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1. Introduction

This workbook is designed to guide the reader through the process
of gamification. Gamification can have a range of purposes for the
mutual benefit of various stakeholders. The outcome of using this
workbook will be a gamification system that suits the purpose(s) for
which, and stakeholders for whom, it has been considered.

Gamification has generated great interest from various researchers
in a relatively brief period. The process given in this workbook is
based on a selection of this research and related approaches. For
insight into some of the research that has informed this process,
please refer to Further reading at the end of the workbook.

1.1 What is gamification?
Gamification is the process of making something more game-like.
This differs from making games in several respects:

1. Gamification does not involve creating a complete game
(though the outcome of gamification may resemble one).

2. Gamification involves working with something pre-existing that
is not a game, or has not already been ‘gamified’.

3. Gamification should engage people with something for a
purpose that is not solely to entertain or engage them.

Proponents of gamification claim that it should make almost
anything more fun and motivating than it would be otherwise.

1.2 What is a game?

Definitions of gamification often rely on an assumed understanding
of games. In truth, games may be easy to identify, but they are
difficult to define. Numerous attempts to define games exist, and
none are entirely satisfactory.

This workbook approaches games as systems. These systems
contain sequences of activities, which are formed of components.
Some key components of games are as follows:

e Goal(s): Something the player should aim to achieve, which the
game encourages.

e Actions: Things that the player can do to approach the goal(s).

¢ Rules: Determine the actions that the player can take and the
effect they will have in relation to the pursuit of the goal(s).

e Feedback: Information that informs the player of a change
resulting from their actions, which relates to progress towards, or
regression from, the goal(s).

e Challenge: Must be overcome to progress towards the goal(s).

e Motivation: Encourages the player to progress towards the
goal(s).

Figure 1 illustrates how these components form a game activity.
The rules of the game determine the actions that can be taken.
When a player participates in the game, her or his actions change
the game’s state, which creates feedback. This feedback provides
the player motivation to (continue to) pursue the goal, which is
achieved through actions according to the rules, and so on.

Figure 2 shows how a game system contains sequences of
activities. In a complete game, there are broader goals and
challenges that the player progresses towards through these
activities. In a game of football, for example, scoring a goal
contributes to the overall goal of obtaining a higher score than the
competing team.
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These structures are not unique to games. There are two
fundamental principles of games that distinguish them from similar
activities:

1. Games are designed to engage players through enjoyable
experiences, with no required repercussions in the ‘real world’.

2. Games are played in spaces, tangible and/or conceptual, that
are distinct from the real world.

In a sense, games differ from real-world activities because players
perceive them to be different. This perception is fostered by
assigning spaces for games to be played in, and associating their
activities with enjoyable experiences.

These spaces can be anywhere or take any form. Common
examples include board games, sports fields, or virtual online
worlds. But the spaces can also be conceptual, as in the case of
alternate or augmented reality (AR) games, where players pretend
that real-world spaces and events relate to the game they are
playing. It could be said that gamification is closely associated with
AR games, as both operate in relation to the real world.

1.3 Gamification systems

Broadly speaking, gamification systems are the outcomes of
gamification. They contain components of games aligned with real-
world purposes. The chief distinction between games and
gamification is that gamification systems are required to impact the
real world in some way, as well as keep people engaged.

For the systems’ builders, this presents a significant challenge.
Designers of games are highly skilled, and even the most
successful games do not have universal appeal. Yet, creators of
gamification systems are expected to provide appealing
experiences, while satisfying the real-world purposes for which the
systems are considered.
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The potential complexity of this challenge contradicts the apparent
simplicity of many gamification systems. Some common
components associated with such systems are:

e Points: measures of progress.
e Badges: tokens of achievement.
e Leaderboards (or rankings): hierarchies of performance.

These are feedback mechanisms in computer games, used to stir
their players’ competitiveness. They are used in gamification
because they are perceived to be a ‘quick fix’ for engaging people
without employing laborious design processes. While demonstrably
effective in some games, however, they have mixed results in other
applications.

Gamification should not, therefore, be the arbitrary selection and
implementation of game components in real-world applications. Nor
should gamification involve laborious processes that are too
burdensome for its creators. To ensure gamification is both effective
and efficient, a considered yet concise approach to designing and
delivering a gamification system is needed.

1.4 What this workbook does

Gamification, like games, can take many different forms. Hopscotch
in a playground and commercial videogames with multi-million
pound budgets are both forms of games that look and feel
drastically different. Providing a concise process, which leads to an
appropriate gamification system for the purpose in hand, is a
challenge that this workbook aims to address.

The workbook provides guidelines and techniques for researching,
designing and delivering a gamification system. The process begins
with research into the requirements and constraints of the project.
This research determines how the gamification system should look



and feel when people use it. Many approaches to gamification
neglect the complex requirements of the context, stakeholders and
participants that will be involved. This workbook guides the reader
through these considerations in a systematic fashion, leading
towards an appropriate form of gamification.

Following this, the workbook guides the reader through a co-design
and co-creation process that aims to be accessible for people with
no prior knowledge or experience of game design. The creation of
scenarios is central to the approach used in the workbook.
Scenarios are essentially stories that describe what happens in a
real-world setting, and what should happen. The process
demonstrates how sequences of events in scenarios can be
translated into activities within a gamification system. The workbook
then guides the creation of this system, before advising on the
steps necessary to disseminate it and validate its operation.

1.5 What this workbook does not do
The workbook does not do the following:

o List different forms gamification systems can take.

e List different games or components of games that would be
appropriate for different applications.

e List arange of potential applications of gamification.

The position of this workbook is that providing the above may
unduly influence the design of the gamification system. This could
lead to a system based on previously identified gamification
patterns, rather than the specific requirements of the project.

