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ABSTRACT

The concept of gamification is the adaptation of game elements to non-game environments for individual and social
well-being. In recent years, gamified tools have been frequently preferred to improve behaviours. Within the scope of
the study, the excessive use of smartphones, digitalization, and the increase in virtual networks, replacing physical and
face-to-face social relationships, have been presented as examples of problem cases. The study emphasized the increase
in the frequency of use of smartphones in daily life as a behaviour that needs to be regulated in terms of disrupting both
the quality of life of individuals in terms of health, academic and professional success and their social relationships with
others. The study examines the development processes of a mobile gamification application called PhoneFree, which
was designed to shape smartphone usage behaviour and provide motivation for face-to-face relationships. The research
includes three steps: obtaining views and suggestions from experts before preparing design prototypes, designing
prototypes, and evaluating the proposed design by the same experts. The evaluations of six experts were collected
through interviews and scales. The perspectives of these experts, especially on the application’s purpose, belief in its
usefulness, criteria for creating engagement, strengths and weaknesses and design elements, were summarized with
their feelings and thoughts. Supporting the decisions made in the design development process with expert opinions
revealed what the focus topics could be before a final product was obtained and tests were conducted with the end
user. The research provides information on the theoretical and practical areas for improving future gamified application

designs based on its emphasis

Keywords: Gamification, Mobile Application Design, Design Process, Social Wellness, Expert Evaluations.

6z

Oyunlastirma kavrami bireysel ve sosyal iyi olus icin oyun elemanlarinin oyun disi ortamlara adapte edilmesidir. Son yillarda
oyunlastirilmis araglar davranislari iyiye géturmek igin sikga tercih edilmektedir. Calisma kapsaminda akilli telefonlarin asiri
kullanimi, dijitallesme ve sanal aglarin sayisindaki artisin, fiziksel ve ylz yUze sosyal iliskilerin yerini almasi bir problem tespiti
ornegi olarak ortaya koyulmustur. Calisma, akilli telefonlarin gunlik yasamda kullanim sikliginin artisini hem bireylerin
saglik, akademik ve mesleki basari baglaminda yasam kalitesini hem de baskalariyla sosyal iliskilerini bozmasi agisindan
regule edilmesi gereken bir davranis olarak vurgulamistir. Calisma, akilli telefon kullanim davranisini sekillendirmek ve ytz
yuze iligkiler i¢cin motivasyon saglamak amaciyla tasarlanan PhoneFree adli mobil oyunlastirma uygulamasinin gelisim
sureclerini ele almaktadir. Arastirma, tasarim prototiplerinin hazirlanmadan 6nce uzmanlardan gorus ve dneri alinmasi,
prototiplerin tasarlanmasi ve dnerilen tasarimin ayni uzmanlar tarafindan degerlendirilmesinden olusan U¢ basamak
icermektedir. Alti uzmanin degerlendirmeleri gérismeler ve o6lgekler yoluyla toplanmistir. Bu uzmanlarin 6zellikle
uygulamanin hedefi, kullanishiigina olan inang, bagdllik yaratma kriterleri, glglu ve zayif yonleri ve tasarim elemanlari
basliklarina iliskin bakis acilari, his ve dusUnceleriyle beraber ézetlenmistir. Tasarim gelistirme strecinde verilen kararlarin
uzman goruUsleriyle desteklenmesi, henUz bitmis bir Grtiin elde edilmeden ve son kullaniciyla testler yapilmadan énce odak
konularin neler olabilecegini ortaya koymustur. Buradaki vurgular Uzerinden arastirmanin gelecekteki oyunlastiriimis

uygulama tasarimlarinin iyilestirilmesi igin teorik olarak ve uygulama alanlarina bilgi sagladigi dustntlmektedir.

Anahtar Kelimeler: Ovunlastirma, Mobil Uygulama Tasarimi. Tasarnim SUreci, Sosyal lvilik, Uzman Degderlendirmeleri.
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Introduction

Satisfaction with everyday activities affects
wellness.  Literature reviews and real-life
observations indicate that day-to-day well-
being is determined by social relationships to a
significant extent (Dey et al,, 2019; Stankovi¢ et
al., 2021; Dwyer et al.,, 2018; Lachmann et al., 2018).
Gamification emerges as an effective strategy to
influence individuals about the tasks they tend to
avoid positively and perceive as dull, exhausting,
or difficult to complete. Deterding et al. (2011a)
describe gamification as using game design
elements in non-game contexts. This approach
can boost motivation and encourage participation

in otherwise unappealing activities.

This study presents information regarding
gamification and gamified tools. It demonstrates
the relationship between gamification and
social well-being through examples of specific
applications. It also provides insight into the
importance of enhancing individual life quality
to improve social welfare by identifying problems
in the modern world. Based on a problem
definition of an increase in virtual relationships
and smartphone use, the study proposes a new
gamification application design to address this
problem. The designed application proposes to
change human behaviour by providing motivation
for face-to-face engagement and shortening the
time spent using a smartphone. The steps and
ideas for a new gamified mobile application are
presented throughout the design process. The

application called PhoneFree can be a potential

Figure 1
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gamification mobile app candidate, intended both
for health and behaviour change. It is intended as
a helpful app to motivate and persuade its users

to use their phones less.

In this study, the app’s design proposal is shared
with experts, and their perspectives are used to
improve its features. This study aims to investigate
the design process of a gamification application
and its potential effects when it is finally presented
toitsend-users. The scope of the study focuses this
purpose from the aspects of individual and social
wellness and in terms of face-to-face sociality
obtained by the experts’ views. The structure of
the study is presented in Figure 1.

This research includes a three-stage study related
to the design process of the PhoneFree app and
evaluations by experts. Initially, the app’s purpose
was explained to the experts before they saw its
designin Stage 1. According to the suggestionsand
attitudes of the experts, usage scenarios, game
designs, game elements and the progression
path of the design were defined. Mock-ups were
demonstrated. After the app design, prototypes
with various functions, fun elements, and reward
systems were presented and explained to the
expertsindetail,and their opinions and evaluations
related to the application were collected in Stage
3. Experts’ evaluations and criticism were used as
valuable sources in eliminating negative aspects
or adding necessary elements to future iterations
of the application to publish the app as a product
for its users.

The structure of the study
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Accordingly, the research questions of the study

are given below.

1. In what ways can expert opinions affect a

gamification design process?

2. Can the suggested gamified app be promising
to support its users in quitting a habit they
spend most of their time on and are deeply
attached to?

The two questions will be answered throughout
the study. Especially for the study that aims to
provide social wellness with a gamification design
through a problem case, it is important to try to
answerthesecond questionthroughtheintentions
and approaches of the experts. In this study, it
is planned to compare the mobile application,
which contacts the experts before and after the
development of design suggestions, with its users
as the final product of the mobile application in the
next step. Therefore, this research is evaluated as
a prediction of the success of a potential product
design from the expert’s perspective before it is

presented to the users.

Literature Review

This study focuses on the existing research on
the importance of gaming for gamification
studies, the use of gamification for wellness, and
a daily problem case identification that needs a

behavioural change in users.

