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ABSTRACT
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Young citizens of any country are considered as key asset. Given that they have lots of potential and energy
which can be key factor to bring success and development in any society. ALL-YOUTH Research project
is all about youth and their empowerment, with the goal of investigating all the potential factors that may
impede their participation in various domains such as societal and political participation etc. Consequently,
the project seeks to provide creative solutions to amplify the youth participation.

Over the past few decades, there has been a concerning lack of youth participation in societal and political
processes, despite the availability of numerous digital platforms. This thesis aims to analyse the existing
digital services that are designed to support youth participation, examining the problems, youth perceptions
and effectiveness of these services. Initial user studies conducted in this thesis have revealed that many
young people are unaware of youth societal participation services, with only a few participants having used
them once or twice per year on average.

Novel idea of gamification is applied i.e., an innovative approach to digital service development which
incorporates gamification elements and game mechanics to foster autotelic behaviours and intrinsic
motivation among users. By addressing the pain points identified in initial user study, prior studies, the
gamified service called ‘ExploreMore’ aims to establish habitual use and sustained engagement.

The ‘ExploreMore’ service was evaluated with users to assess the impact of gamification, and the results
were found to be positive and promising. As evidenced by the UEQ results, participants admired the system
in terms of hedonic and pragmatic attributes. Post-gamification interviews further validated the continued
use of the gamified prototype. Overall, the study demonstrated that gamification can enhance youth societal
participation, with the added gamification elements effectively improving intrinsic motivation and
engagement.

Keywords: Kansalaisaloite, Kuntalaisaloite, Gamification, User Experience Questionnaire, Youth
Societal Participation, Game Mechanics, Autotelic behaviours.
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1.INTRODUCTION

This thesis is related to ALL-YOUTH? research project which is funded by Strategic Research
Council (SRC) of Finland. ALL-YOUTH research project aims to examine the potential of young
individuals aged between 16-24 and identify any barriers that prevent their involvement in society.
The focus of the study is to understand the perspectives of youth on sustainability, development,
and prosperity. In short, the goal of the project is to provide opportunities and empower young
people to play a role in shaping their own communities and society. This project is further divided
into 5 different sub-projects. This thesis is written in connection with one of the sub-projects, i.e.,
“ALL-YOUTH- Digital Solutions for Digital Generation” which focuses on developing
innovative digital solutions which can enable youth to interact, participate or engage with society.
Therefore, the primary objective of this thesis is to develop a ‘Gamified Web-Service’ which can

support youth participation in society.

Giving people the opportunity to take part in different social activities and raise their voice in
important decisions is very crucial for making democracy stronger [1]. “Participation” is a very
broad term, which encompasses various kinds of activities such as participating in elections,
protests, charity related activities, city planning or any activity that can affect the life of citizens.
According to the” Finnish National Institute for Health and Welfare (THL)” [2] participation is

defined as.

1) “the ability to decide about one's own life and the possibility to regulate one's own doings,

2) engaging in processes that have effects in groups, services, living environments, and in the
society,

3) local, when one can participate and contribute to the common good, and

4) to engage in creating meaningfulness and experience social relationships”.

" https://www.allyouthstn.fi/



1.1 Background and motivation

Youth are an important asset of any country and their engagement with the society plays very
crucial role than any other group. Being young, they have tremendous potential, they can give a
lot to the society, and they are also the present and future of any community. Over the past few
decades, many European Organizations and Institutes have emphasized the importance of youth
participation to empower them so that they can improve their integration and inclusion in the

society and strengthen their contributions or donations to the development of democratic debate

3].

The objective of the "European Union Youth Strategy" [4] is to help young individuals to have
control over their own lives by working with different groups and organizations. The priority of this
strategy is to encourage youth to engage and connect with each another. Its main goal is to
improve meaningful civic and political participation among young people. Engaging citizens with
each other could bring several fruitful results for a community. For instance, if we can engage
people among their communities, most of society's problems would disappear if more people were
involved in such activities, as it is believed that increased participation leads to a decrease in
crime rates [5]. Numerous studies have investigated how active participation can contribute to
personal and social growth, including enhancing one's knowledge and skills, academic
performance, and proficiency in public speaking [6,7,8]. Moreover, active involvement assists
young people to contribute significantly to both their personal growth and the growth of their
communities by providing opportunities for them to develop life skills, gain knowledge about

human rights and citizenship, and encourage positive civic engagement [9].

According to research studies, the level of participation among Finnish citizens has declined over
the past three decades. This lack of participation refers to not participating in the societal
processes [10,11,12]. In Finland, there are many existing web services such as
lausuntopalvelu.fi, kansalaisaloite.fi, kuntalaisaloite.fi, and nuortenideat.fi etc. which
are developed to empower youth to participate in making decisions, take initiative towards
something important etc. On the other hand, research [13] shows that youth are either not aware
of such digital services, or the language and legal terminologies used in these services is beyond
their understanding which inhibits them to write or post something of their interest and the purpose
of statements was not cleared to them. It was also revealed that the user interface of these
services (colors, style, line spacing and layout) is also not very efficient and attractive which

doesn’t appeal participation.



Another issue, which participants faced was lack of feedback, especially after they have submitted
their ideas, they didn’t understand what will happen next, would it be considered by someone, or
it will end up on the official’s table? Participants were also in doubt whether these ideas will be
beneficial for youth or for the NGO’s. Besides that, some design issues were also reported in
“nuortenideat.fi’, where participants were facing difficulties with the “complex login” functionality

of the service [13].

Based on the uncountable benefits of youth participation, and problems with the existing services,
| believe there is a room for research and development for such services which not only address
the needs of users but are also usable and capable enough to retain users to stick with the service
continuously. | believe that the enhanced usage of the service and better participation can be
achieved with the help of incorporating playful elements of gamification, the details of the
gamification elements are described in Section 4.1. Besides that, my main motivation is my
interest in UI/UX Design. Throughout my degree, | have studied several design courses and |
want to apply my knowledge and skills to a wider level compared to course projects. In this thesis,
| will explore and uncover problems in the existing services which affect or can affect the societal
participation of citizens in order to achieve better results for the proposed system. Furthermore,
the novel idea of gamification is applied in design to motivate youth to participate in society

because of its promising engaging results with the help of playfulness etc.

1.2 Research questions

The focus is to develop a gamified web service which has proven results of active engagement,
which can make the service attractive and compelling for people to visit and use it frequently. The

major research questions this thesis will address are,

e How can a digital web service support the youth societal participation?

o Can gamification elements improve the youth societal participation?

In this study, participation means raising voice or taking initiative digitally by engaging with several
different issues, for-instance, highlighting flaws of certain policies or government decisions which
is negatively affecting the interest of people, sharing/suggesting opinions towards better
development of city, supporting/opposing different ideas, discussions and communication with
each other etc., to let the governing bodies know what does the youth desire?, so that the
important decisions are made by considering the opinions and desires of the citizens towards

better governance and sustainable future.



Furthermore, the research questions are related to gamified design of the service. To answer this
question, | will apply the concept and knowledge of gamification including gamification elements
which have proven results of participation (here participation means active engagement with
service). Many different companies and organizations have followed this innovative approach
(gamification) and succeeded in their business by providing better values and experience to the
users. The most common success examples of gamified services include Duolingo, Codecademy
etc., To justify the design decisions and to prove that gamification works, the prototype will be
tested with users to make sure whether it is something they desire? And finally, whether they will

use service like that in the future?

1.3 Thesis structure

The structure of this thesis as followed as, chapter 1 describes ALL-YOUTH research project, its
aim and purpose, the detailed introduction on Youth Participation i.e., from definition of societal
participation to why it is important and what can a nation achieve with active youth societal
participation? And finally, the main research questions that will be answered in this thesis. Chapter
two discusses the related work; importance of digital services and their potential and how digital
services can be effective for youth societal participation. Furthermore, the novel idea of
gamification is explained in detail and how it can deliver useful results in terms of use motivation.
Different gamification elements and game mechanics are discussed in the light of research i.e.,
what has already been done in the domain of youth societal participation with the help of famous
examples and how gamification has helped to achieve better societal participation and better user
engagement. Moreover, chapter two provides a theoretical base for the thesis as it also discusses
what similar services are currently in use and how they are supporting the youth societal

participation.

Chapter three covers the user research process, explaining the rationale for conducting initial
user study, followed by a detailed description of the methodology used to recruit participants for
the study. The user research process consists of semi-structured interviews, which allows open-
ended conversation with the participants. Furthermore, the analysis and findings/results of the
initial user study are also reported in chapter two. The results are presented in a detailed manner,
including graphs, tables, and statistics to highlight the key findings. The analysis provides insights
into the user behavior and preferences, which helped in designing the gamified prototype

discussed in chapter four.



Overall, this chapter is an essential foundation for the thesis, as it provides the necessary
groundwork to understand the needs and preferences of the users, which is a critical component
for designing effective gamification solutions. Chapter four delves into the gamification design of
the system. It begins by introducing gamification as a concept, followed by a detailed explanation
of gamification elements that were considered while designing the gamified prototype.
Additionally, chapter four also includes the gamified prototype (ExploreMore), which is designed
based on the results of the analysis of initial user studies covered in chapter three. Chapter five
discusses the evaluation process of the gamified prototype. The objective of this chapter is to test
the prototype with users to verify the design decisions and to check users' views. The chapter
covers the methodology used to conduct the evaluation, including the recruitment process and
data collection methods. The results of the evaluation are then presented, which include feedback
from users and statistical data. The main aim of this chapter is to verify if integrating gamification
elements can promise continual usage of the system, thus determining if the gamification design
is effective. Chapter 6 concludes the overall results/findings, general discussion, and limitations

of the study.



2.RELATED WORK

21 Youth societal participation and digital services

It is the era of internet and technology. Technology such as smart phones and computers are
being used as a very common way of staying connected with each other, information sharing, and
learning etc. which has been very popular among youth and its popularity among young
adolescent is exponentially increasing. Majority of the young population actively uses digital
services such as different social media platforms [14]. Around 92% of Finns aged between 16-24
use the internet to engage with social networking services (Facebook, WhatsApp, Instagram) [15].
Digital services have the potential to engage people with each other, and youth can be
encouraged to take part in the process of social change through the use of digital technology [16].
In this study, digital participation refers to participating via digital services such as social media
platforms, discussion forums over the internet and other information and communication
technologies (ICTs) empowers young people to become active participants in processes of
change. Digital participation is achieved with the help of digital tools and services. “The digital

services can empower youth participation by providing [17].

Information channels: A source through which youth get information which can support
their participation. For example, a web-service where some policy
is discussed.

Communication channel: A channel through which youth can communicate among each

other.
Platform: A platform to create, distribute and share content.
Virtual space: A space where participation activities occur and virtual communities

can establish “.

