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Abstract: 

A decade after the launch of Facebook, social media has expanded and 
established itself as one of the everyday life arenas for communication for 
millions of users. However, the standardized services such as communities 
without thematic approaches (Facebook, Twitter, Instagram, etc.) have started 
to see a dip in user engagement. 

This paper examines the introduction of gamification techniques within new 
theme-oriented social media. Gamification, defined here as the use of game 
thinking and game mechanics in non-gaming environments, adds a layer of 
game elements primarily in order to improving user engagement. 
Methodologically, this paper uses three gamified social media communities as 
case studies to analyze some of their functionalities and how they are 
implemented in order to promote user engagement. This paper deconstructs 
gamification into elements that can be implemented into an online community 
system. These elements are placed in three different categories: dynamics, 
which relate to the narrative and purpose of the gamified layer, providing the 
system with a sense of direction; mechanics, which relate to the processes aimed 
to create engagement and the strategies aimed to provide the system with 
momentum; and components, which relate to the visible game elements 
embedded in the system aimed to create flows of interaction with the users. 
These elements are then evaluated in terms of level of playfulness and the 
underlying intention of implementation, whether it is to motivate engagement, 
participation, or to promote social change. 
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Gamification has shown to be an effective method to attract the attention and 
engagement of users in various domains, and it has been widely implemented 
in digital communities as an attempt to increase user engagement, by 
individualizing social media and placing the user at the center of the service 
and providing tools for self-reflection and interactions with users that share 
similar interests. Theoretically, this paper focuses on the motivational aspects of 
games and discusses the approaches on which they can be incorporated in 
social media systems.  

With the aim of contributing to a fairly under researched topic in academia, but 
with large implications for the industry, this paper ends with a discussion on 
the potentialities of this new approach of social media in terms of positive 
ideals and dangerous abuses, as well as the shift of focus from the social aspect 
of communities to an individualized user-centric view, and what it represents 
for the digital public sphere. 

 

 

Short Biography: 

Raul Ferrer Conill is a PhD candidate at the department of Media and 
Communication Studies at Karlstad University, Sweden. He holds a M.A. in 
Project Management and a M.Sc. in Global Media Studies, as well as a B.A. in 
Business Science, a B.A. in Business Administration, and a B.Sc. in Research and 
Marketing Techniques. 

His current research project focuses on the applications of Gamification as a tool 
to investigate the transition from traditional journalism to mobile and digital 
news consumption. He has presented his work in international conferences and 
is also interested in research within social media, motivation, and technology.  

2 
 


	Gamified social media  User engagement and the individualization of online communities

