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Abstract 
Gamification is one of the effective methods that the 

academic community and the industry believe can improve the 
effectiveness of MOOC. The game mechanism is applied to the 
curriculum design of MOOC to enhance user engagement, 
retention and loyalty. There are many different forms of game 
mechanics used in MOOC. Narcissism is a personality trait. It 
is characterized by expansive self-concept, seeking continuous 
attention and affirmation of others, and encourages various 
forms of self-improvement behavior in the game. It will cause 
violent fluctuations in the level of narcissism. The authors 
found a significant predictive effect of narcissism (self-
selection effect) when examining the general usage behaviors 
in games, different types of games, unusual actions, and 
specific usage behaviors; various forms of game usage 
behavior It also strengthens the individual's level of narcissism. 
This paper mainly explores the manifestation of narcissism in 
the game, tries to explore the rationalization and improvement 
of MOOC gamification in behavioral cognition, and discusses 
the design mechanism. 
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1.Gamification in MOOC 
 
1.1 Gamification  
 

After experiencing a rapid, drastic explosive growth in 2013, 
MOOC’s new users have decreased year by year in recent years 
[1]. More importantly, an extremely high dropout rate (90-
98%) made many insiders question whether the educational 
model of MOOC can indeed effectively promote learner’s 
learning or it is just a propagation mode of information 
Datamation [2].   

Teaching staff urgently hope to find a way to motivate 
students to learn. Currently, there are already lots of academic 
researches and practices based on the gamification design of 
MOOC [3]. So-called gamification means applying a game or 
elements, mechanism or idea of a game to some non-game 
situations or processes [4]. In fact, this concept dated back to 
the 1980s when Richard Bartle, a professor at the University of 
Essex in the UK and pioneer of the multiplayer online game, 
was the first to propose the term gamifying. Then, the word 
gamification was first used clearly in 2003 when English game 
developer Nick Pelling started to design gamification interface 
for electronic equipment, and the original meaning of this word 
as “turning a non-game thing (work) into a game” [5].   

 
 

1.2 MOOC gamification application 

The application of gamification to MOOC has been a 
significant approach to enhance the motivation to learn and 
lower dropout rate as well as make the learning process more 
lively and exciting to acquire a different experience in a school 
classroom [6]. However, from the perspective of the practical 
application, the gamification of MOOC mainly relies on 
adding some essential elements of game design, such as points, 
badge, and leaderboard（PBL） [7]. Such a form of game 
elements is a manifestation of feedback and incentive 
mechanisms in gamification and is extensively used. For 
instance, Deloitte Digital adopted the mode of game-based 
learning in Deloitte Leadership Academy（online）, and this 
large-scale MOOC enrolled over 200,000 Deloitte ’ s 
employees and 50 clients and utilized gamification to make it 
easier for the students to accept new knowledge and make them 
feel pleasant in the learning process [8].   
 

 
Fig. 1 The Leaderboard and data visualization interface of Deloitte 
Leadership Academy 
 

2. Narcissism and games 
 

Narcissism describes narcissistic behavior or habit and can 
be considered as a personality or a phenomenon resulting from 
a collective response. Other than extreme situations, it is seen 
as an essential factor of a healthy mentality. 

Moreover, narcissism is a multi-dimensional structure and 
divided into overt narcissism and covert narcissism [9]. Overt 
narcissism and covert narcissism share several characteristics 
in common, including high attention, need for the compliment, 
superiority, and lust for power. The level of narcissism is 
tightly interwoven with other mental feelings such as self-
esteem, aggressiveness, desire and a sense of control, and these 
psychological senses of gain can satisfy human narcissism and 
influence human growth and development. A study [10] 
conducted by Professor Eun Joo Kim shows that there is a 
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compositions and discussed and provided suggestions for 
modification. Students sought help from the teacher by 
show of hands only when problems remained unsolved 
after discussion. So far in observation, mutual trust and 
an atmosphere of mutual learning among students have 
been already formed. [T-05]  
 

