries, the use of reli-

able sources, and translation and interpreting assistance tools 
enable efficient, accurate, and consistent work. Lastly, proof-
reading by other translators or healthcare professionals, as well 
as establishing procedures for the translation of complex terms 
of the same category, helps identify potential errors and prevent 
terminology confusion.

Having discussed some of the main characteristics, challeng-
es, and strategies of medical translation and interpreting, the 
following section shifts the focus towards generative ai. Specif-
ically, it examines ai from an educational perspective—for the 
creation of GAs—and from a translatological perspective—for 
its application in medical translation.

2.2.	 Exploring artificial intelligence: from gamified 
learning to medical translation and interpreting

At the core of the digital maelstrom, ai has been a game-
-changer in many sectors. This technology has led to signifi-
cant improvements in both hardware and software. Hardware 
breakthroughs, such as the reduction in the size of medical 
instruments, augmented reality, integration with radiological 
images, and the implementation of robots in delicate surgical 
procedures have helped to reduce the transmission of potential 
diseases, lower stress levels among healthcare professionals, 
and increase precision in critical procedures. At the software 
level, advances such as systems for efficient data processing 
and management, algorithms for early disease detection, virtual 
assistants and chatbots for remote healthcare delivery, and the 
integration of LLMs have remarkably contributed to progress in 
the healthcare sector (Portilla-Figueras et al., 2023).

The swift growth of ai has also reshaped the translation in-
dustry, which has evolved through several key milestones since 
its origins in fully manual translation. New translation tools 
have not only made multilingual translation available to a wid-
er spectrum of the population, but have also enhanced speed, 
scalability, and access to information (Shahmerdanova, 2025). 
Likewise, the reinforcement of neural machine translation with 
deep learning algorithms has led to a significant leap in the 
quality of translations provided by machine translators, such 
as DeepL and Google Translate. Thanks to these algorithms, 
machine translation now achieves higher levels of accuracy, 
generates more natural-sounding output, and is more context 
sensitive than in the past (Gehring et al., 2017).

Notwithstanding the shortcomings of interpreting tools, it 
is evident that emerging ai tools streamline and support inter-
preters’ work in tasks related to automatic language recognition, 
transcription and summarisation of oral discourse, terminolo-
gy extraction from oral discourse, creation of specialised ter-
minology glossaries in seconds, among other related activities 
(Fantinuoli, 2023). Within the field of translation and inter-
preting studies, ai tools continue to encounter challenges with 
idiomatic expressions, culturally specific nuances, specialised 
medical terminology (e.g., abbreviations, acronyms, and syn-
onyms), and texts framed in complex contexts. Especially in 
fields such as medical or legal translation, two other aspects that 
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must be considered are that most ai systems available today are 
shaped by biases inherent in their training data and are accom-
panied by significant ethical concerns. Furthermore, these two 
areas of translation not only require high quality, accuracy, and 
technical expertise, but also often contain confidential or pri-
vate information about patients and clients that cannot be input 
into machine translation systems.

Errors in the field of medical translation and interpreting 
may have far-reaching effects. For instance, mistranslations of 
medication dosages, terminological inconsistencies, errors in-
volving abbreviations and acronyms, false cognates, omissions, 
and so on, can have profoundly harmful consequences for pa-
tients’ lives (İsmayilli, 2024). Following the ideas of Shahmer-
danova, “these challenges highlight the indispensable role of 
human translators in ensuring the quality, reliability, and cul-
tural sensitivity of translations” (Shahmerdanova, 2025: 63). 
In the midst of the digital era, a promising path for optimising 
medical translation and interpreting lies in finding a balance 
where the perks of ai are effectively combined with human ex-
pertise. Seeking to achieve this goal, this study proposes the use 
of gamification platforms using generative ai to train medical 

translators and interpreters in the identification and correction 
of potential errors generated by ai tools in the translation of 
medical texts.

Gamification is an active teaching and learning approach 
that first appeared in 2002 and has gained notable prominence 
since 2010. This methodology fosters the deployment of game-
based elements in non-playing environments to ease the cog-
nitive load and stress associated with serious scenarios, as well 
as to boost motivation, engagement, and learning through dy-
namics, mechanics, and components triggering positive emo-
tions (Alcaide-Martínez & Taillefer, 2022; Alcaide-Martínez & 
Corpas Pastor, 2024).

