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Who | anX

User Interface Researcher @ DFKI

A InnovativeUserlInterfaces
A Multimodal Interaction

A Mobile Interaction
A Adaptive SystemsPersonalisation
A Gamification
A Usability Engineering
A User Centred Design, UX
A Usability Evaluation of multimodal System

A User Modelling

A Product Management
A Early Concepts & Prototypes

A Mobile App Development
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Mark potential dangerous points
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Steeringtowards Greenand PerceptiveMobility of the Future
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How can we convince peoyf
10 leave their cars at home
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Gamified mobillity app

) )
M ‘f stefan.schaffer@dfki.de



Who are the gamers?

Average gamer is 35 years old 47% gamers are women
68% gamers over 18 years old More adult women than under 18 male
Source: Entertainment Software Association (2012)

Thestereotype i1svrong!
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Typical Game Elements
Leaderboardspoints, and badges

User
Gerstenberg
Vaeterchenfrost
Maike
Roadster
Herthamux
LuH
Rodri
AdlershofTraining
fmanzke
Kelle
Speichel?7
Babelsberger
Kay
Stephan
Dancer5678
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Aktuelle Spielperiode: 01.04.16 - 30.04.16

Heute ist der 19.04.2016
Noch 12 Tagen bis zum Ende der Runde!

Bestenliste:
Name =2
1 Vaeterchenfrost 4037
2 Gerstenberg 4023
3 Maike 3491
4 Kay 1770
5 Birke 1371
6 fmanzke 1330
7 LuH 1200
8 Jule 1104
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Other successful Applicati@ixample

ASports AEmployees
ANike+: running competitions Alncrease productivity and efficiency
AKomoot bicycling

ACustomers AOften in focus
AE.g. Starbucks customer application ABehavioural change
A Customeroyalty



Relevance of Gamificati®n
apersonalssessment

A system design view

Functionality Usability User Experience

wMore and more wlnteraction Design wTODAY: focus on
out of the box frameworks enable emotional aspects

functionality high quality user of products and
through interfaces with user interfaces
frameworks and minimal scripting

libraries
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Towards a focus
on User
Engagement

wBy means of
GAMIFICATION
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You can apply it anywhefe
where a game logic can be identified

’ Cond tion
... i
Social H :
network & Leader
Status ‘ - board
Badges x
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Gamification4Mobillity
Possible applications?

AMobility as a Service AThe issue with the last mife
Alncentives for greener mobility AWaiveronthe carA sharing

Alncreasing amount of inner city ©¢ONOMYy
transportation ANew space in our cities if cars

AEfficient fleet planning disappear

ALow remuneratiorfor package ATraffic information through
deliverers crowdsourcing

ACombinationof passenger ATax reductiorfor sustainable
transport and freightransport ~ Mobility behaviour



Thank you! Questions’
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