4.3 Positive Effects of Classroom Context of Collaborative 
 Learning on the Improvement of Skills and Affection 

It was found through information analysis that the classroom 
context of collaborative learning contributed to the 
improvement of sketching skills and the learning affection of 
the students to some extent. Among students in the same group, 
there were differences in prerequisite sketching abilities. 
Students with poor abilities could not only directly ask and 
learn but also observe the painting techniques of members in 
the same group at close range, thereby absorbing the painting 
techniques of classmates to improve their own skills. 
 We discussed with each other when I encountered 

something that I had not practiced before. Classmates in 
the same group told me how to paint a specific part. (S26) 

In the process of the unit, the classroom context had 
extraordinary effects on inspiring the quality of adventure, 
quality of challenge, and quality of imagination of the students. 
The students needed to adjust their mindset during discussion 
and needed to be willing to accept the criticism of classmates 
and control their emotions to avoid quarrels, and they needed to 
be comfortable to provide advice and assistance to classmates 
in the same group.  
 We almost quarreled with each other during discussions, 

but we were rational, identified the problem, and made 
improvements. I learned how to get along with people 
during this process. (S5)  

The classroom context of collaborative learning helped the 
students improve their sketching abilities through mutual 
learning, enabled group members to learn to share and accept 
others’ advice in inter-group interactions, and helped the 
students’ learning in respect of their affection to some extent. 

 
5. Conclusion 

 
The purpose of the research was to understand the learning 

situation of students in a creative thinking program based on a 
“Portfolio Portrait” unit from a design sketching course 
through the classroom context of collaborative learning, as well 
as the positive effects of the improvement of creativity in the 
design sketching course and the three fields of cognition, skills, 
and affection. The conclusion of the research was proposed 
based on the above purpose and information analysis results. 

The teacher and the co-observer found that a positive 
progression of trust, consultation, affirmation, brainstorming, 
independent creation, and finally the independent completion 
of works was generated in the learning behaviors of the 
students through the classroom context of collaborative 
learning.  

Most students though they made improvements in the fields 
of creative thinking, sketching abilities, and affection after the 
creative thinking program unit through the classroom context 
of collaborative learning. The classroom context of 
collaborative learning allowed the students to be comfortable to 

discuss and share, inspire more imaginations, accept criticism, 
face up to their shortcomings, think out of the box, be willing to 
take risks to change, support each other and learn from each 
other, appreciate others’ merits, be patient, be proactive to 
assist others, and challenge the concepts of self-help and 
helping others. 
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significantly positive correlation between aggressive and game 
addiction that the more narcissistic and aggressive a student is, 
the more passion and engagement he or she will have in a game 
as well as the higher level of narcissism.  Players can give free 
rein to their aggressiveness and competitiveness in a game and 
acquire a stronger sense of gain, achievement and control, (e.g., 
fig.2)which satisfies the human need for narcissism and hence 
deepen player’s persistence in playing the game [11].  This 
article will focus on the mirror of this psychological need to 
innovatively design the gamification of MOOC for the purpose 
of boosting user engagement, enthusiasm, and persistence. 
 

 
 
Fig. 2 Positive correlation between narcissism and other 
psychosensory factors 

 
The study [12] conducted by Jin Kato shows that narcissism 

is an explicit factor which directly enhances game engagement 
and self-esteem is a factor indirectly influencing game 
engagement [13].   This process involves abovementioned 
mental activities and adopts stepwise multivariate regression 
analysis. Moreover, there is a significant correlation between 
player’s self-control, narcissistic personality, disposition, 
attack together with interpersonal relationship and immersion 
in the online game (e.g., fig.3), and their interaction influences 
players’ immersive experience in a game [14].   
 

 
 
Fig. 3 The relationship between narcissism and game immersion 

 
3. Narcissism-based Gamification Design in MOOC 

 
3.1 MOOC gamification design process 

With the development of MOOC gamification today, from 
extensive practices, scholars summed up many active and 
relatively mature model frameworks. The gamification design 

of MOOC is a process of continually iterating, improving, 
correcting and innovating. Popular theories in part three- 
support of theoretical framework are:  

(1). Addressing goal achievement; 
(2). Flow theory; 
(3). Persuasion Theory - Social Influence; 
(4). Social Presence [15];  
The most frequently cited and used theoretical support 

among them is flow theory. The viewpoint of Csíkszentmihályi 
is that flow state makes people unconsciously plunge into a 
game and boosts engagement in the game. To reach this status, 
a game designer designs a game as challenging yet achievable 
to keep the game interesting [16]. Through the study, the author 
found that many psychological phenomena in the four theories 
above are connected with players’ narcissism development that 
players satisfy their narcissism of self-identification while 
acquiring a sense of achievement. This narcissism gives the 
player the confidence to get immersed in a challenge at the next 
stage. This article will improve the design of MOOC 
gamification from the perspective of narcissism by the 
abovementioned theoretical framework of the relationship 
between narcissism and immersion in the game. 
 

