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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).



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)



Why Gamify Moodle?

•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





How could it be introduced to Moodle?



What difference could it make? 



Potential to work?



‘The future belongs to those who 
play games’

…follow or get left behind 

Jane McGonigal (2011)
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