Instead, the workbook provides a concise methodology for readers
to identify whether gamification is an appropriate strategy for their
project’s needs and, if so, to produce a system of gamification to
satisfy the requirements of the project.

1.6 Who is this workbook for?

This guide is aimed at Facilitators and/or Project Managers that will
be engaged in the creation of a specific gamification system from
start to completion. This will require communication, organisation
and research skills.

The process in this workbook describes engagement with
potentially disparate stakeholders, such as C-level managers, shop-
floor workers, and game designers. Following the process will
involve communicating with these stakeholders and facilitating their
engagement with each other.

If the project involves the development of software, for example,
then software developers may be working with people who have no
prior experience of digital games. This could lead to assumptions
being made about the outcomes of meetings and workshops, which
differ between stakeholders. Therefore, it is important to accurately
record and verify the communications between such stakeholders
throughout the process.

1.7 How to use this workbook

The process in this workbook is presented as a series of two-page
spreads. This process should be followed in the sequence
presented to ensure the gamification system is effective. It may be
necessary to iterate through some of the tasks, and return to others
as more details of the project emerge. The reader should become
familiar with the process overall, prior to beginning the gamification
project. In addition, the reader should study the Glossary of Terms,
which follows, as this describes important concepts used
throughout the workbook, and will provide additional insight into the
process of gamification.



2. Glossary of terms

The following terms and concepts are important to the approach
used in this workbook.

2.1 Context

Context is a broad term that refers to the purpose for which
gamification is being considered, and the circumstances in which it
will be used. Essentially, it is the where and why of gamification.

Context can relate to a physical or virtual environment, a process,
subject, concept or idea, and any combination of these. The
participants currently, and/or will, engage with the context, and
gamification will facilitate the engagement between the participants
and the context. The loose nature of this definition illustrates the
range of potential applications of gamification.

To arrive at a concrete description of the context, the process in this
workbook distinguishes between how people currently engage with
the context, and how they should engage with it in the future
through gamification. In some cases, the current context may be
different from the future context in which people will operate. The
differences between the current and future contexts, and how
people engage with them, will feed into the specification of the
gamification system.

2.2 Form

Form is, essentially, the what of the gamification system. Games
can take many different forms, and so can gamification. The
examples of playgrounds and multi-million pound videogames
mentioned in the Introduction use different levels of technology for
the same purpose: to keep players entertained. The level of
technology in a gamification system will need to engage people,
while satisfying the requirements of the project.

In the workplace, gamification could be delivered within the same
physical environment that people already engage in. Alternatively, a
separate space, physical or virtual, could be assigned to the
system. Both are examples of different forms gamification can take.
As the project progresses, the form of the gamification system will
become apparent.

2.3 Participants

Where games have players, and software has users, gamification
systems have participants. A participant is someone who will be
engaging with the gamification system. The purpose of
implementing gamification must be associated with having an
impact upon the participants, or gamification would not be a suitable
approach.

2.4 Traits

The traits this workbook refers to are the characteristics of
participants. The gamification system should affect one or more of
these traits in a positive way, benefitting both participants and other
relevant parties. These traits are as follows:

¢ Knowledge: What does/should the participant know about the
context?

¢ Opinion: What does/should the participant think of the context?

¢ Emotion: How does/should the participant feel about the
context?

e Action: What does/should the participant do within/for the
context?

e Behaviour: How does/should the participant act in relation to
the context?



Understanding the relationship between these traits and the context
will help determine the requirements and design of the gamification
system.

2.5 Scenarios

Scenarios are stories that describe how the participants engage
with the context. The structures of scenarios are used in the design
of the gamification system.

The process in this workbook distinguishes between current and
future scenarios. These categories of scenarios correspond with
what the participants currently do, and what they should do in
relation to the context.

2.6 Events

Where games are made up of sequences of activities, scenarios
consist of sequences of events. Events are things that happen as
the participants engage with the context. An event could be
something that the participants do, or something that happens to
them, in the process of their engagement.

Events are the units that form the structure of scenarios. In the
design of the gamification system, sequences of events are used to
provide structure to the system, in the same way the structures of
games are made up of sequences of activities.

2.7 Stakeholders

A gamification system will have several types of stakeholders. The
most obvious stakeholders are those that benefit from the
gamification system having an impact upon the traits of the
participants in relation to the context.

There are other stakeholders as well, who will bring with them
requirements and constraints that will impact the project. It is
important to consider the participants as stakeholders, as they will

not engage with the gamification system unless it is perceived to
benefit them in some way.



3. Process

3.1 Overview

The process described in this workbook is divided into five stages,
each containing three tasks (see Figure 3). The first two stages
provide the foundation of information required to ensure the
gamification system is functional and effective. The following three
stages involve building and disseminating the system from this
foundation.

Stage 1 is where the scope of the project is determined. This
process involves identifying the team members in the project, and
their individual expectations of what they will provide, what they will
need, and what the project will deliver. These expectations are
consolidated into a definition of a purpose for exploring
gamification. A network is then produced to facilitate communication
between the stakeholders and ensure that their expectations of one
another are consistent. Following this, the overall constraints in the
project are identified, and the potential forms for the gamification
system that are possible within these constraints are explored.

Stage 2 involves in-depth research into the project. The first part of
this process is to define the context in which gamification will be
applied, and to ensure that gamification is a viable approach. Next,
the participants that the gamification system will engage are
researched in terms of their current and preferred traits in relation to
the context. This research into the context and participants is used
to identify and select a builder for the gamification system.

