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The Gamification Experience:
UXD with a Gamification Background

ABSTRACT

Through this chapter, the authors aim at describing Gamification–the use of game elements in non-ludic 
environments–to identify its limits and lacks as well as its assets. Indeed, it has been developed to an-
swer a need that arouses out of the Human Computer Interaction (HCI) field evolutions, and it could be 
valuable in that scope. The authors propose a definition of Gamification according to several different 
dimensions that are part of the HCI design field. They suggest it as a first step towards a guiding design 
framework aimed at designers. They mention future research directions that would help in going further 
and enriching the framework, leading to the creation of a design model for user experience design through 
Gamification. The authors finally raise some ethical concerns about the meaning of Gamification itself.

INTRODUCTION

The Human Computer Interaction (HCI) design 
field has tremendously evolved from accessibility 
to emotional design and persuasive technology 
(Brangier & Bastien, 2010). This has lead design-
ers to create more and more intuitive and hedonic 
interactions (Figure 1). That trend is not meant 
to come to an end as technologies and users are 
constantly evolving. In that scope, Gamification 
appeared as a new way to design for successful 
leisure and work systems.

It can be defined as “an informal umbrella term 
for the use of video game elements in nongaming 
systems to improve user experience (UX) and user 
engagement” (Deterding, Sicart, Nacke, O’Hara & 
Dixon, 2011b, p.2). The goal is to modify regular 
human-machine interactions and turn it into more 
engaging and motivating ones through the use of 
game elements in non-game contexts.

Albeit seductive, this idea is very controversial 
nowadays as it mixes user experience and game 
design, as well as activity tracking. Its attraction 
power might come from the game industry suc-
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cess. Indeed, many talks – whether marketing or 
scientific-oriented – do introduce that topic by 
mentioning stunning numbers. For instance, Mc-
Gonigal’s book (2011, p. 3-4) starts with: “Glob-
ally, the online gamer community – including 
console, PC, and mobile phone gaming – counts 
more than 4 million gamers in the Middle East, 
10 million in Russia, 105 million in India, 10 
million in Vietnam, 10 million in Mexico, 13 mil-
lion in Central and South America, 15 million in 
Australia, 17 million in South Korea, 100 million 
in Europe, and 200 million in China.” Besides, 
beyond those impressive figures, the immersive 
game experience is seductive. Being able to deci-
pher and transfer Flow (Csikszentmihalyi, 1990) 
to non-ludic systems could be a tremendous asset 
for companies, whether by helping them sell more 
or by having more productive employees. A Gart-
ner’s study (technology research and consulting) 

reflects that keen interest. Indeed, according to 
it (Gartner, 2011), more than 50% of innovative 
companies will take Gamification into account 
by 2015.

This chapter aims at describing Gamification 
through its definition, goal, underlying concepts 
and design methods. We first introduce it the way 
it is described in the literature to then highlight 
its limits and put it into its context of emergence. 
Indeed, Gamification is here to answer a need that 
arouses out of the HCI field evolutions and it can 
be valuable if well done. As a step further, we 
stand back in order to assess Gamification. This 
leads us to point out several lacks in its concept 
and design guidance. We finally define it accord-
ing to several different dimensions as an answer 
to those lacks. We then mention potential research 
directions and open the debate of the underlying 
meaning of Gamification.

Figure 1. Technological change and evolution of software ergonomics (adapted from Brangier & Bas-
tien, 2010)



 

 

18 more pages are available in the full version of this document, which may

be purchased using the "Add to Cart" button on the publisher's webpage:

www.igi-global.com/chapter/the-gamification-experience/126050

Related Content

Lessons Learned about Designing Augmented Realities
Patrick O’Shea, Rebecca Mitchell, Catherine Johnstonand Chris Dede (2009). International Journal of

Gaming and Computer-Mediated Simulations (pp. 1-15).

www.irma-international.org/article/lessons-learned-designing-augmented-realities/2158

The Right Kind Of Telling: An Analysis of Feedback and Learning in a Journalism Epistemic

Game
David Hatfield (2015). International Journal of Gaming and Computer-Mediated Simulations (pp. 1-23).

www.irma-international.org/article/the-right-kind-of-telling/133617

Relationship Between Physical Fitness Variables and Reaction Time in eSports Gamers
Rachel Dykstra, Panagiotis Koutakisand Nicholas Hanson (2021). International Journal of eSports

Research (pp. 1-14).

www.irma-international.org/article/relationship-between-physical-fitness-variables-and-reaction-time-in-esports-

gamers/288540

A Phenomenological Study of Games, Simulations, and Virtual Environments Courses: What Are

We Teaching and How?
Albert D. Ritzhaupt, Nathaniel Poling, Christopher Frey, Youngju Kangand Margeaux Johnson (2016).

International Journal of Gaming and Computer-Mediated Simulations (pp. 59-73).

www.irma-international.org/article/a-phenomenological-study-of-games-simulations-and-virtual-environments-

courses/157349

Electronic Gaming in Germany as Innovation in Education
Andreas Breiterand Castulus Kolo (2009). Handbook of Research on Effective Electronic Gaming in

Education (pp. 163-177).

www.irma-international.org/chapter/electronic-gaming-germany-innovation-education/20085

http://www.igi-global.com/chapter/the-gamification-experience/126050
http://www.irma-international.org/article/lessons-learned-designing-augmented-realities/2158
http://www.irma-international.org/article/the-right-kind-of-telling/133617
http://www.irma-international.org/article/relationship-between-physical-fitness-variables-and-reaction-time-in-esports-gamers/288540
http://www.irma-international.org/article/relationship-between-physical-fitness-variables-and-reaction-time-in-esports-gamers/288540
http://www.irma-international.org/article/a-phenomenological-study-of-games-simulations-and-virtual-environments-courses/157349
http://www.irma-international.org/article/a-phenomenological-study-of-games-simulations-and-virtual-environments-courses/157349
http://www.irma-international.org/chapter/electronic-gaming-germany-innovation-education/20085