Within gamification, this research examines the develop-
ment of GAs, which are distinct from games, plays, or serious 
games (cf. Alcaide-Martínez & Taillefer, 2022). Rather than 
serving solely as entertainment, these activities aim to engage 
users in non-playful tasks by applying elements of games, with 
the objective of leveraging commitment, promoting enjoyable 
learning experiences, and reducing stress and anxiety while 
dealing with complex tasks. Whilst translators and interpreters 
struggle with tedious tasks, such as memorising domain-specif-
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ic terminology, proofreading texts, or detecting and correcting 
errors generated by ai, gamification provides the opportuni-
ty to accomplish all these tasks in a fun and motivating way. 
Furthermore, merging this methodology with generative ai is 
likely to yield promising outcomes in terms of training transla-
tors and interpreters in this field.

Since the rise and sheer booming of ChatGPT, generative 
ai has been gaining momentum. Essentially, generative ai re-
fers to systems that learn patterns and structures from existing 
data to produce new content, such as texts, images, or videos. 
Thanks to refined parameters and architecture, these systems 
are increasingly capable of generating higher quality content 
in shorter periods of time (Bordas et al., 2024). As outlined 
by Bordas et al. (2024), these models are of particular inter-
est for domains such as medicine, supply chains, and educa-
tion. Hence, this research concentrates on the first and last of 
these disciplines, analysing the generative potential and output 
quality of five gamification platforms that employ ai to design 
goal-oriented GAs.

3.	 Systematic four-phase approach for developing 
automatically generated gamified activities

As ai becomes increasingly embedded in nearly every sec-
tor of society, it is imperative that students in all disciplines 
acquire the skills to use ai effectively within their respective 
professional domains. For trainees in interpreting—and espe-
cially in translation—it is important not only to understand 
the previously mentioned shortcomings of these systems, but 
also to develop strong competencies in post-editing translated 
texts produced by machine translation engines and ai language 
models. Now that post-editing (pe) has been incorporated into 
translators’ daily work, universities must teach next generations 
of translators how to post-edit translated texts properly and ac-
curately (Toledo-Báez & Noriega-Santiáñez, 2024).

According to Toledo-Báez and Noriega-Santiáñez (2024), 
PE can improve both the speed and quality of translations from 
a second language (L2) into a native language (L1), as long as it 
is followed by human review. Moreover, achieving high-quality 
post-editing requires the ability to pinpoint the types of errors 
most commonly produced by these tools in order to correct 
them successfully. To fulfil the aims of this research, a system-
atic methodology was applied through the following phases:

Ph a se 1 .  Selection of gamification platforms. The pri-
mary selection criterion was that the platforms incor-
porate ai to generate GAs. Additionally, the selection 
process considered several other criteria, including 
the educational approach and emphasis on interac-
tive learning, the integration of game-like dynamics, 
mechanics, and components, the possibility to cre-

**	 mqm (Multidimensional Quality Metrics) Error Typology <https://themqm.org/error-types-2/typology/>.

ate digital content in visually appealing and interac-
tive formats—either from scratch or using predefined 
templates—and the platforms’ overall accessibility and 
user-friendliness.

Ph a se 2 .  Creation of the prompt used to generate the 
GAs. A single prompt was designed to generate five 
activities on each of the five platforms. To standardise 
the input, the platform with the most restrictive char-
acter limit—Genially, which allows a maximum of 
240 characters per prompt—was used as the reference. 
Based on the maximum character limit, a prompt was 
constructed following this formula: [contextualisation 
+ required task + target audience + objective of the 
generated content = ga]. The prompt quality directly 
influences the responses generated by the models. For 
this reason, the property-centric framework proposed 
by Long et al. (2025) was adopted, focusing on the key 
properties of clarity, conciseness, structured format, 
and politeness. Finally, a single prompt was designed 
to allow for a consistent comparison of the quality of 
ai-generated outputs across the different gamification 
platforms after applying the same input (see Figure 1).

Ph a se 3 .  Development of the GAs. For the generation 
of the five GAs, a template was selected on each plat-
form, the advanced settings were fine-tuned, and the 
predesigned prompt was entered.

