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Executive Summary

Reading is a cornerstone of intellectual
growth and a vital skill for thriving in society.
In the realm of design education, design-
related books serve as crucial resources for
novice designers, offering both in-depth
knowledge and practical insights. However,
in an era where information is increasingly
consumed through digital channels like
videos, podcasts, and social media, the
traditional role of reading is under threat.
Despite the wealth of information available
online, the depth and credibility provided by
books remain unparalleled. Yet, as research
shows, many design students struggle with
maintaining motivation to read, often finding
the material daunting or unengaging. This
raises a critical question: how can we
motivate novice designers to engage with
design books and sustain their reading
habits in a digital age?

This project sought to address this challenge
through comprehensive research, including
literature reviews on reading motivation and
gamification, as well as context mapping
studies. The research identified several key
obstacles faced by novice designers and
pinpointed effective strategies to boost
motivation. It became evident that while
increasing engagement is crucial, fostering a
sense of knowledge-building and self-growth
significantly enhances the perceived value of
reading, turning it into a more fulfilling
activity.

The whole design process evolved through
continuous iterations, culminating in the
development of Milegrow, a unique concept
that integrates physical milestones with a digital
design growth map. Milegrow encourages
readers to reflect, connect ideas, and track their
progress, ultimately fostering a deeper
engagement with the material.

Key features of Milegrow include:

* Physical Milestones: These break the book
into manageable sections, giving readers a
sense of control and progress.

Reflective questions: Embedded within
milestones, these prompts stimulate deep
reflection, making the reading experience
more engaging and thought-provoking.
Record thoughts and reflections: This
helps deepen the understanding of the
content, thereby maximizing the utility value
of the book.

Design Growth Map: A digital tool that
collect reflections and tracks intellectual
growth across various design fields.

Final evaluations revealed that Milegrow
effectively enhances the reading experience by
making it more engaging, thought-provoking,
and reflective. It also fosters a sense of
knowledge-building and self-growth, thereby
increasing motivation. However, it was noted
that the success of this tool depends on the
content of the design book itself; if the book lacks
utility or is too dull, Milegrow may not fully
compensate.
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Chapter 1
Introduction

This chapter provides an overview of the project background, explaining why
| chose to focus specifically on reading motivation for design books and why
novice designers were selected as the target group. It also offers a detailed
explanation of the project scope, including the project's aim, target audience
and stakeholders, book selection criteria, and research questions.

Chapter Overview

1.1 Project Background

1.2 Project Scope

1.2.1 Project Aim
1.2.2 Target Group & Stakeholders

1.2.3 Book Selection
1.2.4 Research Questions
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1.1 Project Background

Reading is a fundamental skill essential for
successful participation in society. In the
realm of design, continuous learning and
knowledge acquisition are essential for the
growth and development of novice
designers. Tim Brown, in his book Change by
Design, emphasizes that design thinking is a
continuous process that requires ongoing
learning and adaptation. Design books serve
as invaluable resources in this journey,
offering foundational theories, practical
insights, and real-world examples that are
crucial for honing design skills and
expanding creative horizons.

However, as technology advances and
information channels increase, the role of
reading as a primary way for acquiring
knowledge has been repeatedly challenged.
Students can now obtain information from
search engines, multimedia platforms like
videos, podcasts, and even social media. The
book-based learning approach is gradually
evolving into e-learning, mobile learning, anc
ubiquitous learning (Pena-Ayala and
Cardenas, 2016). Research conducted by
Huang, Capps, Blacklock, and Garza (2014)
suggests that college students dedicate less
time to academic reading, often favoring
social media engagement over reading
activities. In addition, from the educator’s
perspective, it is also becoming increasingly
difficult to assign academic reading to
students. Professors report that students'
compliance with assigned readings is

considered low (Starcher and Proffitt, 2011).

