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Presenter
Presentation Notes
My background is in technology & business, coaching, and creating games (adventure games, puzzle games, and health games)



Presenter
Presentation Notes
I’m going to give you a hypothetical choice on how you’d like to use the next 20 minutes
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Option 1: Take a walk around campus to explore
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Option 2: earn a point for every minute you walk around campus.  At the end, whoever has the most points will win a prize.



Warning
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Option 3: Someone wants to destroy this conference!  The good news is that they’ve left clues all around campus and you can walk around to find them.  If you follow the clues and you work together, you can find out who hates this conference, why, and how we can stop them!



1. Walk & explore

2. Earn points & win prizes

3. Save the conference!

Presenter
Presentation Notes
Let’s do a show of hands to choose which of these we should do.  [voting]  Sorry to say, we won’t do any of these today.  In all 3 cases, you would have been walking around campus, but you can see how powerful framing can be.  Different framings solve different problems & attract different types of audiences.  An enticing game can influence how a person chooses to spend their time, but the choice to start is only the first step.
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Presentation Notes
Let’s look at the fuller picture of exercise and gaming



1. It’s boring

2. Lacking support

3. Hate it

4. Can’t stick with it

Fun & exciting

Friends & rewards

Easy & good at it

Behavior design

Presenter
Presentation Notes
Some of the common barriers to exercise. Most games are really good at solving number 1, still decent at number 2, and then relatively bad at number 4.  For example, all 3 examples I gave you to make you walk around campus would solve problems 1-2, and maybe 3, but they would not address the person’s ability to stick with exercise over time.

Gaming can address these barriers in different ways.  Again, we see more games that solve the earlier barriers than the later ones.
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Let’s look at specific games



Fun & exciting

Friends & rewards

Easy & good at it

Behavior design

1. It’s boring

2. Lacking support

3. Hate it

4. Can’t stick with it

Presenter
Presentation Notes
Let’s look at examples that are meant to address this problem



Story

Presenter
Presentation Notes
Fun and exciting games solve the problem of finding exercise boring



Strategy

Presenter
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Run an Empire (in early beta)



Story + strategy

Presenter
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Urban extraction game: survive by finding food, enhance wellbeing by finding recipes
Player is trapped in a hostile war zone
Goal: make it to the extraction point. 
Collect food items to survive the journey. 
The food found after certain number of steps and occasionally delivered automatically "by air drop" (without exercise).
Eat the food to get the calorific value or combine them using collected recipes. 
Combining the food items into a recipe increases wellness score - as does the exercise.



Dance

Presenter
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Dance Central is one example



At the gym

Presenter
Presentation Notes
Blue Goji is meant for the gym or exercise equipment



Fun & exciting

Friends & rewards

Easy & good at it

Behavior design

1. It’s boring

2. Lacking support

3. Hate it

4. Can’t stick with it



Nexercise

Presenter
Presentation Notes
Friends & Rewards are meant to help people feel supported.  Nexercise provides rewards for exercise & social comparisons



The Fitness Games

Presenter
Presentation Notes
The Fitness games is more of a head-to-head competition



Fitbit: Challenges

Presenter
Presentation Notes
Fitbit isn’t a game, however their Challenges are time-based games within the app or software.



Fun & exciting

Friends & rewards

Easy & good at it

Behavior design

1. It’s boring

2. Lacking support

3. Hate it

4. Can’t stick with it



Turf.ly

Presenter
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The app lives in the background so you passively participate everytime you walk or run outside.



Figure Running



The Walk



Fun & exciting

Friends & rewards

Easy & good at it

Behavior design

1. It’s boring

2. Lacking support

3. Hate it

4. Can’t stick with it

Presenter
Presentation Notes
The fewest games address behavioral design



Skinny City

Presenter
Presentation Notes
Players move from the Fat Farm to the Skinny City on the on-line game board.  Emphasizes small habits in an experience that mimics a board game with social support and a variety of other game mechanics.  The game allows the player to craft their own challenges within a framework.  Our emphasis was on diet, but most people have created their own exercise challenges because our players want to keep themselves honest around exercise and not just diet.  We’re not there, yet, we’re continually iterating based on small beta tests and how we see players respond



Fun & exciting

Friends & rewards

Easy & good at it

Behavior design

1. It’s boring

2. Lacking support

3. Hate it

4. Can’t stick with it

Presenter
Presentation Notes
As you can see, there are a lot of games that problems the at the top, fewer that are easy, and the fewest that have good behavioral design.  This contributes to the biggest problem we see in health games, which is continued engagement over time