The UNDP conducted a study [18] “Civic Participation of Youth in a Digital World. A Rapid
Analysis, Europe, and Central Asia” with the focus to understand how digital tools are used for
social and political participation? How do young people use digital platforms and to see whether
digital platforms are effective in supporting youth societal participation? The result of the study
shows that young people, both men and women use digital social media platforms such as

Facebook, YouTube, Twitter, WhatsApp, and Instagram to participate in several kinds of social



activities. Men were seen to be more involved in content creation (images, videos, and humorous
content such as memes) related to social and political matters. Women, on the other hand, were
seen more focused on matters like social justice, human rights, and peacebuilding. Women were
also known for spreading awareness about issues related to minority groups and gender. The
most common digital activities that these participants had participated in included leaving
comments and sharing their thoughts online, signing petitions, and organizing events to support

their causes.

Another research [19], shows that young people see themselves more represented online as
compared to offline, and online participation is seen as more expressive and personal compared
to that of traditional forms of participation. At the same time, youth being active users of social
media platforms are often not familiar with services that aim to make change in society which
hampers their participation. Same study [19] suggests multiple reasons for this. Among them are
1) lack of motivation, 2) not being aware of such digital services and 3) not seeing themselves as
one who can make a change. Problems like these, but not only limited to those, are big hurdles
when it comes to take most out of the digital services. Therefore, when designing digital services
with the aim to support societal participation, these and other possible issues should be

considered.

2.2 Digital services supporting youth societal participation

There are many digital services that are provided by Ministry of Justice, Finland which support
Youth societal participation. These services include, kuntalaisaloite?, kansalaisaloite®, otakantaa*
and lausuntopalvelu®, while vaalit, and puoluerekisteri provide information related to elections and
registration of parties respectively. In this study, only three of the mentioned services are studied.

The detail of the services under study is as follow,

Kuntalaisaloite.fi: “kuntalaisaloite” means “municipal initiative”. Here users can take initiative for
the municipalities involved, they can follow, or support initiatives taken by other citizens. Users

can raise an issue to draw the attention of decision makers towards that specific issue.

2 kuntalaisaloite.fi

3 kasnsalaisaloite.fi
4 otakanta.fi

5 lausuntopalvelu.fi



Kansalaisaloite.fi: “kansalaisaloite” meaning “citizen’s initiative” is another online service by
Ministry of Justice where citizens can ‘suggest law’, citizens who have the right to vote can take
an initiative to suggest new law(s), suggest changes/amendments in an existing law. If a certain
petition receives support of 50,000 statements within 6 months, then that initiative will be

considered by Parliament.

Lausuntopalvelu.fi: “lausuntopalvelu” means “opinion service”. Lausuntopalvelu as the name
suggests is a service where different authorities and departments request opinions of citizens. Al
the requests are published, and they are publicly accessible. Citizens can open any request and

submit their statement online.

Digiraati.fi: The “nuortenideat service” is being terminated and replaced by “Digiraati”, which will
completely replace the nuortenideat in 2022. Furthermore, Digiraati prototype was developed by
ALL-YOUTH team, and Ministry of Justice is now developing a new version of it, based on ALL-

YOUTH team’s prototype.

2.3 Gamification in digital services

“‘Gamification” is one of the emergent trends of the 21st century. The term “Gamification” was
claimed by Nick Pelling (2002), it was used in the blog of Bret Terrill (2008). In 2010, the term got
sky-high fame. Games have always been a source of fun and pleasure, playing games releases
dopamine in our body which leads to positive psychological experiences such as joy, motivation,
attention, stress release, competitiveness, and optimism, etc. Before going deep into gamification,

I would first like to define what exactly gamification is?

Gamification, as the name suggests, is from ‘games’, but it is not equal to a ‘game(s) [20]. The
ultimate objective of game(s) could be entertainment, but the sole purpose of gamification is
different. Gamification means using elements of games in activities that are not games, to make
them more interesting and engaging. The aim is to get people to stay interested and motivated
like they would when playing games. Recently, gamification is seen extensively being used in
education and learning, healthcare, politics, and city planning etc. Almost every organization and
business from education to digital service providers, health, sports and fithess department etc.,
try to gamify their services to improve and enhance the usage of their service(s). Since the digital
service(s) are designed with the aim that users will use them and companies will generate revenue

by providing better values and services to their users, this means that user engagement is very



important for companies and service providers, therefore firms tend to gamify their services to

support better user engagement [21].

2.3.1 Game elements and mechanics

Game elements are the instances or components that make up a game. These elements serve
as a ‘foundation’ for a game. Common game elements include achievements, (badges, crowns,
points, levels, leader boards, progress bars etc.) rewards, (bonus, easter eggs, power-ups, virtual
currencies which players can use in the virtual game shop to buy powers and other virtual

equipment to improve their game and level).

Game mechanics refers to the processes which make any game interesting and engaging. It is a
method of player’s interaction with the game [22]. Game mechanics include, but are not limited
to, feedback, competition, co-operation and win states. Integrating game mechanics in non-game
settings provides users “gameful experience”. The gameful experience refers to the positive
emotions and engagement that come from using a gamified application. It encompasses the
positive feelings and involvement that come from playing a game [23]. Gamified applications aim
to encourage people to participate in activities they want to do by making them fun and engaging,
and to keep them informed about their current levels and performance (through feedback), by
utilizing different game mechanics [24]. Integrating the game mechanics in non-game

environments is the first step towards gamification.

2.3.2 Common game mechanics and gameful experiences

In their study, Wolf et al. [19] identified and verified the most common and extensively used game
mechanics and gameful experiences. The authors identified 24 common game mechanics from
6 different existing studies of gamified services [25] and secondly, they selected 50 gamified apps
with downloads no less than 500,000 to identify other sets of gamification elements. Then results
of both the steps were compared and they deduced 13 game mechanics which are common in at

least 3 of 50 gamified services. Table 1 below shows these common game mechanics.
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Table 1: Common Game Mechanics associated with gamified digital services redrawn from [25].

Game Mechanics

Description

Avatars Images of characters which represent users in the community

Badges Badges are given to people who finish a task, quest or reach a goal.

Chats Users can send instant messages to each other.

Friending Users can add other people to their social circle (like a list of friends).

Leaderboards Users are ranked according to how well they do service-related activities
compared to others.

Performance Pictures that show information about what a person did (like graphs) that are
only about that person.

Points These are tools that measure how well a user does a particular job.

Progress notifications

This shows how much of the quests, tasks, or goals have been finished.

Quests

Goals that users must achieve by doing things.

Social feedback

Users can respond to what other users do (like giving a thumbs up).

Teams

Users come together to accomplish something they all want.

Levels

Showing how good people are at something right now.

User profiles

Each person in the service community has their own special online identity.

Similarly, authors of the study [25] selected 18 slightly different gameful experiences from different

gamified services. To validate these gameful experiences, a focus group, with 10 experienced

users of gamified services was conducted. In a focus group, users shared their views about which

gameful experiences merely occur when using gamified services and which occur when using

multiple gamified applications. Based on the results of focus group, authors came up with 9

common experiences (as shown below in Table 2) related to gamified services that incorporate

elements of playfulness.

Table 2: Common experiences related to gamified digital services, redrawn from [25].

Gameful Experiences

Description

Achievement

Experience of accomplishing own goals

Challenge

Experience of being claimed by a task

Choice Perception

Experience of being able to do things in your own way

Competition Experience of competition i.e., rivalry
Cooperation Experience of working with other users
Progress Experience of one’s own development

Self-expression

Experience of expressing one’s own identity in the community
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Social Interaction Experience of developing social connections

Status Experience of presenting own social rank in the community

2.4 Motivational aspects of gamification

There are numerous perceived benefits of gamification, but the most important reasons for which
digital service providers and gamification designers/specialists tend to gamify the services are
motivation, and user’s engagement with the service, which ultimately helps to achieve the goal of

the service [26].

Motivation is one of key elements of gamification. It is also said to be something that causes a
person with a will to repeat a behavior [27]. There are two forms of motivations, namely ‘intrinsic’
and ‘extrinsic’ which motivate players, both are very important and extensively used features of
gamification. Intrinsic motivation comes from inside, it is something which motivates us to repeat
a behavior due to our own interest. Some intrinsic motivators in the context of gamification are
belongingness, achieving mastery and curiosity etc. [20]. Unlike intrinsic motivation, extrinsic
motivation is driven by external factors such as prize/rewards, punishment, fear of failure etc. [20].
However, there are certain other aspects of motivation which promote the continued usage of the
services. There are usually two distinct categories of systems which are utilitarian and hedonic
systems, each system has different objectives [28]. Ultilitarian systems/services are said to be
those which tend deliver instrumental purposes that are external to the service, utilitarian systems
are linked with extrinsic motivation. In contrast, hedonic services satisfy the purposes that are
only related to entertainment and pleasure, hedonic attributes themselves intrinsically motivate
the use of service. Therefore, utilitarian attributes motivate users to use the system to fulfil their
tasks and objectives and hedonic attributes on top, make the use itself enjoyable and pleasing
enough. Both features together could serve the purpose of gamification [29]. Furthermore,
“Gamification systems are used for their utility functions as well as for hedonic reasons, which

manifests in the influence of the utilitarian and hedonic benefits on the use intentions” [30].

To connect gamification with youth motivation to enhance participation, it's important to
understand what motivates them. This can be done by studying how they are motivated. We need
to understand this connection between their behavior and the design of the game [31]. Nick Yee
found that there are three main components that make players want to keep playing a game.
Table 3 indicates the details of these three components and their sub-components. These are

achievement, social and immersion components.



Table 3: Player’s motivation components redrawn [32].
Achievement Immersion Social
Advancement: Socialize: Discovery:

Progress, Power,
Accumulation, Status.
Mechanics:

Numbers, Optimization,
Templating, Analysis
Competition:
Challenging others,

Provocation, Domination.

Chats, Helping

others, Making friends.
Relationship:

Personal, Self-disclosure,
Find and give support.
Teamwork:

Groups, Collaboration and

achievements.

Exploration, Lore,

Finding hidden things.
Role-playing:

Story line, Character

History, Roles, Fantasy.
Customization:

Style, Appearances,
Accessories, Color schemes.
Escapism:

Relax, escape from real life,

Avoid real life problems.

12

Bartle’s player types [33] are also famous in terms of grouping player’s motivation. For many

years, Bartle has been observing people playing games in multiplayer environments. In the mid-

90s, he proposed his theory on how to divide players according to what they want and need from

a game. Bartle classified players into four different types [33] which are;

1. Achievers:

Achievers are the ones who want to achieve new milestones, such as to

beat a level, to win gold or to reach the highest score and set new

milestone. They may socialize with other players to provide and get help to

advance forward to achieve the next levels.

2. Explorers:

They are discoverers, they are interested in finding and gathering ideas

and discovering ways to get things done.

