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Introduction 

This document showcases three different methodologies on gamification in business 

and/or in education. While having in mind that these checklists have their own 

specifics, at the same time they are widely accepted as viable approaches. 

Gamification is generalized activity to enhance systems, services, organizations, and 

operations in order to create similar experiences to those experienced when playing 

games. It is intended for motivation, retention, evaluation, crowdsourcing, and 

engagement purposes. This is generally accomplished through the application of 

game-design elements and game principles (dynamics and mechanics) in non-game 

contexts. 

The design of a gamified activity, operation, or even organization is in essence a 

description of set of prescribed measures to be taken in the business. The proposed 

concept of a gamified system (maybe including software used, or the working 

relationship, or business process, or something else). 

In the design it is always a good idea to describe the steps for gamification (using one 

or more from the checklists below) in a summary of each element. However, there is 

not an exact pattern. You need to start by reviewing your system, for example. And 

you don't have to deal with every issue discussed below – this is just a suggestion to 

illustrate the design steps. 

The first two checklists (Werbach’s 6-step and DiTomasso’s 7-step) are mostly made 

to be used while doing the design of the gamification, while the third one is meant to 

be used while creating the design document, which describes the gamification. 
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Kevin Werbach’s 6-step approach 

1. Defining business goals.  

Why are you playing? How do you hope to benefit your business or achieve a goal, 

and how do you motivate people to change their behavior? Outline the end goal or 

goals of your gaming project, but do not describe in detail the means by which this goal 

will be achieved. Answer in general, if your gaming system works as you expect, what 

specific positive results will it generate for your organization? 

 

2. Outlining the target behaviors. 

What do you want your participants to do? And what will be the indicators that will allow 

you to measure them? This behavior should support your business goals, although the 

connection may be indirect. For example, your business goals may be to increase 

sales, but your behavioral goals may be to get your visitors to spend more time on your 

site. When describing the behavior, be sure to explain how it will help achieve your 

goals in the system. Indicators must somehow provide feedback to participants, 

allowing them to know when they have succeeded in participating in the planned 

behavior. 

 

3. Describe your participants. 

Who are the people who will participate in your playful activity? What is their 

relationship with you? For example, are they potential customers, employees in your 

organization, or any other community? And what are they? You can describe your 

participants using demographic data (such as age and gender), psychological data 

(such as their values and personalities), types of participants (players) or any other 

category. You need to show that you understand what the game elements are and 

what other structures are likely to be effective for this group of participants. For 

example, you can discuss which system - the more competitive or corporate - will be 

better for one or another type of player (participant) in the community. 
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4. Creation of activity chains. 

Take a closer look at how you will motivate your participants (players) using 

commitment and progressive chains ("loops"). First, describe the type of feedback and 

how your system will encourage participants (players) to take further action and explain 

how this feedback will seek to motivate participants (players). (Remember, rewards 

are just one type of feedback). Second, what if your players have no progress at all in 

your system. This includes how the system will attract new players and how it will 

remain interesting to most experienced players. 

 

5. Don't forget about the fun. 

Although it is more abstract than some other elements, make sure your gaming system 

is fun, it is as important as other aspects. In order to explore this aspect of the design 

process, consider how your game will work without rewards. Would you say it's fun? 

Determine which aspects of the game will continue to motivate participants (players) 

to participate, even without prizes. 

 

6. Deployment of appropriate tools. 

So far, you've probably identified a few of the gameplay elements and other features 

of your gameplay system. If you are not ready yet, you need to explain in detail what 

your system will look like. What are the elements of the game that will be involved and 

what will be the experience of the participants (players)? What specific choices would 

you make to deploy your system? For example, you could consider testing the gaming 

system on a personal computer, mobile device, or other platform. You should also 

describe what feedback, reward, and other reinforcements the participants (players) 

could receive. Finally, consider whether you have tied your decisions to the other five 

steps of the process, especially the business one. 
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Dustin DiTomasso’s 7-step approach 

1. Think about why you want to gamify 

Yes, gamification is a sexy word. No, it is not suitable for every business. 

It is recommended that companies that want to gamble their products or services ask 

themselves three critical questions before moving on: 

 What is the reason for gaming your product or service? 

 How does it benefit the consumer? 

 Will they be happy? 

If you can answer these questions with confidence, if gaming seems appropriate for 

your business's product or service, and if consumers enjoy it, then move on to 

researching your business goals. The recommendation is to study the following three 

issues: 

 What are your business goals? 

 How to get consumers to meet these business goals? 

 What actions do you want consumers to take? 

If this research phase gives positive feedback, your business is ready to move on to 

consumer research. 

 

2. Identify your users 

It is not enough to understand your business goals when considering gaming - you 

also need to understand your users and what motivates them. Research your users 

before you start designing your gaming product, focusing on how they use your 

software, what they want and what motivates them. 

Here are a number of questions to help businesses achieve research-inspired design: 



                
 

7 

 Who are your users? 

 What are their needs and goals? Why do they play? 

 What prevents them from unleashing their potential? Lack of will (belief that the 

task is valuable) or lack of ability (ability to perform the task)? 

 What is their main style of play (solo, competitive, cooperative)? 

 Who are they playing with? 

 What social actions do they find enjoyable and why? 

 What indicators are they interested in? 

Game designers also need to understand what motivates users to play their games. 

