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= Main topics: Gamification and Acceptance
Requirements

= (3 hours) 17" May: Acceptance Requirements
through Gamification Solutions

Q‘O.Q.

= (3 hours) 29" May: Tutorial as an experiment
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What do we learn in this part of the cour

How to analysis and design a system maximizing
the probability that the user will accept and use it

Acceptance:

Acceptance Requirements Analysis -> Human Behauvior,

Psychology, cognitive, Organizational Behavior factors and

strategies -> Acceptance Factors and Acceptance
Strategies

Gamification:

Gamification Analysis and Design: gamification concepts,
guidelines, best practices
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What do we learn in this part of the cour:

(2 hours) 15" May -> Gamification:

how to gamify a system

gamification design: concepts, strategies and best
practices

(3 hours) 17t May -> Acceptance Requirements:

actually, there is even more than gamification ->
different solutions

Acceptance Factors
Acceptance Strategies
Systematic Acceptance Requirements Analysis
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What do we learn in this part of the cour:

(3 hours) 29t May -> Tutorial on Agon: an
Acceptance Requirements Framework

Acceptance Requirements Elicitation and Analysis
Operationalization by using Gamification

Tutorial detalls:
Case study -> simple system to gamify
Acceptance Model
Gamification Model
Visio 2016
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Visio 2016 Instructions

Go here: https://icts.unitn.it/microsoft-imagine; in the bottom of the page there is the link to
Microsoft Imagine where you can download Visio 2016

You (as UniTn student) are affiliated with Microsoft and you can download Microsoft software
for free

Try to login in the Microsoft Imagine website with your UniTn account. It could not work the
first time because, probably, your account needs to be activated by UniTn technicians in
relation to the Microsoft Imagine website.

If you cannot login, ask the UniTn technicians to provide you with a Microsoft Imagine
account or enable your UniTn account. You can do this by opening a ticket in the OTRS
widget in MyUniTn (if the widget is not available, search it and add it in your dashboard).

ATTENTION: UniTn technicians could answer you also with a delay of 1 week, therefore, do
this in advance in order to have Visio 2016 ready for the experiment of 29" May.

When you are able to login in Microsoft Imagine download Visio 2016

S

You will receive also a license key \

7
-

Install Visio 2016 and run it -> Enter in the software your license key -> DONE

OIS 2016-2017 Gamification — luca.piras@unitn.it


https://icts.unitn.it/microsoft-imagine

Why OIS and gamification?

= (Some/Most) (Crucial) system features are to be carried out by users

= Strategical factors:
- User’s motivation
- Software Acceptance

= (Traditional) solutions:
o to improve usability
- to introduce more flexibility in the system, add more features

O ...

= |nnovative solutions (fun, surprise, achievement, socialization):
- Serious Games

- Ga taphors
- (Gamification —
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‘ Gamification

Success Cases

Game Taxonomies

Gamification Concepts

Design Strategies

Supporting Technologies

Gamified Smart Assistants
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Lecture Materials

= Books:

> G. Zichermann and C. Cunningham,
Gamification by Design: Implementing L Ak
Game Mechanics in Web and Mobile Gdg;%g;gg
Apps. "O'Reilly", 2011. L o

abe Zichermann
O'REILLY* & Christopher Crusningbam
P!
i

RO

> J. Schell, The Art of Game Design: A
book of lenses. CRC Press, 2014.

« SeesHd Edition

_ The Art of Game De3|gn

References:
- Publications
o Links
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Gamification Concepts
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Gamified Smart Assistants
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Acceptance, motivation, behavi

This is
a residential area .
Jd Please RESPECT

the speed limit

> L
FRAGILE DUNE GRASSES
HELP S PRESERVE THIS FRAGILE LANDSCAPE

+ PLEASE DO NOT HIKE BEYOND THIS SIGN

- PLEASE USE BOARDWALK OR DESIGNATED
AND SIGNED HIKING TRAILS

Speed limit

Environmental respect
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DO NOT HANDLE FLYING FOXES
FLYING FOXES MAY CARRY LYSSAVIRUS
IF FLYING FOXES FOUND ON GROUND
PLEASE CONTACT :
VNATIVE ANIMAL TRUST FUND