3. Socializers:

These players are relationship seekers, they want to engage in social

interactions. These players are good at paying attention to what others are

saying and watching what is going on around them. They like to listen and

learn from others.
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4. Killers:
Killers, in contrast, are the opposite to socializers. They want to dominate
by killing other players as they believe other players are danger to their

level and progress.

Key take away from Bartle’s taxonomy is that we should consider design goals which should also
serve diverse needs of such players. For achievers these could be achievements unlock, level
ups, rewarding trophies or virtual game currencies. Explorers like to reach higher levels in a game
where no one has reached yet, their curiosity forces them to discover something new. Factors
such as hidden treasures and easter eggs motivate explorers to play games. Socializers can
serve their purpose by being able to interact with other players, they are more interested in
multiplayers games rather than single player games. Killers on the other hand, want to achieve

dominance. They want to set standards and give tough competition to other players.

2.5 Gamification and youth societal participation

Gamification could be an innovative way to improve the life of youth, and to strengthen the bond
between youth and law makers. Based on the author’s experience, it is exceedingly difficult to
reach young people and to gather their attention towards issues such as politics, societal
participation, and democratic processes etc., especially with non-innovative tools and traditional
methods. Furthermore, this lack of interest is also observed during user studies. On the other
hand, it is very evident that technology (such as smart devices) has made use of internet easier
and accessible and vast majority of youth is very attracted towards smart innovative digital
services (such as Snapchat, YouTube, Instagram), games, and many other social media
platforms [34]. As per author’s knowledge and observation, it is so because young people have
become smart with the advancement in technology, and they are only attracted towards smart
and modern solutions which are incorporated with the fun element and can solve problems in a
creative way. It is also backed by research that young people do not trust traditional methods of
influencing decision making. Young people believe that conventional forms of participation are
not sufficient and lack the power to change the policies in areas which are important to them, they
feel that neither their voice nor the issues which matter to them are not heard and represented
effectively by the politicians. Based on this, young people feel sense of exclusion from traditional
ways of political decision making. Furthermore, “Young people are the ones who are in favor of

new forms of participation that offer them more personally meaningful, informal, and non-



14

institutionalized channels of action” [35]. Unfortunately, democratic processes, politics and
societal participation activities seem to rely on traditional approaches. Authorities have not been
seen to learn and mold these processes with the growing trends and as per youth’s motivation
and interest, which has led to youth’s reduced participation in such activities and processes.
Nowadays, different European countries have observed the declining interest of youth
participation (such as reduced engagement with community, less knowledge of political

processes, little trust in politicians etc.) [36,37,38,39,40].

Many European countries and different organizations have started to work to explore all the
potential problems which inhibit youth participation (political or societal) and how to engage youth

with the society and with decision making authorities [20], [41].

The world is learning from games and there are so many examples which indicate that almost
every organization is trying to gamify their service(s) [20] whether their goal is to attract or retain
customers, enhance engagement (Duolingo®, Codecademy’), provide better employee
experience, and improve well-being (Emooter?) etc. Gamification has the potential to benefit
various NGOs, government agencies, and other organizations that aim to positively impact the
youth. It can be used to spread ideas, evaluate results, and educate and motivate young people

to act. Gamification can be used to involve people and make decision-making more interactive.

By incorporating meaningful stories into gamification, the impact of decisions on distinct groups
in society can be better understood [42]. There are many digital services which have been
developed to engage youth in different activities. Some of them are described in the following

sections.

2.5.1 Gamification examples

The Act Now!

The Act Now! board game is designed to be an engaging learning experience that uses simulation
as a teaching tool to promote inclusion in society. The game was developed in collaboration with
a group of 15-16-year-old students from Finnish secondary schools and follows an inquiry-based

learning pedagogical model. The term "learning by doing" refers to a teaching approach known

6 https://www.duolingo.com/
7 https://www.codecademy.com/
8 https://www.crunchbase.com/organization/emooter



15

as inquiry-based learning. In this method of active learning, students take an active role in
problems or scenarios and try to solve the problem by using their own curiosity and knowledge
and critical thinking [43]. A player can select a situation that involves social conflict, and to resolve
that particular issue, the player can discover various civic methods and approaches to take action.
Moreover, players can choose any information source such as internet to look for facts which can
assist them to solve the problem. The board game represents the city environment with problems

and social values that concern youth [44].

Participatory Budgeting System

In Ovar, Portugal, a participatory budgeting system has been established to involve young people
of all ages in the decision-making process. The system involves public discussions of different
projects and allows citizens to cast their vote on which project they believe should be funded.
Voting was open to every citizen who is over the age of 16 and all the citizens were encouraged
to show their support by voting either in person or offline. The results of votes were shown on the
leaderboard, displaying which project received more support and which ideas are least popular
and not desired by youth. Approximately 25% of the citizens voted on different projects in relation
to the city’s budget. Besides engaging the citizens, the exercise also saved lots of time and
money. Ovar’s gamification success story also inspired Canadian city Windsor, Ontario to

consider gamified approach to its budgets as it could be the way to engage young residents [45].

Demokratske Radionice

Demokratske Radionice or “Democratic Workshops”, developed by Montenegrin authorities is an
education program of the ‘Education Center of the Parliament of Montenegro’ [46]. It is a way to
boost young kids’ interest in democracy and democratic processes. It teaches young people of
the age 8-14 how democracy works, how parliaments function, law making and enforcement and
European values. Interactive content is presented to young ones by professional and qualified
trainers and lecturers. The learned knowledge is demonstrated by contributing to newspaper,
radio broadcasts or video materials which are also uploaded in children’s parliamentary website.
Around 125 schools from 24 different municipalities with 31029 participants are learning actively
through this project. The main gamification element of this project is “Role playing”. Figure 1
shows that with the help of different media and IT tools, kids play distinct roles to learn about

political processes [46].
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In addition to teaching democracy and parliamentary processes, Figure 2 demonstrates that the

project also aims to enhance media scope and to express an opinion.

Figure 2: Kids parliament and public speaking [46]

(Figure 1,2 have been used with the permission of Demokratske Radionice)
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3. RESEARCH METHODOLOGY

The research process consists of five stages which are Literature Review, User Studies, Design,
Evaluation, and Conclusion. Figure 3 below depicts the complete research approach followed in

this thesis.

Review

Figure 3: Research process

Literature Review has been conducted first in Section 2 to understand in the light of research
studies why there is so much emphasis on “digital” aspect of youth societal participation? Does it
have the potential to provide better societal participation results in terms of use motivation and
continual use? Secondly, several existing digital web-services are studied to observe what is
already done and what kind of participation these services aim to facilitate/promote. Thirdly,
gamification in digital services is studied including its elements, benefits, use and its success

results with examples.

3.1 User study

To understand the behavior and habits of the participants, user study is essential. There are many
available options and methods to conduct user studies which vary from study to study, for
example, interviews, focus groups, questionnaire, and online surveys etc. In this thesis, user study
includes semi-structured interviews (as initial user study) to understand how participants perceive
digital societal participation services, are they aware of such services at all? Do they use them?
How frequently do they use them? What are their needs, motivation, pain points and their overall
experience with these services? To understand the users and gather detailed information about
the topic, the interview questions were formulated with three different themes. The first theme
consists of questions to understand the youth’s familiarity with existing societal participation
services. The purpose of second theme is to analyze how actively youth participate in the society
using digital societal participation services and to observe non-digital societal participation with
the help of follow-up questions. The third and the final theme helps to understand the desires and

needs of users and importance of digital participation services. The purpose of the third theme is
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also to understand the flaws in the existing digital societal participation services which according

to participants could also be one of the reason due to which they do not use such services.

The purpose of interviews (initial user study) is to have solid ideas about how youth see the digital
societal participation services. This will help me understand what people need and what problems
they face, and then based on these findings, a gamified design will be created which will address
the required needs and desired goals of participants combined with the novel gamification
approach. The gamified design will be evaluated with users to make sure whether it answers the
research questions and justify the design decisions. The evaluation can also provide the final

feedback of the participants which can help me to improve the design if required.

3.2 Research process and participants

Semi-structured interviews can be useful way to get deeper insights and details from the
participants. For this reason, semi-structured interviews are chosen as user research method as
initial user studies to get more detailed responses and ideas. The complete interview questions
are in Appendix 1(b) for detailed study. Furthermore, | have learned that users are often not sure
or don’t know what they want, and it is often hard for them to distinguish between what they say
and what they need. With the help of follow-up questions, the interviewer can bring the participants
to the point where he/she can capture the main requirements and pain points of participants.
Moreover, follow-up questions can also help us to verify certain responses. Considering the
convenience and ease of participants, remote interview was also an available option, and it was
left completely up to participants to choose either remote or face-to-face option for the interviews.
The recruitment of interview participants started in Sep 2022, however actual interviews started
in Oct 2022 and completed in Dec 2022. The invitation to participate in the study, with description
of study and its purpose was posted to public groups including Telegram university group and
TOAS (residence for students in Tampere) tenants’ group and | also shared it on my LinkedIn
profile. The interested participants were contacted separately and a formal interview invitation
with detailed introduction and purpose of this study was sent to them. The interview invitation and

the consent form are attached in Appendix 1(a).

However, a total of eight people agreed to be part of this study, and they were invited to be
interviewed. Equal ratio of male and female participants was kept to analyze the differences and

similarities in societal participation across different gender.
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In general, none of the participants among my social circle were recruited for the interview just to
avoid the biasness of any kind in the responses. However, four participants agreed to participate
in face-to-face interviews and the remaining four participants showed interest for remote
interviews. Figure 4 shows that face-to-face interview option was most preferred among male
participants where three male participants out of four chose this option compared to female
participants where only one participant out of four agreed to participate in the interview in person

(face-to-face).

Participants' preferred mode of interview

Female

Gender

h
e F

0 1 2 3
No. of Participants 'n=8'

HFacetoface ®Remote (Online)

Figure 4: Mode of Interviews compared with gender

Five of the total eight participants are university students while the remaining three are working
people. Face-to-face interviews, time and location was agreed as per the wish and convenience
of participants. Table 4 below shows complete background information of the interview

participants.

Table 4: Demographic information

ID Age | Gender Occupation Mode of interview
02 23 Female Worker Face-to-face

03 22 Male Student Face to face

04 20 Male Student Online

06 25 Female Student Online

07 22 Female Student Online

08 22 Male Worker Face-to-face

09 25 Female Worker Online

10 23 Male Worker Face-to-face
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3.3 Study process and analysis

There were two modes of interviews in initial user study i.e., face-to-face, and remote interviews.
All the face-to-face interviews occurred in the common rooms of participants’ residence housing.
During face-to-face interviews, notes were taken, and important highlights were documented right
after the interviews. For face-to-face interviews, prework was already done to save more time for
answers i.e., the questions were already written on paper with enough space to note the answer
to each question. Key points related to each question were noted during the interview and to
confirm what participants mean, follow-up questions were also asked. The interviews were
transcribed with the help of noted ‘key points’ on the same document right after each interview.
In face-to-face interviews, taking notes and interviewing simultaneously was bit challenging and
face-to-face interviews also took more time than remote interviews. The main reason for that was
that the face-to-face interviews were more interactive, and participants also looked more involved
and interested in the process. More detailed responses were observed in face-to-face interviews
compared to remote interviews and because of that more follow-up questions were asked which
helped me to aim at the right information and right details. On the other hand, remote interviews
were audio recorded and both the audio recording and automatically generated transcripts were

analyzed later for documenting the final transcript.

