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1) Nick Statt, “Amazon expands gamifiacation program that encourages warehouse employees to work harder”,
The Verge, 20213 12€ 11¢, 20:41 p.m..
https://www.theverge.com/2021/3/15/22331502/amazon-warehouse-gamification-program-expand—-fc-games.

2) Jasmine Bilham, “Case study: How Duolingo Utilises Gamification to Increase User Interest”, RAW, 2021\
129 11¥, 20:53 p.m.. https://raw.studio/blog/how-duolingo-utilises-gamification/.

3) Fredrik E. Allen, “Disneyland Uses ‘Electronic Whip' on Employees, Forbes, 20213 1249 11¢, 21:11 pm..
https://www .forbes.com/sites/frederickallen/2011/10/21/disneyland-uses—electronic-whip-on-employees/?sh=2832
268c51b3.
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2.1 AHolo|x7o]Mo|zt?

‘Aol v] 1] A o] A (gamification) o] & F 1 7F? AR AL AA TAo|ujg]A o], & Aoluly]
Aol doll tial “Aa57t4] Aoz A=A XA wS, &%, A%, 72, AFUYH, 38 5
of HIAIY) FokellA AL FAE =o] A LTS Al AY 84E E8&3te =4 &5
I O ARE Jehues dJ4 ARkS Aste g, S AdslE Hdd & Qv
”a”'{h:}. oJoj Al AFEztg Al AR Awl~3 o] E Y (Sebastian Deterding)® 75 vlE S

, Aol Aol dolet v A Al~glo] AMEA A A #ok FAS ] HIFH

71101-4 SAES AHESE OARl 77Dl ekar A ol gt
HE Qe =o& AlFdor Auuw dEHYS AolnaAoldE “HIAY okl A o
Z}el @ AE AFE3F= Z(the use of game design elements in non-game contexts)’6)0. & #
stz gt Y Aoe oo Ul Y FAER dHdd F Atk Al (Game), &4
(Element), t]&<¢1(Design), Bl Al #oF(Non-game contexts).
A Ao s A Ed o] T AHE, AL mol(play) = T T Bolth A
W

de WA FHT FRE FP A5 44 2 BFA o]Foje ol am
9 # o AFEL ARAeln, mAow @99 ouE A% (recombination)dl 7] wEo]
. tEge Aojulszlcl o] ALgAte] AYH ARl WAL gla A AN 28T AE
di AFe Asn aAvlel, ol ofd A FwelA Aouw Aol ae Aelalof Friw

AYel 245 AoRE 42 F 9 Bxsid A7) 5dS 938 olntel(avatar), H3, @3

st & [AES AY vz SdHAAME A
2fE SPAoR EASA Hve A9 23S AL A (gameful)
= 2] Al (Roleplaying game, RPG)oll = ofulel 2 47}
B2 AAH AL F2d wet 8 FH= AY 84T7F Aol
A of Foloj7t A stE A 847 A= thE
A= olEAAW] 9l A (badge) AlZ=®s Al
o

=
2] el WA AzRe olgete AT
2

shm, 19 TRRel 7} waf A
A% Sof, AY UAelUst Al weA
gae AL Zeolo}r) m SERRE R

g2 2o Ak wEkA A 8A4AE o x7e HFoE it We] o HIEZS
E}elo] 7}= f-ARA (Wittgensteinian family resemblances)d 728 WA ow = EA A JS
FAdste EE(module) v 7159 HFo = nigtRe #AHo] Q4E oteled AFEE A

ol t}.

gyt Aol Aol ds EstelE Al s H (gamified) ol Z#] Al AlD 84 99
AL dAIS ok st gEde A0 A (serious games)d} Al o] v
ot AL, Aloln g Aol AL AYY 2UE FFHFsEE AAR FE5E Ao] ofd, AL

N

4) ArRd, TAelmAeld,; (HE @ AFUANAE2, 2015) 2

5 WRA, 99 A 3.

6) Sebastian Deterding W3 A A}, “From game design elements to gamefulness: Defining gamification”,
Proceedings of the 15th International Academic MindTrek Conference: FEnvisioning filture media
environment, (2011), 10.
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U= 4= (Bernard Sults)«] =95 Wyt ThEsh AYd Zdo] HAES A
) =3 (pre-lusory goals)9t Al eFd g3
Ad Zdo] <ol EEA = (lusory