Ph a se 4 .  Quality assessment of the GAs generated. 
The evaluation and analysis of the quality of the au-
tomatically generated activities were conducted with 
reference to four key dimensions: the time required 
for generation, the advanced settings, the quality of 
the content, and the extent to which gamification el-
ements were incorporated. Given that the main pur-
pose of the activities is to improve the training of trans-
lators and interpreters in identifying and correcting 
errors made by ai in the translation of medical texts, 
the Multidimensional Quality Metrics (mqm) Error 
Typology ** was used as a reference for their con-
tent evaluation, due to its standardisation. The mqm 
Error Typology comprises seven error type dimen-
sions, including terminology, accuracy, linguistic con-
ventions, style, locale conventions, audience appro-
priateness, and design and markup (Toledo-Báez & 
Noriega-Santiáñez, 2024). Thus, the analysis assessed 
whether the generated activities incorporated the de-
tection of these types of errors. With regard to gami-
fication elements, it has been evaluated whether the 
activities contain relevant dynamics, mechanics, and 
components based on the pyramid of gamification el-
ements presented in Alcaide-Martínez and Taillefer 
(2022: 286).

After outlining the phases of the systematised approach, 
the table below presents the prompt designed according to the 
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specified formula, the five selected gamification platforms, the 
chosen GAs templates, and the names of the activities, which 
were likewise generated by ai.

Table 1.  Designed prompt and overview of gamified plat-
forms and generated activities

Prompt

I am a university lecturer and I need to create an activity for 
training future translators and interpreters in identifying and 
correcting possible errors generated by ai tools when translating 
medical texts from English to Spanish.

Gamified 
plarform ga template ga name

Wordwall Match Up 
(Open the box)

AI Translation Error 
Identification

Wayground Assessment Identifying AI Translation Errors

Educaplay Line Up Medical AI Translation QA : 
Rank Errors by Harm

Genially Quiz AI Error Correction in Medical 
Translations

Canva Programming Medical Translation Error 
Detection: Training Tool 
for Future Translators and 
Interpreters

4.	 Results and discussion: evaluating ai-
enhanced gamification platforms for 
the creation of gamified activities in 
medical translation and interpreting

In this section, five ai-powered gamification platforms are 
analysed by first describing their principal features and then 
evaluating the quality of their ai-generated outputs. The as-
sessment draws on five activities automatically produced from 
the same prompt, following a set of prearranged parameters.

4.1.	 Wordwall: ai translation error identification

Wordwall is an open-access gamification platform that has 
recently integrated ai for the creation of GAs. To date, only 3 
of the 12 templates included in the standard plan—specifically, 
Match up, Quiz, and Spin the wheel—can be generated using ai. 
In addition, the pro plan provides 22 other different templates 
for building GAs. It is a highly intuitive and user-friendly plat-
form that enables the preparation of interactive, visual, and mo-
tivating gamified resources. Wordwall features a wide variety of 

templates—some based on more classic games (e.g., Complete 
the sentence, Flash cards) and others on more innovative games 
(e.g., Balloon pop, Airplane). Along with the pre-set gamifica-
tion platform selection criteria, it incorporates game elements, 
such as lives, time, music, points, leaderboards, among other 
features (Corpas Pastor & Alcaide-Martínez, 2024).

A major difference between this platform and others is that 
activities can be played on virtually all available templates. 
Once the content of an activity is uploaded, the platform can 
seamlessly integrate and format it within multiple templates. 
This capability represents a major advantage, as it enables us-
ers to engage with the same content in different formats, en-
hancing both motivation and the innovative character of the 
ga . By varying the challenges, users remain more involved 
and attentive, and can review the content multiple times with-
out experiencing repetition or monotony (Corpas Pastor & 
Alcaide-Martínez, 2024). To evaluate the quality of Wordwall’s 
ai-generated activities, we selected the Match up template and 
configured it to be played within the Open the box format. Af-
ter inputting the prompt provided in Figure 1 and adjusting 
the advanced settings, the system generated the activity called 
ai  Translation Error Identification (https://wordwall.net/re-
source/97544996) in 3.45 seconds. This generation time is neg-
ligible when compared to both the high quality of the resulting 
exercise and the estimated 20-30 minutes it would typically take 
a human to create an equivalent activity. As far as the advanced 
settings are concerned, the only configurable option was the 
number of items to be added, with a maximum limit of 20 items.