For analyzing the interviews to get more details ‘Thematic analyses’ has been chosen as an
analysis method. Thematic analysis has been widely used for analysis of qualitative research. It
is a form of qualitative analysis that is used to categorize data and highlight themes or patterns
that are associated with it [47]. Thematic analysis is alike content analysis, but it involves more
in-depth, explicit analysis of the meaning of the data compared to content analysis [48]. Thematic
analysis is considered as a suitable method for any study that aims to find different interpretations
within the data [47]. Qualitative research requires recognizing and collecting many elements and
facts, and the ability to understand the potential of any topic more comprehensively is afforded by
thematic analysis [48]. To analyze data, user interviews are transcribed, main findings are
extracted, and several themes are defined with their respective codes in tabular form. Table 5 in
the results section shows different themes and codes extracted as a result of inductive thematic
analysis approach. Inductive thematic analysis means themes and codes are derived as they are

emerged from the data without preconceived themes.
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3.4 Results

Themes and codes extracted from the initial user study (semi structure interviews) are presented
in Table 5 which reflect participants’ experience with the digital societal participation services.
Table 5 covers the important and relevant themes to the topic (Appendix 1(c)). The thematic
analysis concludes that only two out of eight participants (ID 07, 09) are familiar with and
participated via digital societal participation service, “kansalaisaloite” on the average of once or
twice a year. None of the study participants are fully familiar with all the societal participation

services. Three participants (ID 03, 08, 10) have only heard about these services.

In general, except three participants (ID 02, 07, 09), none of the total participants have ever used
any service especially when it comes to digital societal participation services in Finland. The
participant (ID 02) mentioned in her interview that she only posted once an idea ‘to have a dog
park’ and she could not recall what service it was. She (ID 02) based on her experience,
mentioned that “there were few of them (digital societal participation services) combined in a
single website at the top and it was not clear which one is for what purpose”. Only two participants
(ID 07, 09) are familiar with “kansalaisaloite”, and both use this service once or twice a year on
average. ID 07 visited “kansalaisaloite” during the interview when asked about the Ul of the
service. She mentioned about other digital participation services i.e., “There are links above, |
have not seen or heard about these. This is interesting... | think they should advertise these. |
studied the high school exam for the... do not know the English name right now, but it has like...
politics and decision making and how the society works and stuff like that. So, like | should know,
I should know these things, but | really do not.” ID 09 seemed to be more active on “City of Oulu”
which is a platform to make Oulu a better place to live (as reported by the participant). It became
evident in the interview that the “City of Oulu” department is quite active in asking people opinions
when they are about to make change in the city and because of that people are familiar with the
department. One problem with the said department, as mentioned by the participant, is that one
must do lots of clicking if you want to find information related to some project. She also gave her
remarks about “kansalaisaloite” i.e., if the petitions are organized in the form of a menu and more

graphics and pictures are used then it would be easier to get the required information.

The participant (ID 06) mentioned she has been participating in “change.org” and in some other
“British national” service for signing petitions. She added that she heard about these two
participation services on social media where someone has shared the cause/petitions, and this is

how she came across these two services. The main reason reported by participants due to which
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they have not used the societal participation services is that they never came across such
services, they do not often hear about them (ID 04,06,08,10). Another interviewee (ID 10) reported
that she has only heard about Finnish societal participation services from papers but did not
remember the name or purpose of that service because it was not something which she usually
hears about. One participant reported that he only thought about the existence of such services
when he was filling the interview invitation forms. According to the same participant (ID 04), “/
tried to think about such services, but | could not recall any”. According to him “In my life... | have
never seen or being informed about these services that is the big reason | do not use these

services.”

Another common finding that came from the analysis is that almost all the participants are socially
active, and two participants have been active in non-digital societal participation as well. Half of
the participants (ID 02, 04, 07, 08) mentioned that the societal participation services should be
advertised somewhere on social media. Participant 07 specifically cited that “/ think they should
try ads like YouTube ads, so people know that there are these things”. The remaining four
participants (ID 03, 04, 08, 10) also had similar complaints like digital participation services are
hidden. ID 07 and 09 mentioned that important petitions should be circulated through some
channels like newspapers and there should be some way to recommend and suggest petitions
which are particularly important. In this regard, ID 07 mentioned that sometime ago, “gay
marriage” petition was hot topic, and it was known to almost everyone and people signed to it,

and they changed the law and legalized “gay marriage”.

Table 5: Interview themes and codes

participation (ID
07, 09, 02)

opinions (ID 10)

participated (ID 07,
09)

about participation
services (ID 04, 06,
10, 08)

Digital Societal Potential of Digital | Familiarity with Problems in Desires
Participation Participation existing existing
services participation participation
services services
Limited societal Effective way to get | Familiar and Do not often hear Graphics and

pictures could be
used to make
things interesting
(ID 02, 07, 09)
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Participated only
once (ID 02, 09)

Good to spread the

awareness (ID 06)

Heard of digital
participation services
(ID 03, 08, 10)

Irrelevant and weird
petitions (ID 07)

Advertise, so we
see them (ID 04,
02, 07, 08)

Active on social
media (ID 03, 02,
08)

Positive change (ID
04).

Used other digital
services for signing
petitions and to
spread awareness
(ID 06, 09)

Does the
government acts at
all? (ID 06, 02)

No technical
jargons and
inclusive design (ID
06, 07)

Easier to participate
(ID 04,06, 08)

Not familiar at all (ID
06, 04, 02)

Don’t know the
purpose (ID 03, 02)

Categorize related
matters and
recommend
petitions (ID 06, 07,
09)

Hidden/non
availability (ID 04,
08, 10, 03)

Visible results (ID
10,02,06, 07)

Information isn’t
easily accessible
(ID 04, 09)

Visible connections
with authorities (1D
06)

Cluster of different
services with no
clear purpose (ID
02, 07)

Table 5 shows themes and code extracted from the interviews which can be seen in the Appendix 1(d).

All the participants are aware of the importance of digital services. One participant (ID 06) added

that “Digital services are good to raise awareness. It is perhaps the quickest way to spread the

message, with less effort the message can reach everywhere. | have used such digital services

to spread awareness. Digital services gained more use due to COVID-19 as it is easier to

participate digitally if you are not physically there.” The other participants also had similar views

over the importance and potential of digital societal participation services. For example, digital

participation services can bring positive change (ID 04), and it is easier to participate digitally (ID

04, 06, 08).
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Apart from the digital societal participation services, one participant (ID 04) shared his experience
with national digital public services, he mentioned that digital services from the government are
poorly designed, it is very difficult to get required information and usually the desired information
is not all in one place. You must spend a lot of time to reach what you are looking for. However,
ID 09 had a similar review over “City of Oulu” platform. Another participant (ID 06) shared her
experience with the two petition services, she said that “change.org is little bit more complicated,
the design is not complicated but it has so much content and more and more people have shared
petitions, it also requires you to pay for some petition which can be little distracting. | understand
money can help but | do not know if | am directly donating to cause or is it to change.org website.
Another thing is that when you are done with signing instead of showing thank you for signing it
tells you ‘Do you want to share as well to reach more people’ and when you skip it says, ‘Do you
want to pay?’ and I'm like ‘No skip’. There is no guarantee that if you pay it will go directly to
cause. So, it does not give you the option that if you want to sign only and not pay”. Apart from
that, participants also suggested that such platforms should be designed and developed in way

that itself is fun to use rather than traditional way which is boring.

When it comes to the desires and wishes of the participants, they mentioned that first, there should
be some way to publicize such services so that people know about them. The design should be
simple and accessible with no technical jargon. One participant (ID 06) mentioned that if there is
visible connection of government entities with such services then it can also increase my chances
of using it. Furthermore, she (ID 06) and the other participant (ID 02) both doubt that whether
government acts on such matters at all or not? If there’s guarantee that our ideas are being
listened and they do not end up without being considered this will also increase the publicity of
such services. Participants (ID 02, 07, 09) mentioned that digital participation services should be
designed to have more graphics and images and good Ul so that it is easy and fun to use them.
Most importantly, half of the participants (ID 02,06,07,10) cited that visible results are most

important if authorities want youth to be active on such platforms.
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4. DESIGN

User studies and data analysis revealed a concerning trend i.e., many people are simply unaware
of the digital societal participation services available to them, and even those who are familiar,
their engagement with digital societal participation is negligible. This means it's crucial to find a
solution that will not only inform people about these services, but also inspire them to get involved
with such services. That is where gamification comes in. We have already seen the remarkable
impact gamification can have, with Duolingo experiencing a boost in users after incorporating
game elements and mechanics into their platform. In this section, | will investigate into the exciting
world of gamification, exploring the key components like game elements, mechanics, and
motivation, all backed up by research. | will also propose some exciting ideas for how these
gamification concepts can be harnessed to increase youth engagement in societal participation

initiatives.
4.1 Gamification design

Intrinsic motivation is the main force which can drive certain behavior of people. This means that
intrinsic motivation is considered to be a force that could generate autotelic behaviors (refers to
behavior/activity that we do for our own sake or experience, an autotelic activity is not linked to
some external reward rather our own internal will drive us to do some activity) in people to do
something [49]. Based on the theory of intrinsic motivation, i.e., an effective force to drive certain
human behavior, | believe that the proposed system could bring very fruitful results in terms of
use motivation if we incorporate such game elements and mechanics that could generate autotelic
behaviors. Since it is obvious from prior literature and users’ study result that people are not much
familiar to the existing services which support youth societal participation. Furthermore, it is also
evident from the user study results that some participants, despite being familiar with the existing
services, do not use them often. The mentioned reasons are that they do not hear about these
services often (ID 10), which is why they do not know about them. Three participants (ID 10,03,04)
mentioned that these services are hidden. These services are not advertised well (ID 04), and
youth do not know about their existence. Therefore, the recommended role of this gamified design
should be something that compels people to use it, encourages them to develop a habit of using

it on continuous basis. But the question arises that what gamification features can afford autotelic



26

behaviors? What are those factors which can develop the habit of using a system? As per
research [49], one of the most important theoretical concepts of gamification i.e., self-
determination theory [50, 51] can answer the abovesaid questions. Self-determination theory
states that autotelic behavior can be achieved by satisfying three primary intrinsic needs which

are relatedness, autonomy and competence [52,53,54].

