191

Attiyat Al-Jabri et al.

S| gl (A At duiai| Fuulkin il Sl
The influence of Gameplay Mechanisms as a Design Strategy on
Consumer Behavior

:Keywords ¥ Slls
el Ll
Gamification

Ot Y Al il

Advertising Strategy
Al & ol

Consumer's Behavior
Ldle Y Al

Advertising Message

bR e Sildas /.|

O sl drala Ldpdail) 938l A0S (DoY) andy avanaill Sl
o] D st 3.1

O sl daala Ldpdail) 938l A0S (DoY) andy aanaill Sl

hlaae s 39k 1 KoL

khloudhesham.a@gmail.com 4uiukill ) gidll 4K ¢ ja anian

:Abstract Cedl yakbe

Lse gl SE 8 1A co) sl e eV 5 48 o) Alandl ) gne s cllginnall @l sl 2ay
MQ@Y\J}M\MJ‘MMJMJM\gth}ulAm;\uLés)S).u
DA AT Ay s Sl ge Gleslaal) aes Lgple aadad
cBaaY! 3 é_u!\ Jay e aiad dpadd Gl 1 lay pibadll 324 & 458
“:‘M—’@U:‘-.‘S 1552 e Cualy Cun Agleall Jilusll oY) (A Aliaie dpadd e
ek ¢ L ddad el cobumll g Juaiy) Jilag yshal dag ¢ o) Jlll ead Sllgiinall o gl
UAJJJ;&)JJ}@_L(_A\UU\MAN\‘_@U)&Y\))hga\dd}‘ml;u)ucwuﬂu\‘;u&
el (PleYl e A5 3 shiall dua gl Sl WS e adiey GliBleY)

b_d\ &_:LA)LUJ\ )JLAA ‘ﬁ
4;).3} ‘;1\)».»3\

Caal Ledlain) dulSa) g cdidle Y duleall ~las 300 31 @Dy ¢(Interactive Advertising)

3ol e

aaied AN A Y) Jilugll JSI e e Jelall (MYl @l bl i

OPle N3 ) shiia Al s V) 58 Lo Aol (e YU cdapanail 4880 Al o alkals (A 5 dpe lasY)
skl gas paiiealls el led dalie G jree e 4l W S da L LDl (Sa
G caadll L alasiial 5 Cala 5 LSy Aule il Cullul) 5 Sle ) asanal Jlae (8 jaisall
Cias Cllad) edlanll (gal (5585 o) gl 1AL 5 Sie 48 ylay Ao il e Y1 apanal
Sl Gaad) AChia Helai L eg Cangiusal) ) sgandl glu 8 5l IS axal) Slaall
Gl (ol 5 e Y anaad (e a1 Y il e Ay glae b anli Ko
Clll Cals 55 (A Gl Giagag Sellinall @lglu & plall Ade i 5 24y juadl Lis jiay Ganlll
u.\Sl@.u.n.d\ LSJ ngﬂ_, ‘;\\A.a\ tl_\k.a\ OMML:M\ uh)tc‘){\@ww\}uls a_\aﬂ\
o) mall Gadl) adyy Chagiudl ) sgead) @lgle A Gl aaadly sl
LS8 b canlll gl ladind e sadiedl) ddelatll Adle Y zilall (g Jidady Ciuasl

BTN

D80 L Araal Aual il Cualll ] dasl il

s O Al @ edal a8y Ade )

il Ty aalainl ey llgtoadd) ol iy calite o sluly Adle Y Al ) 5l b
faen duad Gl Aasecad foadl iulS el il A i) Gul sk Ay
Aaduall 4 2 sa analal g (Aliall Bagaa 4 jad Giag Lae 48 5ill 5 dxiall (e s llgiunall

e Glaal giiall

| Paper received 14" September 2021, Accepted 20" November 2021, Published 15t of January 2022

e L gl esiine gl e ¢ el Jom (alintd)
10 323 2019 iz 3 padd Jule 3,26 sai A3 il 5ol

Jes Lalddy Gﬂ.aa\ e %42 4.53“ il el ye elaia¥l
( https://www.vapulus.com-DEC2019) ?ju\

Ale V) s Ay el Llaall sne sn Algind) sl of Cum g
claliia) apli e 5S i dsse (gl S8 (a1 ol sull e
Guai¥l sl Jidhyy il )] 4aS, dlgiual @l
il slaal) maen Lo daind i) il glaal) jilas b @lgivall
33 8 A da oy SHal )l A 4y i cilatid) (e
slaaaY) 5wl Jla ) o aind dpads CulS 1) Ly yiladl)
Agleall Qi gl 5 DY) b Alidie dpadd e )

s gl gl g TS s dle¥) Gl Sum
¢ Lo ddagi el il g Jlas¥) Sl s &y sk diag ¢ ol )
ey sk ol iy ¢ dala e cadld Ul ) ol

Introduction wJée
) sell (adiTne dae 8 Adn j3a 50l ) 3 AW A5GV 8 pels
Lae 438 515 Al e Gandll 1 sV S IS5 & gandll
5SA) (m pad Fapanat i) il Canll) T (ke Bl 5 s
Giob oo el Chagiuall seaall I Jsally Adley)
il d)s e Agandl Calsell e el ey
il e Aiad el Aldle] aaal JA (e PRSP
AJ}mﬂ«L\Jﬁﬂ\ ds;.i_j )M\@Jﬁﬂ\wwﬁa—\zﬂ\
5.11 5232019 alad @l sell eddiss 230 Joa g Cua Aiadll
Al B e % 2 Jolay (s) Osile 100 Bl prdiee JLle
Calladl Jsa palaay) s (e % 67 cialy Ay sl
e inY) Jaal siall Jilu s e Jads axdiue jle 3,48 <llia g
il ) alall ae %0 a3 53l Jibey W 2019 &
Gleal e %45 elbdill Lawe Jhdisall eadiee 4

International Design Journal, Volume 12, Issue 1, (January 2022)
This work is licensed under a Creative Commons Attribution 4.0 International License



http://creativecommons.org/licenses/by/4.0/

The influence of Gameplay Mechanisms as a Design Strategy on Consumer Behavior 192

A Jalanlly Wi jlie 5 dalull 38 jra (g ol i) dlac Lgy a
Ll 5 el
Aty Glidl Sl b Jidlys o Slgiuy) Gl 2
OYlaag c(a\..\slua}” S g Ayl dua e dalld)
Qe g3 5l 3 jall A 2 8l LeSletny Al Al 5 caladiny)
Aalall aladie) & je
hae yaady gl Gl b Sy Jlaty) o bl
o Clasleall pen b dllginal Lgle aaing A il sleall
b A Aa g el ) MAS) 4Ky s Al
el o) o adied dpadd jilas @ilS 13 Loy | aladl)
Lleally (Sley) A ilicie duad sy ol ccajladll g cliaall
. (@QJM-JW&L;&).L“):@_}