As illustrated in the table below, of the seven types of errors 
covered in the mqm Error Typology, this activity deals with 
terminology, accuracy, linguistic conventions, style, locale con-
ventions, and audience appropriateness. It does not incorporate 
information related to design and markup. By clicking on each 
window, students are prompted to identify the type of error 
presented. They must then select the correct answer from four 
possible options. The errors concealed behind the windows 
correspond to those commonly produced by ai when translat-
ing medical texts (İsmayilli, 2024). Thus, the primary objective 
of this GA is to learn to recognise and understand the most fre-
quent category of errors made by ai in order to subsequently 
correct them.

Although the activity was generated entirely by ai from start 
to finish, it incorporates an adequate number of game-like ele-
ments (see the table). The selected dynamics, mechanics, and 
components increase user motivation and engagement, while 
allowing for an enjoyable learning experience with reduced 
stress levels. According to Gutiérrez-Artacho and Olvera-Lobo 
(2016), Alcalde Peñalver and Santamaría Urbieta (2020), and 
Alcaide-Martínez and Taillefer (2022), elements such as feed-
back, achievements, and content unlocking help to augment 
concentration and the quality of the training experience, par-
ticularly in translation and interpreting.

https://www.tremedica.org/revista-panacea/
https://wordwall.net/resource/97544996
https://wordwall.net/resource/97544996
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Table 2.  Wordwall ga quality assessment

Wordwall: ai Translation Error Identification

Activity 
generation 
time

3,45 seconds

Advanced 
settings

Number of items to add 20

mqm 
Typology 
Error

Terminology 

Accuracy 

Linguistic conventions 

Style 

Locale conventions 

Audience 
appropriateness



Design and markup 

Gamification 
elements

Dynamics Constrains, emotions, 
progression

Mechanics Challenges, chance, 
competition, feedback, 
win states

Components Achievements, content 
unlocking, leaderboards, 
points

The figure below displays the 20 closed windows containing 
the errors, together with an illustrative example.

4.2.	 Wayground: Identifying ai translation errors

Wayground, formerly known as Quizizz, is an open-access 
gamification platform that allows users to create digital gami-
fied quizzes. With the recent integration of ai, the platform has 
been enhanced to support a wider range of educational activ-
ities. Users can now create not only quizzes, but also lessons, 
interactive videos with embedded questions, comprehension 
exercises based on texts or multimedia content, and flashcards, 
providing greater support for teachers throughout the educa-
tional process. Quizzes can include a diverse range of question 
types, such as Multiple choice, Passage, Fill in the blank, Inter-
active video, Match, Drag and drop, Hotspot, Categorize, Reor-
der, Drop down, Labelling, Draw, Video response, Poll, Open 

ended, Audio response, and Word cloud (Corpas Pastor & Al-
caide-Martínez, 2024).

It is a very easy-to-use platform, despite its potential to devel-
op high-quality exercises. Like Wordwall, “it incorporates highly 
motivating game elements such as music, points, leaderboards, 
jokers, and memes” (Corpas Pastor & Alcaide-Martínez, 2024: 
187). In addition to ai-generated content, materials can be cre-
ated either from existing documents (e.g., Word, pdf, Excel, 
Google Forms) or entirely from scratch. For the purpose of 
evaluating the quality of Wayground’s ai-powered automatic 
generation, the Assessment template was selected. Having en-
tered the prompt and configured the advanced settings (i.e. 
output language, number of questions, and subject and grade), 
the platform generated a complete gamified quiz entitled Iden-
tifying ai  Translation Errors (https://wayground.com/join/
quiz/68c8211d7ebb3e72b85596e0/start?studentShare=true) 
comprising 10 multiple-choice questions with four possible 
options in 5 seconds.

Considering the complexity of the quiz and that varied 
questions have been added—ranging from those dealing with 
more theoretical aspects to others addressing more practical 
issues, this generation time represents a significant advance-
ment with far-reaching implications for the field of education, 
as it offers teachers, students, and professionals alike a ro-
bust and adaptable foundation upon which to build their work 
(Alcaide-Martínez, 2024). Developing a gamified digital quiz 
with comparable features could require several hours of human 
work, depending on the creator’s familiarity with the subject 
matter, as well as the nature and complexity of the questions 
and content.

