Design Btit, 2025, 10(4), 239-253 Hans X
Published Online August 2025 in Hans. https://www.hanspub.org/journal/design
https://doi.org/10.12677/design.2025.104026

EF R BEABRAIL T
5347

T F, #ighk, K X
Herpfivu KSR B, WL B

9
B

RS

Wk H . 20254F6 250 A EM: 20254F8H11H: &4 HI: 20254F8H19H

HE

PEE N TRRE. BRIILEHNEARERE, R BRIBEEHE. @BF. FESSMMUR, BN
BiEHE . OEE. HENMES5ERRELFPEV ST ERNEER R . REZS L
B, ERBEARERS. HRAGSELEHNHRE REENEUMRE, BULHBERAREEERS
AT¥EShE . i, A3CPL2014~20244EFYF T-Web of Science 5 3 [ 41 B3R B2 AR S SCHR A SR E R,
KSR RF Y, 454 CiteSpace 5VO0SviewerZ b TR, NESGEH . BIRRE . S1EMESHT
WE RS E W AANER TR BT RE DM MIRERRPE: TEZTER, WRALBHHHER<
VB EEENK, EFRMARSEERETHELY. BARTHSRVMNA=K4R; Hd, ZEMAE
PEFFESEMS T EEERE I OM, EREMARE. fiEaHER, HREZBSHZREBF. RAHK
FE . GEEFSHLSTRIAIERE, FNRSATEREAD. BUBEL(VR)EEARK#E B,
A RA BT EBHERE TSR R BBRASHRER, NEEEREANESESRMAREENT
#., FRERHZAR SR E GOS8, SHEM R RE. BSbEN AR RSEPER, #onARRMN
H— RS 5B, SEBHERA T A RGN SRR B .

XK ia
PR, CRRTHEE, AiEEs, siREE

Research Progress and Trend Analysis of
Gamification Design Based on Bibliometric
Methods

Yu He, Shiwei Xie, Han Zhang

School of Fine Arts, Central China Normal University, Wuhan Hubei

Received: Jun. 25", 2025; accepted: Aug. 11, 2025; published: Aug. 19", 2025

XESIH: T, W, TKIE RTINS R SR AT ). Wi, 2025, 10(4): 239-253.
DOI: 10.12677/design.2025.104026


https://www.hanspub.org/journal/design
https://doi.org/10.12677/design.2025.104026
https://doi.org/10.12677/design.2025.104026
https://www.hanspub.org/

g 4%

Abstract

With the rapid development of emerging technologies such as artificial intelligence and virtual
reality, gamification design has been increasingly applied in various fields including education,
healthcare, and media. As a multidisciplinary research domain integrating pedagogy, psychology,
computer science, and communication studies, gamification design has attracted growing academic
interest. However, the overall knowledge structure, thematic hotspots, and evolutionary trends in
this field remain insufficiently synthesized from a quantitative perspective. To address this gap, this
study conducts a bibliometric analysis based on 5503 articles retrieved from the Web of Science,
Scopus, and CNKI databases between 2014 and 2024. Using CiteSpace and VOSviewer as visualiza-
tion tools, the study systematically examines research trends, thematic clusters, collaboration net-
works, and emerging frontiers in the global gamification design literature. The findings reveal a
significant and steady increase in publication output over the past decade. International research
has concentrated primarily on three thematic areas: educational innovation, health interventions,
and commercial applications. The United States and Spain occupy central positions in global collab-
oration networks, indicating strong academic influence. Trend analysis further suggests a gradual
shift toward socially driven topics such as elderly care, adult digital learning, and programming ed-
ucation, along with an accelerated integration with Al and VR technologies. This study provides a
comprehensive overview of the development landscape and thematic evolution in gamification de-
sign, offering a quantitative foundation for future theoretical construction and interdisciplinary in-
tegration. It also highlights existing challenges, including fragmented theoretical frameworks, lim-
ited longitudinal empirical research, and insufficient cross-cultural applicability—issues that fu-
ture studies must address to promote a more coherent and sustainable trajectory for gamification
research.
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Figure 1. Research methodology framework
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Figure 2. A distribution map of the annual publication volume of gamification design literature
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Figure 3. Cooperative countries co-occurrence network
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Figure 4. International keywords co-occurrence clustering network
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Table 3. Domestic emerging keywords in gamification design research (Top 20)
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Table 4. Frontier keywords node information (2014~2024)
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Figure 6. Historical line graph of robust node literature citations over time
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Figure 7. Historical line graph of gradually weakening node literature citations over time
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Figure 8. Historical line graph of gradually weakening node literature citations over time

[ 8. SRS SR 51 SE#T £ B (2014~2024)

PN SR 20 Al (game-film integration) [ H 2021 SR PUE H L, 2022 H£ Rk CEIE 6 ki, 2023
552024 FIYEFRFER KT, RIGRE N 4.42, NENEHH AR . Hh S RE TR SN E
TEAHE LR B AL 50 Rk B RS N o A ORI SR S 4 i sk s 2= RN 7 2, 5