: Theoretical Framework s aii ;¥

sellgionall gl Ao 5 igall Jal gad)
413041 Jal g2t Y 0

Lala 190 caali 3l Al <l Sigall Cpe aadl ellginadl il
ol gLl ol llgisall Aleall Cld yail) a3 8 Yied
Jal sall 5 Apiill Jalsall & Jalgall Jiatiy lasdlly alull
(2018 — B e sl mn — oo (B Auad ]
slly Clalally Gle )l (e de sane (&l f
Calaal gt Al ol glall dga gall 5 A< jadll Ada )
S 4o Tadlays oY) sl Tty Lo (S a5 Aisma
(2020 — s s e Ve gda g 4505 )
sl 5 A8l sLad lanas ) b sSa @dla JS ) J sl (S
mu)ﬁ}}sgsjasﬁwqth\,ﬂdsomw@g
@d)}ﬂﬁbh.\‘}[\u‘unuu\wbﬂumy‘ U‘
Aipra 43 5k (385 paily ey e @ slu gas ALkl 4 58
&) Jsaasll Al Ju Al B3 ) ) Aa o @il 58 Jiaig
S aal Caagl 05 O Saall ey i)
(2020 - slee Glay yi— Sl 4gil ) ) | A:—‘L‘“L.r“‘
A a8 Canll) dant il Gl Uiy
A e ) (ysbian s SH Y k5 ¢ DU S el 200
Loy adall delia LY Caal s daline Jal lady)
BUHChba"*)L\yuu_\\JL\lAéuMlSu ).L\SJSA&J“A.\JAJDJ.L\S
O A5l Classssall gaa) e 3 0l Apliaal 8y, (2010
b Ay Y Y delia Jae (8 JLEY) G paa
dle Alei SV ke 3.6 iy Wi A Jlads JausY) 34l
S Y e e 1605 140 On e ) i Lad 2015
el (i Y ) sedas ladSU mal sl sl 13gd 1 5kay 2016
3lal Caalll LT aladin ol @l da AL KT geanl)
Gl Ll pdads o L) g alay Cilalaiall LA (e o 585 45 58
Bunchball — 2010 ) iy L@—‘eﬁ-‘ wd\ aalia ) ala i R .lgd:d\
e aladind (A Gaalll Gl Gaadad dpulul) 5 S8l o G
& gl Gl A el CSRYIM ol Baaadl aanall
(2020 - Marfa Lopez Hernandez) 3< jLiall 32l 3 6)5‘3;\ idaly)
Sl aaa ala ) LSy cllgional) 085 (Al oo el da o )
Dl 2125 LS dalal) g Ll ade oy cllgiuall 4y jaldy (531
oo ESH Gllia aalall g ldy el dllgindl il AlalYy
Gy i Wi 48 5l ol a5 dalall plady )kl
AAE  Apaddll ol gall aad Cus A3, dady 4 lads
dalall e lapmy ol Taaas S o8 A de ) slasl
il Alee 5ol ) S (mny aladind Lails aaadd) Jslag s
s lSas) sda 6“‘“ Cre
Sl aladin) e Sl -
Lakalal)
5 Sie Ol e aladiy) -

Cind ) sl (6

Glalall Cargias

WS e adiny BleY) o aia g 5 sela ) AN LY 8
el GAeYL ey Al 3 shailall dpa gl Sl il 5l
ideall Zlas sl sy (Interactive  Advertising)
OVl aliall S il (eI Al ddley)
3% e adiad Al Adley) Jita gl ST e ey el
Le lelaill MY cdapanat] 4880 Al o callas 3l g duelay)
Al L 5 Aa o LIl (S Do 5 shaite Al V) 5
ew\, aaradll eu‘\ dalic D jpae 0o
ey sl g._uﬂ\ i e\m\ 5 cabkg WSy
Daall gl (555 ) gkl GIA) 5 S 45y Hhay dlelil)
Dseaal) ol 8 il G saal) oSleall Qs Gaallal)
) Caagiauall
Statement of the Problem &adl Alsades
sl e Y A slae b lpandli (Kay diayl) A8

L ey conlll Ll (il 5 GOl Y) panadd Sy 1S o

Sellgivnall @l gl 3,3l Ade i) 5 4 yal)

Objectives coud! Gldal
@ww\wﬁ a_\aﬂ\ n_ﬂ_\l\ uaky UJ‘ ‘_\A.m L.N.Q_I
eanll gal 585 S gl Al Aleldl) SUBleY)

iagiall ) sganll @lglus b Al Gl 5 aaall 5 il
:Research Methodology ceed! zgwe

dilaiy Caagdl a gl meidl Gl aily mgdall Eagl)
all) i alasiiad e saaiaall Ade i) Apdle ) 3l (e
ADle Yl g S8 8

:Terminology cad Slxllaas

:Gamification qall) il ciy o5

o Gl ) apeaill b dalll yualic Gald
é_\s;_‘ (.Toward a Definition - Vancouver BC,p2) ‘._uﬂ\ g t_llﬁtT.lu
Jie Q) Blw 7 s AT e B JSLae ay Cilaal
llase 5 5 caastodl sl (puady aileilly Gy sl 5 (Dl
aulh XS Gy alll ) Game S e 3ie 3
Ay seda 38y Calll il W T e aa 55 Ludification
Sl iy ¢ Al bl 58 (s ladl Gasnidl Jlae
Lalll ealie jAud Cus ¢ Ayt gl Ly Adull ol
allly L A8e ¥ il 3 el apenad clyn g dpaal)
4nndi Lo sl Calaal giad JaY canll) (5 Gl o il
(Bopmaiall Al — (3 S bl e Y51y aay Al

ligtinsall & gl

Aon ol S gy U pale Lalaial 5,81 il gindl Chagd il
I PR T PR 3.\:\33\, i yoai @l e Sl
@A) il laiaYly () Lpmey il CleleaS dllgival
wﬂﬁ-\’l‘e#uﬂﬂ‘#u‘ﬂeﬁ.ﬂM‘J)&@uhﬁ
Algiall dpaddiy @l ja) 5 adl g2 agfi e elud Al aaliall
JSEYT s amliall (e daell oty elaial) gall Qe of LS
ol sally ap iy ol V) e ddlisal) clelaall ily ddleidl)
(2005- casall 38 2ane) ?@SJL" s g_m} dgelaiay) 54y Hleaall

Oe ol dlee iy tellginal e o (Sle ) i Cus
b agall Cilaglrally 25 51l il 2 a5 e ) (DA
Oada s ) 3 oLl et ) pal s jueatll il gal) 5 <l )

(2020 —
1) llgianal) o gl arui (S g

Laladl o pd Alee 3 gl 1 Jidiyy el gl -]
G dalally ipma sy Game (Se (e Adime S

Citation: Attiyat Al-Jabri et al. (2022), The influence of Gameplay Mechanisms as a Design Strategy on
Consumer Behavior, International Design Journal, Vol. 12 No. 1, (January 2022) pp 191-200




193

Attiyat Al-Jabri et al.

S Jla i el ya) M8 e andiiall diai s e DA e
Sl Aaa il ey - 3isa s o) ) ALYl g 5
A5 3500 Jly b el 58 oY e Al Aa 4l
Alae Alie e Jsaall A}u;d.dm‘)shm\sJLus culs
www.digitaland.tv/blog/html5-game- ad -flexing-digital-muscle-) (‘4"1';'“‘ R

(nivea-men

(2) #, dss
OMLJ.{\:\S:\JQ_MUQ_L\; M\ Q_ILQJY\ u)\.c\ DJ}AA)
Dpiady Adliie Glbaad B paliall aladiu) ‘_,,Jr. iy (Sle
g_mmg_nbd\ wﬁ&uh.\;ﬂ\gﬂﬁuﬁdﬁﬂ\&em@\

%) Aalae Gl ))sl\ ity oS ik d;\ e bauad
www.digitaland.tv/blog/html5-game-ad-flexing-digital-muscle-) (QL\\:"':': ]

(nivea-men
8 yfia s 3 S 4 ad 1A e DUOlINgO Gk 40 18 Lo I
alews Al o 3 ) shay y asd 1AL cdabiaal) clall) alad e yuéasll
¢ Glogleall Blatay) Je peadiiadl sacluad 4l dgund
Lalally Lol alaill (8 Conll) Ll dadl i) gaadai ae b G
s Gl dpelaiall cailla gl 5 alaill Lo glad 5 ol jLa
‘;dwemwﬂs,amow):s\gf@u\ G_“uﬂ\ culs
Vg alll agil jlge (e A Cleluy Clelu allal) elash awes

(www.gamify.com/gamification-blog/7-best-gamification-examples-2021

&. Frenchskills SR

pomme.

