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Abstract
The purpose of this study is to explore the design elements for a MOOC (Massive Open
Online Courses) environment, based on the needs and experiences of learners, while
combining existing pedagogical methods and gamification techniques. The specific
requirements are:

e Anyone must be able to use these interfaces regardless of the degree of

familiarity with the MOOCs environments.

e The learning content must be perceived in a practical and enjoyable way.

e The interfaces should satisfy and attract the learners aesthetically.

e The interfaces are designed so as to increase the learners’ motivation to learn.
After a thorough investigation of the existing MOQOCs, learning management systems, online
games, social networks and methods of modern communication, we designed the MOOC
interface so as to meet the massive needs of the learners involved.

The user experience was evaluated by users with a combination of qualitative and quantitative
methods so as to identify usability problems and be able to redesign and improve the
interface.

The research showed that it is possible to design usable interfaces for MOOCs with emphasis
on instructional design and basic key tenets of user experience, so that even the learners who
have a lower level of information literacy can easily interact with such environments and
learn. Moreover, with the introduction of gamification elements participants felt more
engaged in the learning process.

Iepiinyn
YKOTOG TNG TOPOVGOC £PEVVAS Eivol 0 oyedtacudc g demaeng tov Mallkdv Avolkt®dv
Pnolokov Mobnpoatov - MOOCs (Massive Open Online Courses) Baoet tov avayk®v Kot
™G EUTMEPLOG TOV EKTAUOELOUEV®VY, GLVIVALOVTAG TIG VITAPYOLGES A YWYIKES neBddovg,
MPOVTAG TG apY€G TOL EKTOOELTIKOD OYEOGUOD KOl EVOMUOTOVOVTOS GTOLYElR
Gamification ®ote:

1. Na pmopel va ypnoyoromBet amd omotovonmote, aveEdptnta amd to Padbud
efokelmong tov pe ta ekmodevtikd mepiPdirovio tov MOOCS 1 Tig
TEYVOAOYIKEG TOV YVOGELS.

Noa petagpépet 10 panclokd meplexOIeEVO LLE EDYPNOTO KoL EVYAPLGTO TPOTO.
No wavorolel aoOnTiKd Kot va EAKVEL TOV EKTOOEVOUEVO.
4. No 1oV 0eGUEVEL GTNV OAOKANPMOOT) TOV HOONUOTOS avEdvovTag To. KiviTpa

Yo padnon.
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Metd and perétn tov vropydéviov MOOCs, tov cvotnudtov daysipiong pabnong, to
NAEKTPOVIKE Ty vidlo, To KOW®VIKE OlkTua KOl TOLG TPOTOVS GUYYPOVNG EMIKOVOVIAG,
oxedldotnke mn oemaen tov MOOC mote vo woavomolel poalikd Tic ovaykeg TV
EKTALOEVOEVAOV TTOV GUUUETEXOVV.

H evypnotio g Semapng aforoynbnke amd ypnoteg pe OCLVOLAGUO TOWTIKAOV Kol
TOGOTIKOV UEDOO®V, LE SOUOPPOTIKT OVOPOTOKEVIPIKN emOvVOANTTIKY aSl0AOYNoN GE
Slpopa oThd TOv GYESIOGHOD ETCL MOTE KAVOVTOG OVAAOYOLS OvaoYESCUOVG Vo
BeAtimbel n dtemapn.

Ta epevvnTikd dedopéva £0e1&0v MG UTOPOHY Vo GYESOGTOOV EVYPNOTEG OOMAPEG TOV
MOOQOCs divovtag ELPooT] OTOV EKTOOEVTIKO GYESOGUO KOl GTNV EUTELPIO TOL YPNOTI, DCTE
VO UTOPOVV VA TIG SLHLXEIPLOTOVY EKTAOEVOLEVOL TTOL EXOVV UELWUEVT TANPOPOPLOKT TodETD,
EVD oLYYPOVOG va kavormomBbodv o amaithoslg tov Digital Natives. Emmiéov pe v
gloaymyn TV otolyeimv mayvidonoinong - Gamification ot cuppeTé)OVTES O1GOAVONKOY
EVYAPIOTa, OECUEVTNKAV GuvoLsONUOTIKE Kol JaoKEdAcHV KOTA TNV EUTAOKN TOVG OTN
pobnociokr dtudikacia.

Ag&Earg / évvoleg Khed1d
Molwkn Avowkty & Hlextpovikn EE Amootdoemg Exnaidevon, Exmadevtikog Zyedaopog,
Howayoyikée Bewpieg Mabnong, Omtikdg Zyediaouog, Evypnotio, Eumepia Xpnotn,
Gamification, Web 2.0 gpyaieia ko gpyaieio cOyxpovng Kot aoOyypovNG ETKOVOVING

Ewayoy
Ta televtaia 3 ypovia, iowg 1 Mo onuovtikn €£EMEN ©0T0 YMPO NG EKTUOEVLTIKNG
TEYVOLOYIOG TayKOOUIMG etvar 1 Tayvtate ovartuocouevn ouabeon tov Malikd Avolktmv
Exmodevtikev Zuomudtov yvootd og MOOCs, and 3149popovg Tapoyovs KEPOOGKOTIKODS
kot un, 6nwg n Coursera, 1 EdX, n Udemy ka1 n Udacity. H Aoyikn tov avoikt®v dwpedy
pobnudatov €xet Eexivnoel and to 2002 omd to Open Course Ware ko yopm oto 2008
EUPavioTNKE 0 0pog amd kadnyntég Tov movemeTuov MIT. Ao tote cuveymg eppavilovtan
TOYKOGLIMG VEOL TTAPOYOL TOPEYOVTAG TOIKIAN HobnuaTa, EiTE HE CLUVEPYOTIN TAVETIGTNUI®OV
gite and aveEaptnrovg exmardevtikove. (Juliana, 2013)
Av16 mov aArilel oto MOOCS og oyéon e Vv &€ amocTioemg EKTaIdELON Kot (OIVETOL ATd
TO OKPOVOULO TOVG Elval 1 gumelpia TG pabnong Kot 0 6Komdg TG VANPEGIAG. TVYKEKPIUEVQ,
elvar éva Malikd Avoktd Exmaidevtikd Zootnua mov mopéyel oe OAovg TV duvatodTnto va
pudBovv ava méoo otiypn g {mng Tovg, amd 0TOOdTOTE UEPOG TOV TAAVITY. ATO TNV AN
TaPEYOLY GLYYXPOVAGS TN SLVATOTNTO GTOLG KOONYNTEG VO TOPOVGLAGOLY TNV JOACKOAIN TOVG
oe evpeia KMpoko (Jennings, 2013). TTwo avalvtikd, o 0pog «Malikd» avopEPETOL 6N
duvaTOTNTA EUTAOKNG YAAOMV EKTAOEVOUEVOV OO KAOE YoVIA Tov TAAVTYH, EVO O 0POg
«AVOIKTO» OVOQEPETOL GE TOALODC TOapdyoviee, OmM®MG 1 duvatdTNTA EYYPOPNG TOV
eKTadEVOUEVOV GE OO0 pabnuo 0EAovv ywpig TpoomattoduevVa, 1 ETAOYT EPYOAEIOV KoL
LoONolOKAOV VAIK®OV — oOUG®VO HE TO Hafnolokd otod kot puBud pabnong Tov
exmadevopevay, &vo mepPdilov mov omnpiletor oe eredBepa EXTAOEVTIKA AOYIGUIKA
avOlKTOD KMOIKA Kol avolkTodg ekmoidevutikovg mopovg - Open Education Resources
(ddaxtéa VAN, kovil, Tpocopoidoelg ktA.) (Fini, 2009). Mmopei va vrootnpydei, mog Yo
TpMTN QPopd SiveTar 1 duvatdTNTo -0€ TETOW KAILOKO- GTOV EKTOLOELOUEVO VO EAEYEEL TL
pabaivet, mog to pobaivel, amd wolov, 0Tote OEAEL Kat 6oL OENEL.
Ot évvoieg mov avtimpoconevovy T MOOCS givol kol OVCLHGTIKA Ol TEGGEPLS KPIoUOL
napdyovteg emtvyiog. [To avalvtikd ivor ot e£Ng: 1 dtapopeTikdTTO TOV TYALEL Ao TNV
paltkdrTa, 1 SLPAVELD, 1) CLTOVOUIN TOV EKTOIOEVOUEVOL GTIS ATOPACELS TOV, GTNV ETAOYN
TOV otdyev Kot oty afloldoynon kol TEAOC 1 OMOTIUN dlodpacTiKOTNTA, ONAadN 1
aAANAenidpaoT e To GVVOAKO dikTvo TV ektadevouevov (Daniel, 2012).
Yvvenwg, to. MOOCs amotelobv TV oyu tov 006patog OGOV 0eopd To Opapa NG
TOyKOGUOG avolkTNG ot PBlov pdbnong evioybovrog v Kowawvio tng minpogopiog
(McAuley A., Stewart B.,Siemens G., Cormier D., 2010). IToAA& omd T0. IO PMUIOUEVE.
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TOVETLIOTNUINKA 10POUOTO TOV KOGUOL TPOSPEPOLY O TOIKIAN MAEKTPOVIKA Lobfuata €€
OTOCTOCEMG O EKUTOUUDPLN EKTOIOEVOUEVOVE TTayKoGUimg. [Tapdro mov mopatnpodvTot
opketég Olapopég kal tavounoelg peta&d Tovg, OAa ta MOOCs £€yovv éva Koo
YOPOUKTNPLOTIKO, TNV OTA{TNON Y10 COGTO EKTOOEVTIKO GYEOGUO OV Ba SLEVKOAVVEL TNV
polikn EKTaidELoN XPNOLOTOIDOVTAG d1APOopES TadoymYikeG nebddovg (Rodriguez, 2013).

