
Executive Summary
Goal: Evaluate the effectiveness of gamifying the TAIGA platform to enhance user engagement and 
educational interaction.
Methodology: User testing sessions were conducted with college students aged 18-22 in a controlled 
environment to assess engagement through gamified elements in the TAIGA platform.
Participants: College students familiar with General AI tools but new to TAIGA.
Findings:
● Successes: Gamification showed potential in capturing user interest and sustaining long-term 

engagement.
● Challenges: Confusion over reward mechanisms and superficial engagement with the 

educational content were observed.
Recommendations:
● Reduce Over-Gamification
● Purposeful Gamification

Next Steps:
● Focus on Educational Challenges
● Optimize Gamification Interface
● Enable Voting on Challenge Effectiveness



Test & Prototype

Who

What

Where

Why

How

We tested our prototype on primarily college students ranging from ages 18-22 who 
were familiar with GenAI tools, but had never used WeAudit TAIGA before.

Our prototype and tests were designed to gain insight into whether the gamification 
of TAIGA would incentivize users to use TAIGA more and be more engaged with the 
platform

We utilized breakout rooms in the Tepper building to conduct sessions with our 
testers. This was to ensure the environment was quiet, clean, and free of disturbances.

We used our prototype and tests to see whether there would be increased 
engagement of users if the platform is gamified. We wanted to see if these results 
would impact the potential addition of new features that could benefit TAIGA

We conducted research sessions with user testers to see if they responded to any of 
the incentives we added to engage with the platform more and in more meaningful 
way. We gave instructions and observed the testers using the prototype



Successes and Failures

Success:
- Users shows initial engagement by attempting the daily challenges, which indicated the 

gamification strategy has a potential of captivating and retaining user.
- There was a notable curiosity about the leveling up system and the rewards, which implies 

that the reward system can potentially drive further engagement.
- Users are motivated to use the platform on a daily basis, which shows that the 

gamification is effective in maintaining users’ long-term engagement with the platform.

Failure:
- There was confusion regarding the reward mechanisms and distribution, and some users 

were not incentivized by the rewards offered.
- While users wanted to engage with the platform to meet challenges, this did not 

necessarily translate into meaningful engagement with the content itself, and sometimes 
distract users from the educational use of TAIGA. 



Outlined Proposed Changes

Less Gamification
Our study showed that although the gamification of TAIGA certainly led to users engaging more with 
the platform, we also believe it took away slightly from the educational aspect of the platform. Users 
were less inclined to learn about GenAI bias or took longer to take an interest in GenAI bias since they 
were too distracted with the rewards system and challenges.

More Purposeful Gamification
Our study showed that not only did the amount of gamification make a difference, the type of 
gamification did too. Gamifications that included challenges which were loosely related to user 
interaction and education had poorer feedback and led to lower levels of user interaction. On the other 
hand, gamification that included challenges which encouraged user interaction and helped users learn 
more about AI bias led to higher levels of user interaction and better feedback.



Next Steps
We would implement proposed changes to our hi-fi prototype and also look to conduct more rigorous 
testing on our updated gamification idea.

- Curated Daily Challenges. In light of the proposed change of reducing the amount of 
gamification, we are planning on revising our current prototype to showcase more 
educational-focused challenges instead of just challenges for the sake of gamification. This would 
stay true to the platform’s central theme of education and awareness.

- Alter Gamification Interface. We understand that gamification may not be for everyone. While 
certain users might appreciate the aspect of gamification, others might not. We also acknowledge 
the fact that too much gamification could take away the aspect of learning and education. Hence, 
we aim to edit the gamification interface so that it does not overpower the other elements on the 
page and does not take away the central theme of the AI bias platform. Users who are looking for 
elements of gamification should be able to find it easily while users who do not wish to participate 
should not find it hard to ignore the aspect of gamification.

- Voting on Challenges. We realise that having a general set of challenges might not be suitable for 
everyone. To create a platform that is inclusive and understanding of the different groups of 
people using the platform, we are planning on adding a feature that lets you vote on whether a 
particular challenge was a good challenge or a bad challenge. In the long run, this helps us come 
up with a more curated and engaging set of challenges that users would want to revisit. 



Appendix - Consent Form



Appendix - Synthesis