In their study, Hamari and Koivisto [55] suggested that social context is important for gamified
applications to form a new habit of using a system. It is among humans’ psychological needs to
be connected to someone or to be a part of community, this is also termed as ‘relatedness’ [52].
If such psychological needs are satisfied in a given context, then it could lead to increased intrinsic
motivation towards activities in the given context [52]. Zhang P. in her study [56], formulated the
same concept in the context of information technology that is, “Experiencing relatedness through
the use of a system potentially makes the user more willing to engage with the system and
continue using it”. One way to deliver the sense of relatedness is organizing groups or teams,
where people with the same goals can join. In groups, people stay connected with each other to
achieve some common objective(s) and they can benefit from the social community [57]. In
groups, people can also get social influence of other people around them, and social influence
could be feedback given by other people in the group. For instance, like or a comment on a certain
post or idea could generate positive social influence such as recognition by others. Receiving
recognition not only creates a will to continue using the service but also motivates people to
recommend the system to others [20]. Thus, social context can satisfy some specific
psychological needs which motivate people to use the system or develop the habit of continuous

use.

The need for autonomy indicates one’s natural desire to feel free, in control, and free from any
kind of psychological restriction when performing an activity [52], which means autonomy
represents a person's own desire to be a causal influence in their own world without an external
force or pressure. When an individual engages in a particular behavior that fulfills their need for
autonomy, they feel sense of control, independence, and responsibility over the choices they
make [52, 54], and people naturally like to do such activities just to follow their inner interest [52].
There are numerous gamification features which can be applied in design to satisfy the feel of
autonomy. Providing users sense of freedom and choice involves them into the system
emotionally and motivates them to use the system continually. Now the question arises how
freedom and choice (autonomy) can lead to continual usage of an application, system, or game?

One of the main reasons why people engage in highly interactive games is because of their
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autonomous motivation. Games give us different challenges or targets but offer us freedom and
control to manipulate several aspects in a way we want, i.e., autonomy in games enables us to

choose and play in a way we want which triggers our will to keep playing games.

Several different gamification features can trigger and satisfy the feel of autonomy which can be
applied to the proposed service. These features include, but are not only limited to, meaningful
stories, avatars, achievements, points, teams, audio effects, collections, and content unlocking
[58]. However, there are certain factors such as deadlines [59], threats [60], and evaluation [61]
may weaken the impact of autonomy. On the other hand, offering choice and recognizing
emotions can enhance one's sense of self-initiative [62] which meets the need for autonomy and
leads to better results [63]. Research on intrinsic motivation demonstrates how perceived
autonomy influences intrinsic motivation. In their study, Reeve and Deci [64] conducted an
experiment to compare the impact of competition in a controlling versus non - controlling
environment on participants' intrinsic motivation to solve puzzles. The findings showed that
creating a competition within a controlled setting led to less intrinsic motivation as compared to
competition within a non-controlling context, besides that, this also influenced the participants'

perceptions of their own autonomy.

To provide users freedom and choice, | intend to use different famous fictional characters in the
interface where users can freely choose any character of their choice, or they can define their
own character. Furthermore, avatars, achievements and unlocking different milestones are also
linked to support autonomy and during user testing, | can verify how well these elements helped

my design to succeed in providing freedom and choice.

Competency is defined as our ‘desire to feel effective when interacting or engaging in an activity’
[52, 65]. This desire also motivates one to try to explore and change one’s surroundings as well
as take on difficult tasks in order to challenge and stretch one's abilities. The satisfaction of
competence enables individual to adapt to complex and dynamic environment and situations [52].
Autonomy provides us freedom and choice to make decisions and act in a way we want whereas
competence builds on those decisions and actions, i.e., when we choose some actions then we
want to succeed in those actions [66]. Incorporating different elements in design which support
competence can help people to see their performance, receive positive feedback etc. This makes
them feel responsible for the competent performance [67], thus satisfying the need for
competence. Elements which afford competence are direct and positive feedback, challenges

[52], and visually displayed achievements that can be earned within a game i.e., badges [20].
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Table 6 lists the gamification elements which are used in this study. It also describes the purpose

as to why these gamification elements were chosen, and what they aim to achieve.

Gamification elements

To satisfy the abovementioned three primary needs, Yu-Kai Chou’s Octalysis framework for
Gamification and Behavioral Design (2015) [68] is considered for design and ideation. Figure 5
below shows that the framework has an octagonal shape with each side representing ‘specific
core drive’ of gamification. The Octalysis framework contains detailed sets of gamification
elements and mechanics including those related to autonomy, relatedness, and competence. This
gamification framework came into existence after 15 years of gamification research and
behavioral design study. The framework was translated into 16 different languages, and it serves

as gamification instructions.
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Figure 5: Octalysis Framework [68]

(Figure 5 used with author’s permission)
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Table 6: The four main gamification elements from the Octalysis framework to develop habit

S.No | Game Purpose Octalysis Intended User Response
Elements Affordances [68]
1 Stats and Users will be aware of their | Ownership, Incorporating these elements
Achievements. | performance, Accomplishment trigger psychological and
achievements, and status. behavioral responses. Users will be
This will motivate them to curious about their progress and
maintain their stats or this will motivate them to
strive to climb up. participate.
Stats and achievements are also
linked to satisfy the need for
autonomy [20,52].
2 Users and Based on the frequency of | Empowerment, Certain psychological and
Rewards. use of service and Ownership and behavioral responses will be
interaction/participation in Epic meaning. generated such as users will feel
different activities, users rewarded, happy and ultimately
will be able to unlock motivated to use the
certain levels or earn other service/system.
rewards. Unlocking contents, challenges
also lead to satisfaction of
autonomy [58]
3 Social group Participate together with Social influence, Psychological behaviors such as
participation. other people, create group | Ownership, Epic enhanced social interaction which
with people with similar meaning. could trigger a sense of
interest [50,53,55]. volunteerism [52,54,56].
Groups and teams also satisfy the
need for relatedness [52].
4 Implement Users will be curious about | Un-predictability, Users will be uncertain which will
curiosity. their levels and positions Accomplishment, | trigger intrinsic factors of exploring

on leaderboards. They will
be curious to unlock
different levels to see

certain rewards etc.

Epic meaning.

things and motivation to participate.

This also leads to competence [68].




30

Furthermore, curiosity is indication of intrinsic motivation to learn and discover and is seen an

important factor in promoting communication and personal well-being [69].

4.2 Gamified prototype

Based on the outcome of initial user study, it is clear that one of the main challenges facing digital
societal participation services is ‘Lack of awareness and familiarity’ among users (ID 02,04,96).
To address this issue, it is important for these services to implement effective marketing and
advertising strategies to increase visibility and awareness. This was highlighted by participants
(ID 2,4,7,8) in the initial user study as one of the reason due to which they are not familiar or

aware of such services.

4.3 ExploreMore

An interactive gamified prototype ‘ExploreMore’ is designed using Figma, based on the needs of
users by utilizing the gamification features discussed in this chapter. The target users of this
interactive prototype are Finnish youth aged between 16-25 years old. Additionally, the Ul of the
prototype is designed in a way that makes it easier to understand and use, free from technical
jargons, while maintaining a clear and intuitive design. Another key aspect of the gamified
prototype is that all those gamification elements and features are incorporated which have proven
results of increased motivation and generate autotelic behaviors to use the system. The
gamification elements comprise various features such as points, badges, rewards, progress
indicators, leaderboards, and social groups. By incorporating these elements into digital societal
participation services, users may have higher chances to develop a habit of using the system
continuously. The validity of this hypothesis will be checked by testing the prototype with the
users. Before engaging in any activity, users are prompted to select an imaginary character. As
shown in Figure 6, the available options are presented in the form of fictional categories, which
users can browse through to find the character they wish to use. Additionally, users have the
option to freely define and create their own characters if they do not find a suitable one among
the provided options. As an example, Figure 7 shows if a user chooses the 'Avengers' category,
they will be presented with a variety of characters along with descriptions of their stories and

powers to inspire them in their selection.
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aracters Filter % Sort by v

Explore Characters Explore Characters Explore Characters

Figure 6: Characters

Choose

Figure 7: Avengers

After selecting or creating a character, users are directed to the home screen where they can
decide how they want to participate. The home screen presents users with three distinct
categories. In the first category, ‘ExploreMore’ allows users to take an active role in their
community by taking an initiative or actions that could benefit the majority of the population. The

second category allows users to raise their concerns about any policies, rules, or incidents they
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may encounter in their daily lives by registering complains. Lastly, the third category provides a
platform for users to give their suggestions and ideas on development projects and proposals to
the authorities. This category also encourages interaction and engagement among citizens,
allowing them to argue, support, and criticize each other's opinions. This way, people with similar
interests can form groups and work together in ‘ExploreMore’ to achieve a common goal.
However, in this study only two categories (shown in Figure 8 and 9) are designed and explored

in detail which are ‘Complaints’ and ‘Take Initiative’.

Complaints

Not happy with
certain rules, policies
or developments?

Figure 8: Complaints

Take Initiative

This city needs
superheroes like you!
Raise your voice

digitally and let it reach
to everyone out there.

Figure 9: Take Initiative

The Complaints and Initiatives sections display various complaints filed by citizens. The names
and pictures of users will only be displayed if they grant permission for the service to publish them
when filing a complaint. Otherwise, it is assumed that the system will maintain the anonymity of
the user. Users have the option to view complaints and initiatives items through customized
search, sorting, and filtering functionality. In the Initiatives section, users can see all successful
initiatives and those that are currently in progress. By default, the system recommends posts that

are trending nationwide and have the most reactions. When writing a complaint or initiative, users
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will be prompted to keep a short yet descriptive title that will appear at the top to help others
quickly understand the subject of the post. The public reactions (likes, supports, shares, and
comments) on a particular post can be seen without an unnecessary click. Additionally, to create
a more effective conceptual model, complaint-related graphics are also utilized with each post. In
both categories, "Take an Initiative" and "Complaints", the feature of group participation is also
provided. If a user has opened a certain post, all active members and groups will be listed on the
interface. Based on interest and goals, a user can join any group that is either against or in favor
of the post. Figure 10 illustrates how the author can view the feedback and status of their post on
their dashboard.