PH: 0500 502 294

Attention and
collaboration



How to motivate people? Il Gamifice

The Speed limit problem

The speed camera lottery:

Stockholm (Sweden), 2010
Game

Fun road signs

Honest drivers are rewarded by speeders’
fines

Visual feedback
Unpredictability and Curiosity
Potential achievement
Avoidance of potential loss

&

Video above: https://youtu.be/iynzHWwJXaA
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How to motivate people? ‘I

https://youtu.be/iynzHWwJXaA
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How to motivate people? Il Gamifice
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= “The use of game design elements in non-game contexts” [1]

= Gamification concepts:
o Core:

- Advanced:
 Levels, paths, challenges,

Case studies:

stories, feedback, progress, ...

E 3 P
[2] 3] [4] [3]
= Success cases:
M5TO4

e
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Outline

o Success Cases

Game Taxonomies

Gamification Concepts

Design Strategies

Supporting Technologies

Gamified Smart Assistants
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Success case: Foursquare

Objective

Company:. free advertisement, more visits
and profits

Player: benefits, fun and useful tools

@90

= — (ST —>
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Success Cases

7 What skills or expertise do your other

connections have?

Green goose: tries to give to
the user a complete control of
his life. In the daily life, thanks
to some sensors (for instance
applied to toothbrush), you
can monitor every actions of
your day with targets and
completion percentage.

Skills & Expertisa

24 Social Media Marketing

DEHE- sl | 90% profile completeness <=

st I8 Gl

11 niins Advertising EsoE Complete your profile quickly

7 Oighal Maketng )] {;',‘ lmpon your résumé to build a complete profile in
7 Emai Markating K“ — minutes.

il oo Progress

6 Public Speaking

Elf
Profile Completion Tips (Why do this?) ™
6 Social Networking

& Describe your current position (+5%)
@ Add your

3 Marketing Stralegy

baraims |
10
motivate

2 WWeb Anaitica

More Skils & Expertise

2 CopoatoBleggng 2 ContentMarkating !

1 WebOovedopment 1 Coerence Spasking 1

1 Googla Analylics 1 Conient Stmlagy Socis! Marketing

PP

Kea's Are Funl!!

4Food: you can invent new Keas: it gives to

type of sandwiches (using  employees a wellness
web tools with the program with tasks that
composition of ingredients). aim to improve their

Your creation is visible to ~ health motivating them
customers that can buy your With goals and rewards. In
sandwich and for each one this way employees

sold you receive a royalty of Pecome healthier, more
25 cent motivated and productive.
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Game Metaphors
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Game Metaphors: Taskville

* results representation based on metaphors
* context — company teams

+ metaphor -~ city building

* Cities — company teams (every completed
tasks of a company team)

e a building — a completed task
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Game Metaphors: Ecolsland

Tt o2
o 9040 9

Thza other isl.ands

“emisson 11993 g

:::::

Ecolsland Application

Figure 1: The Ecolsland System

Target CO2 =
Emission:‘| 1280 g Repart acwwe

Sensors

Mobile Phone
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Game Metaphors: Ecolsland

Current CO2

2236 ecocrests Al curent co: 2223 eco cresis

eser 16857 g 2236 ecocrdis

Emission: 1 8000 g
Tl 0216920 g

Target CO2
Emission: 16920 g
Mjm;'l;.‘amwn lala 620

(
- Aijuat temerature | | of gip 2=
of .n;:nlilhmm( 2 degrees lower Ll J oS oo Kem 427
» Nagh clothes using g f, =
batheater = wsMat 278
S

« Mash clothes ysing 3h clothes using
batheataer pater

oy 4,— « Glean your body by ve the
1006 e bathwater and con' t
wSans use shomsr:

4351% 'ﬁ(n‘

[ cessim]

| DCL island

DCL island

2223 eco armdts bl 7897 g N TR97.d 1093 eco credis
k= Act:v:t histol
e Y 0 == - o e amon, | D20
. - Wose an tem —| o
* - i K
4 At oot of ot 2
S o owor ) -

- user name:  Lala Sy me) SRR = —
= Total: 1880 g R e Care hethwetor. (7g) =S = Buy emission rights

Closa refrigarators door rapidly. (3g)

ﬂ ‘(gl.;v;us the electric pot when not in use Ensiasion fightsak offers
L Dot e e e e T s You have 1093 credits e
*Lower :’hl:’mm of gac boilor whon \ o -t ]
hi

?Gnlsn:lgyuur bady by bathwater and don't use Buy 100g o emission nghts for

ahowar (371g) e
'-:_" "'_'l': 50 credits

Create buy
demand B o !
cloosiill
DCL island
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Gamification

Success Cases

O Game Taxonomies

Gamification Concepts

Design Strategies

Supporting Technologies

Gamified Smart Assistants
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Game Inspired Design: the Twitter Fail W

bwittery

Twitter is over capacity.

