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INTRODUCTION

- Challenges of Massive Open Online Courses
(MOOC)
- Low retention rates
- Low completion rates
Engaglng Ieamers In a system with Inherent
and | tion limitations between the
Instructor and the large number of participants
- Gamification as a way to increase
interactions and engagement | "
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LAY 4
GAMIFIEATION.

LITERATURE REVIEW

=Studies have proposed gamification as one
way to alleviate the problem of low
engagement and low completion rates of
MOOCs.
= Chang & Wei (2016)
- Antonaci, Klemke, Kreijns, & Specht (2018)
- Klemke, Eradze, & Antonaci (2018)
- Romero-Rodriguez et al. (2019)

" gAMIFICATION

LITERATURE REVIEW

-Previous research shows that
applying gamification strategies in
MOOCSs could increase student

engagement and course completion
rates.
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PURPOSE OF THE STUDY

= The present study explored Instructors’ perceptions,
Interests, self-efficacy, percelved barrlers, and support
needs regarding the use of gamification In MOOCs.

1. How do MOOC Instructors perceive the potential of
gamification?

2. What are the percelved barrlers to gamifying MOOCs?

3. What types of supports and resources do MOOC
Instructors need to gamify their MOOCs?

METHODS

- This study used a tial mixed thod:
design (Creswell & Plano-Clark, 2017).
- Data collection
= Online survey - 107 particlpants
- Follow-up interviews - 11 participants
- Reviews of the MOOCs of the interviewees

- Data analysis

- Descriptive statistics
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RESULTS: PART 1 : RESULTS: PART 2 : ‘“J

S 2 )
e
73% In gamification. k
- Perceptions of gamification =Age:
- Quantitative data - Means mostly between 5.00 and 6.50. + Younger participants (Mdn = 5.50) had higher self-efficacy than older
- Qu ive data - Three major groupings: (1) very MOOC instructor participants (Mdn = 3.00) in terms of gamifying their
positive, (2) positive but unsure, and (3) skeptical. MOOCs (U = 1011.5, p= .033).
- Majori partici i that ification has the « Younger participants (Mdn = 5.50) were more positive than older
poter for education overall, and, for MOOCs, participants (Mdn = 5.00) about the ial of ification to i
specifically. the learner-instructor interaction (U = 1029.5, p = .043).
* A few partici were i more ical about + Younger participants (Mdn = 7.00) were more positive than older
gamification and did not want to gamify their MOOCs participants (Mdn = 6.00) about the ial of ification to i

the course completion rate (U = 1006.5, p = .030).

Results

RESULTS: PART 3 RESULTS: PART 4

Purposes of gamification

Prior experience:

. i ici i i i = Most MOOC instructor participants (73%) showed
MOOC instructor participants who had prior experience with
gamification (Mdn = 8.00) had higher interest in gamifying their 'w“::'lz‘ct‘::’!l:;“rﬂ?t‘;'e‘::‘ f:'t.:rt“l’llg:)tgg that they
;ﬁ;so:spl:a:ol:)ose without prior experience (Mdn = 5.00) (U = . Wanted to gamlfy thelr MOOCs to Increase soclal
e intoractions (91.6%) and student retention (85%).
- . . : - " = More than half of them would gamify their MOOCs
« Participants with prior experience (Mdn = 7.00) also had higher .
self-efficacy than those without prior experience (Mdn = 3.00) (U = to enhance student learning (52.3%)-

193.0, p =.000).
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RESULTS: PART 5 RESULTS: PART 6

1. Percelved barriers. Support needs: —
2. Lack of time. = Time and funding et
3. Limited and -Expert guidance
4. Lack of funding. J—
5. Lack of fit between gamification and course -Examples

content. -MOOC platforms O
6. Concerns regarding students’ perceptions -IT/media support , [

or acceptance. 3 r
7. Concerns regarding negative effects of | J Support

gamilfication. -
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DISCUSSION

Mooc
g-mlﬂe.llon and Its potential mIgM be the first step needed In ﬂl.
effort of gamifying MOOCs.
. Anc and prior experience appnnd to be critical factors relating to
oC

to publish
and engage In scholarly aclMlln which eollnt lawnrd tenure and
promotion.

- Positive experience with gamification or concrete examples of
successfully gamifled MOOCs can have positive Iinfluence on MOOC
and toward
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DISCUSSION

= Given the chall lated to low t, high
dropout rates, and low completion rates In MOOCs, It Is
wise to use gamification to facllitate soclal Interactions
and community buliding.

- Provious research on gamlfcailon in MOOCs has focused
on identifying gamificati for
MOOCSs. Future research should focus more on developing
guldelines for MOOC Instructors.

LIMITATIONS

* Many MOOC providers, e.g., xuetangX in China, not included.
= Instructors whose MOOCSs in English were included.
= The survey and interview participants in this study were volunteers.

= Response rate of survey was 7.5%, low but still acceptable for an
survey (Cho & LaRose, 1999).

* The survey instrument related to MOOC gamification was developed
for this specific study.

FUTURE RESEARCH

= Focus more on i ideli for g
MOOCs for difference conditions.

= Provide detailed descriptions of the course context
and gamification strategies to help other researchers
and MOOC instructors understand what strategies
work in different conditions and content areas.

= Focus on MOOCs in other languages to capture
insights of adopting gamification in MOOCs worldwide.
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STUDY SIGNIFICANCE

- Study offers a better understanding of instructors’
Interests, self-efﬂcac'y, perceptlons, percelved
harriers, rt ds regarding
the gamlﬂcatlon In Moocs.

- Provides useful insights and recs into what to
consider when gamifying MOOCs as well as how
to support MOOC Instructors or Instructional
designers In gamifying MOOCs.




