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5. Role Playing (KPMG)
6. Student Observable Behaviours (SOBs)
7. Student Profiling
8. Social Learning Networks
9. Learning analytics
10. Augmented Reality (Google Glass)
11. Smart Learning Environments
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SCATE Pedagogic model

• Scope
• Content
• Activity
• Think
• Extra
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Moodle for e-learning & blended 
learning



Communication modes



Computer Assisted Assessment

 Your First Name :      Your Test Marks :  

TEST USABILITY 

Question Strongly    
Disagree Disagree Neutral Agree Strongly 

Agree 

RESPONSE/LOAD TIME  

The initial load time of the 
online test is satisfactory      
The load time of the individual 
pages within the site is short      
The time for processing data 
and providing results was 
satisfactory 

     

The online test is available 
continuously during the 
evaluation 
 

     

EASE OF USE 

The text was easy for me to 
see      
 



Use of rankings

 Your First Name :      Your Test Marks :  

TEST USABILITY 

Question Strongly    
Disagree Disagree Neutral Agree Strongly 

Agree 

RESPONSE/LOAD TIME  

The initial load time of the 
online test is satisfactory      
The load time of the individual 
pages within the site is short      
The time for processing data 
and providing results was 
satisfactory 

     

The online test is available 
continuously during the 
evaluation 
 

     

EASE OF USE 

The text was easy for me to 
see      
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Virtual Worlds



Virtual Worlds

Amphitheatre

Seminar hall

Classroom



Virtual Worlds



CASE STUDY

1. SCATE Pedagogic model
2. Moodle for e-learning & blended learning
3. Virtual Worlds
4. Gamification (virtual team projects)
5. Role Playing (KPMG)
6. Student Observable Behaviours (SOBs)
7. Student Profiling
8. Social Learning Networks
9. Learning analytics
10. Augmented Reality (Google Glass)
11. Smart Learning Environments



Gamification (virtual team projects)



Using visual analytics for GSD data 
analysis
GSD collaboration (activity) monitoring of JMSE pilot teams 



Using visual analytics for GSD data 
analysis
GSD interaction (patterns) monitoring of JMSE pilot teams 



Using visual analytics for GSD data 
analysis
GSD interaction (patterns) monitoring of JMSE pilot teams 



Using visual analytics for GSD data 
analysis
GSD project management monitoring of JMSE pilot teams 



Using visual analytics for GSD data 
analysis
GSD communication frequency monitoring of JMSE pilot teams 

!

!

!

!



Gamification (virtual team projects)
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Digital Evidence (Computer Forensics)

• Synthesis module (practice skills)
• Role playing (5 expert groups)
• Workshop delivery (case studies)
• Scenario specific (419 scam)
• Investigations in:

– Chat log visual analytics
– Social networks
– Emails
– Browser analysis
– Hard disk investigation
– Memory stick investigation



Digital Evidence (Computer Forensics)

• Key aspects:
– The actual investigation
– The role playing scenario (sample of an actual group report)
– The involvement of KPMG and EY in assessment



Digital Evidence (Computer Forensics)



Digital Evidence (Computer Forensics)
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Student Observable Behaviours
(SOBs)
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Student Profiling



Student profiling - Belbin



Student profiling – MBTI 



Student profiling –
Adize’s



Student profiling – VARK 
v



Evaluation responses on 
Google Glass 
effectiveness and 
suitability for the task 
• Average responses across all seven questions were quite similar for both modules with 71.4% and 71.9%.
• The simplicity of the device scored higher for both modules. 
• The most challenging activity was to read from the screen while wearing the Google Glass. 

	



Evaluation responses on 
Google Glass classified 
according to Belbin 
profiles 
• ‘Plants’ seem to provide the lowest scores in most of the four tasks performed with the help of Google 

Glass. 
• ‘Implementers’ and ‘Monitor Evaluators’ seem to find the use of Google Glass quite positive when 

performing the majority of the tasks. 
• ‘Coordinators’ were the ones who found that Google Glass were comfortable to wear and easy to navigate 

more than anybody else.
• ‘Shapers’ were the ones who found it easier to use. 

	



Evaluation responses on 
Google Glass classified 
according to MBTI 
profiles 
• Virtuosos, also known as ISTP profiles (Introversion-Sensing-Thinking-Perception) and ‘Protagonists’ also 

known as ENFJ (Extraversion-Intuition-Feeling-Judgment) seem to be the types that were really impressed 
with the technology and found it easy to use and helpful across most tasks. 

• The ‘Debater’ type also known as ENTP (Extraversion-Intuition-Thinking-Perception) are the ones with the 
most negative response for comfort, ease of use and ability to read while wearing the Google Glass. 

• ‘Mediators’ known as INFP (Introversion-Intuition-Feeling-Perception) are more positive across most 
questions. 

• ‘Commanders’ known as ENTJ (Extraversion-Intuition-Thinking-Judgment) provide more negative 
responses. 

	



Evaluation responses on 
Google Glass classified 
according to VARK 
profiles 
• Read-write and kinaesthetic profiles tend to provide similar responses on the way Google Glass facilitates 

the different learning tasks. 

	



CASE STUDY

1. SCATE Pedagogic model
2. Moodle for e-learning & blended learning
3. Virtual Worlds
4. Gamification (virtual team projects)
5. Role Playing (KPMG)
6. Student Observable Behaviours (SOBs)
7. Student Profiling
8. Social Learning Networks
9. Learning analytics
10. Augmented Reality (Google Glass)
11. Smart Learning Environments



Social Learning Networks
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Learning analytics – Twitter 
visualisation (isolated students)



Learning analytics – Twitter 
visualisation (student cohort links to 
the outside world)



Learning analytics – JMSE pilots



Learning analytics – JMSE pilots
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Augmented Reality (Google Glass)



Augmented Reality (Google Glass)



Google Glass experiment – Voting 
System



Google Glass experiment –
Presentation Feedback



Google Glass experiment – Student 
Experience



Google Glass experiment – Learning 
portfolios & plagiarism detection



Google Glass experiment –
Presentation Feedback



Google Glass experiment – Feedback 
on Feedback
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Smart Learning Environments -
Architecture



Lab set-up (sensors)



Lab set-up (optimum arrangement)



Lab set-up (project meeting)



Lab set-up (project meeting)



Lab set-up (presentation)



Dashboard view

	



Cabling & components for stand-
alone  sensor



Hard-casing 3D print prototype



Hard casing – laser cut versus 3D 
print



Assembly of battery pack, board, 
control button and LED operation



Considering the use of a soft pouch 
casing (yes this is a plastic bag from 
TESCO’s…)



Smart Learning Environments – The 
design team



Thank you for your attention!
g.dafoulas@mdx.ac.uk


