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”Most people make the mistake of 
thinking design is what it looks like,” says 

Steve Jobs, Apple’s C.E.O. […] 
”That’s not what we think design is. It’s 
not just what it looks like and feels like. 

Design is how it works.”
From https://www.nytimes.com/2003/11/30/magazine/the-guts-of-a-new-machine.html 

Design
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Game Based Design
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Game Based Design
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Motivation
Action

Impact

Volition

Game Based Design
helps bridging the 'Gap' to ActionGap

(='Willpower')
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The Gap between Motivation and Action

Volition is the cognitive process by which an 
individual decides on and commits to a 

particular course of action. Volitional processes 
can be applied consciously or they can be 

automatized as habits over time.
https://en.wikipedia.org/wiki/Volition_(psychology)

Volition
Motivation ActionGap

https://en.wikipedia.org/wiki/Volition_(psychology)
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Engagement
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Game Based Design 
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aspirational
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aspirational
self-identity

Action

a better
'me'!

Your Design
helps your audience to progress
in a meaningful transformationmeaning

self

TRANSFORMATION
towards an
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four levels
Game Based Design
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why?
who?

when?

where?
with whom?

four levels
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level 1
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we all
(most of the time)

by the everyday

rules of the game
of social interaction

play

level 1
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Space Shuttle "Challenger", January 28th, 1986
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level 2
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useful games

level 2
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icebreaker 

facilitation tools

rituals

exercises 

useful games

level 2
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useful games

why? to facilitate things – 'social lubricant' for communication

who? when? where? with whom? 
facilitator constantly interactions with all participants

icebreaker 
facilitation tools

rituals
exercises 

level 2
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One person walks through her home with the 
camera turned on. The others watch and discuss 

for what movie 
is this the set:

which genre?
what is the title of the movie?

who is the protagonist?
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level 3
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level 3

"content 
gamification" serious games
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serious games

prozess-
simulations

scenario-
simulations

level 3

"content 
gamification"
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leadership

change"finance for 
engineers" conflict

serious games

prozess-
simulations

scenario-
simulations

level 3

"content 
gamification"
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why? cognitive impact (learn, reflect, sensitize) 

who? when? where? with whom? 
experts  special events protected space invitation only

leadership

change"finance for 
engineers"

serious games
prozess-

simulations
scenario-

simulations

conflict

level 3

"content 
gamification"
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market structure and cost situation
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Budget Teilkostenrechnung
Produktion Verkauf Total Kosten

Kosten (Budget)
var fix var fix var fix

Gemeinkosten

Anzahl Unterschriften 64

x Kosten pro Unterschrift 5

= Produktionskosten 320 320

Anzahl Auslieferungen 8

x Kosten pro Auslieferung 5

= Total Lieferkosten 40 40

x Anzahl Mitarbeitende 8 2

Lohn pro Mitarbeiter 15 15

= Total Lohnkosten 120 30 150

Gesamtkosten der Kostenstelle 320 120 40 30 360 150

Einzelkosten (Material)

Anzahl Autogrammkarten 8

x Materialkosten pro Karte 10

= Total Einzelkosten 80 80

440 150

Umsatz

verkaufte Autogrammkarten 8

x Marktpreis fertige Karte -80

= Umsatz verkaufte Karten -640 -640

- variable Kosten 440

= Deckungsbeitrag -200

- fixe Kosten 150

= Gewinn / Verlust -50

Zuschlagssätze (normalisiert)

Kostenstelle Produktion

Anzahl Unterschriften 64

variable GK pro Unterschrift 5.000

Kostenstelle Verkauf

var. HK der verkauften Karten 400

Zuschlagssatz var. GK Verkauf 10.00%

Kostenarten Kostenstellen KTR

Produktion Verkauf Lager

verkaufte 

Karten

Kosten 

ER var fix var fix

Karten in 

Arbeit

fertige 

Karten
6

Dt Cr Dt Cr

Produktionskosten 300 300

Löhne 150 120 30

Lieferkosten 30 30

Total Gemeinkosten 480 300 120 30 30

var. Einzelmaterialkosten 80 10 10 60

Umlage var. Normal GK Produktion -300 20 40 240

= total var. Normal Herstellkosten 300

Umlage variable Normal GK Verkauf -30 30

= variable Normal Selbstkosten 330

Umsatz -480 -480

+/- Änderung Lagerbestand WIP -30 30

+/- Änderung Lager fertige Karten -50 50

= kalkulierter Deckungsbeitrag -150 -150

fixe Kosten 150 120 30 150

Deckungsdifferenzen

Betriebsergebnis (Gewinn / Verlust) 0 0

BAB Normal-Teilkostenrechnung
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level 4
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game based design

"on-the-job"

level 4

"structural 
gamification"
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"on-the-job"

level 4

game based design"structural 
gamification"

performance
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"on-the-job"

performance
(business- / learning-)

process
ethics

'subtle' or 'loud'

level 4

game based design"structural 
gamification"
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"on-the-job"
Why? real-life performance (Compliance, Engagement) 

Who? when? where? with whom? 
designer 'moment of truth' real life roles (student, pa-

tient, customer…)
level 4

game based design"structural 
gamification"

Engagement
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level 5…
Metaverse
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Welcome 
to your role as  

CEO*
*

CEO
Chief Engagement OfficerEngagement