DOI: 10.12677/design.2025.104026 251 Wit


https://doi.org/10.12677/design.2025.104026

g 4%

FERAHIE . AR S W R, Bt s 5 P Ui 3R THERR AR B FI[19]. HESRAT
TC SR A 27238 08 B 5 P9 2 BT 5 8 R R R v R R

5. PR REM
5.1. RS

BT XF 2014~2024 4F 18] 5 SC 2 AR 2 AU R A B0 TEAH G SCRR IR T 40T, A SCil it CiteSpace 5
VOSviewer ZFn[ itk TR, MWFFE. #R 0. ERE1E. SRR S minEb S4BT /5
M. BRI W T

B, R ARFFEIG K, EREEMEE DR, T HER, R T AH G IT /e 4 3k
O PR N R THIR, E BRSO R SR 2014 S R ARG K, 2024 ARk B s e LASE EAIPEHEF
FIZO RS TE R T 2 HO0E 1R R . PERSCEBEERRE =, B HEZauh iEk g 5 H
A SR ) AR R

B, MREBHRZ T, B¥RmasatEE. FEismR EERELAEIR. HENRE. LM
HAEERL, RBOR SRR S AT AN AR T T A BOR L B AR S SO AR R RS N,
BREEA. AE SO, AR R — R 2 oo R E A

= BRI TR - WLl - 857 BaEi. R RS ER T kit CRIRNE SR
KRR, SEESR I ) “RRHLE]” =B AT NEIS SFIRENLEIER S o E BRI TR SR S
AT, N UTE LA BUER 5 DUIR ARS8 77 TR TR BROMURR IR 42 . SRBERI RIL AT o, BE A #GS O s
FHER Zh AT AR, 7R T BB IR I ik 4% .

U, PRI AL BRI 2 BRI . S G ORI RIS B 5 %, BRI =2k
—iE AERT” “HEIR” FREEREE, B TRETN: & M7 COuTl” Y PuEAHRA
T A DR TS AT SR B RO HY s =R “EBEhF )7 St e 45 2021 S JE E N m o], AR S HT A
HR R IMA ST XA SRR, WA EE NS . BIREEGG R E AT AT
SN RGHER20].

FI, R RIZLEE, AR R BRI WRSCEHE . SIEMSE 3 BERE, Wi
RV OB R G HIER HE A 5 7 VA HESE . [E PR LB AAT AL 5 B b, [ Py 2 E
BEARME G LB . ZBETERES NG S EEARNR, NJE SR S R S Y R A BT A
T RPN BEAE N TR RIS SRR AR BER BN, R A BT A 78 2 [ i — 20
WENHAEBE MR RSN LR G815

5.2. MREBRESARRE

SRS AT FAE R AL BN 75 T TR RGutE, (BATAFAE DL R R PR :

Ho—, B 78 55 T A R « A FUAGEEL T Web of Science #0055 5 7 [ %0 W B8 12, £ 49\ Scopus.
PubMed. ERIC. RSCI %5 HAth 5 ZEHGHR e, AT BE I8 e 38 43 4 Hh 5% SO B 220 78 R

H=, 5 5 mE. o RUAR SN 3, REGR S, HR. P W KM XIS
Bk, FTRESBUX I T B R A AT .

H=, NERER R — AUt 5B 8T, MARIANNEI T RGLER . TToisE
EVEBR AR 7%, M DU A4 5 A 2 AL 2 TR AR R 0 SN L]

AR FE T TELRFF AL A TR A S mt b, W0 28 5 500 AEoRIE, JINBRES RENLP)E A S
IREES IR, G AR i, dE— DRI 5 R G 5 IR .

DOI: 10.12677/design.2025.104026 252 Wit


https://doi.org/10.12677/design.2025.104026

x OB

SCHETE B YR A4

E&WE

WAL 2B BRI — MRS H 8 B 7R 2k 7 ) IR AL AE BT AL (B0 H 45 : 2023GB004)

SE

(1]

(2]
(3]

(4]

[14]

[15]

[16]

[17]

[18]

[19]
[20]

Koivisto, J. and Hamari, J. (2019) The Rise of Motivational Information Systems: A Review of Gamification Research.
International Journal of Information Management, 45, 191-210. https://doi.org/10.1016/j.ijinfomgt.2018.10.013

WRESKH. [ Py A1 R U e AL i TEBR R Sl I R[] BRI, 2020, 40(3): 24-37.

Deterding, S., Dixon, D., Khaled, R. and Nacke, L. (2011) From game design elements to gamefulness: Defining “Gam-
ification”. Proceedings of the 15th International Academic MindTrek Conference: Envisioning Future Media Environ-
ments, Tampere, 28-30 September 2011, 9-15. https://doi.org/10.1145/2181037.2181040

Sailer, M., Hense, J.U., Mayr, S.K. and Mandl, H. (2017) How Gamification Motivates: An Experimental Study of the
Effects of Specific Game Design Elements on Psychological Need Satisfaction. Computers in Human Behavior, 69,371-
380. https://doi.org/10.1016/j.chb.2016.12.033

i 5552, TR, TR ST ik e KR ER(T]. HAL BB BT, 2015, 36(8): 45-52.

