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ABSTRACT 

ICT solutions can help to alleviate the increasing demand for elderly care by e.g. enabling 

medical professionals to remotely provide care, and activating a healthier lifestyle which 

extends autonomy and independence of elderly [1]. However, these solutions are often not 

sufficiently effective as adherence is low and decreases over time [e.g. 2]. Engagement in 

technology is important as studies have shown that use of an application significantly relates 

to improvement in health outcomes [5]. Gamification – the use of game design elements in 

non-game contexts [3] – offers great potential regarding the engagement and motivation of 

the elderly [4].  

 

Recently, the number of gamification initiatives in healthcare is rapidly growing. However, 

the majority are not based on funded theory and focus on short-term engagement through 

extrinsic rewards. A common pitfall for gamification is to lose sight of the core experience of 

games and merely add visual components of games, such as points and rewards, to another 

application, resulting in discarding of the application after a short amount of time. We would 

therefore like to adopt the definition: gamification is the application of knowledge from game 

design to non-game fields. Especially in eHealth it is important to look further than the rather 

simplistic approaches of current gamification practices as long-term motivation and adherence 

is needed to achieve lifestyle behaviour change. Gamification, specifically for elderly, is an 

unexplored area and it is unknown what motivational concepts can be used to achieve this.  

 

This research works towards the realisation of a framework for creating motivating and 

engaging eHealth applications using gamification, for the elderly population. We present an 

overview providing insights in current motivational approaches, addressing underlying theory 

from psychology, behavioural science and game design. In order to create sustained 

engagement, we should aim to address the intrinsic motivation of users and satisfy their 

psychological needs [6]. However, psychological and motivational aspects cannot be 

generically applied to individuals, and classifications of the user and its preferences are 

needed. Preliminary results indicate a link between personality and the preference for certain 

game elements. 
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