S
I
o
o

o

[e}
(constitutive rules)o] &A3tt}. 18]al o] =

A
attitude) 2 Z3tEth. 718, Z#loloj= Aldol A Fox HxE} AFH 72& wolso|ar,
Ak 2 oA aeld HRE Gt =H®H3t FE A2 Sud, OA Fojd F
e v Yol 8 WE Aola, A FEH w9 fFHe] @ Aolv) IEla HxA H

7) “the use (rather than the extension) of design (rather than game-based technology or other game-related
practices) elements (rather than full-fledged games) characteristic for games (rather than play or
playfulness) in non-game contexts (regardless of specific usage intentions, contexts, or media of
implementation).”, $12¢] =i, 1

8) C. Thi Nguyen, "GAMES, (New York, NY : Oxford University Press, 2020) 8-9.
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2474 Z 7 o](intrinsic play)t AlY el £14<] S 4 Z 7 o] (extrinsic play,
instrumental game playing)® W] Xt} 227 /9 Yol 2% AHAY/EFYE 49
o] FES AW F vl 7HX e ZF#o] W] JtF 1) 224 4AY Edol(Intrinsic

|
achievement play)© AYe 53X AAE EAdstaA} strh, o4 AldoAe FHs Hx=

st AAARJ EFHolofrt oo &ttt 2) ¢fF2A AdHE E@ ol (Extrinsic achievement play)
= AN st Mt e VHAE Fek] A AdEs ETAeE gEY =3 W s o

71 f18 A sEE SiEE ot Zdlolort o &3tk 3) BHA E5FY 4o
(Intrinsic striving play)© Al oo zxm @HAet= &5 EARE Azt s H&
Folet o] Ao FAE MAs EARS =7= Fdolojrt oo &t 4) FA &
53 Z 9 o] (Extrinsic striving play)s Al¢l Z#o]o] Fojdto g E= QR Ao FulE
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ol
Fre7] g8l AYE Erder gEY A7E fd ~
o2& dEol o &3
ek Al el f A 2 540 25
[ EFEole] e, wdR S
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e HolFrhn WY 5 Al 2xE @stn U8 A5
QRN AL 22 & QAW E T2 Beololt A BE SR, A FHL
Wes el EALE =4 4 Atk =9 BAH/65 Feels] FRE, Eeolols} of
| AR Aol Qsh=A HelFrhn W 4 ek oW Felelof AY 1 A9 M
FFete Edold @+ 3, E e Fdololt AN MTe RiEAe wREg F

s Bdlol® @ ¢ Atk ol AARY oAl Felshz ALE A A% %%‘—6}711 g
$9 Rolth WA Azdolet: BEsh FHol SALH A FelE o Foh o] of
W, TE% HEs TH ol A, AR Al Felshs Bmsh wael wel, s o)
o EALT Folzk Auket o Aotk AolvsAo el A Fm R Yo B
g7t ol FAX AA R, S9N olel @ FREC ME AN F Aty w6, AYsd
oAZe Ao Aol A EAAA FYI 2ol AY WRAH QA= FAL ARE
AFACAAN FAHA AEE FE UL Aol Aednid, AYe] FASES BE}
49 ol Eejojole] ool Ao ofs) FaHolw weHow AR e, T A
gAee 8] g, Ag Ads Aste] AgAdA AFHnA sk AY FAL A48
A BYRN Ak AY 22S neldts Hge) 2G4 D A A8A AY U F
= BE 08 Asdd Fgna SHE, AgAe A FlE FEsE #SAd
S gyaA BRT, A BAL oFa AA EE BT 5 2E Aclt Aelns
ool FojA<¢l Wlelol= Aol EAstRE, A} FHoloj #AE Fst= d2 Ao
s Aol A el delHE Fashe,

9) £l A, 32-33.