Anne Post Author

ELavels ID#002

95%

Your post has received enough views to be considered by authorities

< e <

25,000 27,000 5,000

Figure 10: Progress feedback

When a post on ‘ExploreMore’ receives 25,000 likes of support, it is assumed that the authorities
will consider the idea and implement it. To ensure that people's opinions are heard and valued,
officials are also active on ‘ExploreMore’ and respond to matters voiced by citizens. Additionally,
when a post receives enough support, the author will receive rewards such as level ups, cash
prizes, coffee vouchers, and intercity train tickets. Figure 11 and 12 show example of rewards
and points awarded by ‘ExploreMore’ to a user. ‘ExploreMore’ also rewards users for participating
in certain activities, such as signing petitions or sharing ideas, by awarding badges or points.
Users can track their progress on a leaderboard (as shown in Figure 13) and compete with others,
encouraging continued participation. Clear and visible results also motivate users to continue
using the service. The ‘ExploreMore’ service also has a feature that recommends petitions and
categorizes related matters based on users' interests, making it more engaging and relevant. To
increase usage and engagement with digital societal participation services, it is important to

increase awareness and familiarity among users. This can be done by spreading information
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about the ‘ExploreMore’ service and offering rewards for sharing trending initiatives with friends

or sharing achievements on social media.
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5.EVALUATION

Evaluation is a crucial stage in the development of a gamified digital prototype as it provides
valuable insights into the usability and effectiveness of the design. By evaluating the prototype
with users, we can determine if it meets the needs and expectations of the target audience and
how successfully the conducted study answers the research questions i.e., 1) How can a digital
web service support the youth societal participation and 2) Can the gamification elements improve
the youth societal participation? The evaluation process involves a comprehensive assessment
of the usability and gamification elements, ensuring that the prototype is functional, user-friendly,
engaging and meets the needs and expectations of the target audience. To do so, UEQ is chosen
to validate the usability and usefulness of the prototype. Besides UEQ, an interview is also
conducted after the UEQ to further validate and justify the design decisions and solution and get
opinions and feedback of users. The detailed explanation of UEQ and interview study and results

are discussed in detail in the subtopics below.

5.1 Research method and participants

The evaluation of the gamified digital prototype is conducted by sharing the prototype link with
users and inviting them to interact with it. But before that, the interactive prototype is shortly
introduced to the participants by the author i.e., the categories which are functional and which
areas are covered fully in the design. After the introduction, the participants are asked to
use/interact with the prototype. Appendix 2 contains snapshots of different sections of the
prototype which explains the Ul of ‘ExploreMore’. In evaluation, ten participants are recruited to
interact with the prototype. Table 7 below shows the demographic information of all the ten
participants recruited for the evaluation phase. Eight out of ten participants were those who
participated in the initial user study and the remaining two were the new participants. The existing
participants will provide valuable feedback as the design decisions are based on their needs and
pain points from the initial user studies. The purpose of including new participants in the evaluation
stage is to have ’external validity’ which could help me to validate the generalizability of the results
to a wider population. Additionally, the new participants are likely to bring in new perspectives
which can also help to ensure that prototype is user friendly, effective to wider audience beyond

the existing eight participants.
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Table 7: Demographic information of participants recruited for evaluation phase

ID Age Gender Occupation Mode of interview
01 24 Male Worker Online

02 23 Female Worker Face-to-face
03 22 Male Student Face-to-face
04 21 Male Student Online

05 24 Female Worker Face-to-face
06 25 Female Student Online

07 22 Female Student Online

08 22 Male Worker Face-to-face
09 25 Female Worker Online

10 23 Male Worker Face-to-face

5.2 Research process

The actual research process consists of two phases, i.e., User Experience Questionnaire (UEQ)
and post UEQ interview. After briefly introducing the interactive prototype i.e., ‘ExploreMore’ with
the users, the link to interactive prototype was shared with the participants via chat message
during the online meeting and they were asked to interact with it freely by sharing their screen.
Following their interaction, a User Experience Questionnaire (UEQ) [70] was shared with the
participants to assess both the pragmatic (goal/functional oriented attributes) and hedonic
attributes (non-goal/experience-oriented attributes) of the prototype. The aim of UEQ is to provide
quick and direct measurement of user experience. The UEQ has 26 questions, and these 26 items
are grouped into 6 scales which are also described below in detail. However, each question of
the UEQ has two opposite words which can be evaluated using a 7-point Likert-scale [70]. Figure
14 shows a visual representation of a single UEQ item/question. The complete UEQ can be seen

in Appendix 2.

2 3 4 5 .
annoying © O O O O O O enjoyable

Figure 14: UEQ item example [70]
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The UEQ questionnaire measures the following six scales.

1. Attractiveness:

What is the general opinion of users towards the product? Do they like it or do not prefer it?
2. Perspicuity:

It is possible for users to easily understand and use the product and become familiar with it?
Evaluating perspicuity is important because if the product is difficult to use, it will likely discourage
people from using it, even if it offers valuable features and benefits. On the other hand, if the
product is user-friendly and intuitive, it will likely encourage people to use it regularly, thus making

it a more successful product overall.
3. Efficiency:

Does the prototype enable its users to complete their tasks efficiently and without unnecessary

effort? Is it able to provide quick and responsive interactions?
4, Dependability:

Do users have a sense of control or freedom over their interactions with the prototype? Is the

experience secure and predictable for them?

5. Stimulation:

If using the product an enjoyable and motivating experience? Is it fun using the product itself?
6. Novelty:

Is the product design appealing and captivating to users? Is it able to stimulate their interest and
catch their eye? [70]

Additionally, a short interview is conducted following the UEQ to evaluate the gamification
features of the prototype and how well the study has answered the research questions. The
purpose of this interview is to assess the extent to which the gamification elements have helped
to achieve the desired goals. All the interview questions can be seen in Appendix 2. The desired
goals are to check whether participants see themselves using this product in the future? Is it
something they want, and is the designed service engaging and motivating compared to other

services or tools they ever came across? In short, evaluating the gamified digital prototype with
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users is an essential step in ensuring its success. The results of the evaluation process will
provide critical insights into the prototype's usability, gamification elements, and desired goals,

which will enable us to make the necessary improvements to enhance the user experience.

5.3 Data analysis

The data analysis for UEQ involves utilizing an Excel spreadsheet specifically created by Schrepp
for this purpose [70]. The data (users’ responses) is simply entered into the data worksheet and
then it automatically calculates the necessary statistics to interpret the results as shown in Figure
15 and Table 8 below. Moreover, both UEQ and UEQ data analysis excel sheet are free and

available online.

Following the UEQ, a short interview is conducted. Participants are asked different questions
about prototype they interacted with regarding the gamification elements and features. The
interview questions are presented in Appendix 2. All the interviews are transcribed, and data is
analyzed thematically in the same manner as initial user study. The detailed results of UEQ and

post UEQ interview are described in the subtopics below.

5.4 Evaluation results

The results of UEQ seem to be quite positive. Figure 15 shows the UEQ scores for all the six
scales, discussed in Section 5.1.1. The scales such as perspicuity, efficiency and dependability
are grouped under single category called pragmatic attribute, while the scales, stimulation and
novelty are categorized under hedonic quality of the system. Table 8 shows the scores for
pragmatic and hedonic attributes of ‘ExploreMore’. The scale used to rate the prototype ranges
from -3 to +3 values, where -3 stands for extreme bad and +3 means extreme good. According
to Schrepp [70], the observed range is mostly lower because people tend to give answers within
a smaller range, typically between -2 and +2. This is because different people have different
opinions, and they may avoid choosing the most extreme answers. Therefore, it's rare to see

scores above +2 or below -2 when many people rate the system.
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Figure 15: UEQ scores (N=10)

Based on the results of the UEQ evaluation, the prototype ‘ExploreMore’ has been assessed as
having an overall attractiveness score of 2.00, pragmatic quality score of 1.78, and a hedonic
quality score of 1.96. The scores are obtained based on the responses of the participants to the
UEQ questionnaire, which is a validated and widely used method for measuring the user
experience of a digital product(s). Attractiveness is one of the key dimensions of user experience,
and it refers to the extent to which a product is visually appealing, interesting, and enjoyable to
use. In the case of ‘ExploreMore’, the attractiveness score of 2.00 indicates that the prototype
was perceived as highly attractive by the participants. This suggests that the visual design,
graphics, and gamification elements of the prototype were effective in capturing the attention and

interest of the users.

Table 8: Pragmatic and hedonic scores of ExploreMore (N=10)

Pragmatic and Hedonic Quality

Attractiveness 200
Pragmatic Quality 1,78
Hedonic Quality 1,96

Pragmatic quality is another important dimension of user experience, and it refers to the extent to
which a product is perceived as being useful, efficient, and easy to use. The pragmatic quality
score of 1.78 for ‘ExploreMore’ indicates that the prototype was clear, easy to use and

understandable among the participants. The score for pragmatic quality is seen little less in the
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compared to other two attributes. Although the prototype addressed the needs and pain points of
the users, the current score suggests that there may be some areas where the design could be
improved to enhance the efficiency and ease of use. Hedonic quality is the third dimension of user
experience, and it refers to the extent to which a product is perceived as being enjoyable,
emotionally stimulating, and aesthetically pleasing. The hedonic quality score of 1.96 for
‘ExploreMore’ indicates that the prototype was perceived as sufficiently hedonic by the
participants. The good score for hedonic quality of ‘ExploreMore’ indicates that the prototype
provided emotional and aesthetic stimulation, and overall pleasurable experience to the

participants.

Overall, the positive results of the UEQ suggest that the gamified solution ‘ExploreMore’ has been
well received by the participants, and that it has the potential to be further refined and developed
into a successful digital product. However, the pragmatic quality scores suggest that there may
be some opportunities to improve the design to enhance the efficiency and ease of use of the
product. These insights can be used to guide further iterations of the prototype, and to inform the

development of a final product that meets the needs and preferences of the target users.

Findings of gamification

The interview result showed that 90% of the participants expressed their willingness to use the
developed application in the future when they were asked the question, i.e., How likely are you
to continue using the system in the future? Only one participant (ID 04) out of ten, disagreed
to use the system on continual basis. The participant is not comfortable in posting political matters
or improvement ideas on such online platforms. Participant preferred the other traditional
channels for example, writing or approaching the related department directly to bring their
attention towards some matter instead of posting it online openly. The direct quote from the
participant (ID 04), when asked the above questions explains his view as to why he doesn’t prefer
posting on such online platforms “not so likely, because.... it is simple, | can say that there are
complaints and other tasks to do but for me if | need to make complaint or suggestion or that kind
of text, | can do it in another way. | don’t need... Another point of view is that, | think filling serious
text,,,, | don’t know,,,,,well... | think some people are friendly characters,,,, in other words, I think

there are other ways how to do those kinds of tasks and | think | would use those more likely”.

All the participants rated the gamification elements above half points, with an average rating of

7.8 out of 10 (SD = 1.17) when they were asked the question i.e., Overall, how would you rate
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the usefulness of the gamification elements on a scale 0-10 where 0 is least useful and 10
most useful? No participant rated below 6, only one participant (ID 05), gave the rating of 6 while
half of the participants (ID 02,03,06,09,10) gave the rating of 8. Participants (ID 07,08) rated
‘ExploreMore’ 9, furthermore, ID 07 mentioned “I think it's something that is not done here in this

area. so, yeah, I liked it”. Lastly, two participants (ID 01, 04) gave the rating of 7.

Results also highlighted that all the participants perceived gamification as pleasing, enjoyable
and motivating them to act. Different participants showed their views, some of the quotes of

participants as example are below.