B

Translate this sentence

Q La fille mange une /

e

O PG ST PN RENAY

Lm il Al A bl slaais) -

pxiiuall L yady ) alll e S A -

lall Jie Ay jlail) AaSlally Leday 55 48 jate Ay jad skl -
sl (3 SDQ acllaall 48 15 Cidee ol 8Y) o )

QJJLL)Q\.@\.@MJ:MJ\MLUJ;\ y.).\ﬁé\_ud
(2020 - e (o yi— inall 4l 5 ). e

il aganlas () siikiy aglea

WWW.hoVagame.com/DQ-)(DQ sl (pe 5 sea) (1) Yé) ds_;;
( Tycoon.html

calll Gl Gt (K A€ ma g Adlida Al Slag
Glaaly llginay Ll e LBy dapaai Ao jiulS
) s e Lgia s 4l lal

dely) Agyb ) Galis) Laie Nivea S8 4 <l L
Nivea Men laiic de geae JA (e OSlgiadl @l iy
Digitaland 4S & e Ostaily Cald ¢ aually pallly 4an 0l
Glle) s sadll G pand B ale A clY (Sae s L IS
sl Aokl e Jelill Aieddl LI (e wd) iy
latidl g

ied il el dasll Clae) dpatiin i pgeal 8 Cus
Alall ¢ s1ay cpall (aelalls Nivea (eadione goan) smliall (e
prddieny s AY) clbaadlly Y de jlas (8 (gl
ool A jLaall pexdiveall 25mrs ) seanll ga Jeliill gl

Yo Lesson Complete! +10 xp

o 9 You're from
S 4 ’ being on track today.

(www.digitaland.tv/blog/htmlI5-game-ad-flexing-digital-muscle-nivea-men ) (511} Ailetl Duolingo - 5"&“ )}.4) (3) ("EJ )5 &

Clall i) Gl sl b aalad (sael 4S ) i g
Ol = e ) (G o) cllh dgal s o) SN o328 e
(2020- Je

i ol @l el Mol e abedll 22
A.Lu.u.a)d allaade ol 4l ya il caas Alaiuy!

Oo A ash S clel a¥) oAy Gaje iy o1

oo A Gy W paadill g apdaiill g LAYl DDA

sLil) e Aaualy bysa 3l ash S el sles
(2009 — RN span = 3l 22) 14, G layn )

b oy G sl dlgiadl @y s G

agals s sl ) ASEAl aS ) e Ty ¢y gaY)

International Design Journal, Volume 12, Issue 1, (January 2022)
This work is licensed under a Creative Commons Attribution 4.0 International License



http://creativecommons.org/licenses/by/4.0/
http://www.novagame.com/DQ-Tycoon.html
http://www.novagame.com/DQ-Tycoon.html

The influence of Gameplay Mechanisms as a Design Strategy on Consumer Behavior 194

S B A e s o8 of s ¢ b pa
/s 5 ¢ pueatll B i ¢ Facebook e "cilisel
CsSS Jia e oelaiay) Jelal) caitls g Adla) cany o pal | 3l sa
Hsi-Peng Lu and Hui-) 2, a5l 5 () glall 5 3S L) 5 3saa il

(2021 — Chen Ho

sllgtal) & gl il il
rellgtiocall & gl (o lalBY) yuidil)

Ata o ) Sedny Aabamiy) cllaill Jde jul) Ay
MADL;MJM‘U“;\MJ ;\ﬂ‘)‘ﬁ@lﬂ)}e@}@ﬂ
‘_Ax: c«\.u gﬂd) ‘)L\.\AYU d.:\q.d\ u.u ALALQAX\ ‘USAJJ c«\‘)u”
(KPS| IOXS U Jaall a3 4iSas dndia oady Addad
el s il s OOe W) G 45k ABle S ga s ) oy el
Clanaall aaa il
- llgioial) & glad udil) pudll) -
O G s ol ale Bllaty iy i e il 108 ading
lls, DAY Ge o e padd UKy A iy (el cllgindl)
al ol 3y jlad Ay (e Caraad AL Bas oS a8 gl e i)
ALY 5 adlsall g alel) 5 @ oY1 Jad daniSa 3y i Ay
- llgioal) S glad AEEN puddl) -

G oonlns La gl Y ale o il 13 adiag
Ll ety A AN gy A 8l A gl b ellgiall S e
la ) e zoally Ll ka4 A oo 43S o cua
0 e ) adiaall e a8l Ay o elaial) Lalll ) a5
(2021
e ) Al l) A ol g
Qg caaladl Maae (POl da gl K 5l dndill Geud) Jias
U&@me\‘;umu&@\ da\)d\iyuéieqﬁ@;}!
Gla¥) pan W oS o Ae\J ‘dau; ! s ¢ e @Jr—él‘
Gt Sy LeIDA (el 5 L Coagliass () Apuli) dil)
oo Agslhadl A€l @ el Glaa) B Sle U dleldl)
Gy Al ) Al U Al Calaal) el Jant o pSleial)
A Gosrall oo ol 4l LS AN G Lo gl duad cinaay
e il 288 Al Calaall oda JS ApDle ) Al ) 3aas
(2005 -z Aosllehas) MY (e Cargdl con ST Cana

e dsuddt

(2001 — o g3 Aapd ) — s 35030 )

ol il bl 8 bl Lla | aaie poad Auadddd) -3
)l ol llgiunall gy ) Cllaiuy) JS8 Cum
S Alatu ) GRS 38 5 UM YIS Lariional) Ay gl
Aliall 308l (Auaddll 3 yall CEMER) Aai il Yigall
8 Apaddll Gailiad aclus by ahlall a il
ey adlals Leie ellgiuall audy Sl 3kl 48 jaa
4\73.:)':—:)“ AHJ\)MY\ cLL}] ?LA Dhas Jiad Lg_:\ LS
(2015 — Jse L) Ay gull
llgioial) gl (B3 Jfigal) dua JAY) Jal ) Ll
G O G Al Al G isall dalsall el Jadi
Aelaay) @ isals AAE @ fsal Jedi oy dlleind
2020 -0 s ) 3 ol 5 pall 5 Bl pall 55l 5
ualiy allall Jsa Gl g gy aaad 4B Jalgal) -1
g sy daatiy llginuall loles JS&5 81500 ) Al
ad gl el Aaala¥)y Al Cusn e Z8ED as
gl I Al Call sall 5 il g ol Y1 A8EN Jia
2017*#}“«&““0“)*‘),0:\;.‘.@3;,‘@ A AV Led & ik
(
g Apelaial) 4 kil o) sl Al delaial) Jalgal) -2
Gleball cllgiuall i o ool Cusy aeddl
O5Ss ar il OV (10 a8 Aala 5 ul) ol il g da sl
G ped) Cilaglaall a3y agi Al ki dan aal g5 AS
Gl Gl A Osash agh il Ciladial)
(2013 - g8l S22mal) ) 34
Sola e dad il Jale ji 5 ) Ji rdaaddd) Jalgadl -3
DB5S O 2 Lpad 8l o geie ) GBI g cllgiual
ot Bl ) s A A jal dpedil) il sl (5
Jal e Jiatiy cdn daldll 2 jdll il 5 i duladial g
J.\.\U\ Lg_\i.u %) G.J\ o\.\;l\ o)_,é cu.u.l;l\ ‘u.ud\ Gﬁ W\
(2020 — 0o ds gl ) 1y 3l Lr'\)‘"‘” E| L;Q
Guki ge Al oSlieall S Gl (g0 8
Aaliadl 4,800 Jaall V Goa alll il dag i)
el 3 elaial) Jeldlly gaadlly Ludlidl i AS il
wweﬁ@x¢@m\ﬂ\ojﬁoigﬁcw|
B) alayl Gaial A daidl il 3kl el
dage (o oleiY) die ¢ @l L)) ALY 5 Sl G jledl

) alaaY

I —
1 T T T T |
-‘.s“ l I .- 'g‘ o = o . . o > .