Plase wail 8 moment and iry again For more information, check out Twitter Status.

¥ N N N N N N S N N N N N N
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Games, Virtual Simulation, Serious

Traditional Game
Virtual Simulation

very specific; the aim is to try simulating a specialized

task train somebody

fields: Simulator

Health

Technology

Education
Serious Games
Gamification
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Types of Game Thinking and Primary Design Goal

Game Taxonomies O

Gamification Serious Games
< No Gameplay > < Gameplay >
(Serious) games
Gameful Design Games
Whole € >  Parts
‘ < Fun >
. e

[16]

Game Inspired

Gamification

Design
p—

Y — ( — i . : .
User Interface L Intrinsic Teaching | Entertainment

Playing | | | | |

Aesthetic Extrinsic Simulation Art

Figure 1. “Gamification” between game and play, whole and parts [ i |
[ 17] Narrative Tone Meaning L Adver-games

WhOIe gal I leS Purpose
[16]

Partial games —
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Basic Game Taxonomy

OIS 2016-2017

Game
Thinking

Game
Elements

Game
Play

Just for
Fun

Game
Inspired
Design

Gamification

Serious
Game /
Simulation

0000
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How to choose?

Is its main purpose
| to entertain?

N

Game Thinking -= What have you got?

[ Doesit try to accurately |
simulate a real
life situation?

Itis probably a
Game

Itis probably a Does it play like
Simulation agame?

No

Itis probably a Serious Does it contain game
Game elements?

itis probably P R
Semification _ Game Inspired Design _

@ gamitic vk [16]
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Gamification

Success Cases

Game Taxonomies

O Gamification Concepts

Design Strategies

Supporting Technologies

Gamified Smart Assistants
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Basic Gamification Concepts

Levels:

Badges:

are a type of reward
are a status

define the necessary
Difficulty elements to
reach that step 7

Leader boards:

transversal

show only the part of the
rank where the player is (a
slide of the whole leader
board)

Global, Geo-localized, Social
or Dynamic in relation to

Levels and Badges

time 7

Actions:
activities permitted by the game to a
Player in relation to the acquired level

Powers:

for instance, additional
actions permitted by
the game to the player




Basic Gamification Concepts: Exam

tevels:-use-the-service-very—
often, best moderation and ver :
: - Y -3 <4 Powers: propose improvements
high knowledge of the mobility Best traveler
c\llcfem
. " > .
Levels: use the service very often > g’o h dl | o <« Powers: advanced moderation
and good moderation o Enhanged ftraveler g (remove bad delay reporters)
o 7
Levels: use the service very often = 2 | Advanced traveler g < SRS LERE (e e
' y % (o (remove bad comments)
(%) 9 : -
] g Actions: comment adding, bus
Levels: use the service often | @ | Frequent traveler | § |4 service rating, bus delay
— J » reporting
Levels: no difficulties > Traveler <4 Actions: travel planning
(7))
o
=
— S
Mobility Game >
Example &
4 0

/AN

OIS 2016-2017 Gamification - lLica.piras@uni



Core Elements: Point Systems

Experience points —»

« Invisible indirect points (by the Player perspective)
* Points for every activity of the system
» Not redeemable points

« Useful to monitorate the Player in order to design a good Schedule of
Reinforcement

Redeemable points —»

* Visible direct points
* Useful to be exchange for things

Skill points >

» Visible direct points

» Assigned for specific actions in order to direct the user to achieve
particular goals, to gain experience for particular aspects of the game,
growing up in relation to a carrier (best reviewer, best shopper, best
advisor, etc.)