There are a number of motivational engines, but the recommendation is simplified to 

four key factors. Decide if your users are motivated by: 

 Achieving goals or enjoying the experience 

 Structure and guidelines or freedom for research 

 Control others or connect with others 

 Own interest in actions or social interest in actions 

Knowing these details for users and their motivation will help game designers 

determine how the game should be displayed, how much autonomy to allow, what the 

goals of users should be, and so on. Let's explore what exactly follows in the design 

process. 

 

3. Framework of goals and objectives 

The user's path to mastery should include a journey uphill, with a quick little dip for 

relaxation - where you have either a break or a new challenge to master, such as 

crossing a log - and then one last, difficult climb to the top. 
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Once you understand your business goals and your customers, you can begin to 

design goals and objectives while thinking about long-term and short-term customer 

goals. 

Think of a way to make long-term and short-term goals as exciting and ambitious as 

possible. Users want to be heroes - design your gaming experience so they can 

achieve that. 

The long-term goal must be convincing and quite difficult to achieve. This can be 

presented as mastering a new skill or habit or acquiring an achievement or title. 

Ultimately, however, it is important that the long-term goal is the pinnacle of personal 

growth. 

Once you've come up with a long-term mission for consumers, break it down into small 

stages that guide consumers on the path to success. These "discreet and satisfying 

challenges" should motivate consumers to keep going and help them improve along 

the way. 

 

4. Identify the necessary skills and actions 

Make a list of all the skills you need to win your game. Here are these skills in three 

categories for easy brainstorming: 

 Physical skills: walking with writing, using a chef's knife 

 Mental skills: pattern recognition, memory, spatial logic 

 Social skills: presentation, conversation, meeting new people 

The advice is that game designers choose skills that take time to master, can be 

developed over time, and can be broken down into smaller "skill chains." 

It is important to determine if and how the skills you are considering can be measured 

so that you can track user progress. Determine if there is existing technology that can 

help you monitor and track the progress of certain basic skills. 
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5. Think of different lenses of interest 

In “ The Art of Game Design : A Book of Lenses Jesse Shell outlines the psychological 

lenses that are key to creating first-class games. Lenses help game designers look at 

their games from many different perspectives or lenses . 

While Shell's book identifies 100 lenses, here are 10 specific lenses to focus on: 

 Type of competition: Player against player, player against system, self-targeting 

 Time pressure: a calm, exploratory game or a game of insolent tactics - get 

things done 

 Shortage: Shortage can add a level of challenge and strategic gameplay 

 Puzzles: Puzzles are problems that promise a solution 

 Novelty: The change presents a new set of challenges and models for mastering 

 Levels: Schedule progress, capabilities and access and provide a roadmap for 

progress 

 Social pressure / Evidence: Show users how others stand out in the system - 

for example by ranking 

 team: Teamwork can also act as a resistance when users have to work with 

others 

 Currency: We will look for anything that can be exchanged for something 

valuable 

 Renewals and Reinforcements: Renewals and Reinforcements help players 

"detach" players and redirect them from a dead end 

Framing issues, the main goals and actions in your games using these principles will 

often lead to a better gaming experience for users. 
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6. Outline the desired results 

Think about the types of rewards and punishments that will result from the user's 

actions - this should create feedback that motivates users to improve. 

Positive feedback can include rewards, such as going up, unlocking a badge, or 

earning points - and negative feedback can lead to a challenge starting over, for 

example. 

The results can be conditional or on schedule. "Players can produce a result based on 

the specific actions they take or based on the time frame of the game." 

However, regardless of the time frame, players must always see their progress towards 

the "ultimate goal", which is also called " Epic ". Win ! ”Gradual success and failure will 

lead them forward. 

 

7. Play and polish 

Platforms are never made. Once you have created the game, test it and polish it. Here 

is a framework proposed for analyzing the game: 

 What works and what doesn't? 

 What didn't you think? 

 Is the game personal enough for your users? 

 Do they feel that it is in line with their own unique personality and desires? 

 Do you use the player's needs for competence, autonomy and mastery? 

 What will keep it interesting in 10 weeks? After 8 months? 

 When a player reaches Epic Win , it's time to go back to the drawing board. 

However, the recommendation is that game developers do not spend too much time 

testing games. "Take it out and let your users be testers," he says. Users expect 

software repeats and updates, so don't be afraid to play and repeat, he says. 
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Design Document Requirements Checklist: 

1. Basic concept of the game 

● Name of the game 

● Short annotation 

● Educational goal / goals 

● Educational content (bitter medicine to be swallowed) 

● Preliminary preparation required 

● Time required for phased breakdown 

● Group size 

● Tasks of observers (if any) 

● Final discussion and conclusion - lessons, conclusions, recommendations 

(including discussion plan). 

 

2. Game elements 

● Players' game actions (according to the educational goal) 

● Form of immediate feedback 

● Cycle of increasing complexity 

● Forms of encouragement - sound, text, 'badge', color, ranking, points, etc. 

 

3. Game rules 

● Sequence of conduct 

● Game restrictions 
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● Criteria for success during the playoffs 

● Game goals 

● Stop rule (win / loss) - time, number of attempts, success, etc. 

● Possible options for implementation 

● Requirements for participants 

 

4. Game plot (game idea) 

● Game history 

● vision / appearance and style 

● selected graphic, video, and sound elements 

● Description of the roles 

 

5. Technical aspects of the game 

● implementation software environment (if the game is software) 

● Necessary materials and equipment, software libraries, etc. 

● Information resources for obtaining the necessary for the game 

 