Although design students can gain design-
related knowledge through these other
channels, the value of books remains

irreplaceable. Books are typically authored
by experts in the field, ensuring the
credibility, depth, and Dbreadth of
information which can be harder to verify in
other sources such as videos or social media
posts. Therefore, it is meaningful to explore
now to stimulate and retain reading
oehaviors.

A
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Figure 1. Lack of reading motivation

Current research gap

Understanding reading motivation is critica
in this context, particularly in educationa
settings where a lack of motivation may
contribute to decreased engagement with
reading. A significant body of research has
highlighted the strategic effort and
motivation required for effective reading.

Since the early 20th century, reading
motivation has been a major research topic,
especially among secondary school students
(Huang and Reynolds, 2022). However, the
study of college students' motivation to read
remains relatively underdeveloped (Lin,
Wong, & McBride-Chang, 2012). Given that
many novice designers are college students,
investigating their motivation to engage with
design books presents an opportunity to
address this research gap.

How can novice
designers stay
motivated to read
design books?

1.2 Project Scope

1.2.1 Project Aim

This project aims to understand the
motivation of novice designers to engage
with desigh books and enhance their
reading motivation through the design
intervention, thereby facilitating their
professional growth as designers.

Furthermore, the project encompasses
research and exploration into gamification.
The concept of gamification extends beyond
game creation, permeating various aspects
of life—from education, work, marketing, all
the way to healthcare and scientific research
(Chou, 2016). Due to its remarkable ability to
sustain engagement, gamification aligns
closely with this project's objectives.
Consequently, the project will also explore
the potential of the Octalysis System, a
prominent gamification framework, in
enhancing reading motivation.

Project Focus

’

Can gamification
strategies enhance

\\\\\\\\\\

Figure 2. Project focus

reading motivation?

1.2.2 Target Group &
Stakeholders

The target group of this project is novice
designers aged from 18 to 25 years old who
nope to gain some knowledgement from design
000ks. Given their recent introduction to design,
this group has relatively limited design-related
knowledgement and also the understanding of
design.

Although this project focuses more on those
who lack motivation to read, it does not impose
strict limitations on motivation. As long as they
have a need to read design books—whether due
to personal interest or external factors such as
academic requirements—they are considered
within the project's target group.

Novice Designers

18-25 years old

Have limited design-related knowledge

Have a need to read design books

Lack of motivation for reading

Figure 3. Persona of target group

13
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Educator

Bookshop | |
space where novice designers
can browse and purchase books
Novice Designer Physical Reading Context 5. Digital suppliers offer convenient

_I
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Digital Reading Context
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Digital Reading Supplier

Figure 4. Stakeholder map

In addition to novice designers, who serve as
the primary focus group, several potentia
stakeholders have distinct interests and
interconnected relationships. Given that most
novice designers are design students,
educators, including professors, are key
stakeholders. They are interested in effective
teaching methods and ensuring student
engagement with the course materials.
Professors often recommend design books,
helping students discover valuable resources.
Authors of design books are also important
stakeholders. They aim to share their expertise
and insights, contributing to the field while
gaining recognition and readership.

Considering the feasibility of this project,
publishers and bookshops can be relevant
stakeholders if it is in the context of physical
reading. Publishers are focused on

1. Educators recommend reading
materials and engage students
with course materials

2. Authors provide content related

to design

feedback about books

ﬁ 3. Novice designers provide

4. Bookshops serve as a physical

access to design books
6. Authors collaborate with

(o
7
0/

publishers and bookshops to
produce and distribute books

LT /. Authors collaborate with
publishers and digital suppliers
to offer books in digital formats

producing and distributing high-quality content,
ensuring books reach a wide audience. They
collaborate closely with authors to achieve this
goal. Bookshops provide a physical space for
browsing and purchasing, appealing to readers
while also
maintaining relationships with publishers to

who prefer tangible books,

stock popular titles.