(1) @& hbhie ‘
(bl e 09 ((3le DU Al Calaa YY)

GBI anadl alal xid5 g3 Cun (V) apanal b caalll ]
OAe V) apanad b L@.\.\.Luj sl La sl o€l aladiny 558
el il 5 eV aranal Jlae (A aiusal) ) shaill aag
Ale i) eV asaal A canlll il aladiiud 5 Cabs 5 iy
Cradlall eSlaall ool (5 85 o) glkail Glal 5 Siae 44 )hay
Dseenll sle B AUl Sy aaall oDleal) oLl ks

) Caagisall
Ce Osiny 1518 Cus g B miS s pdles dlld o Jlay
Sl pans e Jsanlly an ) sean g deliill sa0a 48 5l
25 Axg e Al (e 3 ke dall S5 ageelaa I AdlaY)
ais 5_Siall a1 bl ol i) e dgine dan )

soldlyl s -1
oY ¢ Alee ) llgtinaally s U il sl Ul 58
) Vs e gomge don il 4y 585 Al s
lgma e elila (5,8 gl s sl & 5 g ¢y gadl
28 eaald Al Jile) Dle Yl aa 5l 5 A3ESD ga oY) Qs
ol Ssatad ) Aadle ) Al s 5 S JISH 5 da) Gledl
(2015- ¢yl 39420 ). ) g anl) oLt ol

105 9 () oY) andily g

é\)d\ﬁ\ at__ﬁ.'\}{\ - @SJUY\ a\.}l'\‘}“ -
Gant) il Gaslad UV (g0 5 5 oY) il (i (K 431 2

Citation: Attiyat Al-Jabri et al. (2022), The influence of Gameplay Mechanisms as a Design Strategy on
Consumer Behavior, International Design Journal, Vol. 12 No. 1, (January 2022) pp 191-200




195

Attiyat Al-Jabri et al.

WHOPPER

) (00 Qs Gubal (e 3y 3a) (6)

(campaignbriefasia.com/2014/03/17/leo-burnett-malaysia-tal
Lgwladin die 3 gy caelll L) daad) jiu) Caaas
O s Jaaatl) @ panisd Ldlel) Jys ) AS
e A edaall Jeld e adiad caalll U
pranal Sy eclad¥) Al ind 35 Seall @Bl mer JDA
(i Al oy ol IS5 ) sganll e o il 5 Gl 5 pale 2y 5
il Yia L’Oréal =« Makeup Genius Guhki axy Cus
) S el Jpng 4 Conlll T ) ) ke e
L@l Makeup Genius Gubkil (Say ¢Jaeaill ) jiaaiie
Gl S a ity uad 100 ) deas Loy can sl Aass 64

s alae LAl dleay Sl uris ol 5l
medium.com/startup-grind/7-ways-to-unleash-the-power-of-).| ,| D )'X\ alia

(gamification-in-your-marketing-55502453813a

gUdy) 4
witble ey aSl g o 5888 o cllgiuall g U8) dlee il g
ALl 381 g5 1l e b 55 A (3
Al Aal apenad Guoh e calll ST Al yiul Gudat (Sa
Ziall daa Gash oo 5l asladiul Gk e e gl JA)
Ay Ladie 5 Ly Hedll g Aaalll @l oy o) die cllgiual) slilSa
S A a3 DA (o gl U e s 250 sy ubuon¥) 5 il &y 53
Gl s CiSCO ASd DA (e o LS ) e i)
gst\L)ﬁmmawausﬁchaﬂfM
st o OSay XS Gl jall 8 A s yrall dpual 58V agadlas
ool A il e by 5 Al pualing Wayl 4831 51l
www.quytech.com/blog/how-virtual-mirror-technology-will-change-the-) S 1)
5 (e pgsl AT I il iy ng) Ll c(MEY-yoUSHOD
— Lisa Fretwell - Cisco StyleMe)glmU_;j\j ‘591.43;‘2“ d__abﬂ\ d:'\-wj
(2011

BEFOREYOU GO

b "‘@

o X)

onsetfacmtles com/transparent)(wu_\_“ CISCO b\)A) (7) rd) ds_“

(video-display-brings-windows-to-life

LEB SCHARF
STATT BRAY.

gUBY) (aad & Gamification calll cilll ) fia) g

Lalll fae Burger King o ) Jisall Gadai 6 Leaas
45 20 (e B 8 Jilh A2kl 20 aand cae DI (gan3 Ay dany
o3 pelas (2l SO ALE 4y peas aead dapd 8 ol 00
530 336,700 Giiad & s 14 DA b Aade gl il
mad OmsS 135,883 oo SL Gl Gl
&._,\_Jy\ v 3)ﬁ C"‘bﬁ Leo(/Www.gamewheel.com/stories/burger-king )

OnSlgtinall (g 3 S dag i ol 2 e ApdleY)

)(Burger King Gaks (s Hsa) (4) o8 JSE

www.gamewheel.com/a-mixed-reality-game-experience-for-burger-king-

(halloween-game
salaiayl 50 -2
2 Alu )l (G seaay Aald (:\A:\A}” b Lﬁﬂ\ B c;lﬂ\ ey
T s sLBY) (2306 Y] LYl
80 5 capanaill 5 JSAIL wigy oLt dnd iLelSia (i shaal)
Bl ALin Y1 (0 Ut (el 2 3] (sl i oLaial
(2013 — z A cpdl) ew)ukm Q\é‘;}a}d\
hind dasaat agdl jiulS Cualll Gl Gadat 4 s iy
Lxi Gl dlliadl Gn P e dllgiadl alaal 50
G e L) Aadll ) Gua Lo adiad A cildeY)
die ULNU 4:;.\.4“ L)A Bt USN ‘;\S\ M&.\;AS\ ;L\u)d ahu\j\
Lalle g3 5all gaSla A4S 58 4y cuald Lo @l o Jlia s clgis yad
e S5 Loy Gt Aihia 3 S Do) ol & Cua

-

ca S ¥l aial 1 edany sy e S ¥l oy Al 6 5ua
Qg Braa Aa g e sl ASAN agl sa aladinl (Wlll (Sa
u.u.\i Glc d}m;ﬂw agla ?3 sl o E ?:\_)S u.n-\-y\
OS5 M L 13 oIS oS - Ul SallipSle (e S
i 8 ol il s ey S5alpSle ol ) Sl pgde

( www.trendhunter.com/trends/mcdonalds-ice-cream) - )

A\'Esuﬂl’m

)3l 5l let (a5 sam) (5) oy IS
(campaignbriefasia.com/2014/03/17/leo-burnett-malaysia-take-home
dlginalip 48 0 (318

Gllalal e g8y JS0 Glad)l Jd e Caatll Gy 5k ge by

Yook SE @l Jaa g Leinatil di gl 5 Al ellgind)

(2013 — g A el pluae ) 2Ll e a e

International Design Journal, Volume 12, Issue 1, (January 2022)

This work is licensed under a Creative Commons Attribution 4.0 International License @ B



http://creativecommons.org/licenses/by/4.0/

The influence of Gameplay Mechanisms as a Design Strategy on Consumer Behavior 196

G :\#ﬁ »