As shown in the table, among the seven major error di-
mensions outlined in the mqm Error Typology, the activi-
ty automatically generated by Wayground’s ai system focuses 
specifically on three: terminology, accuracy, and linguistic con-
ventions. However, the omission of all seven error dimensions 
does not render the questions irrelevant; rather, they facilitate a 
deeper understanding of three specific types of errors, enhanc-
ing knowledge acquisition within these dimensions. Contrary 
to the activity generated on Wordwall, not only are the types 
of errors potentially introduced by ai when translating medi-
cal texts addressed from a theoretical standpoint, but practical 
examples are also included in questions 3 and 6. Furthermore, 
question 10 prompts reflection on the ethical considerations 
that a translator-interpreter must bear in mind when using ai 
tools. A reflection that is aligned with the ideas underscored by 
Portilla-Figueras et al. (2023).

In terms of gamification elements, this quiz effectively incor-
porates various elements that transform the traditional multi-
ple-choice format into a more innovative and stimulating learn-
ing experience. The elements listed in the table below promote 
meaningful and motivating experience, while simultaneously 
supporting learning process (e.g., progression, feedback) and 
enhancing engagement through mechanics and components 
such as competition, resource acquisition, point accumulation, 
and customisable avatars based on points earned. Indeed, these 

Figure 1 .   Wordwall ga preview

https://www.tremedica.org/revista-panacea/
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statements are underpinned by the findings presented in Iare-
menko (2017), Alcalde Peñalver and Santamaría Urbieta (2020), 
Alcaide-Martínez and Taillefer (2022), Alcaide-Martínez (2023, 
2024), among others.

Table 3.  Wayground ga quality assessment

Wayground: Identifying ai Translation Errors

Activity 
generation 
time

5 seconds

Advanced 
settings

Output language English

Number of questions 10

Subject and grade English, University

mqm 
Typology 
Error

Terminology 

Accuracy 

Linguistic conventions 

Style 

Locale conventions 

Audience 
appropriateness



Design and markup 

Gamification 
elements

Dynamics Constrains, emotions, 
progression

Mechanics Challenges, chance, 
competition, feedback, 
resource acquisition, 
rewards, win states

Components Achievements, avatars, 
badges, content 
unlocking, gifting, 
leaderboards, points, 
social graph, virtual 
goods

Figure 2 bellow shows two examples of quiz questions, spe-
cifically questions 6 and 10.

4.3.	 Educaplay: Medical ai translation 
qa: rank errors by harm

Educaplay is an open-access educational gamification plat-
form that enables users to generate a vast array of GAs quick-
ly, easily, and effectively. To date, it features 19 different GAs 
(i.e. Line Up, Yes or No, Froggy Jumps, Video Quiz, Riddle, Map 
Quiz, Matching, Quiz, Alphabet, Memory, Matching Pairs, Word 
Search Puzzle, Crossword Puzzle, Fill in the Blanks, Unscramble 
Letters, Unscramble Words, Dictation, Slideshow, and Dialogue). 
At the time of this study, 17 out of the 19 available templates 
could be automatically generated using Educaplay’s ai tool, 
Ray, with the exception of the Video Quiz and Map Quiz tem-
plates (Alcaide-Martínez, 2023).

This platform offers a diverse selection of GA templates that 
integrate game elements and can be customised to suit differ-
ent user cohorts. Some templates are specifically designed for 
children, while others are intended for adults. After selecting a 
template and entering a prompt, a web page address, or a snip-
pet of text, Ray, which is based on ChatGPT’s ai, can build a 
full GA from the activity title to the content and gamification 
elements (Rofes, 2023). On this platform, users can also create 
their interactive and digital activities from scratch by choos-
ing a template. Seeking to analyse the generative capacity of 
this platform, the Line Up template was used. Afterwards, the 
prompt specified in Figure 1 was entered and the available ad-
vanced settings were set (i.e. language, difficulty, elements, and 
order). With all these refinements, Educaplay designed the ac-
tivity called Medical ai  Translation QA: Rank Errors by Harm 
(https://es.educaplay.com/recursos-educativos/25112129-medi-
cal_ai_translation_risk_sorter.html) in 24 seconds. In these 
few seconds, Ray produced an activity containing 10 cards with 
errors potentially made by ai when translating medical texts. 
The aim of the activity is for participants to evaluate and rank 
the translation errors according to their potential impact on pa-
tients, from the most harmful to the least harmful.