In the context of digital reading, ©

igital reading

suppliers become significant stake

N0

offer convenient access to digita

catering to modern readers' preferences anc
working with publishers to ensure a broac

selection of titles.

ders. They
formats,

Understanding the interplay between these
stakeholders, including their interests and
developing
effective strategies in the real word setting.

relationships, is essential for

1.2.3 Book Selection

The term 'design books' in this project refers
to books containing knowledge related to
design, such as foundational theories, design
skills, and design history. Given that all
testing and design validations will take place
within the Industrial Design program at TU
Delft, the design books used to create
orototypes will be limited to the categories
of industrial design and product design.

Furthermore, given that novice designers
have relatively limited design knowledge anc
familiarity with the field, most of the selectec
books are introductory-level, such as Don
Norman's 'The Design of Everyday Things,
avoiding specialized academic papers. Some
of the books used for prototype testing are
sourced from the 'Literature and Study
Materials' section of the undergraduate
industrial design courses on the TU Delft
Studyguide website.

Literature and Study
Materials

Figure 5. TU Delft Studyguide website

1.2.4 Research Questions

Reading motivation related

1. What is the classification of motivation?
Which types of reading motivation are
suitable to be applied in this project?

2. What motivates and dismotivates novice
designers to read design books?

3. What theoretical models of reading
motivation can be applied to develop
effective frameworks for enhancing
reading motivation?

4. How can gamification framework be
applied to enhance reading motivation?

Reading experience related

1. What's novice designers' reading behavior
pattern?

2. How do they perceive the current reading
experience?

3. What's their ideal reading experience?

15



Chapter 2
Project Approach

This chapter outlines the primary approaches used in this project, covering
both the research and design methodologies. It begins with an overview of
the entire project process, followed by a detailed explanation of the specific
approaches | adopted and the rationale behind their selection.

Chapter Overview

2.1 Overview Project Process

2.2 Research Approach

2.2.1 Literature Review
2.2.2 Context Mapping

2.3 Design Approach
2.3.1 Learning by Doing
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2.1 Overview Project Process

The map below shows the research and design
approaches throughtout the project. The
process of the project can be summarised as
four phases: Contextual Exploration, Design
Exploration, Learning by Doing, and Final
Design and Validation.

The first diamond is the contextual exploration
phase. In this phase, | explored the theoretical
background on reading motivation and
gamification framework. In addition, the
context mapping research methodology was
adopted in the user research, and it will be
explained in detail in the following pages.

Literature Research

Context Mapping Research

Contextual Exploration

Figure 6. Overview project process

Identify Design Opportunities

Brainstorm based on
Octalysis System

Design Exploration

In the second diamond, design opportunities
was identified from the key insights from the
first phase. Based on that, | conducted a self-
brainstorming session and mapped all small
ideas into the Octalysis System.

In the iterative cycles, design iterations was
done by repeating prototyping, user testing
and evaluation. This learning by doing
approach will be well explained later in this
chapter. After first iteration cycle, the final
design direction was chosen and the design
goal was reframed to be more specific. In the
second iteration cycle, feasibility was taken

Reframing
Design Goal

Evaluation &

Iteration

ldeating & Rapid
Prototyping

Learning by Doing

iINto account and main features of the final
concept were determined.

After two major iteration cycles, the specific
features of the final concept were further
refined in the final phase through self-
testing. The final design concept and
prototype were then evaluated through role-
playing with novice designers in a real-world
context. Following this, the overall project
evaluation included an assessment of the
design goal and a comprehensive evaluation
of the overall trajectory.

Final Design Iteration
& Prototype

Final Design and Evaluation

Limitations &

Recommendations

19
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2.2 Research Approach

2.2.1 Literature Review

Literature review was conducted throughout
the project to gain insights on the reading
motivation, gamification framework and
different mindsets of note-taking.

The purpose of conducting a literature
review in my project is to provide theoretical
support for my design. However, the
literature review primarily serves as a
supplementary tool in the design process,
rather than being the main research
method.