Stage 3 is the co-design process, and involves all stakeholders in
envisaging the gamification system. Scenarios of how the
participants currently operate are created to identify the reasons for
their traits and to provide a foundational structure for the design.
The stakeholders then create future scenarios based on these
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structures, and envisage how the participants could interact with the
context through gamification. These scenarios are refined through a
process of ‘gameful’ design. This is where the stakeholders think of
the sequences of events as if they were sequences within games,
and create storyboards based on this process.

These designs inform the co-creation of Stage 4, in which the
system is built. This involves iterative prototyping of the interactions
within the gamification system and its form, until the stakeholders
are confident that it is ready to be disseminated. Finally, the system
is disseminated in Stage 5, which requires implementing
gamification within the context, promoting it to the participants, and
validating that it has achieved, or will achieve, its aim, through
research and, if necessary, refinements.
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Figure 3: Schematic of the gamification process




3.2 Stage 1: Scope
This stage formalises the scope of the project by considering the
resources available and the possibilities they afford.

3.2.1  Define the stakeholders

The stakeholders form the team, and will define the purpose of the
project, its requirements and constraints. They will also provide
insight into the research, design and delivery of the gamification
system throughout the project.

Create team

The following stakeholders should be identified as part of the core
team. Note that team members can take on multiple roles,
depending on the size of the team and scale of the project.

o Facilitator: The person enabling the progression of the project
and collaboration between the stakeholders. This role involves
extensive organisation and record-keeping skills. The project will
be defined through communication amongst the stakeholders,
which the facilitator will document and verify.

e Owner: The person or group that ‘owns’ the gamification system,
and/or the problem/goal that the system should resolve. While all
the stakeholders will be involved in defining the project, the
expectations of the owner should take priority.

e Specialist(s): The person or group that can provide insight into
the context(s) and the participant(s) associated with the project.
They are stakeholders because they should have a vested
interest in satisfying the needs of the context and the
participants. It is possible for the owner and/or facilitator to also
take on the role of specialist.

e Evaluator: The person or group that can confirm whether the
gamification system has fulfilled its purpose.
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The above roles will need to engage with the project throughout,
except for the evaluator, who will be called on at the very end of the
project. There are at least two other stakeholders that will be
engaged during the project:

e Participant(s): The people that will be using the gamification
system (see Glossary of terms).

e Builder: The person or group that is ultimately capable of, and
responsible for, creating the gamification system.

It is possible to create a gamification system without involving the
participants until Stage 5. However, it is recommended that the
participants are involved in as much of the process as possible, as
they will provide the most accurate and accessible insight into the
responses the system will foster.

The capabilities of the builder will determine the form (see Glossary
of terms) that the gamification system can take. One or more of the
team members above may anticipate taking on the role of the
builder. Alternatively, a builder will be identified and selected as the
project progresses.

In any case, if a builder is assigned early in the project, there is a
risk of the gamification system being governed by the form rather
than the requirements of the project. On the other hand, without
insight into the form early on, the team could develop expectations
of gamification that are not feasible within the constraints of the
project (see chapter 3.2.3).

As the project progresses, the team will form an understanding of
the best time to engage a builder. This workbook recommends that
potential builders are explored in Stage 1 (see chapter 3.2.3), and



that a builder is selected as part of the project no later than Stage 2
(see chapter 3.3.3).

Identify the stakeholders’ expectations

All stakeholders invest time, effort, and other resources in the
project. They will expect a return on their investment. Answer
Questions 1-3 below for each of the above roles. Begin with the
facilitator, and then the owner. Arrange for specialists to answer on
behalf of themselves and the participants.

1) What does the stakeholder expect to provide other stakeholders
as part of their role (e.g., time, money, knowledge, a specific set
of requirements and/or skills)?

2) What does the stakeholder expect to gain from other
stakeholders as part of their role?

3) What does the stakeholder expect to gain from the project
overall?

Next, the stakeholders should discuss the following questions.
These refer to the process in this workbook, and the stakeholders
should be made aware of what this process will involve at this point.

¢ Who will provide the research needed into the context,
participants and form of the gamification system? (see Glossary
of terms)

¢ Who will contribute to the co-design and co-creation of the
gamification system, and how?

o Who is responsible for the implementation, promotion, and
validation of the system?

¢ What are the budget and deadline for these activities, and the
project overall?

Define purpose

The answer to Question 3 informs the purpose of the project. All the
stakeholders’ responses should be considered in response to this
question, though the owner’s should take priority.

Create a definition of the project’s purpose through these
responses, and discuss this definition with the stakeholders. If there
are any disagreements or discrepancies amongst the stakeholders
regarding the purpose of the project, resolve these now.
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3.2.2 Build the stakeholder network

This task involves building a simple network of how the
stakeholders’ roles relate to one another. The network helps the
facilitator manage the overall project, but particularly
communication amongst the stakeholders and their expectations.

Create links

The links in a stakeholder network connect what the stakeholders
need from, and provide to, one another, in order to complete the
project. Refer to the stakeholders’ expectations identified in the
previous task and create these links based on the responses to the
guestions asked. Use Table 1 to illustrate these expectations.

For those that have yet to be engaged, such as the builder, other
stakeholders should enter information related to their own
expectations of what these roles will require and provide.

Draw network

A visual arrangement of the relationships between the stakeholders
should now be possible, based on their expectations of what they
will receive from, and provide to, one another. Draw this network,
using Figure 4 as a guide. Note any discrepancies between the
expectations of different stakeholders.