Karma points >

» Visible direct points

* Points to give them away in order to obtain powers or to direct the
user in a behavioral path (Ethical or Social Goal)

Reputation points —»

* Visible direct points

» Points to be used in system that can't explicitly guarantee trust among two or
more parties

* The goal is to earn as much as possible points to be defined trusted

OIS 2016-2017
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Core Elements: Badges and Badge Polici

= Badge Collections (progression and paths)
= Single Badge (surprise the user)

=  Policies:

- Points Independent:
- One action -> Badge
- Points Dependent:
- One or more actions -> Points -> Badge

)
(=]

(cp)

20

Achievements

=

i

3
B
&

Golden Reviewer

Leave 15 reviews 10 gain the achievement

Best Buyer
Spent $1000 to gain the achievement

Best Brand Ambassador
Invite 50 friends to the wedsite 10 gain the achievement

Funious Shopper

Buy 10 lems peér one $€$8ion 10 gain the achievement

A

You just unlocked the Golden
Ticket badge

"l found a Golden Ticket!" Pepsi
MAX and foursquare invite you to
attend a MAXed out Big Boi
concert on Monday night. Zero
time to waste, so hustle over to
the Pepsi MAX Lot (11am-6pm)
and show this badge to pick up
your ticket. 21+ and space is
limited, so get on it! #25790873

OIS 2016-2017
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Core Elements: Leader-boards

Single_Leader-boards

Team_Leader-boards Private_You_Vs_You_Lea d@
Social_Leader-boards @ndent}end@ Geo-localized_Leader-boards
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Gamification

Success Cases

Game Taxonomies

Gamification Concepts

o Design Strategies

Supporting Technologies

Gamified Smart Assistants
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Main Areas Involved

_ _ _ Individual Society
Social and Behavioral Sciences: Pl Soc
Sociolo
& Culture
PsyChOIOgy Anthro

Behavioral Sciences

Computer Science:

theory
HCI = Tt ,.
g : Il s = MBS 7
Software Engineering i oo NN o =75
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Players: Bartle’s Taxonomy

Explorer:

- the whole game environment
= Socializer:

o relationships, community

Killer:

o very competitive, eliminate their enemies
Achiever:

o as many goals as possible

Other taxonomies

OIS 2016-2017 Gamification — luca.piras@unitn.it



Design Decisions

Goals, Actions, Players, Design

ldentify your Goals

ldentify Actions, to be carried out by players,
needed to achieve your Goals

ldentify kinds of Players

ldentify most suitable gamification Design
strategies for gamifying your system
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Life Cycle and Engagement Loop

Engagement Loop
Motivations
Win that reinforce (:‘(img\,w !‘Wﬂ) d'::,"c?n?;‘:‘g?:“
Condition
Achievements Actions
F‘r@oﬁw«cm
(ex: badges, trophies, exclusive b <y
content, name on a leaderboard) - .
which earn plnw\ / mw‘:l':\tn‘:::d by
Rewards
{ex: virtual goods, progress)

Source: Forrester Research 2012
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Rewards

. Points/Badges/Achievements/

Levels/Status o b
"l found a Golden Ticket!" Pepsi
° Powe IS MAX and foursquare invite you to

attend a MAXed out Big Boi
concert on Monday night. Zero

d V| rtu aI/ReaI gOOdS/money time to waste, so hustle over to

the Pepsi MAX Lot (11am-6pm)

Achievements g .
and show this badge to pick up

your ticket. 21+ and space is
limited, so get on it! #25790873

Golden Reviewer
Leave 15 reviews 1o gain the achievement

4 Best Buyer ﬁ ﬁ
o |!i» Spent $1000 to gain the achievement 10 25
= : Best Brand Ambassador 0 0 0 0 0
Invite 50 friends to the webdsite 10 gain the achievement
@ ” 50 100
Funous Shopper
@ Buy 10 lems per one $&5310n 10 gain the achievement ‘ ‘ . ‘ Q
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Community and Gamification Strategies

GOOGLE+ PROFILE

Q View your profile to see a few
. changes we've made.

« Parallel goals among players

« Community collaboratior “??@fz\@@p

« Team collaboration 'k A%, AS
COMPLETE YOUR PROFILE
« Collaborative/Social rules/targets — » 40% compioe
Help your classmates find you on
Google+.

