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 Identify if the user type affects the preference and the feeling of 

accomplishment for gamification designs in  gamified educational 

systems.  

 

2 - OBJECTIVES 

• Gamification taxonomy: “Analysing gamification elements in 

educational environments using an existing gamification taxonomy”, 
Toda et al. (2019); 

• Gamification designs: “Storyboarding: an empirical determination of 

best practices and effective guidelines”, Truong et al. (2006); 

• Hexad user type: Empirical validation of  the  gamification  user  

types  hexad  scale  in  english  and  Spanish”, Tondello et al. (2019); 

• Accomplishment: “Gameful experience questionnaire 

(gamefulquest): an instrument for measuring the perceived 

gamefulness of system use”, Hogberg et al. (2019). 

4 - MATERIALS AND METHOD 

 6 - RESULTS Gamification have been used in recent years to increase 

motivation in educational gamified environments [Koivisto and 

Hamari, 2019] but some studies have also reported that the 

gamification can bring negative effects on the students behavior. 

One possible reason is that the gamified educational systems are 

developed on a way called “one-size-fits-all”, ignoring the users’ 
preferences for game elements and their player/user types 

[Oliveira and Bittencourt, 2019]. 

3 - STUDY DESIGN   

5 – PARTICIPANTS AND USER TYPES 

• The internal reliability were 

acceptable (Cronbach's> 0.70, 

Composite Reliability > 0.70, 

Average Variance Extracted > 

0.50) for all gamification designs 

and user types, except for the 

Disruptors; 

• The gamification design 

“Performance” was the favorite of 
the respondents and the one with 

the higher means in the 

accomplishment’s measurement.  
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1 - INTRODUCTION   

*In review at Springer UMUAI and GamiFin conference.  

We would like to thank Juho Hamari for co-advising this project.  

PLS-PM analysis 