The first reason is that the literature | used
often addresses a broad audience and not
specifically my target group, making the
insights not fully applicable to the project's
specific context and audience. Therefore, |
do not rely solely on insights from the
literature for my design decisions.

Furthermore, given that my project is a
design project rather than a research
project, my focus is more on the subjective
experiences and feelings of the target group.
Design and prototyping can act as effective
tools to delve into these user experiences
and feelings, aspects that literature and
theoretical research alone cannot fully
capture.

Interestingly, some insights derived from
theoretical research overlap with findings
obtained from in-depth studies of the
context and target group. This convergence
enhances the credibility of these insights.

2.2.2 Context Mapping

The method contextmapping was used as
the primary research approach to obtain
contextual information by evoking past
memories and eliciting future imagery
(Visser & Stappers, 2005). By focusing on the
actual context, this method provides rich,
gualitative data that reveals nuancec
oehaviors, motivations, and challenges facec
Oy novice designers. This depth of insight is
why | chose this approach.

While context mapping in the group form
allows participants to build on each other's
ideas and provide broader perspectives,
reading is more an individual activity with
nighly varied experiences from person to
person. To delve deeply into the complete

journey of each participant—before, during,

and after reading—I| chose the one-on-one
format. This form allows for a more focused
and in-depth exploration of each individual's
story, making it better suited for
understanding reading experiences of them.

Figure 7. Context mapping session

2.3 Design Approach

2.3.1 Learning by Doing

During the design process, | adopted the
'learning by doing' methodology, inspired by
the experiential learning theory outlined by
David Kolb (1984) in Experiential Learning:
Experience as the Source of Learning and
Development. This approach, which | was
firstly introduced to in the Interactive
Technology Design (ITD) course—a core
component of the MSc Design for Interaction
Programme—involves gradually building the
design through repeated rough prototyping
and testing, allowing for continuous iteration
and improvement.

Given that the project's theme is to boost
novice designers’ reading motivation, it is
more aligned with designers’ everyday life
rather than a purely academic research
topic. Design and prototyping themselves
can be excellent tools to explore the real-life
context and communicate with the target
group. The specific reasons for adopting this
approach are:

1 To understand the context and the
target group

One of the most important lessons | learned
in my graduate studies is to embrace
ambiguity and unexpected discoveries with
an open mind, rather than solely focusing on
the final design outcome. The purpose of
quick prototype iteration is not just to create
a better product but to serve as a probe that
helps me understand the behaviors,
experiences, feelings and challenges faced
by novice designers in the reading process.
This ‘learning by doing’ approach enriches
the research by providing deeper insights.

2 Flexibility and Adaptability

Compared to developing sophisticated
concepts and creating high-fidelity models,
this approach of rough prototyping anc
frequent testing offers greater flexibility anc
efficiency. As new insights emerge, the
design can be quickly adapted.

3 Tocommunicate ideas to audiences
When effectively conveying and explaining
ideas to the audience is challenging,
prototypes can serve as an effective
communication tool. They enable clearer
comprehension of ideas and foster deeper
discussions about the concept and its
potential development.

Figure 8. User test in ‘Learning by Doing’ phase

Although this approach provided many
valuable insights, | found it challenging to
balance refining existing elements with
exploring new ideas. During the iterative
testing process, | sometimes focused too
much on specific details, neglecting broader
design considerations.

