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Gamification Driving Design of Learning APP Based on Octagonal Behavior Analysis

WEI Yan-li, ZHOU Xuan, LIU Yu-wei
(School of Architecture and Arts, HeFei University of Technology, Hefei 230601, China)

ABSTRACT: To research the analysis method of octagonal behavior and explores the application of this method in the
design of learning APP. Only by refining users’ self-needs and learning motivations in the learning experience can we
provide more perspectives for enhancing the fun of learning apps. Through the octagonal behavior analysis method to ex-
plore the trigger of eight core driving forces on the user behavior of different types of players. Through the summary of
the learning pleasure of four types of learners, namely target-oriented learners, exploration-oriented learners, interac-
tion-oriented learners and competition-oriented learners, learn the game driving mechanism applicable to the four types of
learners. Finally, based on the three stages of the user's learning process (early stage, middle stage, later stage), the gami-
fication driving design method and model to stimulate learners’ learning behavior are sorted out. Interaction-centered de-
sign method is an important step in the design and development. Gamified driven design model based on octagonal be-
havior analysis method can inspire designers’ design andraise their awareness of innovation, make them think out ofthe
box, and find gamified design method that drives learners’ behavior habits.

KEY WORDS: octagonal behavior analysis; learning APP; gamification; driving force
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Tab.2 Summary of design concept score
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