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Objective: To investigate staff and students’ perceptions of ‘Adaptive Learning’ and 

‘Gamified Pedagogy’ methods for learning and teaching.

Adapted Learning PathsGamified Pedagogy

Background

• Everyone is unique and learns differently
• Focus on progression through learning journeys, incremental-decision-making in response 

to context and adaptation at phases of learning, teaching and assessment thus, building on 
students’ needs/uniqueness.

• Principles of Gaming applied to Learning 
and Teaching

• Using Canvas Learning Management 
System

• Principles: Autonomy, Competence and 
Relatedness. 

• Using MasteryPaths on Canvas
• Customising learning pathway for each 

student
• Initial knowledge checks/learning 

extensions/checks (Paradiso & Chen, 2021)
• Design templates creation

Proposed Methodology Expected Outcomes

Watch a video about it here: Currently being explored

Paradiso, J., & Chen, B. (2021). Personalized learning design with 
canvas masterypaths. In A. deNoyelles, A. Albrecht, S. Bauer, & S. 
Wyatt (Eds.), Teaching Online Pedagogical Repository. Orlando, 
FL: University of Central Florida Center for Distributed Learning.

Reference

Compare and contrast the two approaches 
from the instructors’ and students’ 

perspectives.

• Survey (approx. 200 students)
• Focus-group (approx. 50 students; 15 

instructors)
• Design-thinking Workshops (2 – 3 design 

cycles for co-producing module structure 
with students)

• Develop a student led pedagogical design 
which provides increased equity in 
learning using Canvas

• Resources: Open access repositories 
(including National Resource Hub)
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