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Abstract
The 7th International Workshop, "Gam-R – Gamification Reloaded,"
explores gamification and its related concepts, aiming to identify
current trends and future directions in the field. Through presen-
tations and interactive sessions, participants will discuss new re-
search, debate emerging concepts, and foster collaborations. In
addition, the workshop seeks to foster networking opportunities
among researchers and practitioners interested in gamification. It
will feature presentations of selected papers followed by interactive
sessions designed to facilitate dialogue and knowledge exchange.
Accepted papers will be published in the GI Digital Library, ensur-
ing wide dissemination of insights. The workshop’s goals include
facilitating knowledge exchange, promoting interdisciplinary dis-
cussions, and advancing the application of gamification in various
domains. The website for the workshop, including a full Call for
Papers, can be found at https://www.gamification-reloaded.com/
or https://www.gam-r.de/.

CCS Concepts
•Human-centered computing→ Empirical studies in HCI;
Human computer interaction (HCI); HCI design and evalua-
tion methods.

Keywords
Gamification, Game-based Learning, Game-Based Learning, Serious
Games, Pervasive Games
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1 Topic and content of the workshop
The “Gam-R – Gamification Reloaded” series is a regular interna-
tional workshop on gamification and related topics. Gamification as
a scientific concept for using game-like elements in a non-game con-
text [3] is here to stay [8–13]. The outcomes of previous workshops
were summarized and published to identify current and future gam-
ification trends and to serve as the foundation for the new focus
of the workshop [6]. We strongly suggest and expect authors for
this workshop to use the results of this publication [6] to align
their submissions within the gamification field and the workshop’s
intention. In addition, we invite for submission of closely related
manuscripts for topics about serious games, game-based learning,
or games with a purpose, to name a few.

From a scientific standpoint, gamification can boost motivation
for education, interact with health-related issues, encourage sus-
tainable consumption, and improve consumer loyalty, among other
things [2, 6]. Furthermore, additional domains of application have
recently been introduced, which, among other things, are now com-
ing into focus and will be explored at this workshop as well, e.g.,
artificial intelligence (AI) and machine learning (ML) [5, 17] aug-
mented reality (AR) [4], virtual reality (VR) [16], mixed reality (MR)
[14], or Internet of Things (IoT) [1].

Researchers and practitioners are invited to present and discuss
new research ideas during the workshop. Additionally, applications
or studies on gamification that fulfill high scientific standards are
valued. Experts can then discuss the accepted papers during the
workshop. This allows the community to provide feedback to the
authors for future projects.

We accept submissions on the following topics, although this is
not an exhaustive list:

• Artificial Intelligence (AI) and Machine Learning (ML)
• Open Science and Citizen Science
• Augmented (AR), Virtual (VR), and Mixed Reality (MR)
• Educational, Psychological, or Didactic Aspects of Gamifica-
tion

• Internet of Things (IoT)
• Analog and Hybrid Gamification
• Gamification for Individuals with Disabilities
• Ethical Aspects of Gamification
• Sustainability

https://orcid.org/0000-0001-9943-0382
https://www.gamification-reloaded.com/
https://www.gam-r.de/
https://doi.org/10.18420/muc2024-mci-ws01-106
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This list represents emerging gamification application fields. Of
course, other topics such as adaptive and personalized gamification,
gamification definitions and theories, serious games and game-
based learning, and many other topics are welcome. As a result, we
also seek contributions about previously identified research gaps,
such as the ones listed below:

• Focusing on the research area, particularly definitions and
theories for gamification and beyond.

• Analyzing game design elements, particularly the indivi-
dual-, joint- and user-related effects.

• How to replace PBL (points, badges, and leaderboards) with
other game design elements.

• Identifying long-term effects in empirical studies and how
to conduct experiments.

Accepted papers will be published in the open-access GI Digital
Library and are indexed by Google Scholar and others. At least
one author of each accepted submission must attend the work-
shop in-person and on-site and register for at least one day of the
conference. The website for the workshop can be found at https:
//www.gamification-reloaded.com/ or https://www.gam-r.de/.

2 Objectives, planned activities, and target
audience of the workshop

This scientific workshop intends to accomplish the following two
objectives for researchers and practitioners interested in gamifica-
tion:

• Presentation and debate of fresh concepts, solutions, and
research studies on gamification.

• To meet and network with gamification researchers for fu-
ture collaboration.