 
 
Fig. 4 MOOC gamification design process 

 
3.2 The relationship between MOOC gamification and 
narcissism development 

There are two directions to help students achieve narcissism 
development in MOOC students themselves and interact with 
other students. Gamification-based improvement in these two 
aspects is more than the use of gamification elements; slightly, 
it influences students’ way of learning from inside to outside 
to improve learning efficiency. From the perspective of 
internal narcissism, the design of MOOC gamification 
enhances students’ sense of achievement and accomplishment 
and confidence in finishing the course; from the angle of 
internal narcissism, it is necessary to develop benign 
competition, active social intercourse and moderate influence 
among students throughout the course, thus driving the 
engagement of students in MOOC. 
 



71

Educational Innovations and Applications- Tijus, Meen, Chang
ISBN: 978-981-14-2064-1

 
 
Fig. 5 The psychological feelings needed for the development of 
narcissism in MOOC gamification 

 
Different from other forms of educational gamification, 

MOOC gamification relies on the construction and 
development of the MOOC platform to some extent. Moreover, 
MOOC gamification elements selected should meet 
differentiated needs of the curriculum and platform: the 
platform needs to offer a vigorous arena enabling successful 
development of external narcissism, and the courses should be 
able to satisfy students’ inherent narcissism besides teaching. 
Different gamification elements will trigger different 
behaviors and results. For instance, in a contest, if a student is 
not adequately prepared in the learning process, he or she is 
highly likely to be unable to complete story missions or lose 
the motivation to learn due to the great disparity with other 
students in strength. A crucial point about gamification is how 
to judge whether the student has the ability to study further and 
this judgment method can be achieved by using feedback and 
hierarchy mechanisms in gamification elements. 

Common gamification elements (e.g., fig.6) indicate that 
gamification factors driving students to learn are divided into 
individual factors and social factors [17], which are included 
in the same organizational framework with the 
abovementioned mental feelings needed by narcissism. 
Different applications of gamification can promote students’ 
healthy level of narcissism in learning and guide students to 
keep on learning. 

 
 
Fig. 6 Common gamification elements and classification 
 
3.3 Optimum design model based on narcissism in MOOC 
gamification 

 
Different MOOC platforms and curriculum systems can 

select suitable gamification elements to put into use according 
to students’ background, performance and needs to reach 
different teaching objectives, instead of applying all 
gamification elements to all platforms and courses, which will 
result in excessive cache of make platform applications and 
make curriculum design prone to be restricted by 
modularization.  

Optimization design model of the narcissism-based 
gamification of MOOC adopts individualized and customized 
module management (e.g., fig.7) focuses on satisfying the 
narcissistic needs of different groups to increase learning 
engagement and learning efficiency. Students may choose 
different gamification modules according to their needs, while 
MOOC platform and curriculum designers may offer students 
suggestions on course selection according to curriculum and 
big data analysis. Meanwhile, effective interaction between 
students can enliven the atmosphere for learning, increase the 
effectiveness of communication, achieve common growth, and 
initiate a virtuous cycle of MOOC gamification. Meeting 
narcissistic needs of students and student teams from different 
angles can prompt students to take a more active part and 
immerse themselves in MOOC. 

Fig.7 MOOC gamification based on narcissistic optimization design model structure 
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Abstract 

 
 For the prominent personality characteristics， the post - 90s 

generation has the characteristics of independent thinking and 
opinions on problems and they are willing to express 
themselves, the traditional design teaching mode can no longer 
comply with the behavior habits of this generation. Therefore, 
it is hoped to explore a new teaching mode which can be better 
communicate and collide with the design thinking of the 
post-90s generation The " attitude experience" teaching 
attempts to guide the post - 90s generation to conduct 
multi-dimensional analysis and thinking of design from three 
levels of emotion, emotion and attitude, thus it can satisfy to  
prominent its personalized features and further improving the 
expression of attitude experience on space design topics, it 
motivates people to learn and think actively in the process, 
actively contacts the abstract design language, uses design 
expression language,  masters the language of commercial 
space design naturally in the process of "attitude experience". 
The practice of the curriculum also highlights the necessity and 
feasibility of exploring the teaching mode based on the post - 
90s generation's context. 