\C N ) &5 (“Fiiviion” | ©

A F> >
=e Y42

(1) )
AN [m[m]=
2l » B ‘ ‘,lé s s (s s
8 i i
2] —
(3) 4

% -Reduce Your Juice Guki e )sa) (8) ) S
daiae 43yl 48Ul aladiin) CHLESILY 5 jraan alall 06 Canl
(gamificationplus.uk/behaviour-change-gamification ) (;; ..] 5

sl Adutd
el e Cun Caalll A0l agdal iy i Bac cllia
¥ 5 sl A ) Awial) il 3 A4S ) aenl AU Dl
Ui ) e sl ad () i 2La ¢y 5 ol 2
GSar ¥ gl Gl sea (403 ) 5o g ) shaill DUl alaay
AL Calias ael sl (e de gena I g smally V) 4sli)
(om8ls e blin o ol gl aly Caje a8y () Glld dapla
Lol le g8 ) 2l Aals o S adla e a8l Sl
Al e L8 e Jpaally Jles g A8k (e
(2011 — i 3 5an0 7 s2aa Ll )3 “:s ",n}

sl 5 puadal) il J31)

&) iy A pead) il S 8 oY) el il s

(i sana
R
Apas clyhy -
i) ey B Y f
sadl 3l AdUal 4 a3 -

il a1y SpENCer v s Schiller sludd 4y ylaill 338 Caii
) gal 330 Al e alddll a0 calll Adda g
‘_,,A 323 31 ddall 338 Jaafiey 4dld (.3 (e ¢Janll g\ PPN
Al
Gl dua 55 (Saall (e a3 A 33 ()5 AT slde (i a8
ClS ) g cdialy lalin g daelay) cWlae ) Ll gty 2 5l
(201928 o)y ) 3 4aal)

s Lazarus gl Y a8Ual) maati Ay a3 -
Ak of Lgiadlad gl Hl1 A8l 4k e padll e
Sl s Lonind Jeall g3 Gy i A8UAD) 2083 o ol
s Lol caline (23 Jae () Jady (ame Tl (e o) alae (e
psae O Y e Balial) 5 Calll Laal slalall Sy W all
—omie e - D 2 Ll 53a e DL Y 3 Y ol 5l
(o5 3w 05

plania) 4 l5  —
Ay canlll () Gl 53V Lge 35 A A kI 33 laal )
e o (Jaall clie o bac V5 o lianll dal ) 8 Laull
Aaa el Clcmall dal 0 A b ety a5 alee 8 Lgadiiinn
plaain) (giay el Jaal) il gria (0 32 5050 lac V)
Jeall e JLES (ot ill 4 gall 5 Jaliall aaay Ml da) 501

(201958 ) gin g 2o

s e s& e g
el Gl Al adaea of a3 pulad o) 3ol 26
Dt Ay ol jal A6 el
gl e 35 g blal -]
clilsd) el 22
(ZOO'O—GLOVER)";, Lall 5
& O Y) (&l Ll Gl A jall Sl <3S ) il
Slo COSE)s ale da g ulally Gladl) Ga Al 4830
R s A ) Claw 30
el -3 dglegbdl -2 Al dpgeaiad -]
olat aliall 4,8 gLl Call gl Ao ol il aal Ll W jlaely
ey ) iy calll Gl Aal jiul JMS (e (e )
Led s dalusa Ll o canlll ] das jin) il 5 ) Al lal)
Cladlall 5 lDle Y o olad (pliall i) g Ao ) s
Lnd Galiall gl LS ciiall o)y ) (a5 138 5 4y el
el EY Wl g medl A e @y Aeies Aol
(2011 — > 2 sana 7 530 il ), 333 }\j
A ) gl Aoyl 5
QO3 g Aol sbas) | o) (i ge AT e cllginall dan Jind
bl s il JNA e Sllgieal) &gl it Sas U g
: qalll
b patll s Jlad¥) s adl o ellgiua) @lglu Cape daa
Jad) Jasw e A1 L agiy ) B 8ball e g 5 bl
(2019 — (= 3 28
gl B Ll (Say ol LT Ao jia) Bk IS (g9
Opre Al gl dpial 30 a4 gl aga 15 S JSy cllgiindl)
A JYA e
Gl A il aladia) 448 Al juaw 13 A O shl
g e oo 5ke Lee s e OIS Jlad JSs e glull sl all
U glaal adl iV A Sall & dazd ¢ ¥ sl 6.5 Al
Oe BAELY) A3 Gaa 13 7 an elil) el 5eSU alasi) i
wsd Glaa) Aglas gl ¢ elaay) Jaall bl Gl
Sl L Al i) ket DA (e el
el aes (W8) zdin s Reduce Your Juice"
dalin e el il (mddidl Jaall e cnalin)
OsS el e il o Jlall gy A8 agaladin
Al alear alilly Gl dulee DA (e dadl ) lilKe
Aall o LS ) pasay o e aaaelis )5 <Power hacks s
Lalall ol Sl il o cpmall s 85 A8 alasinl 3
‘u o,
eSS Gl je 5 gl (aladY) of clldl o ell S8
Ge AT JUie 138 S e Jpanll Jal e ad) ) galing
& Ylad 13 Capnlill Wb ()6 o Sy A AR (e el
s s dpaliil) Alilal) Jlall (8 Gadadl)l QIS ¢ Al s
Aalaall ol ‘_",HLSX\ S NJLSL‘ & alaa el ;le
Aaain) S 4l 7 E Ayghade el dale b aeall &5
Al @m\}aﬂ BIEWAS e 3l et

(gamificationplus.uk/behaviour-change-gamification

Citation: Attiyat Al-Jabri et al. (2022), The influence of Gameplay Mechanisms as a Design Strategy on
Consumer Behavior, International Design Journal, Vol. 12 No. 1, (January 2022) pp 191-200




197

Attiyat Al-Jabri et al.

Lawrence ) =l Sleall (o585 4l Ay Aol ) gy aellld
— Robinson, Melinda Smith, M.A., Jeanne Segal, Ph.D., and Jennifer Shubin

(021
s 8l Gamification qadl) cildl o) sia) < jrea
dllgticall

;@,gﬂm@iw\pg@@iguwamam
”@JM\M\@@\ﬁy\,w\w@g\ _
shial) ¢ ) 8 Ale el a0 _2
A5 Ay A Al y8Y) Gl glaall (e 3Sall a2 -3
(2011 — i 2 sena = s3aa Ll ), Jbu‘)(\

u‘le-wl‘ & gl g coall) iyl doasil iy s gl
2250 ) Joe ) e O Ayl SYLY] O Cam
S J-‘-’u\ o seen)l G Aaglae dagyd gl W)
I5ms o 40 (b el gl Al e o 55 g eS sl
A ot YL 2sa g pe o) A BLEY) e Y 5 epandlia
Loy Lgaling Al adull daplal @l jae 2 5 Sl ellgiunall Jaas
O Ll aag o) aiat ¥ aludl Juadl of dala g 4 Lgadlic
(2020 = bl s 232 0 G il YL Jeld alas Al
Atla slaall Adlady) Adeall 3 S 50 Al SleY) oY Tk
axiy g eiially Chagiosall ) sgenll gLBY Ll Cilas) Giagias i)
ileall (Al 32y e Y1 JLaiY 5 ol 5l o shally oLl
dee JlaiVl cCangll slad Lo ga 48 jaiall 3 jainaad) sl
el A8 i) il pall 5 Ao laiay) adll el Jail A0l
Gk oo b levie malll Jlai) Giadyy dei )l ains
b amy 0 &5 anliall JSAIL W e 5 a9 Allad Al ) aancad
Sleb Cingind) ) seanll doai i) Jilu gl Ao sana ol Al sl
(2017 — g sthik (pana a0 el feda
O andi CilS Eus Pita Pit 48,4 4 i Le ey e Jbiag
The Block = ik ) s cFacebook e dweldial kil
it Ailsa oL35) Jal e Gamify ge gstaills | sald AN NZ
Candl 3 G S s of Ll (e ) MAaUad) At )
JJ@M@M\}DJ@\Q\AM‘UA@WUAJ}AH

dlae Gy e —

BOSCh (3 dwdie 43 568 il ol —

4000 e ST Al il o Alaall il S

e Gl 550 70810 e 796.8 Al dpusi Cilia g adl
Lalll Jiads salely (galal) aodiiall oLl aa | Hed Lhae ddas Hlaa
e a2 22,5 salall asiadl Jaws ¢ 5e 17 dade JS&
A baall Aadlally Jals )
S L A el Aadlall e gl e Al dlaa Ja¥) 4 S
e sl Al JDA e &g Ay laill Al oY g dlea
(www.gamify.com/pitapit);;_._?_g\ Sl QBLSAL:' idag )A\