» Leadership/Mayors/Leaderboards
» Fast feedback

Add school < 12

Welcome to Dropbox. Complete these quests and become a Dropbox guru!

e Endorsement P complete!
« Time-based dinamics with preRRI—— e
deadllnes 3g PrtfilesinyourBropborfolder complete!

complete!

* Progress bar

5 ) Share-afolderwth-frrendsorcolieagues complete!

« Percentage completion profiles

complete!
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Design Strategies

Reward Schedule

= Good system design (before applying gamification)

= Accelerate cycle of response

= Learning by doing, continuous feedback to the user

= Very clear goals and rules

= Diversify experiences and goals

= Create a community and tools that can be personalized

= Surprise the player after each achievement, badge, level with
unpredictable mechanisms, goods

= Reward Schedule and Schedule of Reinforcement
(continuous or intermittent) o

Irjt:ﬁrmﬂtemt 1,000
reinfarcemen
Va::able Fixed
it ratio

750

High

Challenge Level

Boredom

Skill Level / Time High

Variable
interval

500

250

Fixed
interval

Cumulative Responses

0 10 20 30 40 50 60 70 80

Time (in minutes)
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Gamification

Success Cases

Game Taxonomies

Gamification Concepts

Design Strategies

O Supporting Technologies

Gamified Smart Assistants
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Applying Gamification: Problems

Process: complex, difficult, <?=>

neterogeneous
orofessionals, time- q¢.
O

consuming, not automatized,
high-costs -> expensive

Method: One-shot

solutions produced: ad hoc,
non-reusable, nor generic,
nor flexible

—
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Applying Gamification: Supporting Technologi

Modeling techniques
Behavior Modeling

Gamification Modeling language (GaML) ->
gamification concept modeling

Gamification Engines:
Industry
Literature
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Gamification Engines
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Strategies for Applying Gamification

* Related problems: = Advantages:
> heterogeneous > ready-to-use tools
professionals . afew
o complex process professionals
(long, slow, hard, iInvolved
high costs) - reduced costs
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Gamification Engines

= Deficiencies/limitations:
ad-hoc solution
specific fields

reduced set of gamification elements
no opportunity for extensions ‘
third-party dependence

presentation layer integration
few service based solutions
domain replication

O o O O O O O O
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Generic and Extensible Engines for Gamification

= Deficiencies/limitations: = Advantages:
- ad-hoc solution o generic solution
- specific fields - domain independent
- reduced set of gamification - no domain replication
elements - specific field independent
> no opportunity for extensions - most of the gamification
o third-party dependence elements
o presentation layer integration - extensible solution
- few service based solutions > no third-party dependence
- domain replication - service based solution
o ready-to-use tools
- reduced costs
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Advantages

guided design with suggestions
gamification patterns

gamification tools for gamifying a specific
domain

simplification of the complex process of
applying gamification, making it as short as
possible, easy and low cost
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A Real Case Study using a Gamification
Engine: Using Gamification to Incentivize
Sustainable Urban Mobility
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Gamification Engine

I use Wrapping Lot Gamification Engine I define a Game
» gamified . |_
apps or Existing apps | deployGame I
systems and systems T
Player ;
\ Mobile App et "l actionPerformed I
I check my I'perform Service Services Rule Engine Persistence N Gamification
ftatus .and actions Designer
incentives Web Site Device —>| getGameStatus I
' Game
Game Social Sencor | notifyGameStatus | '
Presentation Network -

Gamification Plugins

I
|
|
|
: Leaderboards ®

1

= bl = =

L HE

o

B =

[11] R. Kazhamiakin, A. Marconi, M. Perillo, M. Pistore, G. Valetto, L. Piras,
F. Avesani, and N. Perri, “Using Gamification to Incentivize Sustainable
Urban Mobility” in Proc. of the 2015 International Smart Cities Conference
(ISC2). IEEE, 2015
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On-the-field Case Study

N7 Viaggia Rovereto App (Google Play)
European Project SW e ' Q@ = .l T8 10:39

Rovereto (Fall 2014) - 40 participants:

(/88 Plan new journey

reside outside the center 0910811 _ o8
Viale Trento, Via Guglielmo
pay a yearly fee Rovereto, 38068, Castelbarco, 1,
Italy Rovereto, 38068, Italy