Al 3 AoluAA A &H A

A Aol M AdstA el I Al )] AFolet HAdol hell A E IO AABE A LT
ofE Al A AR A=EE o] &38te] ARGAl A= 2] Abgel 1o 7%
Adel e Alestar, 71dolA= AbgAe] bl Fojs dAdste] no 22 #& A
T vk s weE el A BrRl AR Y, AFE AdEe] 482 54T adHd A
S IAAE F dvh Adsr Y e &Y EAES Bu AlEs du Ry 98,
a7 A 7 & A ZAE T2 Aotk A WA= ZIdd SR A Aol S

3.1 71 28X Atolel 22|H EHA
A& (Tae Wan Kim)2 713 252k AfoloA] A = e &AQ A= 2H
(Exploitation), %<& (Manipulation), 9|3l (Harms)¢}t A 24 (Character)S ©] oF7] gt}
ghop 71l ALY A el AYs WAS AEste] 7YY M-S YA HAT
H, 7199 FFAA B U 3o, U s 52 A7ke] SR8 BAsteor & Ao
o, AA R o]gd Y& Htrickle-down effect)”} AQL3 WAS A &3 719 Apo]of A

B B 2] olelr, MY wABY ey, RAEE oY G5aNE P¥s

0
5 |

(

vpetatA] Ietths AFARTE Stk o= V1A SRR Abole] W Ed AHAAVE AT
e YERHTE I ] Aol wwbHas]an, AW§lal, R AEHS Gl Foigl
of, ole’t @EFI Fod kexds SFAE0] AN HAs AT A 5 Al
H,oolel ek Ao ARsle] Al A etk AbAlel Wie] #FH Aolea B s s A
olth. ARAE o9l BiAE(lan Bogost)e AslE wEow, o4 nia 34 S Aol
my Aol do] ARARA NP mFAZA w4 Alolo] AFaof s A BAS EEY
do AEE A fgdel hvka A AR

Adst Aol AR T EAEE =717

10) o5 &of ‘Aolng Aol A T ‘AU E HAG sl AME-3AlT

1) #AxA, TAeluI A, (A€ @ AFUANAE 2, 2015) 26.

12) “[olne person manipulates another when he intentionally causes that person to behave as he wishes through
a chain of events that has the desired effect only because the manipulated person is unaware of that chain.
(Strudler 2005 459)”, Tae Wan Kim, Kevin Werbach, “More than Just a Game: Ethical Issues in
Gamification”, Ethics and Information Technology, 18(2) (2016), 163.



o ogdch F59 JHE AAAD el AP YAE 2229 gL FAT + 9 BE
1, A% Al s AR selg T AXel el Tadshl wET. 253 4%
Bakol S 4 gt BAE, old@ Aust 2R FPdeln Al A AAES s
zu fge]l vk Aolth  gHge cled gl sl Adse T
(Bullshitification)" 2k ahed, “A¢ B9l G20 JFo s AP} 4a9 AT
o uhg RS WEE ol fRAE WolA s, o] dds Yol RHY ANE A B
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Lo

AR BT ek A o] G

2]
2 FEolol® stedw =YA, A A wdke] tide] =

2 A A Adst Al
WHom e Agd 2% 2and) FUdoR AE AHES JEdon 5% Lod
Aol At 2 ol&HFo FAuA =% A s=(slamic jihadi groups)¥= 159 &R

[t o oo

NE, A, 2Rl e sfAeh 22 AYE e Abgste] AAAES B
shadth. 3 A} e w(Camover) bz YAl E= A= 7be] wbdjshs Al9IAS 2 shelw WIS
W T CCTV Zhletbs syjshs 25 deshy] 98 2QESf Huig Fosiinta g
o HE el SAstdd vyl ] AR e Al Aol Al Al e s
= 7k e oAEa we ook SRAke) At v o n g wiA ssoln
Soll FAGORMA, IHASE AFAS Tk AERA dstdla, Ak wepd e rN age

e @ 2 Aol of WA A ATk o2} g 230} (score) AbE WA o] AlE]

Al
CRAR stelF 9 mE £

3|

ZS|

(humilitation)& =771 &th+= A= EAE A 5 Avh Adst A= o]o 2
Frolshs 5-AF BRE ofy e}, SRS e Jd dAE ogdE v H ¢ dTh
Adst= ALY AR #EAE FEAQ EAE HAAE ¢ Aok 99 22 &894
A #87F 7hed Aol AddstE A &Sk Aol Jhesttd, AARES 2dFoE 1Ye ¥
o] AW & AN FAE AU FAEIHE At Ast=y Hem o] Ao EVE B8 A
d #SE ket A EE ol g FH A ol AYsE &8t A AAE AA
2 ded, duetd Adse Y4 FYo] AW FY A ZAE AdY EARCE
HAukE Ak $E7F Jhedtr] wiEelth o)y gk Al 54 v&E Al dT Wt
oty &8 A2l dEel dEiAE 9IS & 5 Aok 7, Bl wxl odolE ke A
dol Jdvtar FpgERAl B whil o elE FeAFE ERIEVE SHUtAY WX E FHE 4
ATH AMHELS A WelA o B oJdols F3l7] al =& AA T, olgfg dF2 ofd
o] & TotaLAt st e &EAd 717F obd, AYY EARNA v FRIT A
Atk vl = oful §H FL7F AL FrlolA v FEIAE, P &g W] gl
T4l 7hssith. 2y ol st AdstE &8 wAAL, AA &E A8 E ool
o et al