FuEED | GEEEK ¢ BoscH

( Pita Pitcsksi (10 5 50) (9) o IS

(www.gamify.com/pitapit)

¢ llgiall iat ) Caalll Ll Lnt) i) el 35 o (S

s Auaal) il i) Wil

Clad adl 3 jae e amf 3l 2l Aaal) cl il Wl
s ) sl (b alll 50 s el gl Caalll Gigaa
Conlll b W el A gLl (may aaas (L) (e
(A (52— semia Gl — 20aY) Jal ), sy ylail) o3 .)@"‘:“ Y

Freud sl qudil) Judait) 4,585 1

gLy sals Uglae g8 5 S dad call ) Aokl 334 (5 535
ahain o 5 hapall IS el Giat adlsal) el
Aok of oty Auaddll Jde a3 k) ElaaY)
OO e b aall) (il g (e Lage Ll Casa gl 38 0y 8
Ll duls culS o gu KA jall elaill g asalill NS e
die dxially 2,8l ey lee 49580 dpudd Gl pady il jlaialY)
JAL Eﬁm‘jaﬂgaﬂuu@)&)ﬁd\ j\ ‘Lg_u: C\)ﬂ‘}”
Ol (G anll oo By sall iy laill (5 581 (g 29 8 Ay i aa
(2011 — o> 35an0 z s3aa Ll ), ,Q‘J&}’\J ‘Q)a.ﬂ‘

: Eric Bernecms 4 4

wuandl leall uﬁhbl@.uu.\;.} Ll canlll o
u\)ﬂuaﬂ\mdu\hManmYbLhnﬂg)S‘)A\
)JQJ;‘FJ\M\J\.@AJ\ 'nJL\.\u\J\Lg}\.\u@.UJo).\.\S
éﬁo)@u‘ﬁ\o&uﬂﬂk@&hﬂ\ \GC.AMIAAcc_UA
G uanll Jleall b5 LY (5 s o)) S JUa) dase
Lalll 328 g Uil 3 LuY) 338 g il (Say dd gl e Al
13) 3 ) oy Crulia Lalis caalll iy 5 48 e aal s
e\;ﬁu\@ﬁocsjm‘g\;ﬁﬁg._\duuagﬁhm:u&lf
SV gam bl e ming Baliae y g s Jladl g <l gl
)}..A.ubjp AA;V\JA\) M‘ JLQA'“

85 Y (5 stse (i)
(5 A 90 —

LLas 3 e Gadd caalll 3 AWinnicott <o s s ki dga s e
o Caalall JLaii¥) e ¢ shelay () Sl i A Al 4l
sl 0skailay ¢ QUi a5 3 st Jiny Carlll b Gl 325k
B il L laY) Anadlll o2 agilba J) gl As jall agél ga
@A;‘;A_\J@\ﬂ\cjd\m\a)h&dﬂﬁwﬂ\@ud
Lieselotte van )mu)”} danall ‘;‘; 4441;_1\ C"L” & JL«;Y\
(2008 — Diane Westwood - Adult play - Leeuwen

2 call) il g

Sl 0K dase pe Lalai gl aa g Ll s g_uﬂ\ e JSi
HJJ‘\_\:;\A;J\\;.\)SUAJ\A.\cuﬁ)ﬂ\wm}\ﬁpd&u
s o MLy dpansal) 48U 5 A dll anead) 28U Va4
Leia o5 S 2 g8 4l Cuallld SlIAY ((2019- 4

Sy B B3a ha iR e sl qalll -1

A 3305 I s Of (Sa gian st calll O Gl S
) a5 cgall L ok Apnnda AiLaS Bale a5 (15,
cranll sl e de by ela iuyl s dal I 1) st

gladll il g (ha Gy qall) -2

g5l dulan o Y da ol ikl Gl el o (S
lelSlia aias 3,SIA) dapisi e (5 AY) dsiadl il (e
Geall a5 cpant

E14Y) 9 Sl ey calll -3

ol A sed ¢ Jumdl IS s & lea 2 of all (S
A s csbl‘ Y g G e aely Las Judlly eyl
(JSUEl dmy o J sl

HATL ) BB Gy qalll -4

Gaalls el il Al ae A el ) as el
ALl Adblally Ayl Jelidl 5 G gan s
g g Glad) 4B (pa i calll 5

dgeall Ly la) jady el ity adl clad jall K55

International Design Journal, Volume 12, Issue 1, (January 2022)

This work is licensed under a Creative Commons Attribution 4.0 International License



http://creativecommons.org/licenses/by/4.0/
https://www.researchgate.net/profile/Lieselotte-Leeuwen?_sg%5B0%5D=89oTGzM6MjJmaezict_LXhKPbXa03zXcN-zHqPpSXLCg1_QdbTMAHJkwLjf1Ivcey8R6Ucw.C7FBKv5K3puemq2mv4WfgghDfczHmSLhhQOx_70p8-8JU1QYbMxT0QWqvE0ek7fYIgPSBaNc5Oc545G8ikNpDw&_sg%5B1%5D=dRh_s5wHf88U6-mLXZVHGMHvvXkXrzUgu276lGIM5jdhorDQFIjAUAn43syrhgp_0Be58VU.uJLFfFCKw-ystc4oXK7aulAB1uZBNDYSqoXHRdEJj9-rBlmTVub0BSHvG0HREneKqSYXbuNGjtR1PEbD8YH1zw
https://www.researchgate.net/profile/Lieselotte-Leeuwen?_sg%5B0%5D=89oTGzM6MjJmaezict_LXhKPbXa03zXcN-zHqPpSXLCg1_QdbTMAHJkwLjf1Ivcey8R6Ucw.C7FBKv5K3puemq2mv4WfgghDfczHmSLhhQOx_70p8-8JU1QYbMxT0QWqvE0ek7fYIgPSBaNc5Oc545G8ikNpDw&_sg%5B1%5D=dRh_s5wHf88U6-mLXZVHGMHvvXkXrzUgu276lGIM5jdhorDQFIjAUAn43syrhgp_0Be58VU.uJLFfFCKw-ystc4oXK7aulAB1uZBNDYSqoXHRdEJj9-rBlmTVub0BSHvG0HREneKqSYXbuNGjtR1PEbD8YH1zw
https://www.researchgate.net/profile/Diane-Westwood-2?_sg%5B0%5D=89oTGzM6MjJmaezict_LXhKPbXa03zXcN-zHqPpSXLCg1_QdbTMAHJkwLjf1Ivcey8R6Ucw.C7FBKv5K3puemq2mv4WfgghDfczHmSLhhQOx_70p8-8JU1QYbMxT0QWqvE0ek7fYIgPSBaNc5Oc545G8ikNpDw&_sg%5B1%5D=dRh_s5wHf88U6-mLXZVHGMHvvXkXrzUgu276lGIM5jdhorDQFIjAUAn43syrhgp_0Be58VU.uJLFfFCKw-ystc4oXK7aulAB1uZBNDYSqoXHRdEJj9-rBlmTVub0BSHvG0HREneKqSYXbuNGjtR1PEbD8YH1zw
https://www.researchgate.net/profile/Diane-Westwood-2?_sg%5B0%5D=89oTGzM6MjJmaezict_LXhKPbXa03zXcN-zHqPpSXLCg1_QdbTMAHJkwLjf1Ivcey8R6Ucw.C7FBKv5K3puemq2mv4WfgghDfczHmSLhhQOx_70p8-8JU1QYbMxT0QWqvE0ek7fYIgPSBaNc5Oc545G8ikNpDw&_sg%5B1%5D=dRh_s5wHf88U6-mLXZVHGMHvvXkXrzUgu276lGIM5jdhorDQFIjAUAn43syrhgp_0Be58VU.uJLFfFCKw-ystc4oXK7aulAB1uZBNDYSqoXHRdEJj9-rBlmTVub0BSHvG0HREneKqSYXbuNGjtR1PEbD8YH1zw