2



Chapter 3
Literature Research

The literature review is divided into three main sections: the theoretical
background on reading motivation, research on gamification frameworks,
and studies related to note-taking mindsets. In the first section, various
theoretical models of reading motivation are explored to identify
frameworks that can inform potential intervention strategies. For the
gamification framework, | focused on the Octalysis System, detailing why |
chose it, what it entails, and how it is applied in my project. The section on
note-taking mindsets provides a foundation for understanding the rationale
behind the subsequent design decisions. Literature Research

Chapter Overview

3.1 Theoretical Background on Reading Motivation

3.1.1 Classification of motivation: Intrinsic VS. extrinsic motivation
3.1.2 Reading motivation theories

3.2 Gamification: Octalysis System

3.2.1 Why Use Gamification Contextual Exploration
3.2.2 What the Octalysis System Is About

3.2.3 Applying the Octalysis System to My Project

3.3 Mindset of Notetaking



24

3.1 Theoretical Background on Reading Motivation

The root of the term 'motivation' lies in the
Latin word 'moveo,' which translates to 'to
move.' Essentially, motivation means being
moved to engage in an action (Ryan and
Deci, 2000). Almost all intentional human
actions are driven by motivation, and
reading is no different. Reading motivation,
according to Conradi, Jiang and McKenna
(2014), can be defined as ‘the drive to read
resulting from a comprehensive set of an
individual's beliefs about, attitudes towards,
and goals for reading'.

There have been many studies confirming
that students who have higher motivation to
read will read more often and have better
reading comprehension ability (van der
Sande et al., 2023). However, increasing
people's reading motivation is not an easy
task. One of the challenges is that different
types of motivation can have different
impacts on behaviour and need to be

considered  thoroughly and carefully.
Moreover, motivation to read is a
multidimensional construct, shaped by

various factors which are often interrelated
and mutually influential (McGeown et al.,,
2015).

Therefore, in order to gain a deeper
understanding of reading motivation and
pinpoint effective frameworks for enhancing
it, firstly classification of motivation was
studied, and then different theoretical
models related to reading motivation were
explored and described.

3.1.1 Classification of motivation:
Intrinsic VS. extrinsic motivation

People can be driven to read by various factors.
Some are motivated by a genuine love for reading
or find it inherently interesting, while others are
goals or external pressures,
orofessor's requirements or
passing a course. These differences illustrate two
types of reading motivation: intrinsic and extrinsic

prompted by persona

Su

ch as meeting a

motivation (Ryan & Deci, 2000).

Intrinsic and Extrinsic Motivation

Comparison of Intrinsic and Extrinsic
Motivation

Extrinsic motivation can sometimes
outperform intrinsic motivation in achieving
specific outcomes, such as the stronger
memorization of literal information from
passages (Guthrie, McRae, & Klauda, 2007).
However, the long-term effects of these
motivations differ significantly. Intrinsic
motivation proves more effective over time,
as prolonged reliance on external constraints
can diminish autonomy and undermine
motivation (Ryan & Deci, 2000), leading to less
sustainable learning habits.

Intrinsic motivation refers to reading for its own

sake—out of interest or as a favorite activity
t is often associated with
oreference for challenges,
and involvement. Extrinsic motivation, on the
ner hand, is driven by the desire to achieve a
narable outcome or comply with external
regulations (Ryan & Dedi,
include reading for tangible rewards or due to

(Ryan & Deci, 2000).

Ccu

ot
SE

riosity, interest, a

2000).

the pressure of course deadlines.

Examples

Furthermore, experiments indicate that
increased external regulation correlates with
lower levels of interest, perceived value, and
effort toward reading, and a tendency to
avoid responsibility for negative outcomes
(van der Sande et al., 2023). This suggests that
intrinsic motivation fosters a more positive
and enduring engagement with reading.

(

Intrinsic Motivation

Figure 9. Classification of motivation

A

Extrinsic Motivation

. .

A
[ )

r

~ 4 )
Internalized and Integrated

L. L. External Regulation
Extrinsic Motivation

A promising middle ground: Internalized
and Integrated Extrinsic Motivation

Ryan et al. (1997) propose a more effective
form of extrinsic motivation: internalized and
integrated extrinsic motivation. This type
involves individuals finding personal meaning
and rationale for engaging in activities that
may not inherently interest them. For
instance, students may read because they
recognize its value to their career, thereby
internalizing and identifying with the extrinsic
motivation. Benefits of greater internalization
include enhanced behavioral efficacy,
increased perseverance, and improved
subjective happiness (Ryan et al., 1997). This
promising middle ground combines the
immediate benefits of extrinsic motivation
with the enduring advantages of intrinsic
motivation, offering a comprehensive strategy
for fostering sustained engagement and
achievement.

