Usability Engineering  •  Workshop 16  •  Designing User Behaviour
Gamification and gaming the system
Design a gamification system for a university module on Moodle. Then deliberately look for holes in your own rules: how could someone earn rewards while doing as little useful learning as possible? Document your answers below. 
1 What useful behaviour does your system encourage
Choose one specific, observable learning behaviour, such as attempting practice problems or contributing useful explanations. State the module or learning context and explain the benefit to students.
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
Your system and its rules
Include one predictable reward, a clear rule for earning it, and visible feedback or progress. Also propose one optional gamification feature, such as a badge, level or leaderboard, and explain what it adds.
What action earns the reward? State the criteria, any limits, and how the system checks that the action qualifies.
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
What reward does the student receive, and what feedback or progress can they see?
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
What optional feature would you offer, and why?
________________________________________________________________________________
________________________________________________________________________________
Suggested timing: 3 minutes to choose the behaviour, then 8 minutes to design the rules.


2 What holes can you find in your rules
Spend 6 minutes looking for weaknesses yourself. Assume someone wants the greatest reward for the least useful effort. Record at least two specific holes in your own design.
Prompts: Can the same action earn rewards repeatedly? Can someone keep choosing easy tasks? Does quantity count regardless of quality? Can users appear active without contributing, inflate each other’s scores, or exploit when activity is recorded?
Hole 1
________________________________________________________________________________
________________________________________________________________________________
Hole 2
________________________________________________________________________________
________________________________________________________________________________
3 How could someone exploit those holes
For each hole, describe exactly what the student would do, which rule allows it, and what reward they would receive without achieving the intended learning benefit.
Exploit 1
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
Exploit 2
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
4 How would you address the weaknesses
Suggest a safeguard or rule change for each exploit. Explain whether it might make useful participation harder, disadvantage some students, or introduce another opportunity for gaming. You do not need to redraw your design.
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________


5 How would you evaluate the benefits and unwanted effects
Use the remaining 8 minutes to finish your safeguards and plan an evaluation. Use the final 5 minutes to complete and check your written answers to all five questions.
Intended benefit
What would show that your system supports useful participation or learning? Choose a measure that goes beyond simply counting clicks, visits or points.
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
Method and comparison
How would you collect evidence, and over what period? What would you compare it with, such as previous practice or a version without the rewards? Note one factor that could make the comparison difficult to interpret.
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
Unwanted effects
Choose at least one possible unwanted effect, such as low-quality contributions, pressure, avoidance or unfairness. How would you detect it, including experiences that interaction records might miss?
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
Interpreting the results
Would more activity necessarily mean that your design worked? Explain what evidence would lead you to revise or remove a feature.
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
________________________________________________________________________________
Final check: Have you documented the target behaviour, holes, concrete exploits, safeguards, and an evaluation of both benefits and unwanted effects?
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