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npUsTasdilofnwuasimunnsoonuuuUssaunsalld (UX) w3y Dashboard deyananisdnun
AduasuussgslanisiFeuivesindnusedugandnu lngldnguiegeindnwiaunivuianssugsiandia
U 30 AU HIUNNTITLLTINAURAIUTENINNTITLLBIAUNINKALITIUTUIN N15RBNLUUBINNANNNT Self-
Determination Theory (SDT) wag Gamification Lﬁ“aﬂﬁz@fu Intrinsic Motivation Y845 158U HAN3ITENUTN
93AUTENaUAA Y89 Dashboard Usznaunae Data Visualization 119418, Real-time Feedback, Progress
Tracking, uag Personalization @ sdssasionisiiuusegalalunisiousedsdidodAynieada (p < .05) nanis
Uszilluanuiianelavesyldegluseduas (M = 4.23, SD = 0.58) laslanzauanuldnuieuaznisiauedeya
sz dvEam

ARy N1seeNLUUUsEAUNTalE LY, Dashboard, wsegelanisiseus, sdAnwiseAugaudne, uinnssugsna

fIVIA

Abstract

This research aims to study and develop User Experience (UX) design for educational Dashboard to enhance
learning motivation among higher education students. The sample group consisted of 30 undergraduate
students majoring in Digital Business Innovation. A mixed-methods research approach was employed,
combining qualitative and quantitative methodologies. The design was based on Self-Determination Theory
(SDT) and Gamification principles to stimulate learners' intrinsic motivation. The results revealed that key

dashboard components include intuitive data visualization, real-time feedback, progress tracking, and
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personalization, which significantly increased learning motivation (p < .05). User satisfaction evaluation was
high (M = 4.23, SD = 0.58), particularly in terms of ease of use and effective data presentation.
Keywords: User Experience Design, Data Dashboard, Learning Motivation, Higher Education, Digital Business

Innovation

W unin

TugaRdarinisAnuldivasuntaslugsuuuunmsiFeuduuunaunau (Blended Leaming) waznsi3ousooulan]
(Online Leamning) 11ndu doyaifisatungfnssuninisudvesindnudunuimdidydenisusulssnmnin
n3Anw (Viberg et al,, 2018) oedlsiny msthiaueteyanisiFeusidudoulieglusuuuuiifizouamansadila
LLaﬂ%’UsﬂwuﬂlﬁﬁuL‘fJummﬁwmaﬁﬁiy (Schwendimann et al., 2017)

Dashboard feyamemsanwiduaiesdefivisynausdoyaidsdnifstunanisiSouasnginssunsFeuslu
sunuunmiiiiiladng (Verbert et al, 2014) nseenuuuyszaunisalfld (UX) Aifd1m3u Dashboard fsnanalsi
dewusvelifidoudlatoyaromued @ity wisimusnaiuaiausgdalunadouiiarduaiunnioudio
AMuUARANIIIEAULBS (Self-regulated Learning) Uivet et al., 2018)

dmsutinAnwanrivuinnssugsiendvia madlauaglivssleviandeya (Data Literacy) Wudinugiddaysio
n1sUszneuen@wlusunan (Mandinach & Gummer, 2016) A3WaN Dashboard AifluszAnsamisliiiesusiae

Tushunssews widulunsaslszaunisalnsdunsyhnuiuiesedieddviaildlulangsiasss
< a o
B qaUszaednmside

1. iiefnwesduszneuddguassesniuulssaunmsali 14dmsu Data Dashboard nansAnwiidawasis
a v
wsagdlamaiSend

2. WiveWauA LUy Data Dashboard fiiangaudmsuinfnuanuniguinnssugsnanavia

3. WeUsuliuusedvSn1mues Dashboard Niaudeusagdlanisiieusuavanuiianelavesly
B vann1s wwadn ngeiiiieades

1. m%aamwuﬂszﬁummﬁ;ﬂ%’ (User Experience Design)
n1seensuuUszaunsalididunszuiunisiidadunisadimdndasiniauinsiinevausniny
Aoin1svesyldeenaliuseaviainuazasisnnuiisnala (Garett, 2011) Nielsen Norman Group (2020) l¢ifinvun

asdUszneauddtyves UX fifusenause Usability (aanuldeudne), Utility (Usslewildaes), Desirability (A1t