H 6sopia pddnong mov axorovBodv 1o MOOCs egivar onuovtikn yuo va cvAieyBovv
TANPOQOPieC GYETIKA HE TO TG Ol eKmodevopevol pobaivovy, TG Kol YTl Kévovv
OCUYKEKPIUEVEG EMAOYEG, DOTE Vo oyedlaotel pla demagn mov Bo vmootnpi&el v
aroteleopatiky pabnon. Kupiog ompiloviar o cuvdvacpd 3 mToudoy@ylkov HOVTEA®Y
(Anderson T., Dron J., 2011):

1. T'vOoTIKN] GUUTEPLYPOPIGTIKN: HEAETAEL TIG AEITOLPYIEG TOV EYKEPAAOL KO
TNV GLUTEPLPOPA  TMOV  EKTOOEVOUEV®Y, TPOTEIVOVTIOS VO VIAPYOLV
emPpaPedoelg kol kivTpa GTO. AOYIGHIKG, Y10 OAAGYY] TNG GLUTEPLPOPES
(Dorian, 2013).

2. Kowovikég Emowodountiopds: vrootnpilel, 0TL 1 yvOON OVOTTOGGETOL
aVOAOYOL [LE€ TO KOIVOVIKO KOl TO TOMTIOTIKO TEPIPAALOV TOV EKTAOEVOUEVOV
KOl OTI] GUVEXELDL EVOMUATOVETOL TNV mpoivmdpyovca yvaon. Ilpoteivel
gpyoleio emkowvmviog kot ovvepyooiog (Anderson T., Dron J. , 2011;
Roblyer, 2009).

3. Connectivist 1 aAlidg Awwovvoedepnévn I'voon:  sivor pio véa Bewpio
puébnong g cvyypovng ynelokng kowvmviag, mov mpotddnke to 2007 omd
tov¢ Kavadovg dnpiovpyodg twv MOOCs tovug George Siemens kat Stephen
Downes. (Anderson T., Dron J., 2011). ‘Exet o¢ agetnpio tnv Kowmvia g
[Tinpogopiag, 6mov ot TAnpogopieg eivar dpboveg Kot Ady® TOL TEPAGTIOV
OYKOV O GKOTOG TOV EKTOUOEVOUEVOD OEV E1VOL VO OTOUVILOVELGEL 1| VO
KataAdfetl Ta Tavto, aAAd va Bpet TIG YVOGES oV amottovvTot. Y tootnpilet
OTL 1 pabnon mpoépyetal amd TNV OKOSOUNGN €VOG SIKTVOV TANPOPOPLADV,
EMOPOV Kot TOPpWV, 7OV eQOpUOleTar Yy TNV EMAVON TPAYLOTIKOV
npoPinudtov. (Siemens, 2005) Koatd ovvénewn, 0 oOYedOOUOS  TOV
eKTodEVTIKOD  TEPIPAALOVTOG  omouteitor  va.  dounbel  €tol  dote  va
evoopatwfodov Web 2.0 teyvoroyieg won epyadeio emkovoviag mov Oa
dMGOLY TNV SVVATOTNTO GTOVS EKTAOEVOUEVOVS VO OAANAETOPOHV UETAED
TOVG KOl VO QIATPAPOVY TIC TANPOPOPIES OVAAOYO HE TIC OTOUIKEG TOLG
avdykes. H teyvoroyio mov cvvnbwmg ypnotponoteitar ot MOOCs eivor
dpeon mopovciocn TANpoeopidV  Omw¢ Pivteo ddAeln, OadpacTiKd
pobnotlokd epyodeio  yio mopddetypo €vog mMIVOKOG OMUEWOGE®Y, (POPOLUL
ocv{nmoenv, niektpovikd Pipiia ko péBodot a&lordynong eite pe kouvil, site
TOAMOTANG EMAOYNG KO YPOTTMOV EPYOACLOV TOL GLYVA OEOA0YOVVTOL OO
opotuovg (Education-2020, 2010).

Ta MOOCSs Bacifovtatr otnv £vepyd GLUUETOYXN YIMAO®V EKTALOEVOUEVOV, Ol OTTO{0L
Oa emkotvavioouy e TO AOYIGHIKO Kot Bo dAANAETIOPAGOVY [E TOV DTOAOYIOTH dld
LEGOL oG OLEMAPNG. XTOYOG EOIKA G eKTodEVTIKE TepPdAlovTa givar va petmBel n
eKHAONomn g OEmPG, MOTE Ol EKTALOELOUEVOL VO 0.GYXOANB0VV ampOCKOTTTA LE TNV
pabnoiokn dpactnpotnto. o va emttevydel avtd givar amapaitnTog 0 GLVOLOGHOG
Spopwv medimv, OMAad oG OEMOTNUOVIKAG opddag mov Bo amotedeiton omd
Toudoy@yovg, oxedlooTéc, HEXpL unyovikovg minpoeopikrg (Conole, 2014; Legon,
2014). Kotd tov oyedrooud Oa avarntoybovv ta 3 Pacikd enineda, o oxedloouds Tov
TEPLEYOUEVOD, O OTTIKOG OYEOOGUOC TNG OlEMaPNG Kot 1 Pactkr aAAnAemidpaon).
(Dorian, 2013) Amatteitar vo akoAovdnbovv ot Bacikéc apyég oxedioong Pacel Twv
kavovov ¢ Evypnotiog (Usability) kot g yevikdtepng epmeipiag ypniotn O6mov
dtvetan upaon kol 6e GAAOVG TOPAYOVTES Y. M EAKLOTIKOTNTO, 1| CLVALCONUOTIKN
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aAAnieniopaon, xim. Eivor onupovtikd o6ttt MOOCs amevbivovror Ommg
wpoovopEpOnke oe palikd TANBLoUd Kot eivor advvatov va Yvopilel 0 oYedlaoTig
amd TPW TIG YVOGEIS TOV EKTAUOELOUEVOV Kot TV gumelpia tovg (Johnson, 2010).
Emiong, 10 va avtihapfdavovior ot ekmaidgvdpevol docntikd v ypnon &vog
OdpacTIKOL  avTikewévoy eivar  moAd  onuoviikd oto. MOOCs, d1ott ot
EKTIOOEVOLEVOL TTPETEL VUL EMKEVIPOVOVTOL TNV LAONoN Kot Oyl 6TV Agttovpyio TG
demapng (Dorian, 2013). EmumAéov tor televtaio ypovia dwaitepn mpocoyn £€xet
OTOGTACEL GTO YMPO TNG GYEOINONG CLOTNUATMOV KOl 1] EVOOUATOGCT GTOUXEIDV Kot
TeYVIKOV amd to Video games, yvootd kot o¢ teyvikn Gamification (Laszlo A.,
Rowland R., Johnston T., Taylor G., 2012). Baocikdc 610(0¢ TV GTOYEI®OV OOTOV
(my. emPpafedoelc, TPOKANGCELS, KAVOVEG, EMIMENN, TIVOKEG KATATAENS KAT.) omoTeAEl
N avénon TOV ECOTEPIKOV Kol EEMTEPIKMOV KIVATPOV Kol 1) cLVOKOAoLON OeTikn
aAlayr| coumEPLPOPES Kot evioyvong g uabnong (Kapp, 2012).