3 phases (5 weeks):

]

SUSTAINABLE ITINERARIES

1 - App usage
_ 10 35 - "

2 - Only recommendations Toss D H R & R
3 - Gamification : 10:35

m 10[55 ﬂ 3O k

> e
J’ﬁ g " .‘L — )
@ @ 3 f._.‘;, '-_: \'_ l: :zlz: S x + 5'-15' to find parking

RQ1: Gamification -> App
10:35 o~ =
RQ2: Gamification -> Sustainable Mobility ., dm R %

[11] R. Kazhamiakin, A. Marconi, M. Perillo, M. Pistore, G. Valetto, L. Piras, F. Avesani, and N.
Perri, “Using Gamification to Incentivize Sustainable Urban Mobility” in Proc. of the 2015
International Smart Cities Conference (1ISC2). IEEE, 2015
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Gamification

Success Cases

Game Taxonomies

Gamification Concepts

Design Strategies

Supporting Technologies

o Gamified Smart Assistants
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Gamified Smart Assistants

Virtual Assistants/Coaches
virtual agents
visible/invisible
direct/indirect suggestions
Offline/online gamification
Initial/continuous characterization (player, context)
behavior analysis (affect characterization, suggestions)

Domains:

Automotive (vehicle exploration, eco-driving style, save fuel)
Physical Activities and Health (Exergames)
Mobility:

Smart Traveling and Smart Working

Children Independent Mobility
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Gamified Smart Coaches for Improving the
Health
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Jawbone UP: Tracking
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Jawbone UP: Tracking and Statistics

eeee0 \erizon T 7 3 86% W) ’ - : 11:27] a0 & "dm11:26

£ UP TODA)Y X RECENT ACTIVITIES

11:24 AM Amazing!

11:21 AM f 8,845 steps today
88% of your goal

M:07 AM h B‘v‘rag‘

11:33 pm Tea

Total sleep 4.61mi
5h 38m Fenl

- ) Total bur Bran Flakes
4 1,090cal

Sound sleep Light sleep

3h 26m 2h 11m

g CHYE D . 32m Run
15 493cal Added 5296 steps

Fell asleep In bed for

. 61 27 &% 506cx ~ for 7h 26m

99% of your goal

Awake for Woke up

49m 3times

average | Goa Tracking ‘ Data analysis ‘
oo BN " Statistics Characterization
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Jawbone UP: Gamified Smart Coach

» Suggestions and challenges Bedtime Success!

& TODAY, @ e

NOVEMBER 13

Try this 321 PM Today | Will 4 hours ago
Try to put some distance between Try to drink 8 glasses of water
yourself and last Saturday's steps... today...

» Community comparisons and teams for
competition

Y @ Goals

Sweet, Sweet Sleep

People in the UP community sleep about % Lifeline
6h 54m per night. You slept 7h 49m last
night. A good night's sleep can help stave

off headaches, boost focus and increase Trends )
bone density Feal even better wihen you jourmal
and log your mood with UP...

Learn more OO Team — :
» Feedback requests for improving C @ Vse{;yloaas_'eec‘;?g: 40

personal reasoning
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Jawbone UP: Gamified Smart Coach kst

= Feedback provision and personalized
suggestions

Y SMART COACH 12 hours ago

Healthy Choices

Y SMART COACH 12 hours ago

The Push Off Smart Coach Noticed

This morning your resting heart rate

Read this article to prepare for your next was & bpm higher than your 30-day

Your 7-day resting heart rate average is walk. It discusses efficient Olympic walking average. You also woke up 8 times
58bpm. That's a decrease from your monthly form. One tip is to focus on pushing off with last night, which may have caused
average of 68bpm. This positive trend your back foot as you step forward. stress to your circadian rhythm and
. . lead to the increase.
probably results from healthier diet, slee
exercise choices. LEARN MORE
m Leader boards, duels, community, badges Secomamded fe0s -
1Ne Amencan Heart Association recommencs
i this range for adults. See the report
8.7 1 Million Steps Today I:Did it
Sarah Barr Drink OMM of wator 60 bpm 100 bpm
IK