Key words: Post-90s generation's Context, Attitude 

Experience, Innovation Practice  
    

The post - 90s generation grew up in a period when the 
market economy was relatively mature. Most of them received 
diversified education, the way they received information and 
the amount of information is not comparable with the past. The 
information network developed with the growth of the post - 
90s generation, which makes the learning and thinking modes 
of the post - 90s generation different from the previous 
generation. They are used to expressing themselves who are 
open-minded, independent, thoughtful and independent. 
Therefore, with the transformation of the thinking mode of the 
post - 90s generation, the design teaching mode should also 
make necessary exploration in the context of respecting the 
post - 90s generation. In the 1980s, Davie Cooper believed that 
the experiential learning process was a ring configuration 
which is composed of four adaptive learning stages: 
Experience, reflection, thinking and practice. However, 
although Cooper proposed the structure of experiential learning, 
he was more concerned the theoretical guiding ideology and he 

didn't have much concrete practice. however, it coincides with 
the four links of investigation, analysis, thinking and practice 
which were completed in the course of commercial space 
design. Therefore, I try to explore the theme of setting "attitude 
experience" in the course of commercial space design, and 
thinking from three levels of emotion, emotion and attitude also 
revolves around the possibility of innovation in each design 
step of the theme. I hope that this exploration will be 
transformed from a parallel line of communication to be an 
open and free "attitude experience" collision.  

  
Emotional space  

 
   In recent years, the design of commercial space has gradually 
shifted from the simple mode of sales display space to the 
experience mode of business environment, In the shopping 
environment and shopping experience, the business 
environment that consumers choose actively enables them to 
establish a better emotional connection with each other, and the 
emotional space has a deep meaning in the basic spatial 
experience. Emotional space is part of the design attitude. It is a 
kind of inner intention and feeling, as well as a more complex 
and stable physiological evaluation and experience. In 
commercial space design, we hope to establish a more positive 
emotional " need" space, which is mediated by meaning, desire 
and emotion. It can also be understood as meeting the basic 
needs of people, the needs of life development, and the needs of 
people's spiritual space. In the design of commercial space, we 
should think more about building emotional places to meet 
these needs, such as thematic emotional memory space, the care 
and rest spaces to meet public or private, fixed or alternative 
emotional connection narrative space, etc. In the analysis of 
emotional expression space, the post-1990 generation 
proposed the representation of the correlation between 
self-expression and "need". Through questionnaires and 
on-the-spot surveys, it is found that the post-90s generation 
needs individual expressive space in their current shopping 
experience in commercial space, such as the  internet celebrity 
space corner taking to take photos to Wechat circle to, the 
language and writing wall to express their complain about their 
work and l i fe ,  the social  space for increasing the 
communication between the younger generation, and the 
personal customized space not sticking to the popularity , etc. It 
largely reflects the emotional care of post - 90s' for commercial 

Conclusion 
For MOOC, the platform’s framework and curriculum 

design influence student’s learning process to a large extent, 
the reform of MOOC is not limited to gamification. 
Gamification is an emerging area where a wide range of 
knowledge are interwoven, and its development constantly 
absorbs the latest achievements of various disciplines. MOOC 
gamification should also draw on this development model and 
make use of different theoretical frameworks to do innovative 
design. 

This article conducted a general analysis of narcissism, a 
personality trait, and utilize statistical data in related fields in 
an attempt to find a new method to improve the design. 
Different from common MOOC gamification models at 
present, the article not only introduced gamification elements 
from mechanism and operation but also deduced a suitable 
scheme from four dimensions-student, learner, teacher 
(curriculum design) and platform. Moreover, they chose 
suitable elements of gamification based on the 
abovementioned framework of narcissism development, and 
different learning modes provide more possibilities and 
approaches to achieve innovative education. 
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