Design uag UX Design aggieaiunialonluiosldinuiouddidauaiunisisouiog aunas
2. Learning Analytics Wag Data Dashboard
Learning Analytics Agn153n 53T AATed UarsienudeyainedfugiseunasuTunnisseu; e

o

Taguszasdlumsianudilawassuusinisiseuiiasaniniindeuiiiniy (Semens & Long, 2011) Data

[2]
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Dashboard LHuirdosiiondnlunisiiausdeyaan Leaming Analytics Tgiounazaouannsnthlulivsslov
16 Few et al. (2012) Iflausndnniseeniuy Dashboard fiiUssansam Usznousie nmaiiausdeyailfeitos
Tuniiiien, 1514 Data Visualization Muwisngal, nsdnaduanudrfnyvesdeys, waenssesiunislaneuvesyld
@3V Educational Dashboard n153dewee Bodily wag Verbert (2017) FkFunnsesnuuudiosileien
uansasgninagliuas fnqusrasdnisldauiivainvane
3. usegdlalunisiSens
Self-Determination Theory (SDT) ¥89 Deci Wag Ryan (2000) a%ma’j’mqwéﬁmmé’mmiﬁugm 3
Usgmsiidanasoussgalanielu (ntrinsic Motivation) léuA anuidndmuannsa (Competence) aududass
(Autonomy) waAELITUS (Relatedness) N308nuuY Dashboard fidmsatiuayuaudosmstsaulszmst
Ryan uay Deci (2020) léwensuuidn SDT gnsuszgndliluiiunmisnunidvia Taewiuinmaluladiduasy
usagdlanelumslideyadiounduiiadroassd (Constructive Feedback) duafumsathmansvesmues uay
atuayunsSEUIwUUTINile
4. Gamification Tun1s@nw
Gamification AemsthesdUsznaukaznalnvosnuUszgndldluunilalling  Weriunsidiu
Samuazussgilavesfld (Deterding et al, 2011) luuFummsiinu ssdUsznoufilenldléun Points, Badges,
Leaderboards, Progress Bars, &z Challenges (Sailer et al., 2017)
15398904 Hamari et al. (2014) wuih Gamification SnaiBsuandenssgdlauasnadugrimenisdeu Tnsanziile
sonuuulidenadosiundnnismedniven sgaslsionn nsfinwives Toda et al. (2019) Weudniseenuuy
Gamification fosszdaszitldlinaneidunisduaiuusegslanisuen (Extrinsic Motivation) wniiuldauaaneu
wsegalanelu
5. ATeTIATRs
Jivet et al. (2020) lA@nwInanseNULDINITOBNKUY Learing Dashboard fiausiglavesindny
WU Dashboard MifumsiUSeuifiouiiunuies (Self-comparison) firafsoussgdlasnnninmsiSeuiisuiugu
(Social comparison) Insiamglutin@nwiifinanisSeuuiunatsdien
Matcha et al. (2020) laWmuuaznagoyu Leamning Analytics Dashboard Wuu Personalized fiusuasuns
thiauedeyamudnuurnsiFeuivesld nanmsideuansin Personalization retiisseansaimnnsly Dashboard
WAZAINARENGANTTUNMSTIUSLUUMIUATIANN A8 AULDY
Tuusunvesdszwalne su1ydl uazauy (2022) laWwwn Leamning Dashboard dwsutindnwlnguas
wuinsesnuUUNzaudesidfsimusssunsioudiiunnding Tasanglusunslideyatiounduiiliadg

w5anafuINAULY
B 556w fiun93de

3.1 sUuUUN1I3RY
M33Seiidunsifeuuunauray (Mixed Methods Research) Tngld Sequential Explanatory Design
Usznoause 3 szoz loun

szezil 1: MATeIsmun e AnANudesnsuangAns sy

SEgs 2: NSWAIUIAULUULALNAFDUNIT b9
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szgei 3: NNFIFLTIUTUAUNBUSEEUUSEENS A NLaEAURNINDLD