B, Bl R RO EIRIM]. JEET REERIAR SCER R, 1999.

Mz, VR, B NN RE A SR R AT J]. mERE, 2016(4): 78-85.

W, kAL AJLERTE e R 2 I R RIS —— LA AR A S L R TR A R K R ).
5 E A1 2T, 2022, 31(3): 62-73.

38, B, ARHEME. FNRACTAT AR DUIR TR BT[], A [ A5 0E 254k, 2012, 38(2): 78-89.

2. 21 LA PORE R E AT RS Sar——2TF 18 Al SSCT HFIFI ol Ak /39T [1]. BB WA,
2017, 23(2): 92-101.

TR, 2002, REEW. BT AR B E SUR A BT A SRR [T]. % TR, 2021, 42(24): 73-83.

Luarn, P., Chen, C. and Chiu, Y. (2023) Enhancing Intrinsic Learning Motivation through Gamification: A Self-Deter-
mination Theory Perspective. The International Journal of Information and Learning Technology, 40, 413-424.
https://doi.org/10.1108/ijilt-07-2022-0145

Six, S.G., Byrne, K.A., Tibbett, T.P. and Pericot-Valverde, 1. (2021) Examining the Effectiveness of Gamification in
Mental Health Apps for Depression: Systematic Review and Meta-Analysis. JMIR Mental Health, 8, €32199.
https://doi.org/10.2196/32199

Rodrigues, L.F., Oliveira, A. and Rodrigues, H. (2019) Main Gamification Concepts: A Systematic Mapping Study.
Heliyon, 5, €01993. https://doi.org/10.1016/j.heliyon.2019.e01993

BREJF, R T575. AT TR R B G S A T4 R 5 ROV B T A i —— 25 T 13 Ml e mi g A0SO T B T BT
Fu[I]. HHE B SR, 2011, 37(2): 51-60.

WRoB i, 2546, 3T 20 SRR3R IE B0 BORWT TS S BV ——2 T 7 Ff CSSCIITI R STER TR 2 #7[1]. IR
HHA, 2020, 30(12): 12-19.

DRSS, %2, Eblte. [H BRASIRECH B TT I A n U BTV E——2E T SSCI i A7 M i) -+ R R 2 A 3
TUSCHRATHEATRT AL M), EAF IR A, 2013(7): 8-16.

Liu, C., Lin, Y., Lo, F., Chang, C. and Lin, H. (2024) From Readers to Players: Exploring Student Engagement in a
Gamified Metaverse and Its Effect on Reading Interest. Education and Information Technologies, 30, 421-447.
https://doi.org/10.1007/s10639-024-13068-1

FRR A, TUAPF. SR SIS A2 H R I R AT AR [T]. ARk AEHE, 2024, 31(5): 117-124.

Goshevski, D., Veljanoska, J. and Hatziapostolou, T. (2017) A Review of Gamification Platforms for Higher Education.
Proceedings of the 8th Balkan Conference in Informatics, Skopje, 20-23 September 2017, 1-6.
https://doi.org/10.1145/3136273.3136299

DOI: 10.12677/design.2025.104026 253 Wit


https://doi.org/10.12677/design.2025.104026
https://doi.org/10.1016/j.ijinfomgt.2018.10.013
https://doi.org/10.1145/2181037.2181040
https://doi.org/10.1016/j.chb.2016.12.033
https://doi.org/10.1108/ijilt-07-2022-0145
https://doi.org/10.2196/32199
https://doi.org/10.1016/j.heliyon.2019.e01993
https://doi.org/10.1007/s10639-024-13068-1
https://doi.org/10.1145/3136273.3136299

	基于文献计量学的游戏化设计研究进展与趋势分析
	摘  要
	关键词
	Research Progress and Trend Analysis of Gamification Design Based on Bibliometric Methods
	Abstract
	Keywords
	1. 引言
	2. 数据来源与研究方法设计
	2.1. 数据来源
	2.2. 研究方法

	3. 游戏化设计的研究现状
	3.1. 文献年代分布情况
	3.2. 主要学科分布情况
	3.3. 国家合作分布情况

	4. 游戏化设计的研究进展与趋势分析
	4.1. 关键词聚类分析
	高被引文献内容分析

	4.2. 关键词热点分析
	4.3. 研究趋势分析
	4.3.1. 稳健型研究前沿
	4.3.2. 渐弱型研究前沿
	4.3.3. 最新研究前沿


	5. 分析结论及发现
	5.1. 研究结论
	5.2. 研究局限性与未来展望

	注  释
	基金项目
	参考文献

