
SERIOUS GAMES 

ARE ABOUT 

STORYTELLING!

SERIOUS 

GAMES ARE 

ABOUT 

TECHNOLOGY!

Innovation in 
motivational design: 
new technologies, 
content platforms and 
deeply storytelled
solutions for better 
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Pañella, PhD



SOME FACTS



THE ADHERENCE 

CHALLENGE



FUN HAS TO BE 

ENGAGING



THEN & NOW…

1982

2018
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Simulators

Serious Games
(Exergames, Games for Health, Edugames, Advergames, Newsgames...)

Gamification

Commercial Games and Videogames
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Serious (or applied) Games

build competences while 

entertaining. These can manage 

behavioral change too
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• 94% for SOLO players

• 1 out of 5 (ONLY) had a strong narrative

• Players UNABLE to customize

• No sufficient info available, lack of tutorial and therefore a CHALLENGE to 

understand properly 

• Lack of feedback provided with regard to game status (FRUSTRATION)

• Homophily in caracter design (GENRE issues)

• Most of the games are free and web-browser supported (BUDGET issues)
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MAY 

TECHNOLOGY 

BE WITH YOU!
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http://press.etc.cmu.edu/files/Entertainment-Engineering-John-W-Wesner-web.pdf


Second
Evaluate
And give appropriate feedback to 
both user’s and system

Fourth
Let them share
With the community

First
Challenge
According to user’s interests, 
motivations, skills and needs

Fifth
Iterate
And start again!

Target 1
Action 1

Target M
Action M

Third
Reward
Status, recognition, tranquility, 
access...
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The Gamificator’s journey
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MOTIVATIONAL DESIGN METHODOLOGY

CO-CREATION JAM EXPERIENCE DESIGN 
DOCUMENT

LAUNCH

TEASER, 
NEWSLETTER…

A high-impact multi-
media presentation of 
the universe to capture 

attention.

In the co-creation process, we align 
ourselves with our target, deepen our 
knowledge and gather information to 

define the experience. We do it 
through challenges, which have a 

defined structure: 

OTHER ACTIONS

Media campaign, 
gamified on-boarding 

experiences….

CHALLENGE RESOLUTION

Knowledge Pill

Challenge

Output

STORYTELLING

Teams Avatars Competition 
and 

Collaboration

Tutorial Rules of play Experience 
points

Challenges 
and Missions

Badges and 
Prizes

Feedback 
and Progress

GAMIFICATION

Analysis

Synthesis

TRANSMEDIA EXPERIENCE

LIVE/DIGITAL EXPERIENCE

Connection to innovative 
initiatives which give life to the 

programme

Content generation and 
connections with the “outside 

world”

A system which produces 
notorious outputs to develop 
skills and change behaviours.

We synthesize the outputs from 
the jam in a document which 

designs the experience 
connecting general and specific 

goals, platforms, restrictions, 
target motivation…

Briefing and 
other previous 

information 
and 

knowledge 
from the 
situation, 

goals, target...

With it, we can 
kick-start the 
co-creation 

process.

INPUT

A BSTATUS QUO GOALS
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CO C R E A TE
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http://www.jamtoday.eu/

http://www.jamtoday.eu/
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1. Need to Engage (the loop)

2. Total Patient Experience

3. Customize (the matrix)

4. Design well = Psychology first 

plus “the other” axes

5. Co-create

“Wrap Up”
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