Iterate

If there are any discrepancies between the expectations of different
stakeholders, one or two iterations of this network may be required.
Links could emerge that were not anticipated previously, which may
lead to revised definitions of one or more stakeholder roles. Once
the first network is built and discussed, it will be possible to
anticipate how many further iterations will be needed.
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Table 1: Stakeholder’s expectations

Stakeholder’s role:

Expects to gain:

Expects to provide:

Expects to gain from:

Expects to provide to:

FACILITATOR

OWNER

BUILDER

WILL PROVIDE

WILL NEED

WILL PROVIDE

WILL NEED

WILL PROVIDE

WILL NEED

Figure 4: Potential layout for a simple stakeholder network




3.2.3 Identify constraints

The process described in this workbook involves co-creation
between the stakeholders. The stakeholders’ resources, capabilities
and availability represent the project’s constraints, which set the
limits of what is possible in the gamification system.

Figure 5 shows a map of the project’s constraints. This should be
referred to in the following process. It should be used in
communications between the stakeholders, including those that
may yet to be accessed, such as the builder.

Identify the project’s budget and deadline

The most obvious constraints in the project will be the budget and
deadline, which the owner is likely to contribute. If there is any
uncertainty about either the budget or deadline then this needs to
be addressed before any further progress is made, as this will have
a direct impact upon the form gamification can take.

If a very low-tech option is likely to be adopted, then there could be
an assumption that the budget and/or deadline will have limited
repercussions on the project. Even with the most basic forms,
however, this is unlikely to be the case. There will be a value
associated with the time and effort of the stakeholders, as well as
the resources needed to create and disseminate the gamification
system.

Determine the stakeholders’ capabilities and availability

The process described in this workbook is designed to be
accessible by all stakeholders, regardless of their knowledge or
skillset. The team will need to be available for the co-creation of the
system during the project, and their availability should be recorded
at this point. It will be important for the facilitator to identify how
much time the stakeholders can give to the project, and align this
with the activities described in the remainder of the workbook.
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Next, the capabilities of the stakeholders should be determined.
These are the knowledge, skills and/or resources that the
stakeholders can contribute during the research, design, creation
and delivery of a gamification system. The form of the system will
ultimately be affected by the skills of the team. Therefore, it is
important to begin the process of recording the capabilities of the
team at this point to identify potential forms gamification could take
and/or the outstanding capabilities required.

Conduct preliminary research into potential forms

If a builder has yet to be identified, the constraints should be used
to research potential forms of the gamification system. The team
may have networks that can be accessed to explore possibilities,
and internet searches could be conducted to identify potential
builders. Prior knowledge or assumptions about gamification
systems amongst the stakeholders should be used in this research
to validate or clarify their expectations of what is possible.

Use the budget and deadline in communications with builders to
see what could be feasible in the scope of the project. Note that
once a builder has been selected, these constraints will need to be
updated to accommodate the builder’s capability and availability
within the project’s budget and deadline.



Capabilities of stakeholders

Project Project

Constraints

budget deadline

Availability of stakeholders

Figure 5: Diagram of project’s constraints



3.3 Stage 2: Research

Research is how needed into the context(s) and participants, and
the potential forms of gamification that would be appropriate for
them. Some of this information has been acquired in Stage 1. Stage
2 involves building on this foundation of information by examining
existing materials, and conducting in-depth discussions,
observations and searches.

3.3.1 Context

Potential contexts for gamification can be very broad (see Glossary
of terms). Creating a definition of the context will inform the
requirements for the gamification system.

Define context

The context in which gamification will be applied can be defined in
relation to how the participants will engage with it. The following
guestions should be used to guide this research:

1) What do/should the participants do in relation to the context?

2) How do/should the participants benefit from their engagement
with the context?

3) What is it about the responses to Questions 1 and 2 that is
unique about this context?

Discuss this with the context specialists, participant specialists and
other stakeholders. Correlate this information with materials that
provide information related to the context, such as websites, and
first-hand observations, if possible.

Assess suitability of gamification

Having defined the context, it is now possible to assess the
suitability of gamification for the project. This is ascertained by
asking the following questions:
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¢ Does the purpose of the project involve engaging people with a
specific context?

¢ Can the stakeholders envisage how this engagement can be
achieved through a system of game-like activities that are
challenging, but also motivating and enjoyable?

¢ Can the stakeholders envisage how such a system will be
beneficial to both the participants and stakeholders?

If the answer to these questions is ‘Yes’, then gamification is a
viable option. If the stakeholders are uncertain at this point, then
ask these questions again at the end of this stage.

Create goal statement

By now there should be enough information to define a simple goal
that relates the purpose of the project with the participants’
engagement with the context. Structure this statement as follows:

[The purpose] will be achieved by engaging [the participants] with
[the context] through gamification.

If it is difficult to identify the correlation between the purpose, the
context and participants at this point, return to this task at the end of
this stage. If the potential benefits of gamification remain elusive
after doing so, an alternative approach should be considered



Notes



3.3.2 Participants
The purpose of this task is to understand who will be using the
gamification system, and what impact gamification should have.

Identify the participants’ traits

The traits of the participants (see Glossary of terms) should be
discussed with the stakeholders. The participant specialists should
lead these discussions, and the participants themselves should also
be involved if they can be accessed at this point. The following
guestions should be discussed:

¢ What do the participants know about the context?

¢ What do the participants think of the context?

¢ How do the participants feel about/within the context?

¢ What do the participants do in relation to the context?

¢ How do the participants act within/in response to the context?

If the participants do not currently engage with the context, the
answers to these questions should reflect what the participants’
traits are in relation to an equivalent context that they currently
engage with, and/or what their traits are in general. The purpose of
the gamification system will be to engage the participants with the
new context, and any information related to the participants’ existing
traits will inform strategies for engaging them through gamification.

As many answers to the above questions should be listed as
possible.

Create links between traits
For each of the above traits, the following question should be
asked:

¢ What other trait does this have an impact upon?
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This is because the chain of links between traits will be exploited in
the gamification system. A simple chain could be...

