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This report presents an analysis of 
gamification plugins recently integrated 

into Chamilo to enhance interactivity and 
engagement in educational courses. The 
objective of these plugins is to create a 

dynamic, engaging, and effective 
learning environment for students by 

incorporating game-like elements into 
the platform.  

This document provides a detailed 
explanation of the most impactful plugins, 

including their functionality, 
implementation steps, and usage in 

different course scenarios. 

Introduction 
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Purpose: The "Fill in the Blanks" plugin is designed to promote engagement by 
creating contextual questions and answers based on specific text. This plugin enables 
instructors to insert multiple fill-in-the-blank questions within a quiz, providing a 
dynamic and educational experience for students. 

Steps for Implementation: 

1. Select the "Fill in the Blanks" option from the plugin menu. 

2. Input the base text, including blanks where responses are expected. 

o Example: In the sentence "The avenues to death are numerous and 
strange," students must fill in the blank with the word "death" to complete 
the sentence. 

 

Fill in the Blanks 
Plugin 
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Drag the Word 
Plugin 

Purpose: The "Drag the Word" plugin builds on the functionality of "Fill in the Blanks" 
by providing students with selectable words to drag into blank spaces within a text, 
fostering an interactive approach to vocabulary and concept association. 

Steps for Configuration: 

1. Configure the plugin similarly to "Fill in the Blanks." 

2. Ensure options are visible for students to drag the correct word into the 
designated blank space. 
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Image Active 
Plugin 

Purpose: The "Image Active" plugin allows for interaction with images, significantly 
increasing engagement and supporting visual learning. This plugin lets instructors 
create clickable areas within images, enabling students to interact directly with visual 
materials. 

Steps for Implementation: 

1. Upload the image you wish students to interact with. 

2. Click on the "Image Active" option and set a title, e.g., "Thread." 
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Image Active 
Plugin 

Steps for Implementation: 

3. Select the image to use and add interactive points on specific areas for students 
to click. 
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Image Active 
Plugin 

Steps for Implementation: 

4. Configure actions for each clickable area, with options such as "Display Message," 
"Next Page," "Prev Page," or "Display Image" to show more content or guide navigation. 

• Example: Use "Display Image" to show additional visuals upon interaction, 
enhancing context and engagement. 
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Conclusion 

The "Fill in the Blanks," "Drag the Word," 
and "Image Active" plugins incorporated 

into Chamilo greatly improve the 
platform's gamification capabilities, 

providing a more interactive and 
engaging experience for students.  

By transforming traditional learning 
activities into game-like interactions, 

these plugins support a more 
comprehensive, immersive, and 

enjoyable educational process, fostering 
better knowledge retention and student 

participation. 
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