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“It’s a tough job, but somebody’s got to do it.” 

You have two choices:

① Pull through and do your best even though you’re not having fun.

② Give up and quit.

Gamification Design presents a third option:

③ Continue having fun.
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Introduction





Gamification refers to motivation technology that makes learning fun. 

It draws on the techniques utilized by game designers to draw people 

in and to keep them engaged but applies this concept beyond games 

to other social activities. 

Gamification does not solely refer to one’s ability to create a game. 

The word gamification originated in the United States and it is made 

up of the verb “to gamify,” or to make a game.

Gamification involves incorporating game elements into everyday 

things such as learning for the purpose of making something fun and 

enjoyable for a target audience. In Japan, gamification was applied to 

webservices starting from 2011. 

Isn’t gamification about knowing how to 

create games?





“Let’s climb that 600m tall mountain!” Kissy bear 

“What? It looks like too much work.” Ms. Yamakawa

“Seems troublesome…”  Mr. Sorano

“Not to worry! Ms. Yamakawa, you can take small steps!” 

“If it’ll only take me about 30 minutes to reach the first station, then maybe I can…” (Ms. 

Yamakawa)

“I’ve reached the second station!” (Ms. Yamakawa)

“Great work, Ms. Yamakawa!” Kissy Bear

“And for you, Mr. Sorano, I suggest you take goal oriented and choice-based route.”

Easy: Walking course

Normal: Full body exercise course

Hard: Full-scale climbing course

“I can choose what I like!”

“Yay! Everyone made it to the top!”

“I think I can do this again!” Ms. Yamakawa

“It was so much fun! I want to do it again!” Mr. Sorano

“Great!” Kissy bear

The goal of gamification is to not just have fun. Gamification design brings out feelings 

of confidence so that you can take on any challenge.

Gamification in Manga





Here are some examples of gamification around us. You may have been motivated by 

these so-called “tricks.”

"Radio Exercise Stamp Card"

Gamification in the form of a stamp card. Each time you participate, you collect a 

stamp in your book. As you see the number of stamps accumulate, you will feel more 

motivated.  This method shows how you can take small steps to achieve your goal. 

Getting encouragement and praise from parents also helps in being able to achieve 

your goal.

“Kaiten Sushi's Roulette!”

Gamification in the form of a “roulette.” At sushi-go-round restaurants in Japan, for 

every five plates of sushi that a customer consumes, she/he/they can use those plates 

to play a game that appears on the order screen for a chance to win a prize. This is 

popular among parents and children. The father is often encouraged to eat more sushi 

so that his kid(s) can play more games. As you can imagine, this increases sales.

"Ohenro"

Similar to the first example, you can collect stamps throughout your journey. In this 

case, you are able to keep a record of the purpose and duration of the visit and the 

type of transportation you took. For each temple you visit, you receive a read stamp 

(Gosyuin).

Examples of familiar gamification





Yoshihiro Kishimoto, the representative director of The Japan Gamification Association, 

has been conducting work on game design for over 29 years. Based on his research 

on what makes game designs addictive to players, he has identified 6 elements of 

gamification that can be applied to things other than games. 

1. "Active Participation"

The game starts when you want to do it and stops when you want to stop. There are 

many levels in games to choose from such as easy, normal and hard. Being able to 

work in a mode that you find most enjoyable makes the activity more meaningful to the 

player. Game participation is also encouraged by drawing players into the game 

world(s) through the appeal of stories, worldviews and characters.

2. “Direct Praise”

When a player clears a stage in a game, there is often a display of fireworks and 

special sound effects. You might even see the word “GREAT” displayed on the screen. 

This is done to acknowledge the player’s achievement.

3. "Immediate Feedback"

In the game, the response to the operation immediately returns from the screen. Such 

feedback brings pleasure and security to the player.

What is gamification design (1)





4. “Recommend uniqueness”

Providing the main character or player with his/her preferred equipment is nothing new, 

but finding out strategies that other players didn’t notice, and clearing stages after trial 

and error are also memorable features of a game. Fun and pleasure are derived from 

not having to follow strict rules.

5. " Growth visualization"

As you work hard to level up, you’ll see your characters grow, which is sometimes 

indicated by the characters’ change in appearance. 

6. "Achievable goals"

In RPGs (role playing games), the first enemy you encounter is often weak and easy to 

defeat. As the main character/player grows stronger so too does the enemy, but 

through perseverance and hard work, the player should be able to defeat even the 

toughest enemies. Obstacles can be overcome by trying your best.

When these 6 elements are applied to things other than games, it becomes what I call 

the 6 elements of gamification design.

What is gamification design (2)





We will introduce an example of a large-scale university class attended by 200-250 students, 

using six elements of gamification design to improve students' fun and concentration [1].

[1] Yoshihiro Kishimoto, Koji Mikami (2013) “Possibility of university education using 

gamification” Proceedings of the 2012 Annual Conference of the Digital Game Research 

Association Japan

1. "Active Participation"

I prepared and distributed stamp cards to students. Students got a stamp for every time they 

said something in class and received a small gift when they accumulated a certain number of 

stamp cards. I also tried reviewing lessons in the form of a TV program quiz.

2. "Direct praise"

When a student answered a question correctly, I praised him/her/them by saying, “Great.” It 

is important to keep in mind that even if the student’s answer is different from what you 

expected, refrain from saying things such as “No,” or “Weren’t you listening to my lecture?” 

Instead, encourage students by saying things such as “You’re almost there,” “Yes, that’s 

partially correct,” and lead the student to the correct answer. 

3. "Immediate Feedback"

Students received my comments on their reports at the beginning of each week’s class. 

Reports were assigned on a weekly basis, but if students do not receive feedback on their 

reports to see how they are doing, the course becomes like a boring game for them. For this 

reason, students tend to appreciate feedback on their reports.

Introducing gamification to the class was effective! (1) 





4) “Encourage uniqueness”

I allowed the students to do group work so that they could speak to each 

other. Being able to communicate with peers is important for students to 

affirm (or challenge) their opinions with one another. 

A class where students actively participate

5). "Visualization of growth"

Halfway into the course, the names of students who had excellent grades 

were made public, and emails were sent to students with predictions of their 

final grades based on their performance. 

6). "Achievable goals"

In the first lesson, I disclosed the evaluation system to my students and 

showed what they could do to add to the evaluation.

Introducing gamification to the class was effective! (2) 





If you want to learn more about gamification, here are some books 

that Kishimoto recommends. Sorry that they're all in Japanese.

Introduction of books that gamification can learn

Gēmunikusu to wa nani ka 

― nihonhatsu, sekai kijun

no mono-dzukuri hōsoku

Jugyō-dzukuri

entateinmento! ― Media 

no shuhō o ikashita 15 

no bōken

Shiawasena mirai wa 

`gēmu' ga tsukuru

Life Draquing Manual -

Awakening! Life is your 

Dragon Quest for life!
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Established in July 2019, The Japan Gamification Association aims to 

spread gamification across Japan, and to create a network of people 

who can foster motivation in others through gamification. Designing 

curricula, conducting case studies and running seminar workshops 

are all part of our objectives to increase the number of people who 

can utilize gamification. We look forward to hearing from those who 

are interested or would want to contribute to our association.

Representative Director Yoshihiro Kishimoto (Sage Kissy)
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