Knowledge affects opinion and emotion, which in turn impact
actions and behaviours. Actions impact emotions, which can in turn
affect opinion...

...And so on. Creating these links will help the stakeholders identify
the source of the traits they want to affect.

Define preferred outcomes

The stakeholders’ interests in the project have provided data for the
desired outcomes of using the gamification system. These should
now be compared with the current traits of the participants.

Discuss the outcomes of using the gamification system with the
stakeholders in terms of the preferred traits of the participants.
Broadly, there are one of three possible outcomes of gamification:

1. The participants change their traits in relation to the context they
currently engage with.

2. The participants maintain their traits when they engage with a
new context.

3. The participants change their traits when they engage with a
new context.

The preferred traits of the participants should be described
according to the changes in the traits and/or the context. Even if the
preferred traits remain the same, it is important to complete this
task to clarify the specification of the gamification system.

Table 2 illustrates how the differences between the current situation
and preferred outcomes of using the gamification system should be
mapped. Note that the form of gamification is also relevant, as this
may impact the context. For example, if the system is delivered via
software, then the context could be online (see chapter 3.3.3).



Table 2: Participants’ current and preferred traits in relation to the context and form

Participants’...

Current

Preferred

Emotion How do they feel about/within the (current) context (or How should they feel in response to the (future) context (or
form)? form)?
Opinion What do they think of/within the (current) context (or form)? What should they think (;f/wit)h;n the (future) context (or
orm)?
Knowledge What do they know about the (current) context (or form)? What should they know about the (future) context (or form)?
Action What do they do in/for the (current) context (or form)? What should they do in/for the (future) context (or form)?
Behaviour How do they act within/in response to the (current) context How should they act within/in response to the (current)

(or form)?

context (or form)?




3.3.3 Form

The form gamification will take is a key aspect of how the
gamification system will be delivered, and must be suitable for the
purpose, the context and the participants.

Create criteria
When exploring the form, the following requirements should be
considered:

o Validity: Is the form likely to satisfy the purpose?

o Credibility: Is the form appropriate for the context, stakeholders
and participants?

e Utility: Is the form accessible to the participants? Will the
participants understand and engage with it?

e Feasibility: Can the form be employed within the project’s
constraints?

Assessing validity and credibility is particularly important in deciding
the form of a gamification system. For example, a computer game
could be considered a valid approach for the purpose in hand, but
may not be deemed credible for the participants and context by the
team. In this case, gamified software, reminiscent of systems the
participants currently use, may provide a suitable compromise.

The team should also consider the broader circumstances in which
the gamification system will be used when considering its validity
and credibility. There may be legal ramifications of the form being
used if it relies upon data associated with the participants, for
example. Context specialists and potential builders may be able to
advise the team of these issues, though additional research may be
required.

The stakeholders should use their knowledge and opinion of the
context and participants to create the criteria of validity, credibility
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and utility of the potential form. To help the stakeholders with this
task, the questions related to the participants’ traits, shown in Table
2 previously, can be adapted for consideration of the form rather
than the context.

When assessing the feasibility of the form, the stakeholders should
refer to the constraints identified previously. Figure 6 illustrates how
the project’s requirements and constraints relate to one another.

If the builder and/or form have already been selected, and meet the
above criteria, proceed to Stage 3.

Conduct searches

Using Figure 6 as a guide, summarise the research done so far into
phrases or keywords. Use these in communications with the
project’s stakeholders, their networks, and when conducting internet
searches, to identify potential builders.

Pay close attention to the context when conducting these searches,
as this may require specific capabilities. For example, if the context
is a virtual environment, then developers of online tools or games
will be needed. Contact as many builders as possible within the
constraints of the project. Identify, as a minimum, three potential
builders that can contribute the form.

Select builder

From the pool of identified builders, discuss the options with the
stakeholders, and select a builder based on the criteria. Ensure that
the builder is familiar with the expectations of the stakeholders
identified in Stage 1, and agrees to these expectations. If the
builder requires adjustments to these expectations, or has
expectations of her or his own, then return to Stage 1 to update the
stakeholder network and project’s constraints.



e Capabilities of
Credibility stakeholders

Project

Utility Requirements Feasibility Elﬂgg{ Constraints deadline

- Avalilability of
Validity stakeholders

Figure 6: Diagram of the project’s requirements and constraints



3.4 Stage 3: Co-design

Co-design involves all the available stakeholders envisioning how
the participants will engage with the gamification system, and how
this system could lead to the preferred traits of the participants.

3.4.1 Current scenarios

The creation of current scenarios should reveal what currently
motivates, or demotivates, the participants in relation to the context.
This will provide a structure and foundation of information that can
be used in the design of the gamification system.

List events

The stakeholders should record any events that correspond with,
and are relevant to, how the participants engage with the context.
These events could be what the participants do, or what happens to
them, during their engagement with the context.

If the participants do not currently engage with the context, then
equivalent events should be envisaged based on the research
conducted in chapter 3.3.2. The stakeholders should be
encouraged to consider why the participants do not engage with the
context as required, and what happens instead. These equivalent
events can be used to inform the structure of the future scenarios.

Identify reasons for the participants’ traits

The research into the participants and contexts conducted
previously is now associated with these events. This alignment will
be used to create explanations for the participants’ traits in relation
to the context. The events and reasons should be mapped against
the participants’ traits by using the following statement structure:

The participant feels/thinks/knows/does/acts [description of trait]
during [event] because of [reason].
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This is illustrated in Table 3. Use these statements to ensure that
the correlation between the events and traits is understood by the
stakeholders.

