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“TAKING THINGS THAT AREN’T
GAMES AND TRYING TO MAKE
THEM FEEL MORE LIKE GAMES?”

(JESSE ScHELL 201 1)

“THE USE OF GAME DESIGN
ELEMENTS IN NON-GAME CONTEXTS?”

(DETERDING, 2011, P.2)

GAMIFICATION
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GAMIFICATION? YES!

GAMIFICATION? NO!
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GAMIFICATION? NO!

WE. NEED TO BE WE NEED TO GAMIFY
ON FACEBOOK. ‘ OUR VIRAL VIDED BLOG

WITH A FACEBOOK APP!
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UBRIGENS...
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The Hotness super-hot You just drove in some
serious heot, Don't forget to stay hydrated,

GAMIFICATION? NO!

WORST CASE
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GAMIFICATION PRODUCES POSITIVE EFFECTS AND BENEFITS

IN A MAJORITY OF STUDIES ONLY SOME — NOT ALL —
MECHANICS AND MOTIVATIONAL AFFORDANCES WORKED

ALL STUDIES REPORT POSITIVE USER EXPERIENCES FROM GAMIFICATION
(E.G. ON ENGAGEMENT AND ENJOYMENT).

G AMIFICATION LEADS TO NEGATIVE SIDE EFFECTS
(E.G. COMPETITION, DIFFERENT BEHAVIOR THAN INTENDED)

G AMIFICATION HAS A POSITIVE EFFECT ON THE USERS’
MOTIVATION AND ENGAGEMENT

LONG-TERM EFFECT STAYS QUESTIONABLE.

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.

WAS SAGT DIE FORSCHUNG?

HAMARI, KOIVISTO & SARSA 2014
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EXTRINSISCHE MANIPULATIAON

HANDLUNG SELBST WERTLOS

KEINE REFLEXION DER BEDURFNISSE DER SPIELENDEN

CONTRA GAMIFY
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MOTIVATION ZUR SELBSTBESTIMMTEN AUSEINANDERSETZUNG UND STEIGERUNG

SPIELE LIEGEN IM TREND

MASSGESCHNEIDERTE TOOLS UND SPIELERTYPEN ANPASSUNG

TRANSPARENZ DES FORTSCHRITTS UND ERFOLGS

TRANSMEDIALE ERFAHUNG

PRO GAMIFY
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DIFFERENT USER TYPES
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% PURPOSEFUL GAMIFICATION EXAMPLES

CITY OF WORDS

Multiplayer Online Language Learning Game ~
Gamified German language learning game - . o e

that introduces to the German language. wa P
HTTP://LERNEN.GOETHE.DE/SPIELE/LERNDEUTSCH/WEB.HTML

CROSSING BORDERS

Gamified App educating users
about sustainable transportation

modes and options. PMY é
EXPLORE /4
CHANGE

GAME
HTTP://CROSSINGBORDERS.OVOSPLAY.COM/ DEVELOPMENT


http://crossingborders.ovosplay.com/
http://lernen.goethe.de/spiele/lerndeutsch/web.html
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