merivet | [T Singtel & 10:13 7 3 50% W+ it
S e e WE STAY HEALTHIER
WITH FRIENDS

Sleep quality was 87
Pumped UP

Sat November 26 9:10am

Justin Armstrong

8.250
gwendolyn smith
8,000

Slept for 6:58
Sleep quality was 87

Sat November 26 4:06am

Gernard Feril 7.750

O 7,500

Michael Margolis 15, 960 16 543 25
Mlchael n

won! 7.000

ﬁ Ronan Murphy @ O@ O@
None

E Justin Hardcastle REMATCH a Pasta
Teammates i o Darrell felt Stuffed

+ ADD TO TEAM

g‘\ =5
R

Average Steps
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Gamified Personal Coaches for Promoting
Smart Traveling and Smart Working
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From5to4: A Gamified Personal Coach ) Intertraffic

—

WlNNER

* Goal - To avoid traffic congestion (very . _ _
expensive for governmen®, companies and What is smart traveling / working?

citizens)

Smart traveling or commuting
By bicycle, by train, by public transport, carpooling,
company bus, ..

e Solution:

- Smart traveling/working
Smart working

Working on the go, working at home, flexible working
hours, video conferencing, remote office centers, ..

- System with a Personal coach
- Personal dashboard with checkl

- Diversified score — Mobility choices

- Leader boards and team collaborati

- Rewards = Point - Virtual/Real goods

(A1 =
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Virtual Coaches for Mission—Based
Gamified Smart Communities
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Smart Communities

o Smart
Smart Cities L
 Elements:  Elements:
* IT systems
e Sensors
e Services

» Personal « Cooperation
« Societal « Citizens

« Smart devices
« Smart objects

* People
« Characteristics: Challenge
' ' Goals:

* Apps nterests » Devices
* New technologies * Problems

« Characteristics:  Participation
« Dynamic » Collaboration

« Open environment

[12] L. Piras, G. Valetto, A. Marconi, M. Pistore, “Virtual Coaches for Mission—Based Gamified
Smart Communities” in Proc. of the 2015 CHI-PLAY Workshop on Personalization in Serious
and Persuasive Games and Gamified Interactions (CHI-PLAY). ACM, 2015
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Processes, Goals, Gamification and MisSSIC

Process A Process B

 Machine  Machine

9

Virtual Coach

Missions

Process D

 Machine  Machine

[12] L. Piras, G. Valetto, A. Marconi, M. Pistore, “Virtual Coaches for Mission—Based Gamified
Smart Communities” in Proc. of the 2015 CHI-PLAY Workshop on Personalization in Serious
and Persuasive Games and Gamified Interactions (CHI-PLAY). ACM, 2015
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Virtual Coaches for Mission—Based Gamified
Smart Communities

Community

Smart
Community
Context

Profiles

Virtual Coach

\ 4

Missions

IT Systems
Context

@ Result

[12] L. Piras, G. Valetto, A. Marconi, M. Pistore, “Virtual Coaches for Mission—-Based Gamified Smart
Communities” in Proc. of the 2015 CHI-PLAY Workshop on Personalization in Serious and Persuasive
Games and Gamified Interactions (CHI-PLAY). ACM, 2015

Proposal Execution

l/ Reward

OIS 2016-2017 Gamification — luca.piras@unitn.it



Scenario: Children Independent Mobility (C

Child 113, 191 Walking Bus (WB):

development: s volunteers
physical children (6-8)
social s o= near the school
cognitive | | Bike Train (BT):
emotional children (8-10)

Parents: R | near the school

car

Car-sharing (CS):
chauffeurs to

school volunteers
icati : children (6-10)
Implications:

: _ far from school
pollution Tasks: CS + (WB OR BT)
traffic volunteer
security risks

—
—
—_—
-—8 — — .-
—1
—_—
—

Grandpa Filippo

participation Missions:

Smart Systems: collaboration "Propose a safe path for a walking bus*
CIM System sharing "Check if the proposed path is safe”
School System coordination "Preside over a dangerous crossroad”
Gamification

Bracelets [13, 19] From a proposal for Horizon 2020: Collective Awareness
. Platform for ChiLdren’s Independent MoBility (CLIMB). 2015
OIS 2016-2017 Gamification — luca.piras@unitn.it
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