Some traits may have very little to do with the context per se, in that
they could be associated with general characteristics of the
participants. Nevertheless, they should be recorded, as these
reasons will still be considered in the gamification system’s design.

Create timelines

The stakeholders should form timelines of these events, ordered in
the sequence in which they occur. These sequences are, in effect,
the scenarios.

The number of scenarios should accommodate the range of events
identified. The detail in these scenarios needs to be sufficient for
there to be a logical connection between each event and trait in the
sequence, and the reasons for these traits.

The stakeholders should consider the length and structure of the
scenarios for translation into a coherent experience for the
participants. To facilitate this, encourage the stakeholders to
sequence the events so that each scenario has the following:

1. Beginning: Set of events that lead the participants into the
context.

2. Middle: Set of events that occur during the participants’
engagement with the context.

3. End: Set of events that lead the participants out of the context.

Figure 7 shows how the events and traits should be arranged to
form a timeline of the scenario. The stakeholders should agree on
the sequence of events and their associated traits in each scenario
before continuing.



Table 3: Elements of the current scenarios

Trait Description Event Reason
Emotion The participant feels this way... ...during... ...because of...
Opinion The participant thinks this way... ...during... ...because of...
Knowledge The participant knows this... ...during... ...because of...
Action The participant does this... ...during... ...because of...
Behaviour The patrticipant acts this way... ...during... ...because of...
BEGINNING MIDDLE END
Event — Event — Event — Event — Event
l l l l l
Trait(s) Trait(s) Trait(s) Trait(s) Trait(s)
! ! ! ! !
Reason(s) Reason(s) Reason(s) Reason(s) Reason(s)

Figure 7: Timeline of events in a current scenario




3.4.2 Future scenarios

The future scenarios create a vision for the team related to how the
participants should engage with the context. This provides a
structure that will be exploited in the gamification system. The
process of creating the future scenarios reflects the process for
creating the current scenarios.

Create events

Using the events identified previously the stakeholders should
create equivalent events for how the participants will engage with
the context. This should be predominantly informed by knowledge
of the context and form.

Explore reasons for the participants’ preferred traits

Using the reasons identified previously, the stakeholders should
discuss the potential reasons for the preferred traits in relation to
the implementation of the gamification system. Essentially, this
means anticipating how the preferred traits could come about, in
comparison with, or contrast to, the reasons for the current traits.

During this process, the stakeholders should consider the research
carried out in Stage 2 regarding the participants, the links between
their traits, and the preferred outcomes.

Table 4 illustrates how the events and reasons should be mapped
against the participants’ traits. Use this to ensure that the
correlation between the events and traits is understood by the
stakeholders.

Create timelines

Creating a timeline of these events will produce a scenario of how
the participants should engage with the context through the
gamification system. The timelines formed previously should be
used as a reference to structure the future scenarios.
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The stakeholders should create the number of scenarios
appropriate for the range of events created, and the possibilities
afforded by the form of the gamification system. The detail in these
scenarios needs to be sufficient for there to be a logical connection
between each event and trait in the sequence. Use the structure of
beginning, middle, and end employed previously to frame these
sequences.

Figure 8 shows how these events and traits should be arranged to
form a timeline of the future scenario.



Table 4: Elements of the future scenarios

Trait Description Event Reason
Emotion The participant will feel this way... ...during... ...because of...
Opinion The participant will think this way... ...during... ...because of...
Knowledge The participant will know this... ...during... ...because of...
Action The participant will do this... ...during... ...because of...
Behaviour The participant will act this way... ...during... ...because of...
BEGINNING MIDDLE END
Event — Event — Event — Event — Event
l l ! ! !
Preferred Preferred Preferred Preferred Preferred
trait(s) trait(s) trait(s) trait(s) trait(s)
! ! ! ! !
Reason(s) Reason(s) Reason(s) Reason(s) Reason(s)

Figure 8: Timeline of events in a future scenario




3.4.3 ‘Gameful’ design

By envisioning how the scenarios created previously can be made
more ‘gameful’, an engaging design for the gamification system
should be produced that fulfils the purpose of the project.

Gamify scenario

The stakeholders should now ‘gamify’ the scenario by thinking of it
as if it were a game. All the stakeholders should be involved in this
process. Those with the capability to build the gamification system
may lead the discussions. Inevitably, the form of the system will
impact the possibilities in the design.

For those stakeholders with experience of games, games design, or
gamification, this will be more straightforward than for others. For
those with limited experience, the first method for eliciting ideas
should be to encourage the association of the future scenario(s)
with any games with which the stakeholders have prior knowledge
or experience.

Encourage the stakeholders to reflect on games they have played
in the past, or at least know of, and create associations with the
scenarios they have developed, no matter how tenuous. The
stakeholders should be encouraged to collaborate and prompt one
another during this process.

It is important not to lose sight of the ‘fun’ aspects of games in this
process. If the stakeholders consider why certain games are fun,
and how these games could relate to the future scenarios, then this
will provide a foundation for creating an engaging gamification
system.

Gamify events

The stakeholders should now convert the events from the future
scenarios into gamified events, or activities, within the gamification
system. Following the description of game components in the
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Introduction, components within gamified events can be described
as follows:

e Goal(s): Something the participant aims to achieve, which the
system encourages.

e Actions: What the participant can do to approach the goal(s).

e Rules: Specify the actions the participant can perform and the
effect they will have.

o Feedback: Information that informs the participant of a change
resulting from their actions.

¢ Challenge: The perceived challenge of achieving the
participant’s current goal(s).

¢ Motivation: The encouragement the participant needs in order
to progress.

During co-design, the stakeholders should consider how the events
in the future scenarios can be turned into cycles of interactions
consisting of the above components. The purpose of doing this is to
make the participants’ existing or future operations within the
context more engaging.