From Gaming to Gamification

McGonigal (2011) believesthat gamesareimportant
elements for social good. Political, economic,
social, and health-related problems can be solved
using game elements by designing a simple game
and enjoying gamification (Dolan, 2011). According
to Garris et al. (2002), gamification leverages the
motivational aspects of games to promote desired
behaviours. The growth of gamification strategies
stems from the widespread appeal of gaming
itself. Deterding et al. (2011a) explain gamification
as integrating game mechanics into non-game
systemstoenhance user involvement and improve
the overall experience. To understand gamification
better, one should examine the games first. Today,
countless individuals dedicate several hours to
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playing games on computers and various digital
platforms. Newzoo's 2024 Global Games Market
Report states that by 2026, the game market
will have grown by 2.6% to reach a market size of
$187.7 billion (Wijman, 2021; Newzoo International,
2024). Parallel to games, Cloke (2023) highlights
the growing interest in gamified systems, noting
that the global gamification industry is projected
to expand from $9.1 billion in 2020 to $30.7 billion
by 2025, with a compound annual growth rate
(CAGR) of 27.4%. A report from Gartner reveals that
over 70% of Global 2000 companies have already
incorporated gamification into their operations,
and 87% of companies are expected to adopt
gamified approaches within the next five years
(Cloke, 2023). Additionally, Mordor Intelligence
reports that the current value of the gamification
market stands at $15.43 billion and is forecasted to
grow to $48.72 billion by 2029 (Cowlishaw, 2025).

According to Marczewski (2013), the term
“gamification” was initially introduced by Nick
Pelling in 2002 to increase engagement. Users
are more likely to achieve related goals more
efficiently when they are fully engaged in an
activity. Werbach (2012) highlights gamification
as a valuable means to foster engagement in
everyday tasks. Gartner (2011) supports this by
emphasizing that gamification processes enhance
user participation. In real-life situations, tasks and
goals are often complex and time-consuming.
However, gamification simplifies this by breaking
goals into manageable, short-term objectives,
which are easier to understand, practice, and
repeat. Through instant feedback and small
accomplishments, users can experience success
more quickly, helping them remain engaged over

extended periods.

Beyond basic definitions, gamification contributes

meaningfully to individuals’ psychological
well-being. Baranowski et al. (2008) claim that
gamification can persuade individuals to engage
in necessary but generally unwelcome actions.
Zichermann (2011) states that gamification
stimulates both extrinsic and intrinsic motivation

to attract users. Gamified tools commonly
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encourage behaviour change or enhance
motivation, ultimately supporting psychological,
cognitive, and physical health. For this reason, the
study explores gamification from a psychological

perspective.

Gamification for Personal and Social Needs
Since gamification uses game features to engage
and motivate people with the fun factor, it can
potentially affect social subjects (Deterding et al,,
2011b). It can be applied purposefully to different
disciplines to structure human behaviour.
According to McGonigal (2011),gamification creates
meaningful and achievable goals that provide the
feeling of success, ultimately changing human
behaviour. It creates positive emotions regarding
purposeful actions. It creates awareness regarding
particular areas which need individual and social
attention. It can lead to important changes in
society. Braunstein (2013) states that gamification
is effectively used for business, sustainability,
education, and government issues. One of the
important features of gamification is that it
focuses on the real world’s problems, real activities
and real people. According to Ilhan et al. (2022),
gamification helps motivate people to achieve
complex daily tasks. The study demonstrated
positive changes related to the sleep-wake habits
of users, including wake-up time, length of sleep,
bedtime and the number of snoozes as a result
of using a gamified mobile application. The
application’s features change tedious tasks into
social fun.

Udara and De Alwis (2019) state that gamified
tools work with software applications or hardware
products to motivate people to track their
daily activities, control their lifestyle, compare
themselves with others on a social platform and
get rewards for their success. Personal wellness
applications constitute a large proportion of
gamification applications (shortly, “apps” of
handheld devices). Chou's (2025) research presents
examples of gamification that turn life into a game
regarding productivity, society, education, health,
and financial habits. Since gamified apps record,
follow and shape the daily activities of individuals
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efficiently, it is possible to influence several habits

with gamification.

Gamification tools are important in shaping a
society since they are intensely related to social
wellness. They can change human behaviour
to achieve personal and social good. According
to Xi and Hamari (2019), gamification can
satisfy people’s intrinsic motivations, such as
psychological and emotional motivation. Social
gamification features are positively relevant
to autonomy and competence and are highly
associated with fulfilling the need to belong. Thus,
gamification can be used to motivate people
in social-related activities. It can aid social well-
being and positive psychology, developing new
interpersonal connections. Gamification studies
can benefit individuals, societies and even the
world. In order to increase social well-being,
individuals should be motivated by intrinsic and
extrinsic rewards. Ryan and Deci (2000) believe
that when a person acts with intrinsic motivations
(out of desire and love, hence related to self-
control) rather than extrinsic motivations (external
control through rewards and other tangible forms
of return), they will possibly realize their goal more

easily.

Hamari et al. (2014) believe that people are
influenced by their society, desire to be
recognized and shape their behaviours according
to other people. There are different examples of
gamification which serve as social projects. With
its point and reward system, gamification can be
utilized for social responsibility purposes. I-kifu
is an example which encourages people to help
charities. People, non-profit organizations and
businesses try to promote practical applications
in health, environment, animal care and social
wellness. These applications either utilize social
media to create consciousness or economically
support particular issues. The FavorTree app is
an example of motivating people to social help.
Gamification features such as sharing, connecting
with other people and seeing one’'s development
also increase the number of social aids, such as

donations (i.e. Zynga's charity activities in Haiti).
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Feng et al. (2021) report that self-tracking is
important for health and well-being. Although
the study indicates psychosocial consequences as
a negative output of self-tracking, it suggests self-
trackingasameanstofindoutusers’'cognitionsand
emotionsto control societal aspects systematically.
Nissan Leaf is an example of gamification, which
aims to control social mechanisms. Tracking how
a car is used, the application promotes energy
consumption measures while driving by using
points, leaderboards and rewards as leverage.
Nike Rallies Running Community is another
example of gamification, which donates money to
challenged athletes as a reward for tracking the
running distance covered by its users. Defining
and explaining the objectives of the gamified
app, reaching volunteer participants, properly
tracking activities, prompting feedback, and
motivating through rewards are key elements of
social applications. These gamified applications
can help people reach their goals and encourage
them to be more helpful to each other. Thus,
gamification can be a win-win solution for people

and a related social goal.

Identified Problem Case for Social Wellness;
Virtual Relations and Overuse of Smartphones
Gamification can contribute to relationship
management and strengthen social relationships
by helping people engage in meeting activities. A
society's welfare depends on the social wellness
of its individuals. A member’s psychological well-
being in a society affects other people, i.e. family
and friends. Therefore, increasing the social
wellness of individuals contributes to a society's
general mental health. Encouraging people to
socialize in face-to-face relationships rather thanin
a virtual world, especially in the case of overusing
smartphones, can be achieved using gamification.