Fun & exciting

Friends & rewards

Easy & good at it

Behavior design

1. It’s boring

2. Lacking support

3. Hate it

4. Can’t stick with it

Presenter
Presentation Notes
What’s missing is the combination of games that are easy, progressive, and proper behavioral designs



Presenter
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BJ Fogg’s Behavioral Model.  The idea here is to design the right task relative to the motivation level.  If a person has high motivation motivation, the person is capable of more and as their motivation decreases, what we ask people to do should also become easier.  He suggests certain ways to design the action.  We know that a person doesn’t have high motivation often, since willpower is a muscle that fatigues throughout the day. So he suggests we focus on easy actions. Easy actions can be aggregated and extended over time until the person achieves their goals and have habitualized the behavior.  Fogg suggests we design systems of tiny habits. 
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Another crucial part of this process is the triggers.  When designing a habit, it’s important to focus on the trigger that will instigate the action.  What will cause the person to take action at that particular point in time taking everything into consideration.  A common example is, “I will floss 1 tooth right after I brush my teeth.”  The flossing 1 tooth is the tiny action and the trigger is brushing my teeth.  You have to pick the right trigger to make the action happen consistently.





Hooked: How to Build Habit-Forming Products, www.nirandfar.com

Presenter
Presentation Notes
Hooked Model, from Nir Eyal, adds in the next steps of Variable Reward & Investment. Let me give you an example of the whole process.  A friend told me he’d been wanting to run for months and had not only delayed starting, but he delayed even mentioning it to me.  I told him to talk me through what he wanted to happen in great detail.  At 4pm, he’d stop what he was doing, put on his running clothes & shoes, step outside, and run.  I created his online plan, which listed out his goals and allowed him to track.  We defined success for him for the the first week as going outside ready to run on 3 specific days.  He’d note on his plan and tracking sheet when he went outside at 4pm and most days that week, he did also choose to run.  Even if he didn’t run, if he stepped outside, we considered it a success.  After 2 weeks, we increased the challenge to running a certain distance and it’s now over a year later and he’s a consistent runner using the same system.  We could have broken things down into tinier habits, but this specific process did work for my friend.

http://www.nirandfar.com
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More games should focus on starting with physically easier exercise.  It’s also possible to make the level customizable to the user or based on the segment of users.  Games have the opportunity for creative actions that are easy to do using game narrative & story arc or likeable characters, or the opposite, hateful villains.  These actions should be ones that make us want to invest in these easy activities.  It’s a tricky area, because the actions need to feel meaningful and not forced or arbitrary.
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Once the player acclimates to a specific action, Progression allows us to take on more difficult actions while they still feeling easy. This is helpful in keeping us from getting bored.  Progressive actions could come in the form of tougher game challenges, a shifting narrative, or a shift to the game world.
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Triggers could be framed in so many ways.  They could come in the form of the game or a character needs you!  As a designer, you need to think through a number of questions: What’s the trigger to get them to start or open the game today?  Think about the specific use cases of your player types.  How do you remind players and exactly at the time where they’re prepared and ready to make it happen?  Are your triggers designed correctly?



Presenter
Presentation Notes
At some point in all games, the novelty wears off.  You need to make sure to keep the rewards fresh and be sure to throw in surprises as well as huge shifts in the game mechanics. Making the rewards feels relevant & exciting is important – you don’t want them forced as in typical gamification
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Fun makes everything more powerful.  It’s easy to call something a game and expect it to be fun because it’s game-like, but the best way to know if something is truly fun is to test it and watch for reactions.  The best reaction is the person who screams out “fun!”.  For example, when I gave you those 3 examples in the beginning, were there any that felt like true fun to you?  Did any make you light up and react?  Many gamifications aren’t fun and many competitions, challenges, story-lines, and rewards either feel too arbitrary or are just slightly off the mark.  Also, something that was once fun, may not be fun after a period of time.  Maybe the save the conference game only works once.  Real fun has great power, so be sure to test and iterate any game or program designed around a game.



1. Games address some barriers

2. Problem: continued 
engagement

3. Opportunities:
Easy
Progressive
Triggers
Rewarding
Fun!

Presenter
Presentation Notes
2. When thinking through new games or programs to be designed around games, be sure to think through BJ Fogg’s model and the Hooked model to make sure you’re creating good behavioral design.
3. Think through these opportunities relating to games.  And always test.  Testing is scary, but can be great fun. 



Julie Price
julie.price@gmail.com

GamingMyLife.com
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