The key consideration here is that the system creates a goal and a
challenge that the participants find motivating. This motivation
should reflect the reasons for the participants’ preferred traits,
identified previously. The rules in the system, and the actions that
the participants can perform within the constraints of these rules,
create the perceived challenge. When the participants interact with
the system, they will receive feedback on the change that their
actions have resulted in. This informs the participants of their
progression, which should motivate them towards their goal.

In this way, and following the discussion of games in the
Introduction, Figure 9 illustrates how a gamified event can reflect an
activity within a game.



Event

Participant

Motivation (reason)

Gamification system

o
Lag

Challenge

/

\

Preferred trait(s)

Figure 9: Simple schematic of a gamified event



Storyboard sequence

There are many methods that could be used to record the design as
it progresses. Storyboarding is an established practice
recommended by this workbook. Storyboarding involves using
rudimentary drawings within boxes to represent a sequence of
events, like a comic strip. For the purposes of designing the
gamified sequence, use individual panels that can be arranged,
added or removed as the design progresses.

The storyboard should be used to ensure a consistent experience
for the participants. The stakeholders should refer to the
overarching scenarios from start to finish while arranging the
experiences at the level of the gamified events. The scenarios
should, in turn, be structured to accommodate these events.

Iterating between the gamified events and the scenarios in this way
will inform the overall structure of the gamification system. The
broad associations with known games that have been identified by
the stakeholders will facilitate this process, as the structures of
these games can be used to guide the content of, and connections
between, the events.

Every consideration possible should be taken into account during
this task. Once the experience has been designed from beginning
to end, it should be validated by the stakeholders and approved for
co-creation. Note, however, that the design at this point is not
necessarily final, as the process of co-creation will likely have an
impact.

Following the discussion of games in the Introduction, Figure 10
illustrates how a storyboard of a gamified scenario can reflect the
structure of a game. In the same way that game activities relate to
the overall goals of games, gamified events should correspond with
the overarching structures of the future scenarios.
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Figure 10: Simple schematic of a storyboard for a gamified scenario




3.5 Stage 4: Co-creation

The co-creation stage is the culmination of the project’s work. By
the end of the stage, a functional, final gamification system will be
ready for dissemination.

3.5.1 Prototype interactions

By prototyping the interactions, the team will confirm whether they
can replicate the preferred traits in the gamification system’s
design. If not, then the reasons for this can be fed back into the
design.

Create prototypes

Simple prototypes should be used to simulate interactions with the
final gamification system. These prototypes should be created using
basic materials, such as pen and paper, regardless of the form the
gamification system will ultimately take.

The storyboards produced in the previous stage should be referred
to when creating these prototypes. The requirement of these
prototypes is that they accurately reflect the design of the system
created in the previous stage.

The builder should lead this part of the process to ensure that the
interactions with the prototypes accurately reflect those of the form
of the system.

Test interactions

The participants, participant specialists, and/or other stakeholders
on behalf of participants should interact with the low-fidelity
prototypes. Depending on how many participants the system will
accommodate, individuals or small groups should use the
prototypes and be observed by the remaining stakeholders,
particularly the builder. Detailed records should be kept, related to
the traits that emerge from using these prototypes.
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Refine design

If the responses to the system are inconsistent with the preferred
traits, then the reasons should be fed back into the design. Records
of interactions with the prototypes, and discussions amongst the
participants and/or stakeholders, will provide this insight.

The stakeholders should compare the anticipated traits and reasons
for them, defined previously, with the actual traits, and reasons for
these, which emerge during the interactions with the prototypes.
The storyboards produced in Stage 3 should then be used to
identify the components of the design that need to be altered to
accommodate this new information.



3.5.2 Prototype form

The form of the gamification system could have a significant impact
upon how the patrticipants will interact with it. While this has been
considered throughout the process, prototypes will help resolve any
previously unforeseen issues, prior to committing to the system’s
creation and dissemination.

Create prototypes

Representations of the gamification system’s form should be
produced by the builder. These representations must be at a level
of detail needed to provide the stakeholders with an accurate
impression of what the final gamification system will look and feel
like. The team should return to the criteria in Stage 2 to assess the
suitability of various styles or themes.

Test form

This part of the process is identical to that of testing the interactions
previously. The participants and stakeholders should interact with
the prototypes of the form. Depending on how many patrticipants the
system will accommodate, individuals or small groups should use
the prototypes and be observed by the remaining stakeholders,
particularly the builder. Detailed records should be kept, related to
the traits that emerge from using these prototypes.

At this point, the team may encounter issues specifically related to
the form that were not anticipated previously. For example,
prototyping software could reveal usability issues that were not
exposed in paper prototypes. Resolving such issues may impact
the design of the system significantly. Any modifications to the
design should therefore be re-tested before continuing to develop
the form.

Refine representation

If the responses to the system are inconsistent with the preferred
traits, then the reasons should be fed back into the representation
of the form, and the design of the system if required. Records of the
interactions with the prototypes, and discussions amongst the
participants and/or stakeholders, will provide this insight.
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3.5.3 Consolidate system

Consolidating the outcomes of prototyping the interactions and the
form will ensure that the gamification system is ready for
dissemination. The description of this task is sparse, as it relates to
specific outcomes of the previous tasks in the project.

Finalise interactions

The builder should complete the interactions of the gamification
system, based on the outcomes of the preceding tasks in this stage.
The remaining stakeholders (including the participants) should test
these interactions to ensure that they are consistent with these
outcomes.

Finalise representation

The builder should create the elements of the gamification system
that correspond with its representation. The remaining stakeholders
should be involved to approve the theme, style and content of these
elements.