“l would say it was good moderate mixture not too much and not too less. | kinda like that
because | don’t admire too much childish and fairytale design systems. But of course, that
could be different story to others but at least for me the distraction element from the actual
task was very less (ID 02)”

“More than points rewards were quite interesting | would say. Overall, it’s nice to see

your achievement visible on board. (ID 03)”
“It felt less official or like less boring basically (ID 07)”

“Based on my experience of such platforms, | can say your example was more fun to
use (ID 01)”

It is evident from the results that all participants felt motivated by the gamification when they
interacted with the prototype which is also evident from the responses of participants. Some of
the responses of participants are presented as direct quotes when they were asked the question,

Did the gamification elements increase your motivation to use the system?

“I think the biggest help was to get motivated to go to website and I'd say that that was
the biggest help and | felt motivated (ID 07)”

“Yes, the rewards were interesting, and | can say | felt motivated by that (ID 08)”
“Yeah, significantly (ID 10)”
“Yes, the design was really nice, and it had an element of pleasure (ID 02)”

“Yes, it did, I felt the desire to explore all the sections, | think it was well designed (ID
03) ”
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Overall, all the participants had positive experience with the gamification approach. They found
the prototype enjoyable, motivating, and helpful in completing the tasks efficiently. According to
participants, the gamification features such as points, rewards, and leaderboards were particularly
useful in guiding their actions and increasing their motivation to use the system. Participants also
mentioned that the gamification elements were well integrated into the overall user experience
and made the task feel less like work and more like play, they admired that the gamification
solution motivated them to use the service without distracting them from the actual task. It is
concluded from the results that participants are likely to continue using the system in the future if
similar digital apps and services are made available. The participants rated the usefulness of

gamification elements on a scale of 0-10, with the average rating of 7.5 out of 10.
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6. CONCLUSION

Gamification is a widely adopted approach by many companies and organizations. There are
many examples but some of the examples related to the topic under study are described in detail
in this thesis in Chapter 2. Due to the promising benefits of gamification, this approach is also
being applied in this thesis to investigate its impact on the societal participation of youth. A
gamified digital web service called ‘ExploreMore’ is designed with different gamification elements
and features which are capable to afford autotelic behaviors and induce intrinsic motivation. The
gamification features and elements are discussed in detail in Chapter 2 and 4. Finally, the solution
is evaluated with users to validate the design decisions and get feedback for improvement.

The main research questions this thesis answered are:
1. How can a digital web service support youth societal participation?

The results of the initial user study provided detailed insights into the perspectives, needs, and
desires of youth regarding societal participation platforms/services. Moreover, the findings of the
initial user study also confirmed previous research findings i.e., youth's lack of interest in such
platforms and processes. The evaluation results indicate positive feedback, showing that the
gamified prototype is desirable and offers a novel approach to enhance youth societal
participation. The pragmatic and hedonic scores show that users find ‘ExploreMore’ attractive and
useful. This work also emphasizes the importance of incorporating user-centered design

principles in such projects and provides valuable insights for the development of similar platforms.
2. Can gamification elements improve youth societal participation?

The post-UEQ interview results further validate that the gamification elements significantly
contributed to continued usage of the service and increased user motivation when exploring and
interacting with the prototype. The evaluation phase involves ten participants out of which two
participants were new and the remaining eight participants being the same who also participated
in the initial user study. The purpose of including new participants in the evaluation stage is to
make sure that the results can be applied to a wider population. According to the results, 90% of
the total participants (9 out of 10) agreed to use this system in the future. The new participants
also admired the design and gamification approach. Overall, the evaluation results proved that

gamification can improve youth societal participation.
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Discussion and limitations

In this study, an interactive prototype called ‘ExploreMore’ is designed to support youth societal
participation. ‘ExploreMore’ can help people to raise voice digitally by either writing a complaint
or giving suggestions either in favor or against certain policy or taking an initiative towards some
noble cause for the greater benefit of larger population. Furthermore, users can support or criticize
the suggestions, opinions, and initiatives of other citizens. They can make group or teams with
people of similar interest to support their common interest by working collaboratively. Figure 16
illustrates an example where ‘ExploreMore’ recommends some groups/teams based on the
interest and activity of the participant. The detailed study of the prototype and gamification can be
studied in Chapter 4. However, in the prototype only two domains i.e., complaints, and take
initiative are designed to be fully interactive. To provide users a feel of fully functioning system,

actual data and images are used in the design instead of using ‘lorem ipsum’ text or dummy data.
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Figure 16: Groups

In the evaluation, users were given the opportunity to freely explore the prototype where they
could view different complaints and initiatives lodged by other users. All the possible actions in
both complaints and take initiative section, such as signing a petition, sharing an idea to get
rewards, reading petitions and complaints of other citizens, viewing the progress on leaderboard

etc. were made available for users to provide a realistic and informative experience.
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However, there are certain limitations in this study that prevent the generalization of results to
wider audience. According to results of initial user study (semi-structured interviews conducted in
this study to understand participants’ perceptions, familiarity, and overall experience with digital
societal participation services), many participants are not familiar with existing societal
participation services of Finland. They all agreed on the importance of such platforms, but majority
of the users had not come across them in their daily life. Only few participants had interacted with
existing participation services. They didn’'t have very impressive first experience, due to which
they did not plan to use those platforms in the future nor remember to visit them again. Gamified
solutions like ‘ExploreMore’ can be useful for users who already know about such platforms. In
this study, it is evident from the evaluation results that gamified solution can help the users to stay
active on societal participation platforms. Furthermore, users also showed their interest towards
gamified digital solutions instead of traditional societal participation services, but efforts must be
made to publicize and properly advertise such platforms in order to reach wider audience. When
it comes to the differences and similarities among male and female participants regarding societal
participation, no major trend was observed with the current sample size of participants.
‘ExploreMore’ does not aim to solve this problem in the context of this thesis. Furthermore, only
ten participants took part in this study, so for the future study, an extensive study needs to be
conducted with larger sample size constituting participants of all ages from different cities to
generalize the results nationwide. As there is always a room for improvement, for the future study
extensive application of gamification could be applied to make the system more engaging and

motivating.
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APPENDIX 1

1.

Initial User Study:

1(a): Interview Invitation and consent to participate in the study, form.

ALL-YOUTH Research Project.

Introduction:

ALL-YOUTH Research project, which is funded by Strategic Research Council (SRC)
intends to explore the capabilities of young citizens, aged between 16-25 and the
obstacles which inhibit their engagement with the society. ALL-YOUTH research project
explores the visions of youth regarding sustainable future, growth, and well-being. In short,
the main idea of the project is to create possibilities and enable young people to participate
in making their own communities and the society. My study is in connection to one of the
sub-projects, i.e., “ALL-YOUTH- Towards Digital Solutions” which focuses on developing
innovative digital solutions which can enable youth to interact, participate or engage with
the society. Therefore, the main goal of my study is to develop a 'Gamified Web-Service’

which can support Youth’s societal participation.

I would like to thank you for your time to participate in this interview. This interview is the
initial user study which is conducted to gather information about how well Youth is familiar
of the Digital Participation Services & how actively they participate in the society or in
Decision making processes. In addition to that, how well the digital services are designed
to support societal participation, and what possible problems people face when using such

digital services?

Your answers will provide a good base for my thesis which ultimately will help me to
Design an Innovative Gamified digital Service to Support Youth Societal Participation.
Moreover, the interview will take approximately 60 minutes of your time, and it will be audio
recorded (with your consent) for the later analysis. Furthermore, your responses, audio

recording and other information will be anonymous and will not be shared with anyone.

If you have any questions about the study or Research Project, you are welcome to contact

us, and we will gladly answer your queries:



Ehsan Khan (ehsan.khan@tuni.fi)

Jari Varsaluoma (jari.varsaluoma@tuni.fi)

1. Age

Enter your answer

2. Nationality

Enter your answer

3. Gender
@ Male

(:} Female
() Non-binary

\_; Prefer not to say

ies

. Do you wish to participate in this study?
C‘) Yes

-
() No

5. What mode of interview you are comfortable with and agreed to participate?

"\:_) Remote (Onling)

() Faceto face

6. Finally, do you give your consent to audio record the interview?
() ¥es
Y

() No

You can print a copy of your answer after you submit

Haver give out your password. Regort sbuse
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1(b): Interview questions:

Introduction (same as in 1(a))

Theme 1: Familiarity with the existing services:

1.

2.

How often do you participate in your society or in other decision-making process using
digital services?

Are you familiar with such services which can enable you to raise your voice and take
initiative of any kind? If yes then,

I What exactly are those?

ii. Which one(s) did you use?

fii. For what purpose did you use them?

iv. Was it as per your expectations?
V. Did you get what you were looking for?
Vi. What problems did you face with these services? And what was most severe and

bizarre aspect of that service?

Vil How would you describe your first experience with that service? And your overall
experience in general after using it for a while?

If aware and familiar of such services but haven’t used them?

i Could you please elaborate why you didn’t use such services?

fi. Do you believe that using such services to take initiative matters?

fii. What do you think that could be done which will motivate you to use such services?

Theme 2: Youth’s Societal Participation:

1.

Have you witnessed any developmental changes in your surroundings?

i. If yes, what are those?

ii. How did it effect you?

fii. How satisfied are you with these changes?

iv. Do you think that the current plan could be better somehow?

V. Did you try to share your ideas with the departments responsible for development?

If not, then why not?
How often do you react or take initiative against or in favor of certain governmental
policies/rules etc.?
Did you ever take any initiative for some project you though that could benefit large

population in your community?
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4. Do you recall any other initiative or opinion which you took digitally?

i If yes, what was it?

fi. Were you able to track your initiative?

fii. What do you know about that initiative till now?

Hint:  What happened fo it, did it get support from others, were you ever notified about it

at some stage?

5. How often do you follow the initiatives of other citizens?

6. How often do you support or criticize the opinions/initiatives of other people?

Theme 3: Youths Desire:

1.

What kind of service(s) came into your mind when you first heard about digital societal
participation services?

What are your thoughts about digital services which support youth participation?

Hint. General comments, positive & negative aspects?

Do you believe these services are capable enough to make change, if yes then how so?
What do you think these services lack due to which their usage is not common among
youth?

Dream service, scenario-based question.

If you had given a chance to give your suggestions and wishes that a service could have
to bring youth closer to the authorities where can also raise their voice towards the matters
which are important to them, then what do you think what a digital service for youth should

look like which at least you would love to use?