Social wellness is defined as leading positive
relationships with other people and being a
participating member of society. People spend
most of their time with other people. Accordingly,
social interactions affect psychology, health,
and task completion. Vassileva (2012) states that
technology and mobile applications connect
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people in the virtual world so they can spend
time, play or work together in that world. Online
platforms can modify a person’s habits. Bahr et
al. (2009) state that social networks significantly
affect people’'s behaviours. Affirmative habits can
be improved when they are shared among family
and friends. This effect will increase when face-to-
face and real relations are encouraged rather than
virtual platform engagement. Communication in
the form of listening and talking to other people
without interruptions increases meaningful
connections among people, which can bring
social well-being in the long term. Hence, the
positive results of gamification can reflect on
the real world in that it has the power to change
real-world behaviour. According to Caballini et al.
(2021), over the past two decades, the use of digital
multimedia technologies considerably shifted
forms of meetings and communication into
virtual gatherings. Notably, during the COVID-
19 pandemic, virtual communications played a
crucial role instead of physical existence in social
life as a safe, sustainable, and effective means of
connection. Lee et al. (2020) also state people’s
habits shifted to virtual means of communication
in place of physical transportation, work, and
education, particularly during the COVID
lockdown. However, communication and physical
engagement are the key elements of permanent
social connections, good psychology and a
healthy life. Decreasing virtual engagement can
be a starting point for physical communication
and socialization. Reducing phone, computer or
TV use can result in being more present in the real

world rather than being lost in the virtual world.

The use of smartphones, smart devices and the
internet has critically increased in modern society.
Various studies suggest that smartphone use
has become an important part of daily life. It is
reported that the number of mobile phones was
8.31 billion worldwide (including 4.88 smartphone
users, meaning 60.42% of the world’s population)
in 2024 (Turner, 2025). GSMA Intelligence reports
that there are 578 billion unigue smartphone
users in 2025. Furthermore, 5.56 billion individuals,

equivalent to 67.9% of the global population, use
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theinternetatthe beginning of 2025 (Datareportal,
2025). The increase in smartphone usage, also
increased the number of people who use their
devices in every aspect of their lives. Smartphone
functions in business, news, social media, games,
etc., make it harder for users to drop their phones
from their hands. Moreover, internet access
provided by smartphones, regardless of location,
increased the appeal factor of the product (Chiu
et al., 2013).

Panova and Carbonell (2018) assert that
smartphone use can be labelled as maladaptive
behaviour. Many users live so attached to their
phones most of the time, which causes anxiety
when they are apart from these devices (Cheever
et al,, 2014; King et al., 2013). Smartphone overuse
deteriorates users’ physical, cognitive and
economic well-being (Samaha and Hawi, 2016).
This situation also brings some serious problems
to users in three aspects, listed below.

1. Health Aspect: There are several studies which
focus on the adverse effects of smartphone
overuse on human health, including both
physical and psychological effects (Fu et al., 20271,
Mahapatra, 2019; Berolo et al., 2011). Moreover,
due to prolonged exposure to digital screens,
smartphone overuse or addiction may result in
physical and mental problems in the forms of
eye strain, insomnia, sleep disorders, depression,
anxiety and stress (Elhai et al, 2016; Panova and
Lleras, 2016; Geng et al., 2021).

2. Social Aspect: People dedicate many hours of
their social lives to their phones or smart devices.
According to Junco and Cotten (2012), college
students spend 100 minutes a day on average
browsing social media and approximately an hour
for e-mail conversations, and 97% of students
use smartphones for social networking. Chdliz
(2012) indicates that smartphone overuse causes
relationship problems between parents and
children. Dey et al. (2019) and Stankovic¢ et al. (2021)
focus on the relationship between smartphone
addiction, social

anxiety and depression.

Smartphone use may decrease the satisfaction
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of daily face-to-face interactions, as well as
impair the ability of empathy (Dwyer et al., 2018;
Lachmann et al.,, 2018).

3. Academic or Professional Aspects: Aljomaa
et al. (2016) reported that 48% of undergraduate
university students are addicted to smartphones.
Junco and Cotten (2012) state that if college
students use social media or text while studying,
they are more likely to get lower overall college
grade points. Grant et al. (2019) asserted that
intense smartphone use has an impact on
emotional disorders and academic performance.
Abbasi et al. (2021) state that young people tend to
overuse smartphones, leading to poor academic
performance, which may impact the user’'s well-
being and, in turn, social welfare.

Vincente-Benito and Ramirez-Duran (2023)
suggest that social wellness includes personal
well-being besides welfare at neighbourhood
and social levels. Dedicating time to friends and
family and spending this time in an enjoyable
and fulfilling way is necessary to improve social
well-being. On the contrary, a lack of social well-
being may result in social isolation. Bateman (2011)
believes that the impact of social alienation on a
person is as much as that of smoking, emphasizing
thatitsimpact on the immune system may lead to
serious physical, biological, emotional and mental
problems at the pathological level. Technological
interruptions in life through phones or digital tools
can also contribute to loneliness. These devices
attract people to a virtual and more individual
world, preventing individuals from creating close
relationships in real life.

The literature review shows that gamification is
utilized in various fields for social wellness. The
importance of face-to-face human interactions
instead of virtual networks and adequate usage of
smartphones are emphasized as the determining
factors of social relations. A gamification
application that steers users away from virtual
relationships and encourages them to establish
genuine face-to-face relationships would support

individual and social health, sociability, and
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Figure 2

The purpose of a gamified app “PhoneFree”

academic or professional performance. The Break
Free, Space, Screen Time applications listed at
Google PlayStore and AppStore aim to allow users
to regulate their time better on their smartphones.
Focus or Zen Mode are features of operating
systems aimed at preventing distractions caused
by a smartphone for a certain amount of time.
These apps and features are needed and used by
millions of people out of concern for overusing
smartphones. Although there are examples
present, these examples are incomplete in terms of
gamification content and fun factor, and therefore,
a new mobile application design proposal of
PhoneFree is introduced.

Methodology

This section presents the design proposal of the
gamified application developed for the study to
help solve the identified problem case according
to the literature. It elaborates on the approach
to improve the design decisions with the help of
expert opinions while describing the selection
process of game experts, the design procedure,
and the data collection tools.

Design Proposal

Literature research indicates a critical increase
in virtual relations and the prominent overuse of
smartphones in society. The time people spend
on their phones should be minimized for healthy
personal growth and, in turn, a healthy society. A
process was designed, building on this problem
case, as partofthe study to use a mobile application
toinstil awarenessin smartphone users to regulate
their smartphone use better. It is believed that
it could contribute to a more conscious usage
of smartphones. Therefore, gamification would
be helpful for the individual's health and social
benefits if it takes attraction to the problem of
overusing smartphones, which engages people
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in a virtual world. This study presents a newly
designed mobile application titled PhoneFree,
which intends to improve smartphone usage
behaviour through gamification. The purpose of

the application is demonstrated in Figure 2.

