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Á Acceptance Requirements and Gamification Research:

Á European Projects:

o PACAS (http://www.pacasproject.eu/)

o VISION (http://www.visioneuproject.eu/)

Á ERC Project: Lucretius (http://www.lucretius.eu/)

Who are we?

Paolo Giorgini, John Mylopoulos, Elda Paja, Mattia Salnitri and Luca Piras

Software Engineering, Formal Methods and Security Group

Department of Information Engineering and Computer Science

University of Trento (Italy)

Roberta Cuel and Diego Ponte

Department of Economics and Management

University of Trento (Italy)
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What is this seminar about?

Á How to support the requirements analyst in analyzing and designing

software systems that can be really be accepted and used by users

Á Supporting the requirements analyst in executing a Systematic 

Acceptance Requirements Analysis

Á Acceptance Factors & Acceptance Strategies

Á Human Behavior, Cognitive Science, Psychology, Organizational Behavior

Á We should analysis and design software systems according to (and 

considering) those aspects

Á Incentive Mechanisms 

Á Gamification
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Why do we need this?

ÁSystems are important for people

ÁPeople are fundamental for systems 
(above all, for the ones that highly depend on the human contribution)
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Process A

ÅMachine

Process B

ÅHuman

Process C

ÅMachine

The Software Acceptance Problem

Process D

ÅMachine

Process D

ÅHuman

Process E

ÅGroup

Process F

ÅMachine

Goal 1

Goal 2

Á Success Factors:

o Acceptance

o Motivation

Á Methodologies for analyzing and designing software systems

have to consider those new factors
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Acceptance and Gamification Research

Holistic 

Acceptance 

Requirements 

Framework

Requirements 

Engineering

+ 

Human Sciences

Organizational 

Behavior,

Mechanism 

Design 

Theories

MAF: 

Motivational 

Antecedents 

Framework

[Simperl ô13, 

Tokarchuk ô12]

Agon: 

Acceptance 

Requirements 

Framework

Human Behavior, 

Cognitive Science, 

Psychology

+

Technology 

Acceptance 

Models

[Piras REô16]

Comparison Integration

Guidelines

L. Piras, E. Paja, R. Cuel, D. Ponte, P. Giorgini and J. 

Mylopoulos, ñGamification Solutions for Software 

Acceptance: A Comparative Study of 

Requirements Engineering and Organizational 

Behavior Techniquesò, in 11th IEEE International 

Conference on Research Challenges in Information 

Science (RCIS), IEEE, Brighton (UK), 2017.



Software Acceptance and Gamification 

Case Study

Comparison Results

Integration Guidelines

Evaluation

Conclusions
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Outline
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Software Acceptance and Gamification 

Outline
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Acceptance, motivation, behavior change

Á Speed limit

Á Environmental respect

Á Attention and 

collaboration
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How to motivate people?         Gamification

Á The Speed limit problem

Á The speed camera lottery: 

o Stockholm (Sweden), 2010

o Game

o Fun road signs

o Honest drivers are rewarded by speedersô 

fines

Á Visual feedback

Á Unpredictability and Curiosity

Á Potential achievement

Á Avoidance of potential loss

Video above: https://youtu.be/iynzHWwJXaA
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How to motivate people?         Gamification

https://youtu.be/iynzHWwJXaA
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Points

Badges

Leader 

boards

ÁGamification concepts:

o Core:

o Advanced:

ÅLevels, paths, challenges, 

stories, feedback, progress, é

ÁñThe use of game design elements in non-game contextsò [1]

Gamification

ÁSuccess cases:

ÁCase studies:

[2] [3] [4] [5]
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Á Time-consuming

Á Not automatized

Á High-costs -> Expensive

Á Complex:

Á Which gamification concepts should I use? 

Á Which parts are to be gamified? 

Á How could I put together gamification concepts? 

Á Which are the best practices/design patterns?

Gamification Engineering

Computer 

Scientists

Psychologists

Sociologists

Á Heterogeneous 

professionals: 

Á How could I motivate 

particular kinds of 

Users/Players?

é
Incentive Mechanisms

User Characterization and 

Psychological Factors
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Requirements Engineering and concepts, 

techniques from other fields
Á Objective: to help the analyst in conducting a systematic acceptance 

requirements analysis

Á Focus: Requirements Engineering

Á Concepts from other fields -> Human Behavior, Psychology, 

Organizational Behavior, etc. -> for individuating:

o Acceptance Factors

o Acceptance Strategies

Á By extensively analyzing gamification, 

behavioral, cognitive, psychological, 

social/economic studies [2], [3], [11]ï[15], 

we derived context variables relevant 

for acceptance and gamification.

Á Tools able to consider these context 

variables
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Gamification Frameworks

Analysis

Design

Development

Agon: an 
Acceptance

Requirements
Framework 
ώtƛǊŀǎ w9 Ψмсϐ

Mobility
Gamification 

Engine 
[Kazhamiakin
L{/н Ψмрϐ

Enterprise 
Gamification 

Platform 
[HerzigΩмнϐ

Service 
Oriented

Gamification 
Platform 

[SripadaΩмсϐ
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Á Our contributions: 

o 1. compare the 2 frameworks concerning their methodology, theories and 

variables -> Comparison

o 2. merge the 2 in a holistic framework -> Preliminary Guidelines for 

integration

Candidate Frameworks

Á Agon [Piras REô16]: an Acceptance Requirements Framework -> Human 

Behavior and Psychological perspectives

Á MAF [Simperl ô13, Tokarchuk ó12]: the Motivational Antecedents 

Framework -> Organizational Behavior perspective

Agon

MAF

[Piras RCISô17]



Software Acceptance and Gamification 

Case Study

Comparison Results

Integration Guidelines

Evaluation

Conclusions
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Outline

Case Study



SE-Seminars          Agon: an Acceptance Requirements Framework Based on Gamification ïluca.piras@unitn.it            18

The Doodle-like Meeting Scheduler Exemplar

Á Main objective: obtain favorite dates for scheduling a meeting by using 

Doodle

Á Target Users: professors


