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Abstract:

General man wants to get to enjoy as much as possible in his life, but many of the
daily tasks and activities that interact with it is not fun was carrying mostly being
bored, which could affect human behavior, so search the imposition of that
playing Gamification techniques by designing pleasure Fun design contributes to
the change this feeling bored and modify the resulting behavior (it may be
undesirable behavior) and make activities more fun by making the playing
characteristics carrying properties, sometimes augmented by bonuses, such as to
give our children gifts when you get high marks in the tests.

Over the course of the previous two months (October and November 2014), the
researcher presented the concept design fun, the theory of the fun and
importance of the use of playing techniques in the design through the
presentation of videos and discuss the band students two o'clock - the industrial
design department and try to transfer this knowledge to the students, to use fun
activities that you need to design it. The focus of the research problem on how to
modify human behavior through design and change behavior in a positive way or
in other words, do you design contributes to the modification of human behavior
in a positive direction?, So the aim of the research to uncover the relationship
between design fun and behavior modification through playing techniques
through the ideas of design comfort some of the activities the user interacts with.
The search followed the inductive method.