The workshop consists of two parts. Both of them will be in-person
events and will conducted on-site with no hybrid options. The first
part includes the presentation and in-depth discussion of selected
papers, which will also be included in the workshop proceedings
of the Mensch und Computer 2024 conference. The organizing
team will select the papers according to a preceding peer review,
whereby at least three reviewers will evaluate each submission. In
previous years, between two and four submissions were selected
for presentation, which is also the intention for 2024. This first part
will last between one and a half and three hours and thus last the
morning.

Like in previous years, in the second part of the workshop, a
hands-on workshop on a topic yet to be determined will occur. One
possible idea would be to discuss how to critically examine and
evaluate existing gamification implementations, including ethical
aspects. Participants will discuss together in a World-Café style
manner. The active exchange between the community has proven to
be a success factor of theworkshop andwill therefore bemaintained.
Although we have an open-end session, we expect this second part
to last two or three hours.

2.1 Accepted submissions
Three out of seven submissions (acceptance rate: 43%) have been ac-
cepted for presentation at the workshop. The accepted submissions
are briefly presented here:

• Sandra Birnstiel (University of Erlangen-Nuremberg) offers
an inspiring composition about “Social Gamification in Team
Sports - Design Concept and Preliminary Evaluation”. Birnstiel
examines the potential of gamification in team sports by de-
signing and evaluating social gamification features tailored
to support team unity in sports teams. A within-subjects
field experiment was conducted with an amateur women’s
soccer team over four weeks, showing a significant increase
in social identity despite the moderate participation of the
team members.

• Leonie Lindemann, Philipp Goldbach, and Nicole Jochems (all
from the University of Lübeck) have written a submission
called “Leveling Up Gamification: Personalized Progress Indi-
cators for Young Adults in Social Contexts - A Pre-Study”. The
authors explored how the individual needs of young adults
within a socio-spatial context can be designed to indicate
progress via gamification. A player-type analysis forms the
basis for the design of a mobile app, which is readily available
for future studies.

• Philip Weber, Torsten Schneider, Thomas Ludwig (all from
the University of Hagen), and Benjamin Linz (University
of Siegen) will present a paper called “Too Hidden for Re-
search? - The Quest to Understand the Potential of Hidden
Game Mechanics for Gamification Research”. They investi-
gate less visible or hidden game mechanics, in particular,
often invisible to players. The authors define Hidden Game
Mechanics and situate them within existing gamification
and game design terminology to propose a first iteration of
a framework for understanding them.

https://www.gamification-reloaded.com/
https://www.gamification-reloaded.com/
https://www.gam-r.de/
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3 Call for Papers
*****************************************************************************
* CALL FOR PAPERS
* 7th International Workshop Gam-R – Gamification Reloaded
* in conjunction with ACM In-Cooperation Mensch und Computer
conference (MuC 2024)
* Karlsruhe, Germany
*
* Important dates
* June 14, 2024 – this is the final deadline; there will not be any
extension!
* June 28, 2024 – notification about acceptance
* July 19, 2024 - submission of the final paper
*
* September 01 - workshop takes place in Karlsruhe, Germany
* https://gamification-reloaded.com/

*****************************************************************************
* TOPICS
* We accept submissions on the following topics, although the list
is not exhaustive:
*
* Artificial Intelligence (AI) and Machine Learning (ML)
* Open Science and Citizen Science
* Augmented (AR), Virtual (VR), and Mixed Reality (MR)
* Educational, Psychological, or Didactic Aspects of Gamification
* Internet of Things (IoT)
* Analog and Hybrid Gamification
* Gamification for Individuals with Disabilities
* Ethical Aspects of Gamification
* Sustainability

*****************************************************************************
* PUBLICATION/PROCEEDINGS
* Accepted papers will be published in the open access GI Digital
Library and are
* indexed by Google Scholar and others.

*****************************************************************************
* Please read the full Call for Paper here: https://www.gamification-
reloaded.de/call-for-papers-2/
*****************************************************************************

4 Future of the workshop
(point of view by Athanasios Mazarakis)

The regular and continuous organization of a workshop on gamifi-
cation over seven consecutive years, including the challenges of the
COVID-19 pandemic, is unprecedented in the German-speaking
area. At the same time, the workshop is currently one of the longest-
running workshops at the Mensch und Computer conference1.
There is already a publication with the results of the Gam-R work-
shop series [6], and another with this year’s results is being planned.
Nevertheless, it is time to consider whether a workshop in this form
should be continued or if alternative venues and events are more
enjoyable for the community.