The purpose of the application is to encourage
people to engage in face-to-face engagement
rather than socializing in a virtual world. The
application aims to persuade smartphone users
to shorten the time they spend on their phones.
PhoneFree is a role-based application that aims
to connect people socially or help them attain
better concentration in their work, thus improving
their quality of life. It aims to help smartphone
users prioritize natural, real-life experiences such
as social participation, entertainment, studying,
working, sleeping, etc., instead of overspending

time on their phones.

Choice of Expert Consultation Approach

Several existing studies demonstrate the vital role
of focus groups and expert consultation, as well as
using the existing literature findings as a source
for academic research. According to (Gallarza et
al., 2017), expert opinions and judgments are vital
to support evidence-based decision-making,
foster innovation, and ensure research relevance
and rigour across a wide range of academic and
professional domains. Expert judgment serves
as a foundational component in enhancing
the accuracy, relevance, and applicability of
research outcomes across various fields. Experts
support the validation of the research or the
effectiveness of models presented in the related
study (Secchettin et al, 2025). Similarly, the
formulation of standardized reporting protocols
can be grounded by expert groups due to their
opinions and consensus, underscoring the value of

informed professional input (Bartlett et al., 2025).
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Table 1
Detailed information of the experts
Expert Age Gender Proficiency Years of experience
Game analyst and gamification expert (Master's Degree, Computer
1 37 Female . ) ) n
Animations and Game Technologies Program)
2 39 Female Game designer 12
3 41 Male Software engineer and game developer 13
4 43 Male Computer engineer and game developer 19
5 44 Male Gamification expert and game designer 18
Game designer and lecturer (Master’'s Degree, Computer Animations and
6 49 Male ) 21
Game Technologies Program)

In the study of Kim et al. (2025), integrating expert
insights with academic and practitioner literature
has facilitated the identification of critical trends
and research directions. Two international expert
panels comprising academics and industry
practitioners were consulted to explore the

research themes further.

Expertise has also proven essential in guiding

technical innovations. To illustrate, expert
knowledge informed material selection, while
simulation techniques facilitated structural

optimization, which validated the feasibility of
a simulation-first design strategy for intelligent
systems (Cao et al., 2024). Likewise, in educational
research, a two-phase evaluation of a newly
designed process benefited from expert feedback.
Initial focus groups informed key improvements,
which were later validated by a second group of
experts who reported increased usability and
expressed interest in the embedded gamification
elements (Bernardo et al., 2025).

An expert consultation approach is applied to this

study to improve the gamified app before it is

presented to the end users. In this way, the design
proposal against the identified problem case,
the lack of gamification elements, and the app
features can be revealed and analyzed based on

experts’ views.

Selection of Experts

To ensure the application’s success, it was initially
and finally presented to game experts to collect
their The first

designs of PhoneFree, as paper prototypes, were

suggestions and evaluations.

presented to six professionals in the videogame
industry. These experts have worked as video
game designers, game developers or gamification
Detailed

information of the experts is given in Table 1.

researchers for at least 10 years.

Design Procedure and Data Collection Tools

The study’'s design procedure included three
stages. The experts were visited twice just before
the app was designed to understand the insights
related to the subject and the need for that kind of
app. Thefirstvisit to the focus group of experts was

executed in the pre-design stage of the gamified

Figure 3

Design procedure
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app. Then, the app was designed according to
the experts’ first evaluations. The second visit to
experts was carried out after the app was designed
to collect post-evaluations regarding the app's
features. The study design is given in Figure 3.

As shown in the figure, In Stage 1, the experts were
interviewed face-to-face to reveal their views,
focusing on the app's purpose, general attitude
and evaluation before the app was designed.
Three questions were asked of the experts in the
pre-design suggestion stage, as given below.

» QIl. What do you think about the purpose of the

designed application?

» Q2. Do you believe that this app would be
useful? If there is such an existing app, would

you want to use it?

» Q3. What doyou suggest making thisapp more
engaging?

In Stage 2, the PhoneFree gamification design
was implemented with paper mock-ups by a
team of two members. One worked on the design
part, whereas the other focused on the app's
technical developments. The game designer
graduated from the industrial design department
and proposed design decisions, outlines and
visuals. The game developer graduated from the
computer engineering department and coded the
system to show the prototype of different pages
with quantitative effects of actions and functions
of menu items.

In Stage 3, after the design was prototyped, the
design proposal was shown to the experts again
to reveal the strengths and weaknesses of design
elements and their future suggestions. The
guestions listed below were asked to the experts
regarding design elements, decisions and future
suggestions.
» Q4. What can be the possible strengths or
weaknesses of that kind of gamified app for

you?

» Q5. What would you recommend improving
the design of the application?
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The experts were finally asked to evaluate the
application and its design elements using a
5-point scale. This scale aims to understand the
level of satisfaction with a feature. The questions
asked to the experts are related to their general
score for this app and evaluation score regarding
fun, overall design and gameplay elements.

Results

The study's findings including the pre-design
suggestions of experts, gamification design
decisions of the PhoneFree app and post-design
evaluation of experts (see Figure 3), are explained
in this section.

STAGE 1: Pre-Design Suggestion

This section gives the findings related to pre-
design attitudes and the experts’ suggestions.
Evaluations of six experts related to the early
design decisions of PhoneFree were analysed
qualitatively. Before questions, the experts’ initial
assessments were interpreted. The general
attitude of the experts was positive towards
the purpose of the application. They showed
excitement for the app since they believe there is
a serious problem in social relationships due to the
overuse of phones. One of the experts highlighted
that a high percentage of divorces were caused
by smartphone usage. He also added that the
researchers at his university were researching
accidents due to phone usage. Two experts were
puzzled and hostile to hear that the application
tries to decrease phone usage by using a mobile
application. They did not believe in the need for
people to reduce their phone usage.

Related to the app’s purpose (Q1), the four experts
explained that the overuse of phones is a modern-
day problem. They criticized the world for having
a severe problem today, which can be described
as a lack of communication. Therefore, they
believed that the study touched upon a crucial
issue. Especially for the period after the pandemic,
the emphasis on social interactions and face-to-
face engagement became more vital. Accurate
and concrete relationships rather than artificial
environments are critical for societies. However,
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people are uninterested in others and seem
indifferent to their environment. Thus, overuse of

phones causes serious health and social problems.

On the other hand, two experts remarked that it is
inappropriatetolimit phone use. It would be absurd
in the modern world. Decreasing smartphone
usage using a gamified mobile application can be
difficult because there is irony in using a mobile
application for this purpose. If it works, it would
be a successful method for smartphone addicts.
Moreover, one game developer specified that
he wants more people to be addicted to phones
because he is developing games for mobile. Some
interesting answers of the experts to Q1 are given
below.

E3: “The world has a severe problem today, which can be

described as a lack of communication. Therefore, the study
touched upon a crucial issue.”