Implications for Reading Behavior

Given that reading is a long-term activity, solely
relying on external regulations or rewards
(such as incentives and punishments) is
insufficient. Intrinsic motivation is crucial for
initiating reading, engaging in the process, and
internalizing knowledge. However, creating
intrinsic motivation for those disinterested in
reading is challenging, particularly with design
books that are meant for professional growth
rather than entertainment. Therefore,
fostering intrinsic motivation alone is
inadequate; enhancing internalized extrinsic
motivation is also necessary to help readers
perceive the personal value and meaning of
reading.




3.1.2 Reading motivation theories

To understand the factors affecting reading motivations and their mutual influences, several
motivation theories were studied. Some theories focus primarily on intrinsic motivation, such as

the Interest Theory, while others involve both intrinsic and extrinsic motivation.

Self-Determination Theory (SDT)

Proposed by Deci and Ryan (2000), Self-
Determination Theory (SDT) states that
numan beings have a natural tendency to
grow and develop. The theory identifies
three basic factors related to motivation:
competence, autonomy, and relatedness.

4 D
Competence
Feeling effective at one’s
activities
\ \
r )
Autonomy

Motivation

WV

Having a choice, being
able to be yourself

and
Engagement

: e

Relatedness

Feeling connected to

others, sense of belonging
\ J

Figure 10. Constructs of SDT (Deci and Ryan, 2000)

 Competence: The feeling of Dbeing
effective at one's activities. In reading,

this is associated with the perceived

difficulty of texts, realistic goal setting,
and frequent feedback regarding success
(Guthrie, McRae, & Klauda, 2007).

* Relatedness: The feeling of connection to
others and a sense of belonging. In
reading, it means seeing the connection
between school reading and real life
(Guthrie, McRae, & Klauda, 2007).

* Autonomy: The perception of having a
choice and feeling that behavior is under
one's control. Respecting the user's
autonomy is important and can increase
their motivation (Chou, 2016).

Autonomy is a critical factor, as acknowledging
users' autonomy can significantly enhance
their motivation and engagement. This
perspective is underscored by Chou (2016) in
'Actionable Gamification,' where he highlights
that the perception of choice can empower
individuals, regardless of the actual
significance of the options (Chou, 2016). Chou
(2016) asserts, ‘The key to the Choice
Perception is that the choice itself is not
necessarily meaningful, but merely makes a
person feel like they are empowered to
choose between different paths and options.’

Nevertheless, "The Paradox of Choice"
cautions against assuming that autonomy
and freedom necessarily inspire action. In his
book, Schwartz (2004) points out that
autonomy characterised by having lots of
choices can lead to indecisiveness and self-
doubt, which ultimately affects their
satisfaction with their decisions.

Therefore, while it is important for users to
feel empowered to make choices, simply
providing more choices does not necessarily
increase autonomy and motivation. In the
design process, a delicate balance needs to
be struck to ensure that a sense of autonomy
is fostered without overwhelming users.

Interest Theory

Interest Theory suggests that motivation is
triggered by preferences for certain topics or
activities (Schiefele, 1991). Interest can be
situational or individual.

» Situational Interest: Triggered by
environmental stimuli, it can motivate a
person to start reading (Hidi & Renninger,
2000).

 Individual Interest: A stable characteristic
of a person, requiring positive emotions,
stored knowledge, and values for long-
term engagement.

For book reading, eliciting situational interest
can be sufficient to prompt individuals to
start reading, but to sustain it, readers must
find the activity meaningful and be willing to
remain engaged. Building individual interest
can provide a more stable motivation for
continuous reading, but it also demands
more stringent conditions, requiring readers
to perceive knowledge building and a
heightened sense of value.

