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GAMIFICATION

“taking things that aren’t 
games and trying to make 
them feel more like games”  
(Jesse Schell  2011)

“the use of game design 
elements in non-game contexts”  
(Deterding, 2011, p.2)
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BITTE IHREN EINSATZ…

GAMIFICATION? YES!

GAMIFICATION? NO! 
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2015———-

ÜBRIGENS…

GAMIFICATION? NO! 

eDay:15 I 5.3.2014 @Mitgutschk 



BEST CASE

GAMIFICATION? YES!

STRAWA
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WORST CASE

GAMIFICATION? NO! 
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WAS SAGT DIE FORSCHUNG?

In a majority of studies only some – not all –  
mechanics and motivational affordances worked

Gamification produces positive effects and benefits

All studies report positive user experiences from gamification  
(e.g. on engagement and enjoyment). 

Gamification has a positive effect on the users’  
motivation and engagement

SUM: The context of the gamified activity, the motivation of the users and the 
nature of the gamified systems strongly impact the effects of gamification.

Gamification leads to negative side effects  
(e.g. competition, different behavior than intended) 

Long-term effect stays questionable. 

Hamari, Koivisto & Sarsa 2014
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CONTRA GAMIFY

EXTRINSISCHE MANIPULATION

HANDLUNG SELBST WERTLOS

KEINE REFLEXION DER BEDÜRFNISSE DER SPIELENDEN
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PRO GAMIFY

Motivation zur Selbstbestimmten Auseinandersetzung und Steigerung

Spiele liegen im Trend

Massgeschneiderte Tools und Spielertypen Anpassung

Transparenz des Fortschritts und Erfolgs

Transmediale Erfahung
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DIFFERENT USER TYPES

PURPOSE

IN&OUT

DEEP

ACHIEVER

SOCIALISER

FREE SPIRIT
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PURPOSEFUL GAMIFICATION EXAMPLES

GAme 

Development

Gamified App educating users 
about sustainable transportation 
modes and options. 

CROSSING BORDERS

CITY OF WORDS

Multiplayer Online Language Learning Game 
Gamified German language learning game  

that introduces to the German language. 

http://crossingborders.ovosplay.com/

http://lernen.goethe.de/spiele/lerndeutsch/web.html
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