El: “This situation is a modern-day problem. Social
interactions and face-to-face engagement are important.
However, people are not interested in other people and
seem indifferent to their environment. Thus, overuse of
phones causes serious problemsin terms of health and social
aspects.”

E2:“Itisinappropriate to limit phone use. It would be absurd

in the modern world.”
Five experts responded positively to the intention
to use thisapp (Q2). They indicated that they would
want and love to use it if such an app existed. They
believed that it would be advantageous to improve
real-life relationships. They would like to use an
application that limits mobile usage to reduce
unnecessary use. One expert emphasized the
regret of being unable to spend time with other
responsibilities and family because of the time
spent on the phone. Another expert claimed that
he generally uses his phone sparingly. If he did, he
would want to get help from this application. One
of the experts focused on the context, which is
critical for the usage decision. For example, while
travelling by bus, he wants to read the news from
X (Twitter). However, he can use the application
in social meetings to avoid prioritizing his phone
over real-life engagement. On the contrary, one
expert indicated that he would not want to use
this application.
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All  experts responded in Q3, suggesting
designing an engaging app for the people. This
engagement should make use of game dynamics,
mechanics and components. They all focused on
efficiently using points, badges and leaderboards
(PBL) system. They should provide information
about players' progress and achievements in the
system; in other words, they should emphasize
the participants’ improvements in face-to-face
relationships. Two experts suggested designing
game components such as quests, gifts, social
graphs, levels, and rules. Three of them also gave
importance to giving instant feedback to the
users to inform them of the process. As game
mechanics, they suggested having challenges,
cooperation and competitions, and winning
and losing conditions in the app. As for game
dynamics, they recommended adding emotional
factors for the users that ease the way to create
a meaningful relationship with the app. It should
also include narration and show progression.

Three experts are vitally focused on the Self
Determination Theory (SDT) of Deci and Ryan
(2000), which states that the gamified elements
should satisfy the users’ autonomy, competence,
and relatedness needs. Thus, this app must use
these features to effectively reach its purposes.
One expert indicated that this app should
trigger intrinsic motivations to regulate people’s
behaviours. However, it may create extrinsic
motivation to stay at the external, introjected or
identified regulation levels.

STAGE 2: Design Decisions of PhoneFree App
According to the first evaluations and pre-design
suggestions of the experts that were given in
Stage 1, the design decisions of the PhoneFree
app were taken. The app is designed with different
pages that serve differentiated functions. There
are five buttons on the main screen: My Progress,
Leaderboard, Quests, Achievements and Home.
However, in the first encounter with the app, the
Leaderboard and Achievements sections are
locked, and the user unlocks them when they
collect points.
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The user is allowed to use their phone in some
instances, as defined by a rule set in the app. The
app must identify specific cases when phone
usage might be necessary without disrupting the

goal. These cases are identified below. >

» Answering an incoming call or making a call

» Unlocking the phone without taking an
additional action (can be just for checking time)

» Reading pop-up messages without taking
additional action

Other actions on the phone will be classified as

phone usage by the app. The usage scenario will >

include the following steps once a user downloads

the app from an app store to their smartphone.

Onboarding, Scaffolding and Mastery:

» Initially, the user is prompted to choose a
character as their avatar according to how they
intend to use the application. The character can
be female or male, blonde or brunette, with
glasses or moustache. Choosing a character

31

for users through to-do tasks. Users who
achieve these quests get experience points to
level up and unlock new quests.

The app tracks phone usage to form schedules
for the user. After a while, it creates specialized
and personalized quests. The app also notes
the hours users frequently check and use their
phones. It grants higher points to users when
they stop using their phones during these busy
hours. Moreover, the app defines and adjusts

points personally by tracking user actions.

After gaining some experience points in the
app, the users receive more challenging quests
(leaving the phone for 2-3 hours in the personal
highest usage times). The app also provides
an option to create objectives regarding the
hours of phone usage in the form of a to-do
list. By determining special hours for leaving
their phone, users can more easily change their

habits related to smartphone usage.

to symbolize self creates a more entertaining Progress Tracking and Sociality:

application experience. >

» Theappthenstarts measuring how many hours
the users stay away from their phone, and it
uses this information to construct a profile for

the related user.

» The app prompts its users with basic quests to
leave their phones for relatively short durations >
(i.e. 10 minutes). Figure 4 demonstrates the

“Quests” page, which features some challenges

Figure 4

The users can easily follow the durations of their
phone usage using the app. The “My Progress”
button brings the user to the page, including
a table demonstrating their daily, weekly and
monthly data with visual elements, as shown in
Figure 4. It keeps and shows statistical data for
durations of personal phone usage.

As shown in Figure 4, the user will have some
notable titles, such as “Master Socializer” or
“Phone Addict”, on the application’s Home

Different pages (Quests, My Progress, Home, respectively) of PhoneFree

Yeni Medya = Hakemli, ulusiararasi, e-Dergi

Sayl 18, Bahar (2025)



Examination of Expert Views on Gamification Application Design Process: A Case of Providing Face-to-Face Relationship Motivation

Ezgi ILHAN

Figure 5
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Achievements page of PhoneFree in times of success and failure

page, depending on their phone usage habits.
The user canshare theirin-game statusthrough
social media connections.

After a user finishes a quest, the app asks,
“Where did you spend your time instead of
using your phone?” Five options exist: Family,
Friends, Spouse, Work or Hobby. The user
selects the most approximate option. Each
item has a corresponding bar that indicates
how much users have ignored their social
life or entertainment and what parts of their
lives they are trading in exchange for using a
smartphone. Each item has its points, levels,
mastery and achievement titles. For example,
if users leave their phones and spend time
with their families, then they would have the
chance to receive and increase family points.
They would level up and be rewarded with a
“Family Master” title based on their collected
points. These titles and levels will be indicators
for users to self-evaluate their success in the
long run. All these titles would provide intrinsic
motivation for players while demonstrating
statistical data. For instance, if a user intends to
uphold positive relations with their family, they
would be encouraged to spend time with them
instead of on their phone.

points  unlocks the

Gaining  enough

Leaderboard, which is used to check personal

Yeni Medya = Hakemli, ulusiararasi, e-Dergi

>

rankings among friends. Like in the My Progress
list, the user can see and compare their ranking
among friends on a list under Leaderboard.
Since the app keeps user information based
on a reading of the users’ contact lists, the
users can automatically see the rankings of
their friends who also use the application and

challenge them.

Social competition scores reset monthly, but
the achievements are kept in a permanent
list under Achievements. Figure 5 shows the
Achievements screen. The success achieved
by leaving one's phone is demonstrated in
entertaining visuals. Users can share their
improved avatars with their friends. For
example, users can create a family portrait or
a hobby-based portrait through their avatar,
using visual elements of the app. If users
overuse their phones, their avatars will be

downgraded, as shown in Figure 5.