718 A=steE AY WiAUFE
e

]
- ’
2 AQE BE AT 5 goks BAY gn 28 4 98 Aot R

13) “a decision—making process in which, due to the influence of game design elements, a decision maker
becomes detached from the reason that makes her action desirable, which can put the action at risk of
significantly losing its moral worth.”, Tae Wan Kim, “Gamification Ethics: Exploitation and Manipulation”,
Carnegie Mellon University, 20213 129 11¢, 22:09 p.m..
http://gamification-research.org/wp-content/uploads/2014/11/GAMICHI15_kim.pdf



Table 1 Conceptual mapping of gamification ethics

Real world Game
Relational Exploitation Manipulation
Individual Harm Character

Figure 1. Zlolv]d 7ol d &2fo a4 vi3

A A BAE Bt g §2 gty D)
sk 24 AT AHproviders)sk F7kHplayers) Abole] TANA A

PR ATAT
A wfE AL o GFomA Ao Bitde]l wAALR, ol HH WFe) £
o AFA AR SelFd ALH A4S WY S gls 8PS 245D ATeohY, of
= 2Fe) WFel Utk Wb AU WA AN WA, HH FAE wECHY, of
©odlore] MRl &@th WA AYel BARE FEsug sha, JEAA Ak A
A ERASA L AY RS BUAD AL AL AT, ot AA WF G,
Aegre setst 4Ae) WEAAE AT} AAZ oW o]5S At AL ohvkm W
et ol Fo Al A AN, AFACIGDE old e ANA Aele] EAE ol gate] of
°je P Yol Fw3 sHsath

e A MmN D AU E (Twitier o] AT A 484 EAE A4

stth, 3l WA= 9beF & Y (echo chambers) =, W82 Als| 4, walﬂ ASES AAA & =
55 FadetA FE AGgd Ao, YFRloR st RS fA WolEolxE W=
= #FES 3t F A= ‘=894 BEx ¥ 2N (moral outrage porn) ®, AFHES] EY A B
of A% W =4& FAsteE AES drh $AL oy TAE] AYste HA
¥ ¥ (value capture)ol s AT 4 Qv DI Y 7HA 23S TEA e RS
(clear values)& 7]Wto & o] Fo] X},

S F=2 ZYole BX 84E wEoR 79 Waste] ds] At 3 WA
2, E3xol A& (application)o] Wulsit}h = dAte] X9 ExXE ERWela, EESH
off-¢-w, Bttt Azgoh ey AYY BiEe EJES L NP oR gy o] vE
U, 82 stols Fols FretAY Jejof she=A WEskA et T HAE, Al &
EES dutd oz AA F7tbs O}ﬁr(commensurable) o7l FFIbeAAL, A2 tE 4
Aol s ol® &4 HAxm AL & Y= 89S Yugth. AR f2e ouE
5ol o 7HA7F d=A ARt oJEwS Aerh vk o' 5A S do] 7S] ARt
= Bl AS ¢hds] &k e, fEle 2e vy s1E B 3 7HA] S

14) Tae Wan Kim, Kevin Werbach, “More than Just a Game: Ethical Issues in Gamification”, Ethics and
Inbrmation Technology, 18(2) (2016), 1609.



