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PhD Timeline:  
 
•  PhD Programme – Engeníeria Telemática. 
•  Started October 2008. 
•  1st year courses: “Metodologias para el Desarrollo de 

Servícios en la Web”, “Aplicaciones Telemáticas 
Avanzadas”, “Redes Sociales y Web 2.0”, “Búsqueda 
de Información en Internet y Web Semántica”, 
“Servicios Multimédia Personalizados” 

•  2nd year: Supervised Research – “El E-learning en el 
Contexto de la Web 2.0: Estado del Arte” (supervisor: 
Rebeca Días Redondo). 

•  “Diploma de Estudios Avanzados” – September, 9, 
2010. 

•  Thesis research started in September, 2010. 
•  Conclusion (estimated): mid 2014. 

	  
	  
	  
	  
	  

Supervisors:	  	  
Rebeca	  Díaz	  Redondo,	  Universidade	  de	  Vigo,	  Spain	  
Ana	  Fernández	  Vilas,	  Universidade	  de	  Vigo,	  Spain	  

Co-‐supervisor:	  
Ademar	  Aguiar,	  Universidade	  do	  Porto,	  Portugal	  
	  

GamificaEon:	  The	  use	  of	  game	  design	  elements	  in	  non-‐game	  contexts,	  to	  drive	  game	  like	  engagement	  in	  order	  to	  promote	  desired	  behaviors. 
 

Doc_TIC, PhD	  Programme	  in	  InformaEon	  and	  CommunicaEons	  Technology,	  University	  of	  Vigo	  	  

Social	  Game	  
Elements	  

Non	  Game	  
Context	  

Game	  like	  
environment	  	  

A	  se]ng	  for	  the	  
promoEon	  of	  desired	  

behaviours	  

Workshop on Monitoring PhD Student Progress, November 8, 2013, “Salon de grados” of the “Escuela de Ingenieria de Telecomunicacion”	  

Reference Guide to Apply Gamification 	  

Core Concepts vs. Game Elements 	  
Three-tier Architectural Model  

Architecture for a Gamified 
Application: Main Components  

Gamified Application 

Research	  QuesEons:	  
	  
•  Q1:	  How	  can	  social	  gamifica1on	  help	  educators	  and	  	  

schools	  to	  mo1vate	  students?	  

•  Q2:	  How	  effec1ve	  is	  the	  use	  of	  social	  gamifica1on	  in	  	  
educa1on?	  

Thesis	  ContribuEon:	  
	  
•  A	  proposal	  for	  a	  framework	  to	  develop	  gamified	  

systems	  in	  educa1onal	  seAngs;	  
•  The	  framework	  includes	  a	  reference	  architecture	  for	  

gamified	  systems	  and	  a	  guide	  to	  apply	  game	  
elements;	  

•  Integra1on	  of	  the	  framework	  in	  an	  exis1ng	  social	  
learning	  environment	  –	  schoooools.com;	  

•  Field	  tests	  to	  evaluate	  the	  effec1veness	  of	  the	  
proposed	  framework.	  

Core Concepts Game Elements 

Feedback & Rewards 

Friends 

Gameplay 

Points, progress bars, badges, trophies, single 
player and high performing peers leaderboards 

Sharing, inviting friends, give/trade/ask for virtual 
goods, near performing peers leaderboards 

Levels, intermediate goals, clear objectives, 
rules, virtual economy, rewards schedule 

Posi1ve	  Affect	  

Engagement	  

www.schoooools.com 