Hpopiqpa - Xpnowpotntao s £pevvog

O1 g topa oyetkég TPoonddeleg oYEINAGHOD TOV JETAP®V Kol TOV EKTOLOEVTIKOD
nepPdrrovrog Tov MOOCs, mapovcstdlovv apkeTd TPOPANUATO COUP®VA UE TNV
vrapyovoa Piproypagio KaOOS HEAETNTEG TGTEVOVY TMG O HEMAPEG TOVG VGTEPOVY
oe ekmoudevTikd (instructional design) 6co kot omtikd oyedwcpd (visual design),
TOPEXOVTAS oL HOAAOV YOUNAOL emmédov eumeipio ypnotn (user experience).
(Holton, 2012) H é\ewyn mpdPreync g eunelpiog tov EKTOUSEVOUEVOD KATE TOV
oxedlacUd gtvar évag amd toug  Pactkodg AOYovg TAVe GTOVS 0moiovg aoKEiTol
kprtikny ota. MOOCs. Emiong, €govv katnyopndei 6t givor oyedioouéva 6mwg o
pofnpote e TopadoclaknG SIO0CKAAINS, e LOVT O0POPE OTL TO TTEPLEYOLEVO TOVG
givor avaptnuévo oto dwdiktvo (Colman, 2013). Qg cvvénela Exel mapatnpndel Eva
oA peyddo mocootd gykatdietyng twv MOOCs, yopw oto 90 to1g eKatd, Kupimg
a0 EKTALOEVOUEVOVG UE EAMTIELS YVADGELS OTIC VEEC TEXVOAOYIEG, OV Kot To KivnTpa
TOV KAOE EKTOLOEVOUEVOD TTOV EYKOTOAEITEL TaPAUEVOLV €V TOAAOIG dyvmota (Reece,
2013).

Yoppove pe to mopomdve M peAétn avt eotidlel ota mpofAnuoTo NG
avBpomokevtpikng oyediaonc tov MOOCS kat €xel wg oTdY0 Vo TUPEYEL YPOUYLES
TANPOPOPIES TOGO GTOVG JAYEPIOTEG OGO Kol 6TOVG TTdpoyovg Twv MOOCs kot oTa
TOVETIGTN U0 TTOV TopEXovV palkd avolktd am’ evbeiag podnuota.

YKOOG TNG £pEVVOG

O okomdg g oyedioong tov denapdv tov MOOCs 0Oo emkevipmbel 6g avTOOG TOVC
TUAMVEG, 0TOV oYedoHO TG dtemapns Twv MOOCs Bdost TV avayKdV Kot TG EUTEPLOC
TOV EKTUIOEVOUEVDV, GVVILALOVTOS TIG VITAPYOVGEC TOOUYWYIKES ueBOSOVG, evd Eva aKOUO
oToleilo Kowvotopiog gival n xpron teyvikdv Gamification yio vo evioyvOel 1 diemapn ond
TAEOVEKTNOTO TOV  TPOCPEPOLY  TO  TOYVIOWL OTNV  eKTMAidevon  Om®G  GEOT
avaTPOEOdOTNOY], TOPAY®YIKN  HAONom, mopoy ] KWATP®V Kol  OUTO-OPYOVAOUEVT|
OLLOOOCVVEPYOTIKT LaOno).
Ta Boaotkd epevvnTikd epmThpT Eival:

1. Mmnopodv va oyedactovv demapés tov MOOCs  divovtag  Eueoon

TOVTOYPOVO GTOV EKTOIOEVTIKO GYESIAGLO KOl GTNV EUTEPIN TOV YPNOTN;

2. Tlog pmopet va evioyvbel n oyediaoT Tov SIETAPOV;
O1 Baotkol TVAMVES TNG oYediaoNS aUpopovV Ta EENG:
Yovovaouog TodayOYIK®OV PEBGdMV Kol apy®dV EKTULOEVTIKOD GYEOLAGHOV, (DOTE Vi
umopel v ypnolponomfel edkoda 1 SlEmOPN amd OmOOVONTOTE Kol oveEaptnTo amd TO
Babuo efowkeimwong tov ypnotn pe To ekmoudevTIKG mEpPdAlovio twv MOOCs 7 Tig
TEYVOAOYIKEG TOV YVAOOELG.
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1. Ontikomoinon TG AANPOPOPLOS pE YPNON YPUPIKAOV, £TCL OOTE VA
ompiletor oV TPOHTAPYOLGA YVOCN KOl TNV EUTELPIOL TOV YPNOTN KOl VO
LETAPEPEL TO HOONCLOKO TEPIEXOUEVO HE €VYPNOTO Kol EVYXAPIGTO TPOTO,
KOVOTIOIMVTOS e TIKG EAKDOVTOG TOV EKTOOEVOLEVO.

2. Opydvoon Tov aIANPo@opiov o€ SUKPITES TEPLOYES OTMG Y10 TOPASELY 0L
KOAAVTEPT) OPYAVMOOT TOV Tivako culntmoewy, ypRon teyvik®v Gamification
OMwG TIVOKEG KOTATOENG TOV EKTAOEVOUEV®V, GEAIDO TPOQIA Yo TOVG
EKTOOELOUEVOLG, euPAnpota, emPBpapfedoelg KTA., MGTE Vo TOV OEGUEVEL GTNV
O0AOKANP®OT TOL HaBNUATOG aVEAVOVTAG To KIviTpa Yo Laonon.

Me6odoroyia
AxolovOnOnke avBpomokevipikn pebodoroyion oyedioong, onAadn KoTd TN SAPKE NG
oxedioong avapiydnkav mbavoi ypnoteg g demapng tov MOOCs. XpnoipomotOnkov
TOWTIKEG HEBodOL GLALOYNG KOl avaivong Tev Oedouévev pe oKomd va eviomifovton
gykaipog Aabn, mapavoncelg 1 dvokorieg otnv ypron g Kot va dopbavovtar (Lewis,
2009; Wilson, 2013).
Apywcd v vo. avalvBolhv ot oyedlaoTikéG anotioelg Tov denapdv Tov MOOCS kot va
1efovV 01 TPoTEPUIOTNTEG Y TIC Pacikég Aettovpyeieg mponyndnke eig Pdbog PiAtoypaikn
épevva kot emokomnorn. O oyedocudc Paciotnke ot emikpioelg mov €yovv dgytel T
MOOCs og d1dpopeg €pgvveg mov ovoivOnKov, OAAL Kol €AEYYOVTIOS TS OVAYKES TMV
xpnotadv Persones mov amevfdivoviar ot SEMOPESG. ZuyYpPOVOS O GYEOINGUOG EUTAOVTIGTNKE
UETA amd €PELVNTIKO £pyo Ue ototyeio and exmoudevtikd mepipairovto (Lams, MOOCS),
Kowwvika diktva (Facebook,), Bivieo moryvidwa (Angry birds, Farmville, League of Legends
KTA.), OIEMOPES YVOOTMV AELTOVPYIK®V cuatnudtov (apple, windows) kot péoo nAEKTPOVIKAG
emcovoviog (Skype, yahoo), obtmg dote va dnuiovpynbel pio edypnoT KOl OTOTELEGLOTIKN
Sleman.
Kotd v ¢@don tov apyikod oyedwoouod oe Sdpopo otddle, epguvinke pe GpEOT
TOPOTNPNGCT TOV EPYACIOV OV EKTEAOVDGOV Ol GUUUETEXOVIEC OV O EKAOTOTE GUUUETEY®V
eméleye Tov emBountd TPOTO TAONYNONG 1 EXKOWVOVING LLE TN SETOPT YLOL VO EKTEAECEL [l
gpyooio. Av SlmotovoTay KAmow cOYYLoT, TOTE aKkoAoVBOVCAY EPOTNCELS GYETIKEG LE TO
TAG KAl Y1OTL AmoPAcIoay Vo 0KOAoLOGoVY vt TV emloyn, dote vo avakelvebody ta
TpoPAnuata eykaipmg kot va dtopbmbolv kotd 0 oyediocud.
Me v oloxAfpwon g oyediaong tov Pacikedv obovav tng Semapng, olevepyndnke
a&lordynon pe ) pébodo user testing kar mo cvykekpipévo pe T uébodo first click testing.
H pébodoc a&loroyel TV amoTeEAEGUATIKOTNTO TNE OIETAPTG ATOTVITMOVOVTOG TO TPMOTO KAIK
TOV ¥PNoTn otV 000V G€ GLVIVAGHO e TO XPOVO ekTéLEoNG. Emléytnke n cvykekpluévn
péBodog a&lohdynong, S10TL e EDKOAO KoL YPIYOPO TPOTO TANPOPOPOVUACTE TOGOTIKA TNV
TPMTN EVTOTMOGT TOL YPNOTN OO ETAPT TOV WE TN SETOPT.
Emuhiéov, olevepynbnkav kot pn dounuévec ouvveviebEelg kol £Yve TOPATAPNON TOV
GUUUETEXOVTOV KOTA TNV EKTELECT] TG EPYOCING TOL GEVAPIOV.

Aglypa g épeuvag

H emoyn tov delypotog g épevvag o OAQ Ta oTAdW £YIVE e UN-TOOVOKPOTIKY] GKOTIUN
detypatolnyio, dote va OLAAEEOLUE TO YPNOUEG TANpoYopieg amd OTL pe TLYOiO
detypotoAnyia, 61611 cvpemvo pe to Nielsen av ol yprioteg éxovv avopoloyévela, Eva dsiypo
5 atdpev givar emapkég yio vo ovadeibel o 85% tov mpoPfAnudtov suypnotiog (Nielsen,
2000).