3.2 NguA20E19

o =2 1Y

nauiegslumsifeasidaetnfnuseaulsynes YUl 2-3 a1wivuinnssugsnama

17

o

3 $7uIU 30 AU 9
amzifouioulunmanisinui 2 Ynsfin 2567 Tagld38nsduuunianzas (Purposive Sampling) a1ntindnin
famzdouseivingn 2 5163w o Digital Business Strategy waw Data Analytics for Business
NAIINTARLEDNNENAIDEN:
321 Judhdnvniauni u 2-3
322  amsdeunginiifnmasudiu
323 Snwsiugnlumsldnugunsafaa
324  afpsladndumsideuasdugenliliteyanisiseus
3.3 3aediafildlun1sise
3.3.1 wesilelunmsifusiusudoys
sveedi 1:
1. WUUABUNULTIENTI9ANADINNT (Needs Assessment Questionnaire) §1UU 25 98
2. LUIMNASAUABALTEN (Semi-structured Interview Guide) 91121 10 A0
3. wuuduiinnsdunanginssu (Observation Protocol)
sveedi 2:
1. Prototype 98¢ Data Dashboard fifiau1die React wag Recharts
2. wuutudin Usability Testing (System Usability Scale - SUS)
3. wuutuiintdgwnasldau (Error Log)
izazﬁ 3:
1. wuuiausegdlalunisisens (ntrinsic Motivation Inventory - IMI) uauagu3uldain Ryan wag Deci
(2020) $13u 22 Fo fieudesiu o = 0.89
2. wuulsziliunuiisnelase Dashboard (User Satisfaction Questionnaire) 41142u 30 U8 fiA1A1L
estu a = 0.92
3. wuudunuaifslassadns (Post-implementation Interview)
3.3.2 Dashboard Prototype
Dashboard fifamunysznausie 5 dumdn:
1. Overview Section - LAASATUNMTINHANTTULAEAINTTUNTSOUF
Performance Tracking - kanansMaziHuNiinan1sseuswdUniuaseiiou

Activity Analytics - waniadagamsiintuiteuy n15denu wagnsldiusu

e

Goal Setting & Progress - La3asdlomuuatdnunglasinauaNAINTN
5. Insights & Recommendations - AUzt IENNNTIATIZITRYS

nseenuwuultwannis:
1. Data Visualization - I%ﬂﬁ’lwLLazLLN‘LJ.QZTJW?]ILM@J’]%H@JﬁUUiSLﬂW%@Ha
2. Color Psychology - 1%§ﬁﬁﬂLa§uﬂ?1M§§ﬂL%GU’JﬂLLazﬁ%NLLNQGELﬁ]
3. Progressive Disclosure - LLaﬂd‘ﬁa;JUamﬂﬁugmajiﬂEJazLﬁaJm

(4]
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4. Responsive Design - 5835un1sldmuuuvanatvgunsal
3.4 Maiusiusaudeya
svaedi 1 (@A 1-2);

1. LANWUUEDUANULTNEISIIAINADINTS

2. dunwal@dninAned 10 AU (Auay 30-45 Ui

3. dunemginssuniadoudluduceu 4 el
szdl 2 (FUaviil 3-6):

1. i Prototype mudoyadils

2. vadau Usability Autin@nen 5 A (Think-aloud Protocol)
3. USUUTSIULUUALNANISVIAGDY
4.

yAgpU Beta Version NUNNANYININLA

o

s2fl 3 (§U9AT 5-12):
1. UnAnwld Dashboard lTun1si3euase 8 dUavi
2. Yausegslanounsly (Pre-test) waendansly (Post-test)
3. hudeya Log nsldaugnluif
4. Uszilluanuiawelandinislenu 4 uag 8 dUan

5. dunwalldadnindnw 10 AU MAEUEANINARDS
3.5 MsnTeideya

doyalgannunIn:

1. AAsgiilen (Content Analysis) MnN1SFUAWAILAYNITEILNG

o w

2. danqudu (Thematic Analysis) Wiesyytadedidny

3. Taluswnsy NVivo 12 Tunnsiasiea

FoyalgaUTuI

1. adfnssauun (Descriptive Statistics) Aady diulesuuinnggiu

Paired Sample t-test W3guiisuussgdlaneuwasnadld

2

3. One-way ANOVA TiA51¢AUUANANTENININEY

4. Correlation Analysis IATILRANNFURUSTEWINIAINUT
5

191Uswn5U SPSS Version 28 way R Studio

dayanisldanu (Usage Data):
1. Aesw Frequency Wwag Duration sl
2. AN User Flow Wway Interaction Patterns

