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‘The user-centered appronch, which strives for creating praducts highly
responding ra the user's needs, has hecome rhe major philasophy behingd
many projects. Following this method designers constantly search for
the new techniques improving user experience which depends on

P t) 8 .
various aspects including emotons. The thing is that users expecta &“‘ “ m
praduct to be simple and enjoyable in use, so the idea to add a “fun” ‘\
element to the UX came as it is, Bur how to make the product fun and u

-
enjoyable in use? The technique called gamification was created 1o solve - qw/
tha problem. Let's find nut what's the merhnd of gamificarion in design C “R\L

and haw it can inprave 1X.

What is gamification?

‘When we say word “gamification” in the context of design, it can be

easily mistaken with the game design. Still, these terms hardly relate to -

each other, even more, they are oppousite in many aspects. In the tech th &“\C’é
world, the word i ion" stands for the technique of exerdng (A% %

game hanics into the i such as websites and

. - -
mobile applications, For example, if you want to encourage the users to ‘ ) . “ W\ K

inreracr mare wirh your application. you can add the game element such

as a challenge. They ean be challenged to chicdk-in every day during a
week and be rewarded if they do so.The thing is that people like having a
clear goal and even mare to be rewarded after it's achieved, so such a

challenge would doubtfully pass unneticed among the users. This way,
designers are able to influence users’ behavior and motivate them as e W ou
“players” to do the expected actions via game elements such asa ‘ “

challenge and rewards. | (&,J (’,\A 9 m
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Types of game mechanics for UX

improvement -
Gamification is a complicated design technique which requires using ‘ k “We LY
various game mechanics referring to the interactive Ul elements. The \ “

main task for designers applying gamification is not ta turn the product \‘ \
fully into a game. For this reason, there have been distinguished the - % e, o
effective game mechanics that are commonly used in design. Ler’s see \\ L4
what they are.
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Challenge
Human nature always makes us take the challenges and prove that we o
are able to handle them. So, a challenge is thought to be one of the most t & Q, ‘ )
compelling game elements motivating people to take an action which

can be a grear toolon the way for UX improvement. In order to enhance -

the challenge effect, it may be a good idea to use same kind of rewards, -
s rhatusers could teed even mare marivared. & \% < 8
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Points m—/ g\‘\ 6 k(b
To measure the players’ success, many games use the points system. The 0( -

gamified product can apply the same scheme that helps both users and “

stakeholdets: the first sees their achievements and the others can (ﬁ A

estimate user engagement of the website or application. It is not
necessary to make the count of points in the rating form. it may be just

the number of check-ins or video views.
Badges and stickers

When users complete the challenge or sather a certain number-of points, = ts
Ly can be awariled the badyrs or stickers. This kin of vir Gl rewards &ﬂ“ \m

is often used in video games, so people are familiar with them. Stickers

have gained people's love long ago, therefore this kind of rewards will be ‘ , ’
appreciated. Besides, the badges and stickers give much room for the % ?

creative experimentations since they can be designed in various ways.
% \—@\; oek Ve as 410&\5

Such rewards can become the additional drivers of motivarion.
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Pukafal Badges

Toonie Alarm Stickers

Leaderboards
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The thing making the dla]]:r.lge even more interesting for people is the
competition. Not many things can motivate users better than the desire
to be the leader, The list of the “players” ranked in the arder “Who’s got
more badges” can increase users’ enthusiasm. However, in some cases, it
may work contrarily demativating peaple due to high ranks of the
athers. Thar's why this game element is recommended o be applied
carefully.
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Journey

This game mechanic aims to make the process of interaction with the
produet us eusy aml understandalsle as possible, The user shoukd feel as
the renl playar starting the personnl jourrey of the producr usage. ¥ar
example, on the onboarding page from which the user starts, they can be
offered an introduction to the features, 5o that users won't be afrail to
make a mistake. When the journey continues, it is recommended to use
the method of “scaffolding”. It means to disclose features progressively
as the users become more experienced in using the product. Such an
approach allows people to avoid errors and makes the product pleasing
to use, Also, the journey element may be supplemented with the
progress feature. Providing rhe information abour the progress of the

user's journey, we can inspire them to conrinue.

Singify App Tutorial

Constraints

Many of us may think that i is nar funny at all, still, there is a game
elemenr eonstraining players' fime. For example, the task in the games
are often needed to be complete in the limited time, otherwise, players
lose, The same approach can be applied to the gamified product. Users
may be offered to do something which is available only today. The
constraints make people react faster and somehow motivate them to
take an action right here and now.
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design. The major point to consider is that the product shouldn’t become
too playful if it's not expected according to general srylistic sirategy and
brand image.

These are some les of game el in design but there ‘ D @ ‘)C(
is a room for the innovarive game mechanics that can be applied in UX @(\

s -

The role of gamification in UX design

Today the method of gamification is widely used in design since it is
thought to help to solve many problems in UX. The appropriate use of
warsilication and well-chosen game mechanics can become a valuable
waol lor UX dest on the way 10 increasing user althe
product as well as conversion rates. S0 how does it work? First of all, the
gamification brings the element of fun to the websites and applications.
People enjoy the interactive process full of fun, challenges, and
compeltitive spirit similar to video games, so they are encouraged to go

back. Purthermore, the game mechanics are the powerful motivatars for
the users. The game elements set the tasks and the awards are promised
to those who accomplish them. The curiasity and excitement drive
people o continue perfurming various the tasks and spesd more tme on
the app ot the website.

In addition, teday gamification already goes as one of the major design
approaches, Plenty of designers have caught the hype and actively apply
this method in various projects. That's why many users might already
have an experience of interacting with the gamified products which
mean they expect the same from yours.

Animated Stickers for Mood Massenger
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ing it up, gamificarion is quité a new technique Which is now on QJW%‘(\S &Al) .

the path of active proving ity reliability as an effoctve design methud,

Nevertheless, its popularity is growing really fast so ithas good chances & Q ‘
to become the leading approach in a short time. &_ w‘

Recommended reading M\f\o(}k L ‘.(DE “b\»)\,

Here are some more articles we could recommend far those who would
like to ger deeper into the topic:

Qamification And U8 Where Users Win Ox Lo
Gamification: Designing for Motivation
S.examples of geeat gamification

Introdincing Game Mgchanics for Gamification
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