The app can also detect the location of its user.
If the friends in the app are in the same vicinity,
the app kicks off challenges such as “while
with your friends, do not use your phone for 2
hours”, which earns users multiplied points. To
encourage PhoneFree as a social app, cafes and
restaurants might offer tangible rewards, such
as complimentary beverages, for successful

application users.
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Figure 6

Evaluations of the experts focusing on the strengths and weaknesses of the app

STAGE 3: Post-Design Evaluation

The prototype of the app, exemplified in Stage
2, is presented to the experts in Stage 3. In this
section, the satisfaction level of the gamification
elements is analysed along with the strengths
and weaknesses of the gamified application. The
experts’ comments regarding the strong and
weak features of the app design (Q4) are shown in
Figure 6.

The experts mainly focus on the importance of
that kind of app design, emphasizing its purpose
and future potential to affect its users’ behaviours
positively. On the other hand, they focus on the
risks of the app design in being useful and helpful
for people with an addiction. The weaknesses of
the app mentioned by the experts can also be

improved by their suggestions (Q5).

El: “The designers should add tangible rewards
such as awarding vacations to successful
participants. Some rewards may motivate people
to socialize in real life. However, this application
aimed to create intrinsic motivations rather than
provide extrinsic rewards. Thus, giving additional
rewards may contradict the purpose of the
application, which inherently requires a high level
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of voluntariness towards personal changes.”

E6: “The app needs to make deals with cafes,
cinemas, etc., as an effective means to reach the
goals the application sets. Cafes or restaurants
may supportthisapplication’s use due toits future
potential.”

E2: “l recommend an application locking
permission for PhoneFree. If the application
locks one of the user’s favourite applications, for
instance, Instagram, the user should then need to
achieve success points so as not to overuse their
phone. Then Instagram could be unlocked when
the user collects certain points.”

E4: “The application can lock the user out of the

phone in certain cases, such as when driving.”

El. “l suggest adding vibration features to the
application. Hence, the application would be able
to warn the user without the user needing to look
at their phone.”

E2: “I recommend adding more functions to

challenge the user.”
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Table 2
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The evaluations of experts related to design

ES:
features.

“I suggest adding critical social sharing
the
more enjoyable and applicable the awareness

The more people it reaches,

movement for face-to-face interaction will be.”

E3: “I believe that the application could strengthen
face-to-facerelationshipsinthelongterm.Inorder
to promote using the application for as long as it
takestogetreal results, userscan be given options
toshare their milestones with their network, which
would take certain periods to complete.”

Besides these recommendations, the experts
evaluated the app design's general purpose and
design-related elements. The experts were asked
about the content of the gamified app, including
general score, fun factor, design elements, and
gameplay features. According to the experts’
evaluations, the answers were coded on a 5-point
scale indicating the features' success level (5; very
satisfying, 4; satisfying, 3; neither dissatisfying nor
satisfying, 2; dissatisfying, 1; very dissatisfying). The
answers to the questions asked by the experts
related to the general attitude and the design

elements are visualized in Table 2.

The average score of evaluations was obtained
approximately at the satisfied level for the general
attitude score and the design elements (i.e., visual
elements, level design, challenging factors and
achievementsintheapplication). The general score
of six experts towards the application showed that
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they were satisfied with this app proposition (their
scores were 24 out of 30). Their evaluation of the
design elements of the application was between
satisfied and neither satisfied nor satisfied, which
was related to the fun factor (21) and design
elements (23). Flow elements of gameplay, on
the other hand, were evaluated with the lowest
mean score since the experts believed that the
application would bore its users after a while due
to a lack of motivational features. They thought
the app was neither satisfying nor satisfying and
dissatisfying regarding gameplay features (17).

Discussion and Conclusions

This study provides general information regarding
gamification and social wellness. It elaborates on
interpersonal relationships in virtual media and
the real world and the severity of smartphone
addiction in society. The study also explores the
need for successful relationships, which would
make a practical starting point for improving
the application designed for the study. Social
interactions and relationships have begun in
more virtual environments with the pandemic.
In recent years, digital systems and smartphones
have gradually taken up more significant parts
of our lives (Vassileva, 2012; Caballini et al., 2021).
Using many applications for many purposes, such
as connecting with other people, consuming
educational content, playing games, using social
media, etc., resulted in smartphone overuse or

addiction, which caused social distances among
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Table 3
Focused topics and experts’ views during the gamified application design process
Main focus Experts’ perspectives
. Feelings: Excitement
Purpose:

Thoughts: Real and serious problem identification supported with examples, inappropriate
to limit phone use in the modern world

Usefulness/ tendency Feelings: Love, regret, dislike

to use: Thoughts: Higher intention, advantageous

Feelings: Motivate

Thoughts: Importance of game components like points, badges, leaderboards, quests, gifts,
social graphs, levels, rules, instant feedback, challenges, cooperation and competitions,

Engagement: winning and losing conditions, emotional factors, meaningful relationships, navigation; use
of Self Determination Theory including autonomy, competence, and relatedness; intrinsic
motivations to regulate people's behaviours
Feelings: Interest

Strengths: Thoughts: Dedicated social network, awareness for young users, enjoyable visuals and
avatars, task management, statistical timekeeping, reminder, self-regulation, alternative
network

Weaknesses: Feelings: Confuse

Thoughts: Using a smartphone paradox, hard to persuade, not being aware of that kind of a
need, negative feedback given by the app

Design features: Feelings: Enjoy, boredom, fun

Thoughts: Visual elements, level design, challenging factors and achievements, weak flow
due to lack of motivational features

people in real life, deteriorating social relationships
and social wellness. In other words, face-to-face
engagement and real-life interaction could not be
established (Samaha and Hawi, 2016; Grant et al.,
2019; Vincente-Benito and Ramirez-Duran, 2023).
This study discussed aspects of social wellness
within the context of the overuse of smartphones.
In literature, gamification is proposed as a valuable
tool for changing established ideas and behaviours
of people,including thoseintermsofsocialwellness
and personal responsibilities (Baranowski et al,
2008; Zichermann, 2011; Chou, 2025; Braunstein,
2013). Thus, the study proposed a new mobile
gamification application whose design decisions
and details are built upon a review of the literature
and the experts in this area. The study aimed to
elaborate on the premise of designing a gamified
mobile application by incorporating views from
experts in the field of gaming, as emphasized in
the studies of Gallarza et al. (2017), Kim et al. (2025)
and Bernardo et al. (2025).

The research questions of the study are answered
below.

1. In what ways can expert opinions affect a

gamification design process?

This study contributes to an understanding of
experts’ views on PhoneFree mobile app design
that focuses on the overuse of smartphones and
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its adverse effects on individual and social well-
being. In order to draw attention to this issue
for society and eliminate the identified personal
problems, the design of PhoneFree was analyzed
in terms of its purposes and gamification features.
The main focuses emphasized in the research, and
the experts’ approach to them are summarized in
Table 3.

The questions asked to the experts focused on the
main subjects given in Table 3 and were detailed
with the experts’' perspectives supported by their
feelings and key thoughts. It was considered that
defining the purpose clearly and usefulness well
in a design process is important for improving
design studies and positioning it for users. It
was revealed that a consensus was established
between the literature, experts and PhoneFree's
designers regarding the purposes and necessity
of the application.

