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ABSTRACT

Gamificationreferstotheuseofgameelementsinabusinesscontexttochangeusers’behaviours,
mainlyincreasingmotivationtowardsacertaintaskorastrategicobjective.Gamificationhasreceived
agooddealofemphasisinbothacademiaandindustryacrossvariousdisciplinesandapplication
areas.Despitetheincreasinginterest,westillneedaunifiedandholisticpictureonhowtoengineer
gamification, including the meaning of the term, its development process, the stakeholders and
disciplineswhichneedtobeinvolvedinit,andtheconcernsandrisksthatanad-hocdesigncould
raiseforbothbusinessesandusers.Toaddressthisneed,thisarticlereportsonempiricalresearch
whichinvolvedreviewingtheliteratureandarangeofgamificationtechniquesandapplicationsas
secondaryresearch,andanexpertopinionstudyoftwophases,qualitativeandquantitative,asprimary
research.Basedontheresults,weprovideabodyofknowledgeaboutgamificationandpoint-out
goodpracticeprinciplesandareasofgamificationthataredebatableandneedfurtherinvestigation.
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1. INTROdUCTION

Gameshavelongbeenapartofcultureasameansofentertainment,buildingrelationships,and
learningandtraining(McGonigal,2011).Inrecenttimes,thedigitizationofgameshascaused
aspikeintheiruseandinvolvementineverydaylivesofmanypeople.AccordingtoESA(ESA,
2014),theaveragegameplayerisnowaged31years,48%ofplayersbeingfemalethusshaping
thegamerspopulation.Thesuccessofgamesinkeepingtheirusersengagedandmotivatedhas
ledresearchersstudyingthephenomenainmoredepthtoidentifyconstructsingamesthatenable
suchengagementandsustainabilityinusers’motivationandutilizethemforgoalsbeyondmere



Journal of Organizational and End User Computing
Volume 31 • Issue 1 • January-March 2019

40

entertainment(Seaborn&Fels,2015).Thesestudieshaveresultedinvariousstrategies,suchas
gamification,topursuethesegoals.

Gamificationisusedtoincreasemotivationandengagementinitstargetusersinfavorofchanging
theirbehaviorstowardsdesiredones.Thereareseveralsuccessfulapplicationsofgamificationavailable
intheliteratureencouragingvariousgoals,suchasadoptingahealthierlifestyle(Johnsonetal.,2016;
Pløhn&Aalberg,2015),increasingstudents’engagementwithclassactivitiesinordertoachieve
betterresults(O’Donovan,Gain,&Marais,2013;Simões,Redondo,&Vilas,2013),orincreasing
qualityandproductivity inabusinessenvironment(Robson,Plangger,Kietzmann,McCarthy,&
Pitt,2016;Rodrigues,Oliveira,&Costa,2016).Forexample,inabusinessenvironment,suchas
acallcenter,variousgameelementssuchaspointsandleader-boardscouldbeusedtoreflectthe
performanceofemployees,e.g.,thenumberofcallsanswered,thenumberofissuessolved,thetime
takenforfinishingtasks,andthecustomers’satisfaction(InterAksyon,2012).

In order to understand gamification, the differences between play and game need to be
addressed.AccordingtoCaillois&Barash(1961),play(paidia)isdescribedasfree-form,expressive,
improvisationalbehaviorsandmeanings.Game(ludus),ontheotherhand,isrule-basedengagement
withpre-determinedgoals.Gamification,asthenamesuggests,ismorefocusedonludus,nevertheless,
as(Alfrink,2011)suggests,usersarenotgivenmuchflexibilitytoimprovisetheirbehaviors,andthey
havetodo/achievepre-determinedtasks/goals.Despitetheopinionsof(Abt,1987;Bogost,2011)
forexcludingplayfulness,playfuldesign,andplayfulinteractionfromgamification,itisbelieved
thatgamificationcanalsofacilitateplayfulbehaviorsandentertainmenttoachieveitsgoals(Groh,
2012).However, includingentertainmentinagamificationdesigndoesnotguaranteeitssuccess
(Berkling&Thomas,2013).

Sincecoiningtheterm,severalattemptshavebeenmadetoestablishastandardandcommonly
accepteddefinition(Deterding,Dixon,Khaled,&Nacke,2011;Huotari&Hamari,2012;Werbach
&Hunter,2012).However,therearestillmanygaps,debates,andambiguitieswithintheliterature
thatareyettobeinvestigated.Forexample,itisnotclearwhichconstructsandpropertiesshape
gamification,andhowitcanbedifferentiatedsharplyfromothersimilarconcepts,suchasserious
games or games with purpose. Moreover, despite some attempts made towards introducing a
methodologyfordesigninggamificationfromabusiness-orientedpointofview(Herzig,Ameling,
Wolf,&Schill,2015a),itisnotyetclearwhichstakeholdersandwhichfieldsofstudyneedtobe
involvedinthedesignprocessofgamificationinawiderperspective,e.g.,impactsonsocialand
mentalaspects.Inaddition,thereareseveraldebatesonwhengamificationcanbeintroducedtoan
environment,whatconcernsitproducesandwhichconsiderationsmayleadtoasuccessfuldesign
ofgamificationinthatenvironment.Finally,whatissues,fromlegalorethicalperspective,mayarise
bytheuseofgamificationandhowtheseissuesneedtobetackled.

Inthispaper,weconductempiricalresearchtogatheropinionsfromexpertsinthedomainof
gamification and reflect on that to identifybest practiceguidelines andpoint outdissimilarities
andareasthatneedfurtherinvestigation.Finally,weprovideabodyofknowledgewithregardsto
gamificationdesign,whichinformsresearchersandpractitionersintheirfuturework.

2. LITERATURE ANd RESEARCH MOTIVATION

Deterdingetal., (2011)definegamificationas“theuseofgamedesignelements inanon-game
context”,emphasizingthatthefinalproductwillnotbeagame.Despitethisemphasis,thereare
severalinstancesofconsideringgamificationasseriousgamesorevenconsideringbothtobethe
sameconcept(Kapp,2012).AnalternativedefinitionofgamificationisintroducedbyHuotari&
Hamari(2012)asarules-basedservicesystemthatprovidesfeedbackandinteractionmechanismto
theuserwithanaimtofacilitateandsupporttheusers’overallvaluecreation.Inadditiontoincreasing
motivationandengagement,theirdefinitionofgamificationemphasizesthataddinggamification
toaworkingenvironmentshouldleadtothecreationofaddedvaluetothebusiness,forexample.,
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