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What is Gamification?

... using game-based mechanics, aesthetics and game
thinking to engage people, motivate action, promote
learning and solve problems (Kapp, 2012).

Balance the scales by halving both
sides.




What is Moodle?

* Moodle is a learning platform
designed to provide
educators, administrators and
learners with a single robust,
secure and integrated system
to create personalised
learning environments.

(Moodle, 2015)
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Why Gamify Moodle?

e Gamification is a growing trend

* Moodle (or equivalent) is used by most large higher
education institutions as a learning platform

» Gamification has been found to increase learner
engagement and immersion in learning

* Can help retain limited attention spans



Would you like Moodle to be more
interactive?

Answered: 100 Skipped: 0

Answer Choices - Responzes
-  Yes 73.00% 73
=~ Mo 27.00% 27

Total
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How could it be introduced to Moodle?
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What difference could it make?
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Potential to work?

Sociological Theory (42520004_1415_9Z4F)

Question 1 Max Weber is often referred to as a Methodological Individualist. What does this mean._.?

Mot yet answered

Select one:

() a. Social phenomena can only be understood by examining how they result from the
motivations and actions of individual agenis

Marked out of 1.00
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) b. Social phenomena can only be understood as collective phenomena which are
explanatorily prior to facts about individuals

O c. Social phenomena can never be understood due to the complexity of social reality
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‘The future belongs to those who
play games’

..follow or get left behind

Jane McGonigal (2011)
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