The table reveals that this activity addresses five of the error 
dimensions of the mqm Error Typology. Furthermore, the er-
rors proposed for the cards are deemed as appropriate accord-
ing to authors such as İsmayilli (2024), as they are commonly 
produced by ai when translating this type of specialised texts. 

Figure 2 .   Wayground ga preview

https://www.tremedica.org/revista-panacea/
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These mistranslations can pose serious risks to patient safety. 
Therefore, such an activity is paramount in making students 
aware of which errors may pose a greater risk to patients’ health.

Compared to Wordwall and Wayground activities, this ga 
uses fewer game-like elements. However, the challenge is more 
complicated, as it is not easy to get the order right on the first 
attempt. When the challenge is more demanding, it is funda-
mental not to overwhelm the experience with an excessive use 
of gamification elements so that participants can remain fo-
cused. Alcaide-Martínez and Taillefer (2022)’s study indicates 
that game mechanics play a significant role in boosting par-
ticipants’ motivation. Hence, the combination of overcoming 
challenges, having multiple attempts, competing with others, 
and receiving feedback contributes to a more effective and en-
gaging learning experience.

Table 4.  Educaplay ga quality assessment

Educaplay: Medical ai Translation qa : Rank Errors by Harm

Activity 
generation 
time

24 seconds

Advanced 
settings

Language English

Difficulty Hard

Elements 10

Order Automatic

mqm 
Typology 
Error

Terminology 

Accuracy 

Linguistic conventions 

Style 

Locale conventions 

Audience 
appropriateness



Design and markup 

Table 4.  Educaplay ga quality assessment

Educaplay: Medical ai Translation qa : Rank Errors by Harm

Gamification 
elements

Dynamics Constrains, emotions, 
progression

Mechanics Challenges, chance, 
competition, feedback

Components Achievements, 
leaderboards, points, 
social graph

Figure 3 bellow presents the cover page and part of the ac-
tivity content, as well as some of the gamification elements it 
involves (time, points, number of correct cards).

4.4.	 Genially: ai error correction in 
medical translations

Genially is an open-access web platform that allows users 
to create not only gamified resources but also a variety of other 
digital content, including presentations, infographics, images, 
and catalogues, to name but a few. Whether using a predesigned 
template or starting from scratch with a blank page, it is possible 
to create all kinds of designs into which elements from the plat-
form itself (images, icons, interactive elements, widgets, etc.) or 
external resources can be added. Genially is a tool characterised 
by its highly intuitive interface, making it accessible even to us-
ers without prior editing or design experience (Corpas Pastor 
& Alcaide-Martínez, 2024).

Since its inception in 2015, Genially has continuously adapt-
ed to the evolving needs of its community. Indeed, it has re-
cently incorporated ai for quiz creation. While ai has not yet 
been integrated into the creation of other digital contents, it is 
reasonable to anticipate that such integration will occur in the 
near future, along with continued improvements in its features. 
To evaluate the quality of automatic generation and contrast it 

Figure 3 .   Educaplay GA preview

https://www.tremedica.org/revista-panacea/
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with other platforms, the option to create a quiz with ai was 
taken. Next, the predesigned prompt was written, and the num-
ber of questions and difficulty were tuned. Thus, the platform 
generated a quiz titled ai  Error Correction in Medical Trans-
lations (https://view.genially.com/68cab2a7064f3d2e99e7e9de/
interactive-content-ai-error-correction-in-medical-transla-
tions) with medical-themed images and gamification elements 
in 43.49 seconds. While its aesthetic is less gamified than that 
of the previous three activities—reflecting the fact that Genial-
ly is not only a gamification platform—the ai tool successfully 
designed a ten-question quiz and added gamification elements 
in under a minute. The primary objective of this ga is for stu-
dents to learn the errors most commonly produced by ai in the 
context of medical text translation, as well as to know some of 
the strategies to correct them.