1(c): Thematic Analysis, study relevant themes:
https://tuni-my.sharepoint.com/:w:/g/personal/ehsan_khan_tuni_fi/EXrk-
dmVhY5MnxzMVK4iNyUBSV7NEJQ8XJW3K5GXfZ cFw?email=jari.varsaluoma%40tuni
fi&e=wRhWX6



https://tuni-my.sharepoint.com/:w:/g/personal/ehsan_khan_tuni_fi/EXrk-dmVhY5MnxzMVK4iNyUB5v7NEJQ8XJW3K5GXfZ_cFw?email=jari.varsaluoma%40tuni.fi&e=wRhWX6
https://tuni-my.sharepoint.com/:w:/g/personal/ehsan_khan_tuni_fi/EXrk-dmVhY5MnxzMVK4iNyUB5v7NEJQ8XJW3K5GXfZ_cFw?email=jari.varsaluoma%40tuni.fi&e=wRhWX6
https://tuni-my.sharepoint.com/:w:/g/personal/ehsan_khan_tuni_fi/EXrk-dmVhY5MnxzMVK4iNyUB5v7NEJQ8XJW3K5GXfZ_cFw?email=jari.varsaluoma%40tuni.fi&e=wRhWX6
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APPENDIX 2

1.

Evaluation phase study invitation and consent form:
ALL-YOUTH Research Project.

Hello and Welcome to the Evaluation Phase.

I am writing to invite you to take part in the evaluation phase of my thesis study on
'Gamified Web-Service’ which can support Youth’s societal participation. As part of this
study, | have developed an interactive prototype, which | would like you to test. After
testing the prototype, | would appreciate it if you could fill out a User Experience
Questionnaire (UEQ) survey. The survey will help me to analyze how well the prototype
meets the requirements of users and assess the effectiveness of the gamification

elements.

In addition to the survey, | would like to conduct a short interview with you after the survey.
The interview will focus on your thoughts and opinions regarding the impact of gamification
on societal participation for youth. The purpose of the interview is to assess how well my

study has answered the research questions under study, which are:

* How can a digital web service support the youth societal participation?

» Can gamification elements improve the youth societal participation?

Your participation in this study is valuable and will greatly contribute to my research. |
appreciate your time and effort in taking part in this survey and interview. However, the
participation is voluntary, if you are interested in participating in this study, please let me
know by answering the questions below. If you have any questions regarding the study,
please feel free to contact me and | will happily provide you the details and answers to

your questions.
Thank you for your time and consideration again.

Note: All the data, will be kept anonymous and will only be used for analysis, and it will

not be shared with anyone.



Best regards,
Ehsan
ehsan.khan@tuni.fi

1. Age *

Enter your answer

2. Gender *

O Man
O Woman
O Non-binary

O Prefer not to say

3. Nationality *

Enter your answer

4.1 am willing to participate in the survey. *

O Yes
O No

5. 1 am willing to participate in the interview. *

O Yes
O No


mailto:ehsan.khan@tuni.fi

2. Interactive Prototype Ul:

Login/Signup Page:

60

EXPLORE

rworld and make it a better pla

ExploreMore is a Digital Service which aims to raise the voice of
citizens in the councils of the city. You'll receive continuous feedback
of your idea(s) and active members will receive certain rewards.
Explore different categories and remeber to share ideas where an
idea needs to receive atleast 20% votes to survive.

THERE IS MORE! create your account and ExploreMare!

-

Participate Discuss Influence
Participate in different The Future is in your hands! Be the role model for ather
activities in your society, be Choose topic(s) of your people around in your society
the hero and change maker, interest, join group of other and circle, Set the standards
your city needs and rule the people and lead the way with which others can follow.
world! your super thinking abilities.

New user? gf

already registered? d

Figure 17: Login or signup




Rewards:
Images below represent example rewards that users could get by participating in different

activities.

2x Caramel Cappucino Large

Ends Dec 2023

Buttery caramel syrup meets coffee, milk and ice
for a rendezvous in the blender. Then whipped
crean and caramel sauce layer the love on top.

{oen >

Figure 18: Reward

Signed

Successfully!
~ ]
- 1%
KNOW? Congrats ) i
€ w 9

Yourue vwon 2 ravel tickets,
. . 1points and Tn coffee voucher
Share with 10 friends start an Initiative
Increase your chances of winving 3

Get 15% signatures and win tevard
smart davice o d

of the seasan.

Figure 19: Petition signed
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3x free VR return travel tickets

Figure 20: Travel ticket reward

Ul of complaint section:

Complaints

Noise Pollution near the hospital o Say no to discrimination!
Recently, we have naticed the active increase in noise Two of my foreign freinds have reportedly been
because of construction work in evening hours near.... claiming against the discrimination at workplace..

e Filed by Eemil e nm < . Filed by Jani ] m <

Dec 4, 2821 8 Dec 3, 2023
7982 659 123 7895 300 500

Figure 21: Complaints Ul
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YTHS Student healtcare service needs improvement

YTHS student healthcare service claims ta serve students In difficult times but their service doesn't seemito align
with the stated goal. Everytime when | had the need to see a doctor and want to book appointment, the
appointments were not available, This is not the first time this happened to me, even many of my friends have faced
this issue and none of us was able get treatment in time.

Every time, when there is time for paying fee I have paid it but | doubt if itis yseful at all? This time | had emergency
situation and | called them for an appointment but nurse told me that the nearest possible appointment is available
after 1.5 months which doesn’t make sense. | requested that | have emergency situation but I was told to see private

doctor.
But being a student, if| had to see private doctor then what's the purpose of YTHS Healthcare department? This
issue needs to taken care ofl
Skela, #VTHS, #studentheslthcare
=¥ Support this cause Check YourRewards*
B minimize
¥THS Student healtcare service needs .
improvement Reply h
A% 0900 pm
30 ; .
v U I
) it ! k ua
naybe by providing L { ) p don't
i @60 (O3
Reply 3
™ 0300 pm
50
N

@os (Do

/ﬁ 0502 am
70
‘l, i [; It (:
@9 (05
“ AlexBrown@yths @
r any . er
L ) us the room
hic
ff I;
ESER
0 EmmaRiver01
A0 s

Figure 22: YTHS complain

(Figure 22 shows people having discussion and interacting with each other on a complain

related to student healthcare service)



Ul of Take Initiative Section:

Take Initiative (©) ok an e

cycle park in the Hervanta € Dog park in the Lukonmaki

There is a need for e-cycle park near of in the Hervanta Adog park could be nice to have in the Lukonmaki
campus premises where bikes could be locked and area, Hervanta. There was some other initiatives that
safe.. were....

PRy re— a0 @ SE-

orts Centre In City Centre Campus

The Sports and Leisure centre are not in the correct Since the lest few ymacs, Tampare Unkrstatty his seen

area. the space is not big enough to entertain good more than ever no. of admissions and due to which the

number.... open....

W e o=t T

Figure 23: Take initiative

Figure 24 shows that ‘ExploreMore’ also reminds users to complete their abandoned activities
or tasks.

Where you left?

Don't let an idea die

End plastic waste in Tampere 2023 movement

End plastic movement being lead by Tampere University students is now about to
knock the doors of parliament. The process has gone bit rusty & slow but that's ok!
Allit needs is a bit push fram your end. Sign now towipe the dust and make this
idea alive and live in a cleaner and sustainable...Read more

Because better future starts from you!

22,000 of 25,000 signatures goal
¢ ]

Hi Anna, will you sign?
Phane
email Adress

Comments foptional)

1AL 10 e OB BBOUL e esults of this pegtion by ensail

Figure 24: Reminders



3 ExploreMore Home  Profle Discussion L4 062372 W30 g =

L

"

\

Congratulations X

Your post got the most votes

2

Figure 25: Appreciation

Figure 25 shows the dashboard view which presents different appreciation messages after a
user has accomplished some goal or received a reward.
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Figure 26: Activity status

Figure 26 shows the activity status of user, rank and badges and gifts the user has and what
next milestones or challenges need to be accomplished.

Link to prototype:
https://www.figma.com/file/VyL1tUVdVWPNjm2UczMjnv/Gam-Ser?node-
id=0%3A1&t=YfCIfU5czrWWIQJNL-1
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https://www.figma.com/file/VyL1tUVdVWPNjm2UczMjnv/Gam-Ser?node-id=0%3A1&t=YfClfU5czrWlQJNL-1
https://www.figma.com/file/VyL1tUVdVWPNjm2UczMjnv/Gam-Ser?node-id=0%3A1&t=YfClfU5czrWlQJNL-1
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3. User Experience Questionnaire (UEQ):

For the assessment of the product, please fill out the following questionnaire. The questionnaire
consists of pairs of contrasting attributes that may apply to the product. The squares between the
attributes represent gradations between the opposites. You can express your agreement with the
attributes by ticking the circle that most closely reflects your impression.

Example:
Attractive O O O O O O unattractive

This response would mean that you rate the application as more attractive than unattractive.
Please decide spontaneously. Don'’t think too long about your decision to make sure that you
convey your original impression.

Sometimes you may not be completely sure about your agreement with a particular attribute, or
you may find that the attribute does not apply completely to the product. Nevertheless, please tick
a square in every line.

It is your opinion that counts. Please remember there is no wrong or right answer!

Please assess the product now by ticking one square per line [70].

Table 8: Complete UEQ

12 3 456 7
1 Annoying OoooooOooag Enjoyable
2 Not understandable OoOOoOoo0Ono0Ono Understandable
3 Creative OooOooooao Dull
4 Easy to learn OOooOooooao Difficult to learn
5 \Valuable OoOOoOoo0Ono0Ono Inferior
6 Boring Oo0OoOoOo0Oon Exciting
7 Not interesting OooOooooaog Interesting
8 Unpredictable oooooOoogoo Predictable
9 Fast OooOooooaog Slow
10 |Inventive OOooOooooOoao Conventional
11 |Obstructive OOooOoooOooao Supportive
12 |Good OOooOooooOoao Bad
13 |Complicated OooooOoooao Easy
14 |Unlikable Oo0OoOoOo0Oon Pleasing
15 |Usual OooOooooaog Leading edge
16 |Unpleasant OOooOoooOooao Pleasant
17 |Secure OooOooooaog Not secure
18 [Motivating OooOooooag Demotivating
19 |Meets expectations OoOOO0Oo0On0no Doesn’t meet expectations
20 (Inefficient OoooooOooag Efficient
21 [(Clear Oooooooog Confusing
22 |Impractical OOoOooOooOonano Practical
23 |Organized ooooogoaog Cluttered
24 |Attractive OooOooooao Unattractive
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25

Friendly OoOooOooOooOoogaog Unfriendly

26

conservative OooOooOoogooogao innovative

4.

Interview:

Post UEQ Interview

® N o o bk w0~

Is the gamification approach helpful in making the task more enjoyable?

Did the gamification elements increase your motivation to use the system?

Were the points, rewards, and leaderboards useful in guiding your actions?

Were the gamification elements well integrated into the overall user experience?
Was the gamification approach effective in helping you complete the task efficiently?
Did the gamification elements make the task feel less like work and more like play?
How likely are you to continue using the system in the future?

Overall, how would you rate the usefulness of the gamification elements?