The influence of Gameplay Mechanisms as a Design Strategy on Consumer Behavior 198

¢ canll) LT Auas) i) Gudatl S ¢ Ay g 31AS EDGILY)
¢ LY sl el 3al) Gilagiul e Ll Cijeay
‘%J\;ﬂ\:\.‘o)ﬂ\/@ﬁd\ 28T gl g ¢ eDlenll AS L (puen
pabindl 2aa a1 5 Aadlii 3 e CLiS) ey el oY ) sl
HsiPeng ) gy sull 8 Caall) T Angil i) ae Jeliil) 3y a0

. (2021 — Lu and Hui-Chen Ho

sAabdast) A Al

Ani) il plasi] o3 ¢ A ag a5 agSI 3l a3 e Sl
Clite A& auly Gai o 458 A4S Hlie 38 Caalll i
e s 5l 5 4 )5 dpnall dle 5 aladl) Jie ¢ YLa)
o )%l e TechSci Researchis s WSzl ddalel)
Vs e 40 I el LT Aaadl i) ksl (5w Josy

2024 oo J sl (S el
owad A aalll LT i) i) e Gasedl) seda 3% Y
b s ) Ul (525 s ccamnd Jlae V) (5 5 Al i

The
Speed
Camera
Lottery.

A part of Thefuntheory@com

https://www.wired.com/2010/12/swedish-speed-camera-pays-drivers-to-sl) ( Volkswagen’s ‘5_‘ }uﬂ AP e T’J}“‘) (10) (‘§J ]S B

( ow-down

The challenge

Swedish Speed-Camera Pays Drivers to Slow Down LM Y dleal)
Kevin Richardson el
(Dl Ay gl Aika ol) dpmaadl I8 () 2 ) laall aly
2010 Aaal) gy
Ol alall de jull o)y 5588 o dlaal)l Cudli Cus ALY salall o ) e HWNEEE
3aldll oL de ) (mdad LAl ady ) Cangs Ales 8 Gld Cala 53 g cdia agd 53
Osasi (bl sl 3 Sla gl gy ) pmad L 2 Al Ao juall | aalS 8 Lallls S8
Osihan i) Jaa (S Ja" (e slun (Al iyl () ALYl de jull aadY) aally
-"?CJ“f“ A (e
(il 8) aglinns s o) (gan) s a5 $EIL (g Jily cpAll RSN ) Cus
My 5258 | IS Cpdl) Gl (e Lgman s AN U seY) (e 0 e slanaa
e B gl Ay pat A ol seS gl o aal (B Sleadl s 8 -
S5 L S ) Alsall 038 el 43 505 The Fun Theory dilee deall cijd — aall il

oaliill Jie duelaial A Jal cpe i)l gaadi (oalh (il DDB clidle )
O Acladl (8 15505l 32 4 paall Jd g Ll (8 )5 el AS o e ju Jawgie OIS
Slo 4l Gun Wil 822 Galiail deli / oS 25 A adl U dejudl o sia
Ao yudl 1 5melS Bl 24587 Cise calseS st B Al DG G ainl A yad lae
http://www.megamification.com/when—governments—).ZZZ "; th '34_;)“3\ Lu}*u PR .‘J
(/become-game-masters

(Y52 3000) &35S <all 20 gy a8 b shaaall <l ) il aaf 35 -

20 culial Cua qoald (S8 4 HA) dpually 1508 Was Fun Theory ales i —
Al Lilis) die Facebook e waee 240005 YouTube e saalia osle
&8 Al ald (Sl jlau Clagse & AL 3 84 Ay 33 ) @l g ol
sl

e Y 8 alll il duasi) yind Jalas

Cun Alall g sl o iaesd Alaa el o dlaadl i G aalll S Agal i) (OleY)  asad) aadiul
o) e pul R (el g Alaall e Cargl) (3a8at 8 Ciaaig agd Aaiea 4 ad ) Ao pud) lal ) e i all s S8 Jsa
Adaal) 3 38 JYA 7 22 gaide yull Jane (:8A5) 288 4y jail)

Citation: Attiyat Al-Jabri et al. (2022), The influence of Gameplay Mechanisms as a Design Strategy on

Consumer Behavior, International Design Journal, Vol. 12 No. 1, (January 2022) pp 191-200




199

Attiyat Al-Jabri et al.

(A (e dleal) s b Caalll pualic slaie) 2 —

20 Cudial Cua ald a8 68 A8 A Al | S AlsS Fun Theory ddes Cadia - —

Al Lilis) dia Facebook e wa=e 240005 YouTube e salia osle

o8 Al Cpald G 8 Ol Clage 8 AL 8 84 Aoy 3l ) ol 5 ol
(/ https://www.wired.com/2010/12/swedish-speed-camera-pays-drivers-to-slow-down) Y }M”

O Aeludl b 15505l 32 A il Jd ¢ LAl (8 5 pal) 48 a e pu hangie S -

O Aeludl b 15505l 32 4 il Jd ¢ LAl (8 5 pal) &S a e pu hangle S -

saaaall dejpully ol V) il e (S Cua cibaadll - (el palic)
Gl LSS Al i) ) gal (10 2 32 e Jpaal) sclilal)l -
;0 dpaladll 5 Ay suil) Al gl) 35 -
Oa (Y Ciillh g (gad
A i) Gaadali JNA
) ey
Al 822 (aliaily delu /oS 25 4 jadll JA de jud) dass 5ia
(YA Ole Yl Calaal st el -
Cra (S Y) Cilar (g8l
Bl 822 (alisily el / oS 25 A jadll JIA de ull Jan s At sla) (ki JNA
)ty

https://www.thestar.com/news/world/2010/12/09/speed_camera_lottery_pays_drivers_for_slowing_down.ht

(ml

ey dlaal) UAJJAA

Over a 3 day period 24,857 cars passed our speed camera

http://www.megamification.com/when-governments-become-game-masters)(Burger ng Summer BBQ anlas Oe J}m) (1 1) ?EJ !S .