Y10V apykd oxedlaoud emAEyTKAY Ue oKOTUN detypotoinyio 10 copuetéyoviec amd to
KOW®MVIKO Kol ETOYYEAUATIKO XDPOo, NAKiog amd 15 etdv pabntég youvaciov éog 50 etdv, un
éyovtag ol mepiocodtepol gunelpic o MOOCS, oAAd €yoviag omd PETPLO €M KAAN Yp1om
NAEKTPOVIKDOV VITOALOYICTMOV.

To deiypa yo o User testing amotehovvtav amd 12 dropo. Tvpueteiyav 8 ypnoteg mov siyav
Kdmol TPoUTAPYOVCH  EUTEIPIO.  XPNONG OTOVG TAEKTPOVIKOUG VLTOAOYIOTEG KOl GE
nepPailovta & amooTdoemg ekmaidevong kal 4 xpNoTES TOV giyav AyOTEPO GLYVN ETOPN UE
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TOVC NAEKTPOVIKOVG VITOAOYIOTES KOl VINPESIES S1OIKTVOV. Ol GUUIETOY TWV YPNOTMOV EYIVE
AVOVLUO KOl HOVOSIKO oTotyeio emkovmviog ftav to e-mail tov cuyypagémv, cto onoio
umopovoov ov NOEAAV Vo ETIKOIVOVIGOLY, Y10, VO SDCOVY TEPAITEP® AVATPOPOIOTION TNV
a&lohdynon amocTéAAovVTaG AenTopepY] GOALO KO OTOYELS.

21c un dounuéveg ouvevieDEEs CLUUETElYOV 3 ¥pNOTEG, €K TV omoimv o évag elval
EKTAOEVTIKOC TANPOPOPIKNG 0T devtepofdbuia ekmaidevon, o dihog pobnmge I'” Avkeiov
Le KaAn eumelpiol 6TOVS NAEKTPOVIKOVG VITOAOYIGTES KOl T XPTOT) KOWVOVIK®V SIKTO®V, EVHD
0 tpitog katelye PacIKES YVDOELS VITOAOYIOTT KoL OgV £lxe TOTE TapaKoAovOnoel pobnpata e
0mooTdoemg ekmaidevong. H derypatoAnyio ToV OKOTUY, DOTE VA VITAPYEL OVOLOIOYEVELD
TOGO OTIC YVAOGELS OGO KOl NAIKIOKE e OKOTO Vo ovadelyfovv o, TpoPANOTE Kol TO, aiTio
TOVL Ol GLUUETEYOVTEG TOV USEr testing eméde€ov d10popeTIKd TPOTO TAOTYNONG KL EKTEAEOTG
NG €PYACIOG 0T SIETAPT| OO TOV AVOUEVOUEVO.

AvOpomokevTpikn oyediact dera@av tov MOOCs
Kotd 10 oyedocud tov OlEemapdv emléytnKov To KotdAAnAo otolyeion kou Uéca,
ouvoLALovTaC To UE TIG KOTOAANAEG Oempleg paOMoNG eMKEVIPOUEVEG OTIC OPYEG TOL
EKTAOEVTIKOY  oYedIoUOV, OT®G avoyn ot1o AdBog, dtapopomomuévo pvlpd pabnong,
eveM&la otn ypnon Ko GAA0, OGTE VO TPOAYETOL 1) OVTO-OPYOVMUEVT] OLOOOGVVEPYUTIKN
uabnon oe polikd eminedo. Axorovdnbnke avBpomokevipikn pebodoroyia e Gla ta oTAdILL
oyedlaong kot aEloAdYNoNG, GLVOLAGUOG TOLOTIKMY KOl TOGOTIKOV HeBOO®V, VD GUYYXPOV®S
oedyOnke épevva oe VIAPYOVTO EKTAOEVTIKA cvoTHuaTe, Pivieo maryvido, KOWOVIKA
dikroa.
O oyedoude g demapng tov Mooc Eekivnoe dnUovpY®VTOG EXTO GEVAPLO VTOOETIKOV
ypnotav (Personas) tng oemapng. And v Piprloypagikny épguva 0AAd Kupimg omd TNV
peAéTn tov ovupeteyoviav oe vrdpyovio MOOCs, emidéytniov Personas pe diopopetikd
YOPOKTNPIOTIKG, OTOYOVG KOl GUUTEPLPOPES, MOTE v ANedel vwdoym 060 10 dvvatov
LEYOADTEPO EVPOG TV EKTOOEVOLEV®V, OO GLUVNOELS TEPIMTAOGELS LEYPL akpaies, EATi{ovTag
oe peyoAvtepn mBovotnta emtuyiog Tov oxedlacpol tng oemaens. o mapddetypa m
Mopivo eivor uA0d0EN Kot €xEL APIGTEC TEYVOLOYIKEG YVAGELS VD 0 X0Vl EYEL HEIOUEVT]
opaorn Kot duokoievetal, 1 Axiva eivor amoutntiky, o John mpotipder va mailel, evd o
TCoPdvi givat amoyonTeupévog Aoym Tne UEI®PEVNE TANpo@oplokng Ttodeiog. (Eikova 1)
Ta oOvOeTOL 0PN yNUOTIKG GTOLYElD TV GEVAPiMY oTIg PErsonas yevikenTnkoy cOUPOVA, LE TIC
apyéc ov UX oto I'pdonua 1, vmoroyilovtag tovg UEGOLG OPOLG KOl GUAAEYOVTOG TIG
OTOUTNOEL Kot TIg mpoodokieg tovg. Ta amoteAéopato €6eiav 61t B€hovv éva mio
TPOCOUPUOCTIKO  TEPPAALOY, TMO OPYOVOUEVO, EAKLOTIKO, OTNTIKOTOUNUEVO KOl W€
TEPLOCOTEPQ EPYUAEIQ.

M.O. Personas 62% UX

Avtiinyn
100

[IpocappoctikodTnTo

EAlcvotikdtra

A
Omntucomoinon §’ Exudbnon

Epyoleia

Ipaonpo 1: Atoautioeig g demapng tov MOOC and tig Personas.
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Baowlopevn otig amoutfoelg towv Personas koi ot emikpiosig tov MOOCS omd v
Biproypapikn €pevva, dnuovpyndnke évag KatdAoyog e apyég mov EMPETE VO LILAPYOVY
Katd tov oyedopud g demoeng towv MOOCs. Xtnv mopeio 0 koTOAOYOC HEI®ONKE,
€0T1alOVTOG 6TO GPESH GTOLYEIN TOV EVAAPEPOLV TOVG eKTadELOpEVOVG Tov MOOC katd T
pébnon, ®ote va oyedOoTEL Lo SIEMAPT TOV VAL S1POPOTOLEITAL AT TIG VILAPYOVGES KOl VO,
TANPoi 060 TO dLVOTOV KOADTEPO TOV OKOTO TG, ONUIOLPYOVTOG £V €UYAPIOTO Kol
oLYYPOVOS GoPapd eKTadeLTIKO TEPPALAOV.

kac Jédw éva Qapps pédtov senv Miepucis

No ouvepyooTel i exnaSeudpEvous SN Xepiov
K01 V0 YVGopioE v noAmiopuRr Kot Kovvivis KouA-
rodpatoug

Na nerdxet upnAd awop ware vo T ot n cukaipla
avaYV@pIong and. Tou EELTEPIOU WO
Vo ouvexion tig onovdes g

Na Bpe epyooia 010 ecwrepwd

Baowxd Enpela

Efvon ouvixeio ouvBeBeyévn e 10 Bixtuo cite oné tov
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:
!

5 >
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Exe1 x0unAA 690N K31 XPNOWONCHE] BIOSOPEC UNO-
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pnopéoc vo nopoxoAouBinoe 1a Moocs:

Anoyontedoeic
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Aev pmopel ypiyopa va pdBe: kel v Siaxeipior inv
rexvoloyia

e

S
Zevdpio

Na éxc1 unoawipsn and 1oy KOBNYTT KDl GN 10US QUMPOITIES 10U

N eivex n Eenoph tou Moos me expnam ka1 vo posdl 0ov 1@ video games:

Na wpard "

HEVOUS e eyt 6poon
Aev pnopei vo naparoAouBicer s epyovies oy
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&vapdbnpa
o
Zevipio
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e
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Ewova 1: Evésiktikég Persones mov dnpovpynonkay.
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‘Emerta, emiéynke évog eVOALOKTIKOG HIKTOG TPOTOG TPOGEYYIONG OYESIAGHOD TV 00ovdv
mg demapng ocvvdovaloviag tnv top-down mpocéyyion poli pe tnv bottom-up, SnAadn
EEKIVOVTOG TNV TOPEIN TOVG Ol EKTAOELOUEVOL OO TNV apyIK 006V Kot cuveyilovtag Tpog
115 Pacikég evdlopépovoes 006veS, dNOVPYAONKOY CPALPETIKE GKITGAKIOL LE TO GTOLYEl
OV WPEMEL VO £(OVV, TIG TANPoPopieg, TV TOmMOBETNON TOVG, TNV TAONYNON KOl TNV
1 dPaCTIKOTNTO.