Engagement was put forward as another topic to
be focused on in gamification studies to connect
users to the application and products and ensure
that they use it repeatedly and sustainably. It was
seenthatexpertscontributedtothedesign process
with their detailed comments and alternative
solution suggestions regarding engagement.
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In cases where designs cannot be tested with real
users because the design is still being developed,
the concepts of strengths and weaknesses
become critical. These concepts help designers
to minimize weaknesses and empower the
strengths more in design processes. Preparations
were made to take steps in this regard by knowing
the possible advantages and disadvantages the
design would offer the user. For example, it was
thought that for someone who had not realized
that they were using their phone a lot, awareness
could be raised on this issue through triggers such
as pleasant visuals and statistical timekeeping,
which they would direct themselves through self-
regulation.

Another important focus point for the study was
to query design features regarding gamification.
Expert approaches on general score, fun, design
and gameplay properties were questioned. It was
decided to minimize features that could cause the
application to be boring and focus on interactive
designs with visually satisfying flows, offer fun

challenges, and allow the user to develop.

2. Can the suggested gamified app be promising
to support its users in quitting a habit they
spend most of their time on and are deeply
attached to?

Thisresearch provided expertswith consultationon
design processes during the development process
before the final product that would be presented
to the users. It is inferred that gamification can be
effective as a means to solve the social problem on
which the study focuses. The potential to improve
human behaviour through this application was
determined through expert views. PhoneFree’s
gamification design was presented to experts so
they could receive their feedback and evaluations
using questions and satisfaction scales regarding
the app's features. Their views and opinions were
considerably positive (Table 3). Thus, it can be
deduced that this type of gamified app would
create the potential drive to overcome smartphone
overuse and other types of addiction in the long

term.
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The findings of this study, with the outcomes
obtained from the expert opinions, showed that
people spend much time ontheir phones, as stated
in the literature. However, as Feng et al. (2021)
stated, self-tracking is important for health and
well-being, which gamification can provide. The
experts also emphasized that motivational factors
in PhoneFree, such as classifying the time spent
with family or friends and gaining achievements
on specific topics, can regulate phone usage
habits or raise awareness about returning to
face-to-face relationships. In addition, as stated
in the literature (Dey et al, 2019; Stankovi¢ et al,,
2021, Dwyer et al., 2018; Lachmann et al., 2018), the
experts also stated that social relationships can
feed day-to-day well-being and that in this regard,
the PhoneFree gamified design would create an
engaging experience with the help of quests and

challenges in the long term.

Limitation and Future Work

This study has not yet been presented to users
because it focuses on expert views of a product
still under development. The scope of the study
is to describe the design development phase,
determine the focal points here, and be a guide for
future gamification applications to be designed
like this. The study’s most significant limitation is
that the product has not yet reached the stage of
use by real users due to its scope. Therefore, issues
such as user reactions, usage difficulties, and long-
term behavioural change observations have not
been included. However, the potential successes
of the gamified application have been presented

through experts’ opinions.

In future studies, this gamification design can be
improved in light of experts’ evaluations of the
end-product version. The application can be made
available to end users after the proposed design
changes and developments are implemented.
The inclination to change individual behaviours,
i.e. prioritizing face-to-face interactions, for better
outcomes related to social wellness, would be
obtained and evaluated after long-term usage of

the application.
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When the product/app is published to the market,
it is expected to be utilized by smartphone users
who have trouble overusing their phones. The
expected user profile for this application is that
of individuals willing to change their smartphone
usage behaviours. According to the experts’
suggestions and evaluations, creating intrinsic
user motivation using game elements and fun
factors is prioritized over provoking extrinsic
motivations. Giving users additional tangible
rewards may contradict the purpose of the
application, which inherently would require a high

level of voluntariness to change.

In  this study, one of the limitations and
contradictions is designing a mobile app to
overcome smartphone overuse. However, it was
indicated at the beginning of the study that this
method was chosen consciously and purposefully.
Trying to completely separate users from an
innovative tool that meets people's mobile
needs is unrealistic in this modern world. Using
a smartphone is a conscious choice because it
would still allow the user to interact with their
phone, albeit for a limited time, and efficiently
network with other users for the gamified
application. In future studies, such a gamified tool
can be designed with another type of interaction
and presented to the user.
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Genisletilmis Ozet

Oyunlastirma, bireysel ve toplumsal iyi olusu
etkileyebilecek bir aractir. Oyunlar ve oyunlastirma
araglan ozerklik, yeterlilik ve ait olma ihtiyacinin
karsilanmasiyla yUksek duzeyde iliskili oldugu icgin
insan davranisini degistirebilir, insanlarin psikolojik
ve duygusal motivasyon gibi icsel motivasyonlarini
tatmin edebilir.

Modern toplumda akill  telefonlarin, akilli
cihazlarin ve internetin kullaniminin buyUk dlgtde
artmasl ve yasanan pandemi gibi zor surecler
insanlarin birbirleriyle gecirdigi kaliteli zamanlari
sekteye ugratmistir. Sosyal saglikh yasam, diger
insanlarla olumlu iliskiler stirdtdrmek ve toplumun
katilimci bir Uyesi olmak olarak tanimlanirken,
gunumuz kosullarinda bireysel ve sosyal iyi olusun
giderek azaldigi gérulmektedir. Olumlu duygular,
kendine guUven ve stresin Ustesinden gelme
gucu, kisinin sosyal agidan olumlu bir durumda
olmasiyla iliskilendirilir. Diger insanlarla gegirilen
zamanlarda sosyallesme kalitesinin  artmasi,
yasam standartlarinin yUkselmesine yardimci olur.
Kesintisiz dinleme ve konusma seklindeki iletisim,
insanlar arasindaki anlamli baglantilari artirir ve

bu da uzun vadede sosyal iyilesmeyi getirebilir.

Bu calismada, son senelerde hayatimiza giren
akilli telefonlarin asirt kullanimi, dijitallesme ve
saylsl gun gegtikgce artmakta olan ¢evrim igci
platformlar ve sanal iliski aglarinin, fiziksel ve
yUz yuze kurulan sosyal iliskilerin yerini almasi,
hatta onlara zarar vermesi bir problem olarak ele
alinmistir. Arastirma, akilli telefonlarin  gunluk
yasamda yUksek oranda kullanilmasinin, kisinin
saglik, sosyal iliskiler, akademik veya mesleki
basari acisindan yasam kalitesini bozduguna
odaklanmistir. Bu baglamda, kisisel iyi olus ve
sosyal iliskilere eskiden oldugu gibi yUz ylze
iletisim kurarak geri dénuUs yoluyla sosyal iyi
olusa iliskin motivasyon yaratabilecek potansiyel
bir gug¢ olarak oyunlastirma kavrami Uzerinde
durulmustur.