3. @A Engagement Metrics

mMuuaszautedAgy9adan .05

MIensuinnssuuagInginisisens UILS)
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WANITIVE

4.1 HamAATIANUGBINSWATNAANTINELY (S28E 1)

INAsEITIIANAesN silosrunuIin@ne 30 au danuaulauaviiuainudrfgyuesnisld Dashboard Tu

J2AUgA (M = 4.15, SD = 0.62) lngannsdunuweldadn anunsaduunanudeniseeniu 5 Suman:

]
a

Fun 1: anadasn1sdayaidiladteuazdau dnfinwi 93.3% (n=28) seyideinisdeyaiiiauelusiuuy

Anidtadne laldudau TnaaniensinwanasuluunanisissukasnsiUS s uis AU i 889 ULe9

"gniunsmfivendnsdaundnllualng lidesnisdaaveezinn wasinsiegnsilnu uasdevieslsse’

Wn@nw S07)

Fufl 2: Real-time Feedback waznsdunadaya Wnfnwi 86.7% (n=26) Aesnisiiudeyafidunanuy
Wud TnsanizazuuuInMsdRIULasNanIsituieu teliaunsausunginssunissouls
V(RN

Suf 3: Personalization wazn1snavuad1uune UnfAnw) 80.0% (n=24) Apan1siiaesnyiglwaiunsa
Auuatrungvenuedls warinniuanuiriAsudut ey saudalasuAwue g

NS @UAUTEAUAMUEINITOVOLAAS AL

Fufl 4: maUSeudisusazusegelannuan Wndinw 73.3% (n=22) desnsiiunsiuSeuliisunasnuues
AuLeluYINIAIR1 WNNIINSWTeuisuiuiouTinty Inedeenisteyadounduiiasneessd

LasALASUNITWAIL

=

Suil 5: Mobile Accessibility ¥nfnw 96.7% (n=29) Iaunsnlnudugunsaivanlunisidfisteyanis

36U J999n13 Dashboard #isesiunisidvuvuiiefossrafuguiuy
4.2 NANTHAILIUASIAFOUAULUY (S22 2)

NNANITIATIEYtuTEEE 1 laddun1sWmun Dashboard Prototype 1agysa1n1suann1s Self-

Determination Theory wag Gamification 1AUKENATS UX Design
4.2.1 AANYMENANYaY Dashboard

1. Dashboard Overview

o w o o

1.1 uansasUdayadidey 4 FTin: AzuuwahY, SRTINMTUNTUSEY, IUINNUNdWIUIET, WarsEaunis

fausu

1.2 14 Card-based Design w5au Icon wazdndenuvungdaiau

13 wansmsldsunlasdulasidudilSouiisuiuduanviiega

msmsuﬁmiimmﬁmmmilﬁiwf, 18(2), 1-16
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2. Performance Visualization

2.1 aywiduansuulilasuuussduai

2.2 Bar Chart lUS8UMIEUNAIUIZHINTIEIV

2.3 Progress Ring LLammmﬁwﬁngLﬂmmaﬁﬁﬂ*ﬁ

2.4 Color Coding: &7 (ussqitmung), @mdes (nailwne), & (asusuls)

3. Goal Management System

v
o

3.1 felndndnwmuuaidvungszegdu (919dUam) uazseuzenl (S1uA1ALTE)
3.2 w@ns Milestone ey Progress Bar

33 szuuudadewdelndussaiimneviedesnisnisuiulss

4. Insights & Recommendations

41 AweneigluvumsiFouiuasliduusihnduusylon

4.2 uanagaudsuazgaiiaasitan

4.3 Wisuieuiunansiseuluefnvewnuies

5. Gamification Elements

5.1 Achievement Badges dwiunisussqulvsngsingg

5.2 Level System Midgviouanuimiilag i

4.2.2 wan1snagau Usability

nsnnaeay Usability fg System Usability Scale (SUS) futindnw 5 au Tuseuusnliazuuiuiade 68.5 Geagly
2 "Marginal' ndsannuiuussmudatauauus n1sneaaeausaudaed (n=30) laAzuuuiagy 84.2 agluszau

"Excellent"

Yaywmwaninuluseuusnuagnisuila:

