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Gamification Design M ethod of Book Reading Application for Teenagers

WANG Zhen-ya, LIU Meng-ge
(Shandong University, Jinan 250061, China)

ABSTRACT: This study aims to introduce the gamification design concept into the design of the book reading applica-
tion and explore the gamification design method of book reading application for teenagers, which can provide a new idea
for the design of such kind of application. The gamification design method of book reading application for teenagers is
summed up by studying their psychological needs of gamification based on the theory of self-determination and getting
their reading habits, reading behaviors, reading preferences and the degree of the gamification needs by means of ques-
tionnaire. The gamification design of book reading application for teenagers needs to meet teenagers' demands of inde-
pendent needs, social needs and capacity needs. Design which can meet these requirements will stimulate the user's inter-

est in reading and guide teenagers to read more books.
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Tab.1 The degree of the gamification needs of book reading application for teenagers
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