Ot Baocikég 080veg NG OlEMAPNG TOV GYEOIAGTNKOY GTOV VRTOAOYIOTH oKoAoLONGav opyikd
mv opyGveon mov zmpoteivovtar Yo, ekmoudevtikd mepiPaiiovra  (Oppermann, 2002)
opiCovrag ta media kot T1¢ Pacikég meproyés (Ewova 2).

e Emdveo (ovn: vmdpyovv to epyaieios TPOCHPUOYNS Kol EUTEPIOG TOL
EKTOUOELOUEVOD, ONAadT mpoeik, e-mail, pvbuicelg, Pondela, pevod kat
avaTPOPOdOTNOT).

e Apiotepd: mAonynon TV Lobnclok®y epyareimv.

e Meoaio meployr: Ppioketon 10 pobnolokd mepieyouevo ekel mov eoTidlet
TPAOTO TO LLATL TOL EKTOLOEVOUEVOV.

o Agfud: eppoaviCovtor avdAoyo HE TNV ETAOYN TOL EKTOOELOUEVOV T
nobnoakd epyaleio COUrse, onuetmpoTapto, @opovp, sticker, homework.

o Kdato {ovn: epopdvion gpyoielov emkovmviag Kot To Kovovikd diktoa.

Epyaleia mpooappoyng epnepiag
1024 x 768 pixels (I‘IpooBamuotntu) g Stenadrg & Avatpododotnon

moocs
MaBnotaka
epyaleia

MAoriynon
Awadpaotikd

MaBnotaxda ) MaBnotakd
Epyaleia Meplexopevo

Epyaleia emkowwviag Kat
KOWWVIKWV SIKTO WV

Ewévo 2: Kodikoroinon tov meploydv g demaeng tov MOOCs.

Y& 0M0 1O oYedlacO akorovdnOnKay ot apyéc UX (Colman, 2013; Forni, 2012). ITwo
oLYKEKPIUEVD, 000nke Eéupaocmn oe  BEpATO  GUVETENG, OMTIKOMOINGONG TV
TANPOPOPIOV (Y. HE OMAOTOMUEVE, OPOIPETIKA EKOVIOWL N1 YVOOTO GTOLG
EKTOLOEVOEVOVC), oyedlaong ™mg TAOYNONG, mpocPaciudmrag,
npocappootikdmrag kAT, (Ewdva 3).

Y10 oyedopd evoouatodnkav kot teyvikég Gamification omwg petpntég
OAOKANPOONG TOV EMPPAPEVCEDOV TOV UITOPOVV VO OITOKTIICOVV Ol EKTOOEVOUEVOL
otav oAokAnpavovv gvotntes twv MOOCS, pe otdyo va peltwbel 1o dyyog amd v
Babuordynomn, va avénbovv ta kivntpa yuoo pdbnom Kot vo VTApPYEL AQUECM
avotpo@odotnon. IpoPréneton otov apyikd oxediocud ot Bo vapyel Leaderboard
Yoo a0ENCT OVTAYOVIGTIKOTNTOG GAAG Ko cuvepyaciog mov Ba oyedlaotel petd v
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npd™ dokyn. Emiong, o dwdpactikdg yapng eivor otoryeio Gamification, 6mov
VTOOEIKVIEL GTOV EKTOOEVOUEVO TL TPEMEL VO KAVEL, Y10Tl, TOL0G €lvar 0 6TOY0G, Kot
Vv Topeio. oAokANpwon tov pobfuatog. Emmiéov, yopilel to pabnuo oe emineda
OV OVGKOAEVOVV OGO TPOYWPOVV ot efdonddeg kar pvOuilel TOVG KOVOVES
Aertovpyiog, my. OV TPOYWPALE OTNV ETOUEVN EPYACIO TPV OAOKANPDOGOVUE TNV
TPONYOVLEVY, TOVG EKTOUOEVTIKOVG KAVOVEG OTMG OAOKANPOVOVTOG TO qQUIZ toKTig
TO0 TPAOTO GOV UETOAAO KOl TOVG KOVOVEG GULUTEPIPOPAS TOL cLVHBMC eivar 1
ocuvepyoaoia.

Be 2 44
Elfe_Gkionareti 20

Dondkk; == O =

IMoocCs

Gamification by Kevin Werbach

@ 28 : Lesson 1.1: The sites that used {4]

Gamification:

Khan #chademy

Niket-+ l
- %

Title 2:

<» ] 1.1 Introduction ( J

o .

N

Chat "_j L3

0
B Hi! l 'ﬁ l
9 )
' Discussion ﬂ st e | @ m by dote 2 | Oﬁ
2.47pm
l H Title D@ amonthagd B duce W B 2monthogd [ 11 # £3Y  Hi Aniel Bartara
All those who were keen to get started 1 manage an online learning ;

Vlafen -ﬂ

¢ Fnie 2.47pm e

T @  9noursoge ! T & 2doysop | ﬁ Whgt’s up _!
R T v ; _ with this mooc; s

. on the first quiz - you should now be + Vs Management svstem for a leadershiow| =
v an error message : teaching an entrepreneurship
' n;,,,vu'.'.fr‘_.‘ when | attempt to submit the - Comenive  class for mv son's elementarv schools

(= Bl

Xé, (] ﬁ n { katerina: | hope that is good! %
_
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moocs | e Guionareti 2 ;/;\",! /.( ?
Gamification by Kevin Werbach 3 Ak g = =
T T < i ——

Gamification by Kevin Werbach

What is Gamification?

: #3435 :
u~;—.“"’ Optional Materials o — — -

Sebastian Deterding, et al, From Gome Design Elements fo )

T adw. ool Gamefulness. Defining _“Gamification”. Proceedings of the 15th
WEEX BNk ‘M( International Academic MindTrek Conference, 2011 (Academic paper =
ing a strai definition of gamification. | use 3 chart from '

offering
this article in one of the lectures)

o \‘}&‘ Jesse Schell, Design Outside the Box, 2010 DICE conference

oL, ) presentation video. (Hilarious and provocative talk about the potential

iU At s o of gamification, which jumpstarted interest in the concept. A clip
YTy appears in one of the lectures.}

“““ Deloitte, The Economy: How ification is
Business [A nice overview of gamification as a business technique'by

|
o T a major consulting firm.) |
: « Sourced Material
! Ny Gifts

Samples ification: Nike Plus, Zombies Run, KEAS (1.3)

Articles: Forbes, [nside the Gamification Gold Rush; Artiles: V
, Journal,_Lotest Game Theory: Mixing Work and Play (1.4)

(- 15 Professor Werbach's Book: Wharton Digital Press Lab (1.2) | |
iz Starter

_ Early Research- Thomas Malone, What Makes Things Fun To L
' MIT; James Paul Gee, What Video Gomes Have to Teoch Us
- ¢ Learning and Literacy (15)

3{: 'f< m n A Hil 35k

Ewéva 3:Screen shots and ) denapr] tov MOOCs.

Ot Oewpieg pabnong ocuvvovACTNKOV KLPIMG, YOl VO EVIGYUGOLY TNV OUTOPYUVOUEVN
opadocuvepyatikn pdbnon oe palikd emimedo, GuVOLALOVTOG TN XPNOT TOV POPOLLL UE TNV
AmOKTNOT EMTEVYUATOV KOl TOV KOVOVIKO YOPUKTNPIGUO TOV EKTOUOEVOUEVOD O PUMKOC,

YPNOUYLOG KTA.
2uyxpoOvVeC, EUTAOLTIOTNKE 1 Slemapn pe 3 d1adpacTikd epyaireio:

e Epyadeio dueong emkowvoviag, to Aeyouevo Chat mov dev vafpye otovg
TAPOYOLG TOV EEETACALLE.
e Hlektpovikd onuetwpatdplo mov povo n Udemy wopéyet.
e Epyoleio sticker, dniadn n dvvatdtnto vo onpeiwbovv onueio 6to Pivieo
7oV TOAVOV 0 eKTadEVOEVOS Ba Bl va TapaKolovOnGEL EOVAL.
I'evikd, 0 oxed1GHOG TNG SETAPNG £XEL WG OTOYO VA €ival 66O TO duVATOV O AITOG KOl VoL
TEPLEXOVTAL OAOL TO. OTAPOITNTO EPYOAELD KOl AVTIKEIHEVD TTOV YPELALOVTOL Ol EKTOLOEVOUEVOL
v va mapaxorovdncovy to MOOC peidvovtog 6mov gival Suvatodv TV TEPLTTH TAONYNGN,
divovtog éueacn oto akoAovia:

1. Koldtepn opydvoon tov  podnowkov  wOpov kol gPYOAEi®V
EAAYIOTOTOLDVTOG TNV TEPLTTI] TAONYNON, OMWS KOADTEPN doun Tov Tivako
ocu(NMoEemV, JOPACTIKOC YAPTNG TAONYNONG OTIS EVOTNTEG TOV LoONUATOV
KTA.