Ugym n1swfily

Navigation Pt AALIYVANIMAR 5 1139n, Wiy Breadcrumb
Teyavuuimiuly 14 Progressive Disclosure, uendeyaduntieey
Fllmungauiuainisn1sEenn U5U Contrast Ratio 7M1 WCAG 2.1 AA

U

Loading Time 11U 14 Lazy Loading wag Data Caching



Masuinnssuuayineinsiseus (ILS) UAAITY (Research Article)

4.3 wan1suseiiuyseandanuazanunanala (szeei 3)
4.3.1 uasiauseyelalunisiFous

ms¥ausegilaluniseudae Intrinsic Motivation Inventory (IMI) Aeuuagwaan1sld Dashboard 1¥uan 15

#Ua9i Tonanannsng

M990 1 MsilIguiiuazuuuusagslalumsiseuineunaznaanisly Dashboard

- Pre-test Post-test
fAvauseela t p Cohen's d
M(SD) M(SD)
Interest/Enjoyment  3.42 (0.68)  4.15 (0.54) -6.82 <.001 1.21
Perceived
3.28(0.75) 4.08 (0.61) -6.45 <.001 1.17

Competence
Effort/Importance  3.65(0.59)  4.23(0.52) -5.34 <.001 1.05
Pressure/Tension 3.12(0.82) 2.45(0.71) 4.89 <.001 0.88
Value/Usefulness 3.55(0.63) 4.32(0.48) -7.25 <.001 1.38
ATHUUIIU 3.40 (0.58) 4.18 (0.47) -8.15 <.001 1.47

e N = 30, p < .001
NANNTILATIEANUIN:

N v

. ﬂzLLuuLLidgﬂfﬂumsSauiﬁmaﬁmﬁwﬁuas}’mmuaﬁw ARUNN9EDA (t = -8.15, p < .001, Cohen's d = 1.47)
nsgiutunas (M = 3.40) WuseAugs (M = 4.18)

. ﬁﬁﬁlﬂwﬁummﬁqaﬁa Value/Usefulness (d = 1.38) lag Interest/Enjoyment (d = 1.21)

. Pressure/Tension anaseeailiedfity (t = 4.89, p < .001) wansirdnAnwidnnasduosa

4.3.2 WaRangANITIUNIIISEUS

nMslaseiteya Log nMsldnunasnginssunsiSeunui:

M19°99 2 MslSeuiisungAnssunsiseuineutaraanisly Dashboard

fa95n Aauld M(SD) #3319 M(SD) t D
Sasnsidndusey (%) 78.5(12.3) 89.2 (8.5) 567 <.001

msmsuﬁmiiw@ﬁmmmilﬁinuf, 18(2), 1-16
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AN nawld M(SD) #asld M(SD) t p

NTANIUATINGN (%) 71.3 (15.6) 86.7 (9.8) -6.23 <.001
nsildhusalufudeu (auuw/10) 6.2 (1.4) 7.8(1.1) 712 <.001
naedelunsiSeuiimenuios (@ /dUns) 4.8 (2.1) 6.5(1.8) -4.89 <.001

wugwne: N = 30, p <.001

tindnwdnly Dashboard Tnelade 4.3 asaedunii (SD = 1.2) Tagldinaade 8.5 wiidenss Fwesfilivesiian
f® Performance Visualization (87%) »1un28 Goal Management (76%) uag Insights &

Recommendations (68%)
4.3.3 anuisnalase Dashboard
nsUsfiuamuianelamekuuaauay 30 99 wunldu 6 anu lonasnse

AN5199 3 sEAuAMUNINelane Dashboard FWUNAINAY

Ay M SD AU

1. anuldaudie (Usability) 4.35 0.52 1niian
2. M3veniuunIMard (Visual Design) 4.18 0.61 1N

3. Uselowilldany (Utility) 4.42 0.48 wniian
a. aanindedievestoya (Reliability) 4.28 0.55 1Nl
5. NN3MaUAUDY (Responsiveness) 4.05 0.68 N