Co L s ke W) Al ) a4y sk (8 31 )5 e
Dseaal) e 230 ST o) da b 5 (5 AY) Jilu
gl

Aaganst Al jinlS Calll LT Enil il ok acly
c\.u; N_ul J@.u.m&\ }u 4...»\).3} 1.@_1 UM\A.“ ;)uud\
die oSlaall Glily Lis YA (4 a4l oOle aAcLB

Aaallly alal) sudail) 8 agS) jis

Ay e Alen ) Ah3s ol iy il 5 Al c,séy
aind b el dhidle (58 Gumy ¢ el B )
ki 4 Joad 52 gkl 3 dand f iia 3 Sy Laie
daias 4 )il Gliadle Jaal Adlay) 5 ghdll cdas) ey
S gam e e Jaladll llgiodl Juniy 38 dlia g
&)l

7

:Results zitid!

Guki o 2 Sl jeae Jib Ayl il A
M Al Al S Call ST Rl i
claill Cie g jeas z A (e e AdleY) il
Aaaiiosd) e Y] KA1 5 8 b sl y Apdle )

o) Fmpanat Bl S Canlll LT ) i) Gadat (5239
Gaial) o n GIS llgiaall go daans Ban B a3 GIS
Apadl 3 sl e o jiny

oS I 2ol Adle ) cleaal) e 4y gl clia)
S S Al g 5 etially llgionall g i

s B uid peaie ) dllgine (g seand) Jasad o
Ladlall 66 5 Sy C.:uaﬂ @XLJ\ Al e 2y Alaall
Ayl

Fagensti Agn) S Canlll LT Tn) i) Gadad ey

-1

-2

-5

International Design Journal, Volume 12, Issue 1, (January 2022)
This work is licensed under a Creative Commons Attribution 4.0 International License



http://creativecommons.org/licenses/by/4.0/

The influence of Gameplay Mechanisms as a Design Strategy on Consumer Behavior 200

—w)w\ecﬁytj;uﬂﬁﬁuy‘&v&u—ww'lo
— Aaelaa¥) aglall and — Lelaia¥) aslall 40— iivala
2019 — by (2 eall 2o dxals

11- An Introduction to the Use of Game Dynamics
to Influence Behavior — Bunchball — 2010

12- GLOVER - Play as you learn: gamification as a
technique for motivating learners Published
resherce - Hallam University Research Archive
(SHURA) — 2013

13- Maria Lépez Hernandez -  Healthcare
gamification Serious game about COVID-19;
Stay at home — Published research - Malmo
university — faculty of culture and society —
2020

14- stefan Stieglitz -  Christoph Lattemann  —
Susanne Robra-Bissantz ~ Ridiger Zarnekow-
Tobias Brockmann- Gamification Using Game
Elements in Serious Contexts — eBook -
Library of Congress — 2017

15- https://www.vapulus.com-DEC2019

16- https://ww.novagame.com/DQ-Tycoon.html

17- https://www.digitaland.tv/blog/html5-game-ad-
flexing-digital-muscle-nivea-men

18- https://www.gamify.com/gamification-blog/7-
best-gamification-examples-2021

19- https://blog.setapp.pl/gamification-game-based-
learning-difference

20- https://www.digitaland.tv/blog/html5-game-ad-
flexing-digital-muscle-nivea-men

21- https://campaignbriefasia.com/2014/03/17/leo-
burnett-malaysia-take-home/— April 2021

22- https://onsetfacilities.com/transparent-video-
display-brings-windows-to-life/~ May 2021

23- https://www.wired.com/2010/12/swedish-
speed-camera-pays-drivers-to-slow-down/

24- https://www.thestar.com/news/world/2010/12/0
9/speed _camera_lottery pays_drivers for_slow
ing_down.html

25- https://www.gamification.co/2011/02/24/gamifi
cation-for-a-better-world-speed-camera-lottery/

: Conclusion  aedl

Ldle) cullul S8 aaaall witi Caalll L al il ()
Sally acli)y Al ol da o Jead ddliday 330a
Of Sum AN U8 e il el a3 b sae Ly s Lidle )
oasal Liaail ST aleat (el B il 4ladll 48 L)
Ve il e J g sl A glaa s &yl

Oe el s 4 5T 5 Asall e Gl ) ey Gl e aas
paae b Wy Uhal alll @l e sball bl
My o Tas aSle sy ellgina) dul e A e Slel)
ol Qi (e 5oall Al calll Gl pul (Je LB (Ble)
el g 45 SIS 8 i) g g anle il 5 58 cllenidl)
il 5 58l b lide Ole) IS JBa (e cllgiul) dille
Baoad ) L daer glaay) oY ks alyy Jeladl) e o8
i Ole ) B alll AL Cada 5 o) s ¢ Calidal g sl
palie Galal g 5 Aaals ) sem o it 55 A bl e
da 8 Al A8 jLad ple V) (Bl (8 Lelae il 5 Al
ilial) Aaaliny Jelis salyys dime calaal Gad, JSLE
) ks SH Il RS Ll g
References aa!

3Som— calll A gl S geaia e — 2aa¥I Jal -1
D A (50 — (Buied daalas — = skl polal)

Aaulh (yy Ale V) liiald) - i 3 gane 7 sea Ll -2
psbadl s (53l 55 lanll dlae - Sl diiria 5 aalll
2020 £Lis — o pdall 22l - el alaall - dlusy)
May 2021

Fadlall — ellgtonall sl — Jlae e yi ¢ il 4l -3
2020 — Ay sl Ay =l

FUEY) 3ins 8 Canlil 5500 i 3 gena zs2ea bl -4
8 lan) Alaa - ) sdite Cany — el (dle ) il
- 20210 - Gala aae — Aplualll o slall g (o 5idll
A5l G ol 5 Al g Gl il " bl sl sl
" saldll 5

Al 3 Jgenall Cailgd) e dle¥) - Jee W -5
31— ALY AIS - jriale — Slgiall ),
2015 — Lsw — 3ed daals — JlecV)

Aol s il Hlty ol ) las A5 SV ClalY) delia -6
-2016 s 17 229 - Jdlsasa - sidie Jlia
https://almalnews.com

Dl — Adlall clilall g (e Yy ai— z h cpall plae -7
2013 — & el Lagdll

— llgisa) sl e dley! 5ili - e s e -8
el dasla — Juai¥) asle dlaa— ) giia dhay
2020 ssasd — 6 22adl — 2 alaall — dlY)

— bl dadall Il - e - aall 3 jdaeae -9
2005

Citation: Attiyat Al-Jabri et al. (2022), The influence of Gameplay Mechanisms as a Design Strategy on
Consumer Behavior, International Design Journal, Vol. 12 No. 1, (January 2022) pp 191-200



https://almalnews.com/
https://www.vapulus.com-dec2019/
https://www.novagame.com/DQ-Tycoon.html
https://www.digitaland.tv/blog/html5-game-ad-flexing-digital-muscle-nivea-men
https://www.digitaland.tv/blog/html5-game-ad-flexing-digital-muscle-nivea-men
https://www.gamify.com/gamification-blog/7-best-gamification-examples-2021
https://www.gamify.com/gamification-blog/7-best-gamification-examples-2021
https://blog.setapp.pl/gamification-game-based-learning-difference
https://blog.setapp.pl/gamification-game-based-learning-difference
https://www.digitaland.tv/blog/html5-game-ad-flexing-digital-muscle-nivea-men
https://www.digitaland.tv/blog/html5-game-ad-flexing-digital-muscle-nivea-men
https://www.wired.com/2010/12/swedish-speed-camera-pays-drivers-to-slow-down/
https://www.wired.com/2010/12/swedish-speed-camera-pays-drivers-to-slow-down/
https://www.thestar.com/news/world/2010/12/09/speed_camera_lottery_pays_drivers_for_slowing_down.html
https://www.thestar.com/news/world/2010/12/09/speed_camera_lottery_pays_drivers_for_slowing_down.html
https://www.thestar.com/news/world/2010/12/09/speed_camera_lottery_pays_drivers_for_slowing_down.html