2. Evooudtwon ddpactikdv epyoieiov, OTMG ONUEIOUATAPLO, on’ gvbeiog
emkowvmvia pe chat kta.

3. Omtwcomoinom pe mAovolo Ypaeikd Tov meEPPAALOVTOC TG SEMAPNG, OTWG
Tivakog KoTatadng Tov eKTodeLOUEVOV OTn GEAIdO TPOPIA Kol 6T ceAld
TOV GLUVEKTOOEVOUEVAV KoL YEVIKE emPBpafevoelg mov Oa kepdilovv katd TV
TopEiol OAOKAN PGS TOV OB LOTOC KTA.

Cven | Ldacation 2
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Awdkaoio aEloroynong EvYPNOTIOS TOV GYEOLUGTIKOD TPMOTOTVTOV
H denopn oaforoyndnke pe v  vanpecio usability testing oavowtod kmdika
http://www.intuitionhg.com/. Ot cuvyypaeeig avéntvéav Eva oevaptlo pe 22 Bacikég epyocieg
xpnotov (user tasks) mov Empene va EKTEAEGOVV Ol GUUUETEYOVTEG, KOADTTOVTOG TIG OVAYKES
evog apydprov ypnotn. Otov o1 GUULETEXOVTEG £PEPVOV CE TEPOG L0 GLYKEKPLUEVT] EPYACIAL,
T0 ovotnue. VIoAOYIE TIC KWWAOELS TOug otnv 000vn, vmodeikvOovtag to onueion pe
ewogopilov ypodpo (pe Vv teyvoloyic tmv heat maps) kot ova@EPOVTOG TO. GUVOAKG
TOGOGTA KAOE onueion EMAOYNG TOV GUUUETEXOVIMV Kol TO LEGO XPOVO EKTEAECT|C.
O otdyoc tov usability test eivor m Afynm mocotikdV dedopévav omd TV avAAven TOV
anotelecpdtov tov obovav, ®ote va petpnfel Kupiwg 1 OmOTEAEGUOTIKOTNTO KOl M
OTOJOTIKOTNTA TNG JEMAPNG TPOG TOVG XPpNoTeS TG H pétpnon oy a&lohdynon pe xproTeg
eotidlel kupimg ota €N
1. Zvvolkdg aplfpodg TV «COGTOV» £PYOCLOV oVl 000V mov oAoKANp®ONKaV
0O TOVG GUUUETEYOVTES (LETPNOT OMOTEAECUATIKOTNTAG).
2. Zovolkog oaplBpds tov  «lovloopévav»y  gpyaciadv  avd  0Bovn  mov
OAOKANPOONKAY atd TOVG GUUUETEYOVTES (LETPNOT ATOTEAEGUATIKOTNTOG).
3. Méoog ypovog OAOKANP®ONG UG EpYAciag (LETPNOT OTOSOTIKOTNTAG).
4. Méon T TOV COOTOV Kol AoVOAGUEVOV EMAOYMOV TOL GLVOAOL TOV
oevapiov Kot ovd 006vn (LETPNON OIOO0TIKOTNTAG).
Io v xoddtepn die€oaywyn tov usability test kot v epunveio Tov anotedecudtov T€0mKay
téooepig Kotnyopieg v to Pabud coPapdtnrag Tov Kabe TPoPANUATOC guypNoTiOG OTMS
eaiverotl amd tov axoiovbo Ilivakag 1.
O1 gpyaoieg mTov cuvodevovy TG 000veg TG dlemaens (ta omoia mapovstalovTal v Guvtouio
oto ITivakoag 3) otoyevovy va amovinoovy ta e&ng epotiuata (Yang T. ,Linder J. , Bolchini
D., 2012):

1. Opyavoon g Minpogopioc: H opydvoon g demapng mov Pacictnke
GTOV SO ®PICUO EVIWIKPLTOV TEPLOYDOV OvAAOYa e To Epyareio Kot TO TEPEXOUEVO,
BonBdet Tov eKTAOEVLOUEVO VO EVTOTIGEL EDKOAN TIG TANPOPOPIEG TOV YpeLaleTa;

2. IMionynon: Ot exmadevopevol HTopovy E0KOAN Ko Yp1yopa vo Bpickovy Tig
TAnpoopieg mov ypetdlovtar petafaivovrag amd v pio 006vn otV GAAN;

3. Mevov — Koopmd: Ta otoyeio g dlemapns, Omwg 1o HeVOD Kot To. KOUUTLA

TOV HoNnolok®v epyoieimv LTOJEKVOOLY Kol HETAOIOOLV TG €VVOlEC KOl TO
YOPOKTNPIOTIKE TOV TEPLEYOUEVOVL, TNV OPYLTEKTOVIKY TNG TANPOPOPiaG Kol TOVG
HNXOVIGHOVG TAONYNONG;
To pevol Kot To KOVUTLE avAPEPOVTOL OC 1] «YADCOA TNG SIETUPTC», TOV Oa TaPEYOVY GTOVG
xpNoTeS dlancOnTikd Kabodnynon yio Tig TANPoPopieg mov ypeldlovtatl. Av o1 GOVOEGHOL 1] T
Kovumd 6gv GLVAOOLY HE TO TEPIEXOUEVO TOL OVTITPOc®REVOVY Ba amoyontehoovy TOV
EKTTOOEVOUEVO KL B0l TOL TPOKAAEGOVY GUYYVOT).

4.  Avrumnty I'vootukn IlpoondOsia: Xvvolikd n demagn eivor dkoAn otnv
ekpdOnon g Kot oty ypnon e

5. OnTko6g o) eo0opnog:

e Toa ypapikd PfonbBodv ToVG EKTAOELOLEVOVG VO EE0IKEIMBOVV Ypryopa LE
10 TepParirov oo MOOC kat va evtomicovuy E0KOAN TIC TANPOPOPIES;
o To xeipeva elvar eDKOAO AVOYVOGILQ

e Ymhpyer ocvvoyn omv opydvoorn kot v owdtaén TV oTtoryeiov Tov

MOOC;
BaOpodg IIpocoropropdg Ilpotepardtnrog
YoPapéTnTog
1 Xopni mpoTePaIdTNTA, LE TOGOGTO A0ODV OTIG EpyNcieg UIKPOTEPO

amo 20%. Aev kpivetan omapaitnto va Pertimbel kot va ovooyedlocTel av
dEV VILAPYOVY TOPOL KOl YPOVOG,.
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2 Meoaio mpotepordTnTo, pe MOGOGTO AdODV OTIG gpyaciec pikpdTEpPO
an6 20-35%. Agv kpivetal anapaitnto va Pfeltiobel kot va avooyediaotel
av Ogv VIAPYOLY TOPOL KoL YPOVOC.

3 Yyni Tpotepartotta, e T0600TO ABdV 6TIG Epyacieg piKpdTEPO Omd
35-50%. To mpofAfpoto Kpivoviol ONUOVTIKG Kol TPOTEIVETOL Vo
oLUTEPIANEOOVY GTNV avacyediooT).

4 [MoAd vynA =mpoTepmOTNTA, pHE TOGOOTO ANODV OTIC EPYOACIES
peyorvtepo amd 50%. To mpoPAnpate Kpivoviol GNUOVTIKG TPETEL VoL
cuumePANEHoVY otV avacyedioon.

Mivaxag 1:KAipoka Babpod cofapdtmrag kot Tpocdloptoldg TpoTePAIdTNTOS Yio TNV EXIAVCT TV
oYEO0OTIKOV TPOPANUATOV Kot T BeATimon tng Slemapng.

AW001Ka610, GVVEVTEVEEMV KOt TO.PATI PGS XPNoTOV - Epyaieio ASroroynong
H un dounuéveg ovvevievéelg Eyvav pésm tov Skype kot tov TeamViewer, 6mov ot
ovppeTéYovTeG mapokolovBodvtav (He T ovyKatdOeon Tovg) HEC® OL0UOPAGHOD
oBovdv kabm¢ exteAovoOV TIC epyacieg Tov 1010V cevapiov pe to Usability test mov
elye mponynbel. Xto onuele mov mopoTNPNONKE OTL O EKAGTOTE YPNOTNG
dvokolevotav, KabBvotepovoe N enédeye kdtt AdBoc, €1iBevto aviloya epoTHUOTA
(MOOTE VO EPUNVELTOVV Ol EMAOYEC TMOV GUUUETEYOVIMV. ZVYYPOVOSC UE OVOAOYEG
EPMTNOELS KATA TNV GLVEVTELEN a&toAoyNONKE 1 EAKVOTIKOTNTO TG JETAPNG KOl TOL
cuvalcOnuota mTov mpokaiel, To omoia givol £vog OKOUO CIUOVTIKOS TAPAYOVTOS TG

eumepiag Tov xpnot.

Av3Avon 0£00puEVOV Kol OTOTELECRATO.

