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Objective behavior

3 Jaqus:zavAlBownanssu:

DSUNYADIUTUWUSSKOIVADIUADVYNISNMYDAD
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Gamification Aoo:(s?

Gamification TlNMsasoinuiusyuuu Lcmno...
"misthovAus:nouyDYMSDRNUUUINL LWs:gnAlStuusSuniliitsIny”
e Serious Games: (NUS1aovanUMSsUNGIUKLILIWDMSISOUS (KU LNU
D1aDvHWIAONU)
e Gamification: NonssuULQU (1BU D1UKUVED, NMA3E) + pvAUS:NDULNU
(Azwuu, Uhes1vda)

o WhHLNY: lWDlWUllSDQDZD (Motivation) ua:n1sddousou (Engagement)




nMluavlana? nqun SDT

nquRMsNMKkuaauov (Self-Determination Theory) UUUED:TUSVYVIDALNDSY

WioAdudiovms 3 Us:nisldasSunisaauaudv:

Competence

ADIUSANDN
"“aunmiiawnouu”

naln: Az:uuu (Points)
ua:trgsivda (Badges)
(KWaUSULBvYUDINNUN

oS

Autonomy

ADIUSANDN
"autdonovla”

naln: nisusuuav
Avatar KSonistaontdu

N1YNISISYUSADYQULDYV

Relatedness

ADISAN
“Wud>ounlvuovnau”

naln: a1sS10RUN
(Leaderboards) KSo
NISADILUUNU




UDADSS:OL: NOUNIUSaUIngunNIvdvAU

S5V "MSIVHUNISOU" DULGED!
puugUs:LTuUQULIOYIUSIUIRBUNURDU nndov3vA:uuulu Leaderboard

nI10tNuld o= "Malgusvyvid” vovAUNDEYMEAISIVNUN

nvun: Micro Leaderboards
LNuADLEMSIVLGLD tKRuendumsivgoy 1Eu:
e duauus:orduak (Weekly)
e SudUAIUNSEIULKADIWDU (Collaboration)
e DuaQuADIWMOKUN (Progress) Social Comparison Theory




nsounmisoonuuu MDA Framework

iAsavidwlda "nqudadnan” g

"mswaulaauatasivAcuanuauudw"




naln > walda > gqunsamaas

) %

Mechanics (nain) Dynamics (wada)
FJoAunwcuunasio: ng, FOARIEM: wOGnssun
DanosSNuU, 1LDa1INQ, LNQUU LU LSVSU,
AsLLUU WYvUU, d1soo

Journmsoonuuuduquadyv (The Second-Order Design Problem)
unwaouun "luausnoonuuuAIusdan (Aesthetics) lalagasv” isiasiodu “aun” ila
1sTMIAuAdsIv Mechanics (naln) twons:AulAltNaADIUAUN



NIsUs=gnNAls MDA 1Eo3ADINSSU

Aesthetics (1UAHLhaMY _ _ p _ Mechanics (Wvasna:thluidsu
- Dynamics (WfjanssunAYQHIv) -
21sual) lnq)
Challenge (W18) o o o
ATTUYITY, ﬂ'l‘.il.i]'ﬁiuﬁ‘qﬂﬂ‘i‘jﬂ FEUUAZIUL, LIA1098UAY, A1T19H U

AaudUDd Competence

Discovery (AUWU) . WuNdey, vesdzay, ns1daneal
N1541579, N1552Us2Ulawmy -
ABUALDY Autonomy NLAY

FEllﬂ-wﬁhip (ﬁ:ﬂﬂll] i N i oar =] = i i ar B -i
19973448, LUNYULLUUWA S 13NANEA, TEUUﬂﬂTIBﬂT]']EHIHLﬂHH
AaudaUd Relatedness !

Expression (Laniaan)

A15@519d55A, USunnganansal Avatars, 1UsWanly, ssuunisasane
Aauauad Autonomy e



nscdANUIN 1. StAs1:k Kahoot! vs Quizizz

Mechanics dhvnudatded dasio Aesthetics nvnNIsANUINCIYAUTULSY

Kahoot! (1GutukoviSau) Quizizz (Wunmsuiu)
e Mechanics: nsAUYLKD:, TKA:LLUU e Mechanics: NISYUAUDOKD:LDY,
CUADIULSD, QuastSiosud lLagNuNs1edo, (5 Memes
e Dynamics: Lyoyugouin, naau e Dynamics: l§8u§lv‘\5/aﬂ31u
1Dan 1BoovIcy, Tunadu
e Aesthetics: Sensation (GuLdu), e Aesthetics: Challenge (Luvonuao
Fellowship (SounUIWDUluKDL) 1oV), Expression (Wiuidw)




nscuANUIN 2 & 3: usunncavooniU

Mechanics dhvnudatded dasio Aesthetics nvnNIsANUINCIYAUTULSY

Google Translate (Utility App) Seek by iNaturalist (AR/AIl App)

wowmsAnu s ududovi tndovdovdull/dad iWos:uaawus
Gamification taualU viudvgwud e Mechanic: (5 Al/AR sounumMsLon
UnANWIIUTAES GT uAaoN-210 WAWUW Badges Woaunuiooangwustni
MudvnquiwaQdandutdunuiuis e Aesthetic: ns:QuiKkina "Discovery”
Sovlhu dou 1ndovidpasivanudd (MSAUWU) UazNWuUrUsssus1a
lov (Metacognition) Ansowav




LOSaUWSoUd Workshop: Tasoviunan

(RUNFANUIDUNGU LasS:QUAUDYODUANMIULBVLINATALA:NISDDNLUU IWaLlUUWUWLTEDUDL
LowWwalAsu

1. nagns UX/UI
Aesthetic KanNPYNIARIBSENADD:TS?

D 2. (nalulad Frontend

laoN Framework ta (Native, Flutter)?
v:D0 Engagement ogvols? lhdvaunnAu (Accessibility) Talku?

&

@n 3. Backend & API 4. Gamification WwvlnAaluA DoNLLUU
(Bouvoyauuulku? Database Schema uov Leaderboard
oonuuu APl Endpoint e1v(s 0e1v(s? (Players, Scores)

L(WoQvUoya?



Questions & Discussion
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