6. AUmENzaUlagsIu (Overall Satisfaction) 4.31 0.54 mmﬁqm
AtadeTm 4.26 0.56 undign

ewme: N = 30, inauainsilana 4.51-5.00 = mﬂﬁqm, 3.51-4.50 = 1A, 2.51-3.50 = Y1unany, 1.51-2.50 =

tfow, 1.00-1.50 = teeign

4.3.4 NAINNSHUNWAITIAN

[

NASEUNWAIINANYY 10 AU BdaNSIFaU 15 &Uant nulseiiuddey:

7

UsiAuaIuUuIn:

"Dashboard rgliiiunmsanvesnisiieudnauty SidesUsulseslstng lidesseauaumeniivveiinunsann’

Wn@nw1 S03)

"¥8UsEUU Goal Setting 1 yilvdidmnedaauluwiazdunv uarangiladlevssaithwaney” Wndnw S15)

Yyt o

" v % o o < o & o vt Wy =
fnilﬂL‘Wuﬂ'ﬂquﬂquu’]maqmaL@QLﬂuﬂqum{L‘VﬁaﬂmLLi\‘iﬂ]\ﬂ’”ﬂiﬂﬂsUu E)EJWﬂWGuu’ﬂMWUULiE]EJ‘] (UnAnwI S22)

Y Y

9]
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Usziauiinasufuuse:

"wuadloyasiuiandn Tasimzazuuuane11ss Fosse 2-3 Fu' (ndinw S08)
"9enliil Mobile App wnuiivsidu Web mseldnsdniivesnin’ (Wndnw S18)
4.3.5 ANURUNUSI2#I19N51Y Dashboard AuNanIsi3au

NM9ILATIE Correlation WU

A15199 4 ANFUUSEANSANAUNUGTENINIF WS

Auus 1 2 3 4

1. muanisle Dashboard -

2. usrgdlalunisisews 642 -
3. NOANTIUMTITOUS 587 724 -
4. nadugysnansi3ou 523 681 758 -

Manewe: N = 30, **p < .01

HANTIATIZVLAATI:

- udin1sld Dashboard fanuduiudidauinduusegslalunisFeus (r = 642, p < .01)
- ussgslalumsdoudfimnudniudidauiniunadugrisveansiFeu (r = 681, p < .01)

- ngfnssunFeusiinnudiusgaiiantunadugvsnisninFou (= 758, p < .01)

4.4 NMTIATRIANNUANAINTERINNGUEDY
MTAATIZRAUUANANVDINAANTA U NBEUEVBIUNAN®IAIY One-way ANOVA

M13197 5 AULANAN9YRINSLTINTUYRI TP ATMUNAIUTEAUNAN IS U ULAY

nqu n M SD F p Post-hoc
iN3Ags (>3.50) 8 0.62 0.31 4.82 016 nau 2,3 > ngw 1
WNIAUIUNATY (2.50-3.49) 14 0.89 0.42

\N3AFN (<2.50) 8 0.95 0.38

NUGLUE: p < .05

msmsuﬁmiiw@ﬁmmmilﬁiwf, 18(2), 1-16
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NANSIASIEINUINUNENTTNaNSIS s Ul una1ar bnsuUsElevtann Dashboard UNNIENANYINANANNT

a 1 }%
LiEJUQGEJQLLﬁ’J
% Mwsou 2
nmomsAnuItWaLaSULSVYVIPMSISBUSUDVUNANYIS:AUDAUANUI (‘L 8]
= 8 e R
3.45 am 92% -108% 86% * 78%
A:UUULDAE (GPA) WhduBou (Attendance Rate) dvoruasvlda (Timely Submission) msldausau (Engagement Score)
A:uuusWAUOIR AuUUMUSIB5H
a
U IEAA

wamsifeuandlifiifuinniseenuuuystaumsalild (UX) fifdmsu Data Dashboard yesmsAinwiannse
duaSuusepilalunsSeuivesindnuldeseived Ay Faaonndasiu Self-Determination Theory 84 Ryan
uaz Deci (2020) fifuneinnsatfuayuauddniauaunsa (Competence) Msiidass (Autonomy) way
AdTUS (Relatedness) axifinusegslanslu

nsTn@nwansaiunnuiImThuesaules Data Visualization fidautisaiiannuidnd
AT (Perceived Competence) ?}aLﬂuﬂﬁaﬁwﬁmluﬂ'ﬁa%ﬂLl,iqgﬂ,ﬁ] #aft Bandura (1997) e3unelily
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