[Toporo mov elvar d0okoho va efetootel pe Aemtopépela 1n OlaPopd petald g
emBounmg kivnong yo TV €KTEAECT] NG €PYACIOG TOV GULUUETEYOVTO WE TNV
TPEYOLGO ETIAOYT TOV EKOVE, AVOADONKAY GTATIGTIKA TO, GTOUYEI TOV GLAAEYTNKOV
amd to Usability test kot epunvedtnkav ocvLVOLACTIKA HE TIG U1 OOUNUEVES
OLVEVTEVEELS. XTIG MEPLOCGOTEPES €PYAcieg Ta Prpato kot To AdOn mov ékavav ot
GUUUETEYOVTEC MTOV TOPOUOLD, €KTOG OmO OPICUEVES EPYACIEG OV EVTOMIGTNKOV
onuavtikés  dapopés. Xtov  Ilivokag 2 mapovotdloviol GUYKEVIPOTIKA T
AMOTEAEGLLOTO, 0TTO TOVG GLUUETEYOVTEG oTo USability test.
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ZevapLo |Zwotég|Aav(-)cxous’vsq| Emituymg |Méoog Xpovog Babuog

| EktéAeon | TofapotnTag
1n note 6 6 50,00% 14,67 3
21 mail 11 1 91,67% 16,87 1
31 medals 10 2 83,33% 13,14 1
4n gifts 6 6 50,00% 15,56 3
51 course 1 11 8,33% 12,85 4
6m profile 6 6 50,00% 10,26 3
7n sticker 7 5 58,33% 16,95 3
8n put sticker 2 10 16,67% 10,6 4
91 info 9 3 75,00% 9,88 2
10n post 5 7 41,67% 14,4 4
11n maximize 3 9 25,00% 20,79 4
121 reply 9 3 75,00% 14,95 2
13n chat 5 7 41,67% 20,75 4
14n add friend 6 6 50,00% 15,27 3
157 del note 2 10 16,67% 6,43 4
16m material 7 5 58,33% 15,04 3
17m homework 5 7 41,67% 17,49 4
181 unit 11 1 91,67% 19,54 1
191 download 8 4 66,67% 12,69 2
20m next 9 3 75,00% 8,21 2
21n quiz 7 5 58,33% 11,56 3
221 sign out 3 9 25,00% 18,32 4
M.O. 6,27 5,73 52,27% 14,37

Mivoxag 2: Zuykevipotikd anotedéopata and to usability test.

To TI'paonua 2 mapovcidlel to AdON mov €Kovav Ol GLUUETEXOVTEG KATO TNV
EKTEAEDT] TOV €PYACIOV Kol avaroya pe to Pabud cofapdtntog £Tol, OOTE Vo eivat
EexdBopo TL axppog mpénel va Pertimbel ko va avaoyediaotel. [Tapatnpodue o1t
VPOV KAmoleg 00dveg mov dev MTav avaykaiog 0 avaoyedoUOg OT®mG M 21
epyaoia, eved avtifeta amorteitan feAtioon Kot avacyedlacog T.y. otV Sn epyacia.

PaBsoypappa epyaciov
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Cpaenpe 2: Z0ykpion cOoTOV Kot AaVOUSHEVOVY EPYUCIOV 0O TOVG GUULUETEYOVTEG.

Orven  Ldacation 25



Open Education - The Journal for Open and Distance Education and Educational Technology
Volume 12, Number 1, 2016 Section one. © Open Education

Ao 10 I'pdonua 3 mopatnpodpe 0Tt 0 ypOdvVoS eKTEAEONC LOG EpYaciog QaiveTal va

&xel khmola oyéon He v AovOaoséVn amdvinon, 0TS GAiveTaL E10KA GTIG EPYOCIES
on, &, 157.

PaBsoypappa M.O xpovov ava AavOaopévn epyacia
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B Méocog Xpovog B AavOacpéveg Epyacieg
I'pagnpa 3:X0yKpion xpovov Kot AavOacHEVOY EpYUcIOV 0O TOVG CUUUETEXOVTES.
Téhog  péon tipn evypnotiog g demapng Pacetl euneipiog yprotn oto I'pdonpa 4

etvar 52%, KAVOVTOG OAmOPOITNTO TOV OVOCYEOIOGHO TNG OEMAPNG, E0IKA TV
onpeiov mov avaivnkav pe Pabud coPapdmrag 3 ko 4.

Méom Tuun UX Alemagi)c Mooc

BXootéc epyacies B Aavbaopéveg Epyacieg

I'paonpa 4: Méon tiun g eumepiog xpnot g demapns (Bacel tov cootdv kot Aavlacuévov
EPYOUCLOV TMV YPNOTOV).

Avaoyedaopog kon Behtiotomoinon oweragiic MOOC
Ta mapandve ototyeia a&loroyndnkay pali pe Tic un SOUNUEVES GUVEVTEVEELS, DOTE
va dtepeuvnfel n vmodbeom, OTL o1 VEEG OEMOPES GYEIUCTNKAY GOUG®VO UE TNV
eumepio Tov YPNOTN Kot TG Uropel va BempnBovv amodoTikég Kol DYPNOTEG KATL
nov mhavov Ba odnynoet ot Pertioon g LdOnoNG TOL EKTALOEVOUEVOUL.
Xe oy€on He TNV TPONYOLUEVN £KOOGT TNG OEMAPNC, 1 OpYAvoN Kot 1 doun Oev
oAAGCEL, oG Kot To OmOTEAECUATO MTOV OpKETd evBappuvTikd Kot dgv €de1av
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coPoapd Pabud avoampocapproyns. Ot SaPopPES EMKEVTIPOVOVTAL KLUPIWG oTaL onueia
OV EVIOTIOTNKAV AVOAUCUEVEG ETAOYEG TV YPNOTOV.

Me Baon 11 ovvevtenéelg ot aAlayEG E0TiOGOV KUPIOG G€ LYNAOTEPN AVIAVOT| TV
YPOQIK®V Kot oAAoyn peYEBovg Kot €100VG YPOUUATOCEPAS. € TOAEG €PYOCieg
EVTOMIOTNKE OTL Ol EKTOOEVOUEVOL UTTEPSEHOVTOV e epYOAEiaL TOL Qaivovtay BoAd
0T0 POVTO, OTOTE AMOKPVETNKAY Kol NpOov 6€ TPMOTO EMIMEDO O1 PUETPNTEG, DOTE VO,
evioyvbel ka1 pe dAdhov tpdmo m mAonynon. Emiong, evioyvbnke m mlonynon tov
TPOPIA Kol TOL POPOLIL COLPOVOL [LE TIG EMAOYEG TOV CLUUETEXOVTOV amd TO usability
test, evod evioydOnkav moAAd Kovumid pe mhaiclo, okioon kot aAloyn peyébovg, o6t
dev avayvopiloviov eTapKdg Kol KAmoo oXedIoTNKOY €K VEOL OTMOC Y. TO KOVUTL
«course» Kot «sign outy.

‘Eva axopa ototyeio rav n dnuovpyio tov leaderboard oto pevov Profile (Ewova 4).
Ot ekmoudevdpevor amewovilovtol pe avatars, KOTOTAGGOVIOL GOUUPOVO HE TO
EMTEVYHOTA TOVG, EVM TOPOLGLALOVTIOL TO YOPAKTNPIOTIKA TOVG (KOW®VIKOC,
YPNOOG, PLAMKOG, 0PESTOS, AYEVIC) KOl TO. LOOMUOTE TOV £YOVV TOPOKOAOVONGCEL.
Me owtév 1OV TPOTO OVOUEVETOL O EKTALOELOUEVOS Vo avayvopilel Ta Kowvd
EVOlPEPOVTO Kal va Kpivel Katd moodv OBéhel va ocuvvepyoaotel pe évav Ao
ekmadeLOUEVO Kot av B€Ael Tov dlvetan 1 duvatdtnta va Kavel aitnuo eiiog 1 va
{ntoet Bondeto.