Arastirmanin  temel sorulari, akilli telefonlari

asirt kullanim ahlskanhginin, oyunlastiriimis bir
uygulama destegiyle yeniden sekillendirilmesinin
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muUmkun olabilme ihtimalini ve bu slrecte
sosyal iliskiler icerisinde yuz yUze etkilesimle ilgili
yeni farkindaliklar saglama egilimini anlamaya
odaklanmistir. Calisma icin yeni tasarlanmis
olan PhoneFree adindaki mobil oyunlastirma
uygulamasinin tasarim kararlari uzman goérugleri
odaginda  kurgulanmistir.  Calisma  uzman
goruslerinin  degerlendigi tasarim oOncesi faz,
tasarim onerilerinin anlatildid ikinci faz ve tasarim
onerilerinin uzmanlar tarafindan degerlendirildigi
tasarim sonrasi faz olmak Uzere U¢ asamada
tamamlanmistir. Arastirmaya bilgisayar oyunu
alaninda c¢alisan uzmanlarin segimi igin olasilik
disi, amach &rneklem ydntemi kullaniimistir.
katkilari

dusunulerek, digerlerinden daha bilgili olduklari

Katilimcilarin  sene bazinda alana

ortaya c¢ikarilanlar arastirma kapsamina dabhil
edilmis ve secgim sirasinda bu konuda profesyonel
gec¢misi olan arastirma yudrutlcusu tarafindan
amaca yonelik olarak degerlendirilmistir.
Orneklem, bu dogrultuda homojen bir yapida
(video oyunlari alaninda uzmanlardan olusan) ve
maksatli bir cercevede (esnek deneysel cercevede
suUresinde

yari  yapilandirilmis  gdrusmeler

sekillenen) belirlenmistir.

Uygulamanin gorselleri  tasarlanmis ve farkli
islevlereodaklananekrantasarimlarininprototipleri
hazirlanmistir.  Secilen alti  uzmana kullanim
senaryosu, oyun tasarimi, oyun elemanlari, oyunda
ilerleme, cesitli fonksiyonlar, edlence unsurlari ve
odul sistemleri odaginda sunulmasindan sonra,
uzmanlarin  degerlendirmeleri mulakatlar ve
olcek aracihdiyla toplanmistir. Veri toplarken daha
fazla 6zgurluk saglayacak esnek tasarim yontemi
kullanilmasiyla deneysel sUrecler boyunca aciga
cikarilan cevaplarin yénlendirdigi konularla ilgili
detay sorularin eklenerek uzman goéruslerinden
en fazla verimin alinabilmesi hedeflenmistir.
Uzmanlarla gdrusultrken onlara sorulan sorularin
yanitlarinin ses kaydi alinmistir. Calismada elde
edilennitelverilerindesifreedilmesi(transkripsiyon),
onemli anahtar basliklarla kodlanmasi ve tematik
analizlerinin gerceklestirilmesi saglanmistir.
Calisma bulgularinin guvenilirligi icin Uggenleme
6nemli géralmuastar. Olgcek ve mulakatlarin

beraber yuUrdtdlmesinin arastirmaya gecerlilik
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ve guvenilirlik baglaminda katki sunacagdi
dUsunulmuastar. Ayni uzmanlarin farkh boyutlarda
degerlendirmelerini  anlayabilmek icin  veri
Uucgenlemesi ile saglamalar yapilmistir. Karma veri
toplama ve analizi calismanin gecerlilik, glvenlik
ve genellenebilirligiyle ilgili bilimsel niteligi olmasi

icin dnemli gordlmustur.

Bu tasarimin olasi etkileri ve sonugclarini aciga
¢tkarmak igin oyun alanindaki uzmanlardan
yardim alinmistir. Uzmanlar, temelde uygulamanin
amaglari, yaratacagdi fayda, kullaniclyl baglayicilik
unsurlari, gug¢lu ve zayif yonleri ve tasarima iliskin
unsurlarini kendi perspektiflerinden detayli sekilde
degerlendirmistir. Tasarim gelistirme asamalari,
mevcut c¢alismalar ve uzmanlardan alinan
goruslerin sunuldugu bu arastirmada son Urun
elde edilmeden ve son kullaniciyla bulusmadan
alinabilecek tasarim kararlari ortaya koyulmustur.
Boylece gercek kullanicilarla karsilasmadan dnce,
daha tasarim asamasindayken bir Grunun dikkat
ceken ve vurgu yapilan ozellikleri ¢ikarilmistir.
Uygulamanin spesifik tasarim o6gelerine iliskin
dederlendirme puanlarinin eglenceyle ve tasarimla
ilgili “cok memnunum” duzeyine ulasmadigdi
gorulmus, ancak genel tutum puani ve tasarim
ogeleri (gorsel o6geler, seviye tasarimi, zorlayici
faktorler ve uygulamadaki kazanimlar) agisindan
“memnunum” duzeyinde degerlendirme elde
edilmistir. Uzmanlar uygulamanin farkh eglence
elemanlariyla desteklenmedigi slrece bir sure
sonra kullanicilarini sikacagina inandiklari igin
PhoneFree'nin  akis elemanlarini, memnun
degilim ile noétr duzeyi arasindaki en dusuk
degerlendirmeyle yorumlamistir. Ayrica
uzman degerlendirmeleri yUz yuUze iletisimle
sosyal iliskileri guclendirecek sekilde bireysel
davraniglarin  degistirilmesine yoénelik &nerileri
hedefleri,

uygulamayi kullanma istegdi, olumlu veya olumsuz

ortaya koymustur.  Uygulamanin
ozellikler ve gelistirme onerilerine iliskin toplanan
nitel veriler, bu tur bir oyunlastirilmis uygulamanin,
uzun vadede akilli telefonlarin asiri kullanimi ve
diger bagimhlik turlerinin Ustesinden gelmek icin

potansiyel bir durtU yaratacagini vurgulamistir.

Her ne kadar galismanin basinda bu ydntemin
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bilingli ve amaca yonelik segildigi belirtilmis olsa
da kullanicilar yuz yUze iliskilere motive etmek
ve akilli telefonlarin asiri kullaniminin Ustesinden
gelmek icin mobil uygulama onerisinin bir celiski
oldugu belirtilmistir. Arastirmada akilli telefon
kullaniminin secilmesinin sebebi sinirli bir sure
icin de olsa kullanicinin telefonuyla etkilesime
girmesine, onunla bagdini tam koparmamis gibi
hissetmesine ve oyunlastiriimis uygulamanin
amaclari  dogrultusunda diger kullanicilarla
kolayca ag kurmasina olanak tanimasi olmustur.
Dolayisiyla uygulama, kullanicisinin akilli telefon
bagimliligini regule ederken, ayni zamanda onu
izole de etmemeyi hedeflemistir. Bu dogrultuda
sonugclar, gelecekteki oyun ve oyunlastiriimis
uygulama tasarimlarinin iyilestiriimesine yonelik
pratik alana bir bilgi kaynadr olusturmustur.
Benzer hedefleri olan uygulamalarda dissal
motivasyonlari hedeflemek yerine oyun 6gelerini
ve eglence faktdérinlU kullanarak icsel kullanici
motivasyonu yaratmanin on planda tutulmasi
gerektigini vurgulamistir.
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