Complete system

The builder should merge the interactions with the representation of
the form to create the gamification system. Other stakeholders
should test the system, which must then be approved for
dissemination.
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3.6 Stage 5: Dissemination

The final stage involves implementing the gamification system
within the context, and promoting this system to the participants.
Broadly, there should be three phases of dissemination:
implementation, promotion and validation. The following
descriptions provide general guidance, though the experience
gained in the project thus far will govern the specifics of these
tasks.

3.6.1 Implementation

The gamification system needs to be merged with the context to
satisfy the purpose for which it was created. This is the process of
implementation.

Identify requirements

Implementing gamification will depend on the requirements of the
context, the participants, and the form of gamification. Many of
these requirements will be understood by the team having followed
the process described in this workbook.

Depending on the agreed expectations of the stakeholders,
responsibility for implementation will rest with either the builder or
another role. Whether passing the system to the core team, or
implementing the system as part of the team, the builder should
produce the specific requirements of the system for it to be
implemented. The remaining stakeholders, particularly the context
specialists, should engage with the builder during this process. The
emerging criteria for implementation based on these discussions
should be recorded.

Create implementation strategy

The criteria for implementation should be used by the stakeholders
to create a strategy and schedule for implementing the gamification
system. Refer to the expectations of the stakeholders, as well as
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their capabilities and availability, when producing this strategy.
Create a schedule based on the analysis of these factors.

Implement system

Employ the appropriate stakeholders to implement the gamification
system within the context, according to the strategy and schedule.
Verify that the implementation is complete through final testing with
the remaining stakeholders.



3.6.2 Promotion

Promoting the gamification system will ensure that it is used by the
participants. This will, in turn, enable the team to verify whether the
system has fulfilled its purpose.

Research method(s) of promotion

Identifying appropriate methods for promoting the gamification
system to the participants reflects the process of identifying the
appropriate form of the system. The criteria of validity, credibility,
utility and feasibility should be referred to when exploring these
methods (see Stage 2).

The methods of promotion should be consistent with how the
participants currently engage with the context, and how they will
engage with it. For example, if a workshop activity is to be gamified
into online software, then the promotion for the gamification system
should be disseminated both in workshops and online. If the
participants do not currently engage with the context, then use
previous research into the participants to determine potential
avenues for promoting the system.

Consider the requirements and constraints of the project, and
create a list of potential methods of promotion in order of
preference.

Create content and strategy

The stakeholders should now create the content to be disseminated
in the promotion of the gamification system. When considering this
content, the potential benefits of using the system for the
participants should be considered. These will be used to persuade
the participants to engage.

Being candid about the mutually beneficial aspects of the system
has the combined benefit of being ethical and providing an
opportunity to gain additional insight. If the participants are aware of

the designed benefits of using the system to both themselves and
the other stakeholders, they may be more forthcoming about its
general potential.

Once the content has been agreed, create a strategy for deploying

this content via the methods identified. Refer to the expectations of
the stakeholders, as well as their capabilities and availability, when

producing this strategy. Create a schedule based on the analysis of
these factors.

Disseminate promotional materials
Employ the appropriate stakeholders to promote the gamification
system to the participants, according to the strategy and schedule.
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3.6.3 Validation

Validation involves the evaluator ensuring that the gamification
system has fulfilled its purpose. Once this is done, the project is
complete.

Research participant engagement
The considerations for whether the participants have engaged with
the system are:

e The number of participants the gamification system is designed
to engage.

e The length of time the system is designhed to run for.

e The number of participants that use the system during this
period.

o The number of these participants that are satisfied with the
system.

The potential methods of researching the participants’ engagement
are vast, and could range from observations and surveys to
complex analytics embedded in software. The method(s) chosen,
and how they are employed, should be consistent with the purpose
of the gamification system, and will be determined by the
capabilities of stakeholders.

Research patrticipants’ performance

The considerations for measuring the participants’ performance
relate to the expectations of the system. Broadly, this involves
identifying whether the goal has been achieved as defined in Stage
2. Specifically, this relates to the participants’ preferred traits.

If any of these criteria have not been achieved, exploring the
reasons for this will inform future projects and possible
modifications to the current system.
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Refine system

Although it has been implemented, it may be possible to adjust the
gamification system based on the above analyses. This will depend
on the constraints of the project and the changes necessary to
achieve the goal. The research into how the participants are
responding to the system will identify which traits are inconsistent
with the expectations, and the reasons. Use this intelligence to
inform the changes.
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4. Conclusion

There is substantially more to gamification than the design of its
system. The process of creating an appropriate gamification system
involves a range of activities. This workbook has provided insight
into these activities.

The case has been presented that conducting in-depth explorations
into the requirements of the stakeholders, participants, and contexts
is key to effective gamification. There is much to debate on the
merits of various approaches to designing gamification systems.
Many approaches focus on the identification and implementation of
patterns and processes in games, which contrasts the approach
used in this workbook. If the reader wishes to complement the
activities in this workbook with these other approaches, they are
able to do so.

However, experience suggests that this is not necessary when
working with diverse stakeholders. The advantage of the approach
in this workbook is that an appropriate design and form of
gamification emerges organically as the project progresses.
Research into different design patterns could result in a system that
is governed by these designs, rather than the requirements of the
project.

The project completed through this workbook could lead to further
explorations into gamification. If this is the case, the reader is urged
to complete the process in full during each project. The temptation
may be to build each system based solely on the previous attempts.
While this knowledge and experience is important, it should be used
to complement the process, rather than compensate for it.

Though gamification may not be the panacea some would claim, it
has significant potential to engage people with a range of contexts
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that, at the time of writing, is largely untapped. The process in this
workbook has aimed to help the reader unlock this potential.
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