As illustrated in the table below, this activity addresses a 
smaller number of errors across the seven dimensions of the 
mqm Error Typology and includes fewer gamification ele-
ments than the activities generated with Wordwall, Wayground, 
and  Educaplay. This fact does not make the activity worse, 
but it is quite likely that when applied in the classroom, it 
would be less motivating and appealing than the previous ones. 
While it focuses on only three types of errors, it is precisely er-
rors in  terminology, accuracy, and audience appropriateness 
that cause the major issues in the translation of medical texts 
(İsmayilli, 2024). Likewise, it tackles some strategies and steps 
that translators can follow so to correct ai translatological mis-
takes.

Regarding gamification, the elements included in this case 
may be considered insufficient, as several common features—
such as competition, resource acquisition, rewards, avatars, 
leaderboards, and points—are absent, despite their important 
role in enhancing user engagement, motivation, and enjoy-
able learning experiences (Gutiérrez-Artacho & Olvera-Lobo, 
2016; Alcaide-Martínez & Taillefer, 2022). Nevertheless, Ge-
nially’s ai succeeded in integrating up to seven distinct game-
like elements (i.e. constraints, emotions, progression, challeng-
es, chance, feedback, and achievements).

Table 5.  Genially GA quality assessment

Genially: ai Error Correction in Medical Translations

Activity 
generation 
time

43,49 seconds

Advanced 
settings

Difficulty Extreme

Number of questions 10

mqm 
Typology 
Error

Terminology 

Accuracy 

Linguistic conventions 

Style 

Locale conventions 

Audience 
appropriateness



Design and markup 

Gamification 
elements

Dynamics Constrains, emotions, 
progression

Mechanics Challenges, chance, 
feedback

Components Achievements

Figure 4 bellow displays the activity’s cover page alongside 
an example question in which trainee translators and inter-
preters are required to order the steps for correcting errors in a 
medical translation produced by ai.

4.5.	 Canva: Medical translation error 
detection: training tool for future 
translators and interpreters

Canva is an open-access graphic design platform that, like 
the previously described tools, offers both a free version and 
premium versions with additional features. Canva is not spe-

Figure 4 .   Genially GA preview
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cifically a gamification platform, as it can be used to create all 
sorts of designs (e.g., social media posts, posters, presentations, 
infographics, CVs, images, videos, etc.). Yet, it has been incor-
porated into the analysis of this work because, with the latest 
introduction of ai, it is now also possible to create GAs and 
frame them in different templates (Canva, 2025).

A key distinction offered by Canva in the creation of GAs is 
that, in addition to providing users with a ready-to-use version 
that can be incorporated into various Canva templates, it also 
grants access to the underlying programming code, which can 
be copied and integrated into other platforms. To generate the 
activity and assess the platform’s ai, we chose the Program-
ming template. This opened a chat interface similar to those 
employed by LLMs such as ChatGPT and Gemini, into which 
we copied the predesigned prompt. Aside from the text box for 
writing the prompt, no additional advanced setting options 
were available in this case.

Subsequently, Canva generated an explanation of the ga 
content, the ga titled Medical Translation Error Detection: 
Training Tool for Future Translators and Interpreters (https://
www.canva.com/design/DAGzJXiSoTI/kBKeZ9WMzXfEg-
Ji4kRx55Q/edit?utm_content=DAGzJXiSoTI&utm_cam-
paign=designshare&utm_medium=link2&utm_source=share-
button), and the programming code in 76 seconds. Besides all 
the material provided by Canva, the activity can be assessed as 
highly useful, as it contains five realistic examples of English 
sentences with an ai-generated Spanish translation contain-
ing errors. Students must then write the right translation, cor-
recting the errors found. These sentences include different er-
rors, such as false cognates, anglicisms, literal translations, and 
calques. The errors are slightly highlighted, and the GA pro-
vides explanations and the possibility to ask for hints, check the 
correct answers, and track their progress. Thus, the objective of 
this activity is to work on the post-editing of medical texts trans-
lated by ai through practical examples.

From the seven error dimensions contemplated in the mqm 
Error Typology, this activity focuses particularly on three of 
them: terminology, accuracy, and linguistic conventions. Not-
withstanding certain inaccuracies, this activity is developed to 
an extent that makes it a solid foundation for further refinement 
in students’ training, as it not only addresses errors from a the-

oretical standpoint, but also incorporates practical examples. 
This activity covers errors identified in the works by İsmayilli 
(2024) and Shahmerdanova (2025), such as the translation of 
drug names, domain-specific terminology, linguistic and syn-
tactic inaccuracies, etc.