In the past, there have been attempts to take a scientific and sus-
tainable approach to establish a workshop about gamification [15],
whereby Athanasios Mazarakis was able to meet Jörg Niesenhaus,
one of the organizers of the Press Play2 workshop, presumably al-
ready in 2009. At that time, I (Athanasios) was not really convinced
by the benefits of gamification, which later, thankfully, changed
fundamentally. Other attempts to raise gamification to the level of
an academic conference series include the Startplay conference2,
which has been held twice so far, and the GamiFIN conference3.
While the continuation of the former is unclear, the GamiFIN con-
ference will enter its ninth round in 2025 and is, therefore, only
one year older than the Gam-R workshop. The established Gam-R
workshop is particularly respected for the extensive discussion of
peer-reviewed contributions. While other workshops and confer-
ences virtually eliminate discussion time, it is an integral part of the
Gam-R workshop to reserve 2/3 of the time to discuss the papers.

The first Gam-Rworkshopwas held in 2018 in Dresden, Germany
[8], to establish gamification in the scientific HCI community. At
the same time, gamification was subsequently identified at the
Mensch und Computer conference in Regensburg 20174 as a field of
application for HCI. This has been maintained for the coming years,
meaning that gamification is indeed here to stay. Gamification is
considered a standard in research and practice and is also making
its way into the field of human-centered AI [7].

Gamification as a research topic is still making considerable
advancements in German-speaking countries, especially for practi-
tioners. A gamification working group was founded in the German
UPA in 2024, which is currently very active5. Unfortunately, a simi-
lar attempt was unsuccessful a few years ago regarding a possible
cannibalization effect with an existing specialist group6. Although
there are certainly similarities to the field of research in Enter-
tainment Computing, sadly, little has happened in this specialist
group in the last decade. One might want to state that a scientific
discipline has fallen victim to practice. However, the opposite is
probably the case. The German UPA recognized the opportunity
because gamification had established itself in practice without los-
ing its scientific claim. At the same time, there are still many open
research questions, as this workshop has already shown [6].

1https://muc2024.mensch-und-computer.de/en/program/workshops/
2https://startplay-conference.com/
3https://gamifinconference.com/
4https://muc2017.mensch-und-computer.de/cfp/mensch-computer-interaktion/
5https://germanupa.de/arbeitskreise/arbeitskreis-gamification
6https://fg-enc.gi.de/

https://gamification-reloaded.com/
https://www.gamification-reloaded.de/call-for-papers-2/
https://www.gamification-reloaded.de/call-for-papers-2/
https://muc2024.mensch-und-computer.de/en/program/workshops/
https://startplay-conference.com/
https://gamifinconference.com/
https://muc2017.mensch-und-computer.de/cfp/mensch-computer-interaktion/
https://germanupa.de/arbeitskreise/arbeitskreis-gamification
https://fg-enc.gi.de/
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Therefore, the offer to anyone concerned: If you are interested
in co-organizing the Gam-R workshop, please contact the main
organizer Athanasios Mazarakis at gamr@mazarakis.de. We wel-
come anyone enthusiastic about gamification and its adjacent fields,
regardless of their background in science or practice. It would be
great to continue this proven workshop in established venues as
well as in new venues.

5 Organizing team
Three researchers organize the workshop:

Athanasios Mazarakis is a former
computer science postdoc at Kiel
University, Germany, now working
as a project manager and senior
researcher at ZBW – Leibniz In-
formation Centre for Economics
on gamification and incentives in
the interdisciplinary field between
computer science, economics, and
psychology for more than a decade.
He is currently working on the project
"Connect & Collect: AI-based Cloud
for Interdisciplinary Networked
Research and Innovation for Future
Work (CoCo)," a project founded by
the Federal Ministry of Education
and Research in Germany. Numerous
publications on gamification and
successful workshop organizations
(also at the Mensch und Computer
conference series) complete his
competence profile.

Sabrina Sailer-Frank studied
business education and holds a
M.Sc. in business education and
educational management from the
University of Bamberg. Her main
research fields are gamification in
business education, higher education
development, digitisation of business
education (vocational schools), and
recognition of qualification. Since
2020, she has been a research asso-
ciate at the University of Bamberg
(Professorship of Business Education
and Educational Management, Prof.
Silvia Annen) while pursuing a Ph.D.
about the usage of player types in
higher education to address individual
preferences and increase motivation.

Thomas Voit has been teaching
and researching as a professor on
gamification as a business infor-
matics specialist at the Nuremberg
University of Applied Sciences since
2014. Before joining the university,
he was employed in the automotive
industry, where he initiated and led
a gamification project to motivate
managers to adopt new leadership
roles. Since the end of 2016, he has
led the gamification research project
EMPAMOS in cooperation with the
German Games Archive Nuremberg.
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