Eniong, evepyomombnkav oivdecuol, Onmg g Kowotntoag Uddnong, tg apyikng
oeMOOGC TOL TOPOYOL KOl TEAOG GYESIAOTNKE M apyIkn 000vn «sign iny divovtog
duVaATOTNTO TPOCUPLOCTIKNG EYYPOUONG it  pe Kovwvikd diktva gite pe v Pdon
dedopévov ID 1 pe eyypagn otov mapoyo.

i |
. . >
moocs L. eng
Gamification by Kevin Werbach / lﬂ—ﬁ
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Ewova 4: TIpopik exmandevdpevov pe evoopdtoon LeaderBoard.
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H apyicn kot n Pertiopévn avaoyediacuévn demaen tov MOOC eivar dwbéoipeg
070 O10O1KTVLO GTOVG EENC GLVOEGLOVG:
o Apyikog oYE0GOG Slemapng
http://www.developerspal.com/moocs_ux_gamification_initial
o  AvooyedOGHOC OETOPNG
http://www.developerspal.com/moocs_ux_gamification_redesign

Amnoteréopato — Zopnepdopato

And v PPAMoypagiky] emOKOTNON ovumEpaiveTal, OTL givol oamapoitnto vo
avarTuyBoOV J1APOPES LOPPEG EVEAMKTMV EKTALOEVTIKOV GLGTNHAT®OV TTov Ba £yovv
®¢ 6TOY0 TN O1a Biov pabnon oe moAv-toMTicukéG kKowvmvies. Ta tehevtaio 3 ypdvia
®¢ PackoOg opEng Yo TNV VAOTOINGN ALTOD TOV OPAUATOS OTOTEAODV T YVMOOTA
MOOCs mov apopobv Kot 6To PAGIKO AVTIKEILEVO TNG TAPOVGOS LEAETNG.
Qo1060, 01 EPEVVEG OElYVOLV OTL 1] TOLOTNTO EKTOOEVTIKOD oYedlacpod Twv MOOCs
elval ovVCLOOTIKY YOUNAY] TOPOAO TOL TPOCEEPOVY LYNAO €mimedo HobNGLOKOV
nepeyopévov ko Paciloviol o€ cuyypoveg ekmardevtikég pebddovg (Margaryan, A.,
Bianco, M., & Littlejohn, A. , 2015). Eniong, mpoc 10 mapov @aivetor vo givor o
aKOUN TNYN TMAEKTPOVIKNG MAONoNG pe Suvopukd TePlEYOUeEVO G OlOdPACTIKY|
TAOTEOPUO. Kol VO adLVOTEL VO OVTIKOTOOTACEL TNV KOTO TPOGMTO O1006KOAN
(Glance, D. G., Forsey, M., & Riley, M., 2013). H napovca perétn avédei&e 0tL M
oyxediaon tov MOOCs eivar pio apketd SOGKOAN Kot TOAV-emImEdN OlodkacioL.
Ynrdpyovv (o celpd v duvapet aitieg (VTOPabpo exmardeLOUEV®V, Kiv TP, GTOYOVG
KATL.) IOV 0modEIKVHOLV OTL OEV ETAPKOVY LOVO 01 YVAGELS TV OPYDV EKTOIOELTIKOV
oyedacpov (Hew, K. F., & Cheung, W. S., 2014). Eivou anapaitnto vo 600el upaon
omv avBpomokevipikn oyedioaon tov denapov tov MOOCs, dote ovtd vo
KEPOIGOLV TO EVOLPEPOV TMV  EKTOOELOUEVOY, Vo ovénbovv ta xivintpa Yo
OVCLOOTIKY EVacyOAnomn pe ™ pndonon péom MOOC kot katd cuvéneln va Pelwbodv
TO. VYNAQ EMmEdQ EYKOTAAEWYNG OYETIKOV padnpdtov. EmmAéov, ocbyypoves texvikég
Omw¢g my. gamification pmopodV va GUVEIGQPEPOLY GTNV EVIGYVOT TNG EUTEPIOG
YPNOTN OAAG kol TG poBnowokng oamotedecpoatikomntag. Ilpdceotes €psvveg
amodelkvOoVY 0Tl 0 o)edlaouds ™ olemapng swdwotepa av  &yel playful-
YOPOKTNPLOTIKAE propel vor £xEL aVTIKTLUTO GTNV TEPALTEP® d1Ad00T Kot PeATion Tov
vmpectowv MOOCS kot k0T’ €TEKTOOT OTNV TEPAUTEP® OLAYVOTN TNG YVAOONS GE
polwikn khipaxa (Clarke,2013). TlpoPfiénetor abéEnon Tov AVTAY®VIGHOD OVApESO
0TOVG TOPOYOLG Kot €ivar TOAD TOAVO VA ETKPATIICOVY Ol TAUTPOPLES TMOV OTOIWV
1o MOOCs sivon oyedacpéva pe Baon tig apyés g evypnotiog (Koutropoulos, A.,
& Zaharias, P., 2015), &vooOMOTOVOVIOG KOIVOTOUEG OYESOTIKES EMAOYEC,
TPOCPEPOVTOS OOPaoTIKG pHobnolokd epyoreion Kot eatopkevpévn  pabnon,
EXOVTOG MG EMIKEVTPO TIG AVAYKES KO TIG EUTEIPIEG TOV EKTOLOEVOUEVOV.
2V Topovoa HEAETN, OV Kot TO delypa fTay Kpd GE GYXEGN LE TO TPMOTO EPEVLVNTIKO
EPOTNUO KOTOOEYTNKE TOG M HEYAAN TAElOYNPi0l TOV YPNOTOV UTOPEGE VO
YPNOWLOTOUWCEL TIG OEMAPEG TOL CYEOIAGTNKAV OPKETO KOAL OOYETMOG Amd TNV
TANPOPOPLOKY Todeion Kot To TEYVOAOYIKO Tovg voPabpo. H avOpwmokevipikn
npocéyyion oyedioong twv MOOC pmopel var vAomonBel amodotikd dedopévov OtL
TPETEL VO TPOGEYTOVV —UETAED AAADV— TOL ENG:

1. Noa koataypa@obv HeBOOIKAE 01 ATALTHOELS KOl OL OVAYKES TV XPNOTOV.

2. No opyovwbei cwotd kot va ortikomo0el | TAnpopopia.

3. Na cvvoeboiv o empuépovg ototyeio TG SIETAPNG LE ELYPNOTN TAONYNON).
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4. Na vmbpyet ovveyng ovOp®OTOKEVIPIKY OUOPO®TIKY] a&loAdynon Kot
avVOoXEOOOUOC  UExpt  va.  emteLYBoHV  CUYKEKPUEVES — TPOSUYPOPES
gvypnoTiogs.

Ye oyxéon UE TO 20 EPELVNTIKO EPAOTNUO, Ol OCLUUETEYOVTEG £detav  OTl
evyapotinKoy Kot dlaokEédooav Katd TNV oAANAEmidpacy) Tovc. Avtd MOV
amoppolar TG oyediaonc pe teyxvikéc gamification, evoopdtmon otoryEimv
KOW®VIK®OV OIKTO®V, S0dpACTIKOV PYAAEIDV Kot EpYOAEI®V ETKOVOVIOG.

Kdamolor mepropiopol 6ty mopovco Epevva apopodV Katd KOPLo AGY0 TNV TEXVIKN
TOALTAOKOTNTO KOl TO KOGTOG TOL GLVETAYETOL [0l oAnOwvn vAomoinom Kot SoKiun
evog MOOC. Mg Al Adyla doev Ba Tav duvatd va oyedlaoTel £vo. OAOKANP®UEVO
neppdirlov MOOC cg pia Kot HOVo HEAETN HE TNV TAPOLGio. HOVO dV0 EPELVITMV.
210 1010 Tved o 08V NTOV SVVATH N OAOKANPMOTN oG HEYOANG KApakaG a&loAdynon
nov Ba tepteAaupave yio Tapddetypo T HETPNON GE EMMESO OEGUEVOTG TV YPNOTOV
Yo TV OAOKANpwON Tov pafnuotog N TN pétpnon g mbavig avénone tmv
KIVATPOV Yoo udbnon 1 ¢ avénong tng CLUUETOYNG OTO KOWMVIKO OIKTLO €VOC
MOOC. Avtéc ot moAD oNUOVTIKEG UETPIKEG UTOPOVV va vAomoinfodv ce éva
npoypatikd puddnuo MOOC pe Tpaypatikoug ¥PNOoTEG GE AVTIGTOUYN TAUTPOPLO,
6mov B vThpyoLVV TOALOL TEPIGGOTEPOL AVOPDOTIVOL KOl LT TOPOL.

Eivor Aoutdv €0Aoyo mmg o mANpNG TEYVIKN LAOTOINGN NTAV TEPAV TOV GKOTOV
auTAg TG épevvac, M omoio kot KOP AOYo elye ¢ oT1dX0 TNV VAOTOinom
avOpomokevtpikng pebodoroyiag ot oyediaon evog MOOC mpwrtotvmov. Etot,
TPoTeivETAL GE PEALOVTIKY] Epevva va eveouat®mBovv Teyvikés gamification €161 ®oTE
va pmopovv va agloloynfodv Béuato 6mwg Peitioon ¢ pobnolokng emidoong,
déopeVonG Kol OAOKANP®ONG €vOog padnuatog o€ cvvdvacpd pe peiowon Tov
TOGOOTOD EYKATAAEWWNG. ZVYYXPOVOS o€ peEAlovTIKY €pevva Ba mpémel va de&aybel
épevva Yo to. ponotakd vAkd ko epyaieio Tov TPOTILOVV O EKTALIEVOLEVOL KOOMG
KOl TOVG TPOTOVS EMIAVLGNC TPOPANUATOV TOV OVOKVTTOVY KOTA TNV TOPOKOAOLON o™
evoc MOOC.
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