As with the activity created on Educaplay, this ga presents a 
higher level of difficulty, making it advisable to avoid overload-
ing it with excessive gamification elements. Thus, the selected 
elements are adequate to contribute an increase in motivation 
and a reduction in stress and anxiety when tackling a complex 
task. Furthermore, the feedback received ranges from excellent 
to try again, depending on the degree of success achieved in the 
translation. This element, as well as progress tracking and the 
points system, help to improve the training of future translators 
and interpreters (Alcaide-Martínez & Taillefer, 2022).

Table 6.  Canva ga quality assessment

Canva: Medical Translation Errors Detection: 
Training Tool for Future Translators and Interpreters

Activity 
generation 
time

76 seconds

Advanced 
settings

Prompt See Figure 1

mqm 
Typology 
Error

Terminology 

Accuracy 

Linguistic conventions 

Style 

Locale conventions 

Audience 
appropriateness



Design and markup 

Gamification 
elements

Dynamics Emotions, progression

Mechanics Challenges, chance, 
feedback, resource 
acquisition, rewards

Components Achievements, points

Figure 5 .   Canva ga preview
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On previous page, figure 5 illustrates the response generated 
by Canva with the explanation, the programming code for the 
activity, and question number 2.

5.	 Conclusions

This paper explores the effectiveness and performance of ai 
integration within five distinct gamification platforms through 
a comparative study. Likewise, it offers students, educators, 
professionals, and researchers access to five open-access GAs 
specifically designed to train translators and interpreters in 
detecting and correcting potential ai-generated errors in med-
ical text translations. Although the five platforms examined—
Wordwall (2006), Educaplay (2010), Canva (2012), Wayground 
(2015), and Genially (2015)—were launched over the past two 
decades following the rise and popularisation of gamification, 
all have evolved to meet contemporary educational needs and 
have managed to jump on the ai bandwagon to avoid being 
left behind.

Even though the five activities differ in their level of sophis-
tication—with the simplest ones generated automatically by 
the ai of Wordwall and Genially, and the more elaborate ones 
produced by the ai of Wayground, Educaplay, and Canva, in 
terms of the complexity of their content—all of them successful-
ly included effective gamification elements, demonstrating that 
all five platforms were able to generate complete GAs. More-
over, these activities work on several error dimensions from 
the mqm Error Typology hierarchical framework and include 
game-like dynamics, mechanics, and components, despite the 
fact that this requirement was not specified in the prompt. One 
constraint of this study was that Genially restricts prompts to a 
maximum of 240 characters, requiring the creation of a concise 
prompt that left no room for additional instructions. A further 
necessary constraint for conducting an objective analysis was 
to employ the same prompt in all the five platforms, as not all 
AIs use the same algorithms, nor do they have the same nlp ca-
pabilities. Therefore, tailoring the prompt to the architecture of 
each system generally yields responses that are more accurate, 
relevant, and comprehensive.

Eventually, this research approached ai from a double per-
spective: first, as a tool for the automatic generation of GAs, 
and second, as a tool for the translation of medical texts. The 
study was nevertheless constrained both by the limitations pre-
viously outlined and by restrictions inherent to the employed 
versions of the gamification platforms. Based on a thorough re-
view of the literature, we argue that this dual-perspective anal-
ysis constitutes an innovative research approach, opening up 
new avenues for exploration in both academic and professional 
contexts. While there is still much progress ahead, it cannot be 
ignored that these are highly valuable tools capable of gener-
ating complete gamified resources, including the name of the 

activity itself, in a matter of seconds from a very brief prompt. 
Given all the benefits of gamification and its fusion with ai for 
creating meaningful, motivating, and engaging learning experi-
ences, our future lines of work will focus on automatically gen-
erating more GAs using other templates and different prompts. 
Further lines of work also include considering other analytical 
frameworks to our study so as to evaluate the activities’ quality 
and implementing the automatically generated activities with 
translation and interpreting student cohorts to gather data on 
their effectiveness and user perceptions.
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