Aelst o), dutstd ol g xRl Fae FokRIbEe 7 7bA] o]Ake] HRE 1A
I Q7] wiiEoltt shARE Ao HAEw dnb¥qor g A2 AAHr. sEe TANAS
el oW s "t WEx HEeith A MAR, Ade AdEe]l FoFrbesittd, 1y
3 AEd fa BaE viZd = Uti(rankable). $d+v= HAEEH AgE g stE Ay, Bz
Uz Ao Hol=s A Atole] Tus wWA F glttal AA4dH o5 AR HE A
A= FFol7] wiolth 2y A= g e st VlEom Fofrbsatrldl,
o] F Alole] THE wirle d 3 JheEldnh HEA WYE " ek do] 59 HEE T
a1, v 2U 2 A Hol=E de] 109 A4S oo, §2 v2Y 2 AlFd Hoj=s 49
< 7T & A Enh1d

olgfgh 7kA ¢ WE3t= JHXE Pkl b, 7HA 28 S HAE A drh &9 7HA]
FE8e] AAFE v o] AWath 1) -89 ARl A= FHska, AdAsk, Edst
7] ot 2) P A¥H o ¥, destE X FHE $-g ARleA RAAFE
APE A = A EA e Fwodlth 3) westE FEHE 8o 5719 siE diAlETie
aelal ESIH Y A3t AladlE ol gk 7X] 28-S P45k, A A FAlE ol vt
3 et 7bE EQE e W g3 EQE 9 Zol(likes), B E S (retweet) 7]%ol 23]
0% %49 4 e, dusid o B Fotaet gESo] w8l AAZLTE, AAZ9
Aol FHAE= AAgle]l o B AAFEAdA =29 7 A7) WEolth ESEAA dojube
LY i w3 A4 JESII Fota vy Tl oa gt A4l ExF ¢ B
ZES, Fols HFE &5, 29 FHd o B2 7HAE FA45HA Hof, 294 19
At A AAgle]l ¥ W gESIY FoloE BRE st A4 B EE5
v AAEFE At A st 717 B HA " 9 gye E94 2 BT FRe |
Ao M S5 FA 230w Fdsto], ZHA e '@ Edetal Tag uES A &7
o2 vty T FAQl 5ol AMEA R dtolw BT &l ARl A e aws ©
Tststo], AT SARES AT WA AQdstE AAEHL FAAR] FRY FEHI L
of, Ab&A} Atolo] S oS = 4 Uvh o & ZA=, ERIETE ol g Adste &
ARE G JdFdE, ofFgAold ALY FAE A7 Al e AL st A
gt Mol g 7el 919 HElgke] TR, AMlztel] WAEE AYste EAH] 7Y
o] o]9¥= #Ho| Utk TS thA g W AlaEojoF & Ha o] & Aolth
3.3 AlojojmAH o|Md AARS g2|H 2H

20149, d=r¢] Ew~ t)sH(Bournemouth University)ollAl Al AE7F59] ClgH9F v
A, tpEoke] HriatEe] QIE R AEXALE vt o = Adsted g 1AS XA AT
E TSt A A, diFEe] FrpAEe] Aldst A" EAAES JdAsk A A,
A gAl Ao MFER Ads AxEe] FARS FES 4 Aok A HAE gl
of Aldstet o m 2 A, Ao EA, A dolek A A9 A mE e
2B} (The Management Style), @7 A28l T2]a 52 ko] Ao wet, Aldst w2

15) C. Thi Nguyen, "GAMES; (New York, NY : Oxford University Press, 2020) 194-197.
16) C. Thi Nguyen, Jennifer Lackey, TApplied Epistemology; (New York, NY : Oxford University Press,
2021) 430-431.



Game elements Reason of violation Violated privacy

requirements

Avatar Recognition and recording of users K1, R2, B3, R4, RS
characteristics

Challenge Recognition of the opponent’s information and R1,R3
connection between identities

Communication with other Recognition of the user’s characteristics and R1, B2, R3, R4, RS

players interaction between identities

Competition Recognition of personal information and R1, R, B3, R4, R5
connection between identities

Leaderboards Recognition and recording of the opponent’s K1, R2, R3
information

Location Recording of user’s location R1, R2, R3, R4, RS

Motification Recording user’s actions depending on his R1, R2, R3, R4, RS
reaction

Quiz Recording of user’s awareness and information R1, R, R3

Roles Recognition of the users preferences and R1, B2, B3, R4, R5
behavioral characteristics

Team tournaments, group Recording and recognition of the user'’s R1, RZ, R3, R4, RS

tasks, collaboration interaction and information

Profiles Recording of user’s persenal information and R1, R, R3, R4, R5

connection with their actions and preferences
R1, anonymity; R2, pseudonymity; R3, unlinkability; R4, undetectability; RS, unobservability.

Table 3.
The relation of game elements and privacy requirements.

Figure 2. 7/ AR I Q49 A9 &4 Alolo] #4A
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