Model of Interest Development

Step 1 Trigger situational interest

Step 2 Maintain situational interest

\ y
N
{ Step 3 Emerging individual interest
J
r N

Step 4 Well-develop individual interest

Figure 11. 4 phases of interest development
(Schiefele, 1991)

Expectancy-Value Theory

Expectancy-Value Theory suggests that
students’ motivation and achievement are
most closely related to expectancies of
success and subjective task value (Wigfield &
Eccles, 2000).

» Expectancies: Confidence in one's ability
to complete tasks.

» Subjective Task Value: Importance,
usefulness, or enjoyment of the task,
including attainment value (related to
personal identity), intrinsic value (linked to
enjoyment or interest), utility value
(associated with usefulness or relevance),
and cost (incorporating factors like time
loss, excessive effort and stress).

Students are more motivated to read when
they believe they have the ability to
complete the reading and can perceive the
intrinsic value and utility value of reading to
themselves.

Value Expectancy
Construct Construct

Am | able to do

Why should |
do this task? this task?

Figure 12. Constructs of Expectancy-Value
Theory (Wigfield and Eccles, 2000)
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Reading Engagement Model (REM)

The Reading Engagement Model integrates
multiple reading motivation theories,
including SDT, Achievement Goal Theory,
and Social Cognitive Theory.

* 5 Key Constructs: Intrinsic motivation,
perceived autonomy, self-efficacy,
collaboration, and mastery goal pursuit
(Guthrie, McRae & Klauda, 2007).

Given the discussion of intrinsic motivation,
perceived autonomy and self-efficacy in
orevious sections, | will focus here on
collaboration. Guthrie, Mcrae, and Klauda
(2007) define collaboration in the educational
context as students' social interactions
during reading, encompassing group work,
text discussions, and prosocial goals related
to school reading activities. Their research
illustrates that collaborative structures
enhance students' perception of social
support and improve performance in reading
comprehension tasks. Collaborative reading
activities are also enjoyable and have the
potential to increase intrinsic motivation
(Guthrie, Mcrae, and Klauda, 2007).

Intrinsic
Motivation

Perceived
Autonomy

Mastery goal
pursuit

Collaboration

Figure 13. Constructs of REM (Guthrie, Mcrae and
Klauda, 2007)

Conclusion

Given that reading is more like a long-term
behavior, intrinsic motivation proves more
enduring. Relying solely on externa
rugulations can weaken autonomy anc
diminish long-term engagement with reading.
However, in the context of reading design
books, interest may not be inherent, and for
such individuals, cultivating intrinsic motivation
from scratch could be not so realistic.
Moreover, the non-entertainment nature of
design books also makes them less suitable for
peing deconstructed into an entertaining
oroduct which can easily spark interest.

Still, research suggests a nuanced approach:
internalized extrinsic motivation, where
individuals find personal meaning in reading,
offers a promising middle ground. For most
readers, a combinition of intrinsic and
internalized extrinsic motivation has the
potential in sustaining reading interest.

Within the reading motivation theories above-
cited, it can be observed that some
motivational theories encompass not only
constructs related to intrinsic motivation but
also those related to extrinsic motivation and
internalized extrinsic motivation. Some of
these constructs can be seen as requirements
for designed interventions later, while others
can be seen as opportunities. In the following
part, the requirements and opportunities that
overlap or belong to each other are clustered
into themes.

The overview of design opportunities and
requirements for reading motivation can be
seen in Appendix A.

Opportunities for enhancing motivation

1. Triggering situational interest

» Getting individuals curious about books
can motivate them to start reading

» Enhancing individuals' perception of the
personal relevance of reading can attract
them to engage in reading

2. Perceiving value of reading

» Enhancing perceived attainment value
which is related to personal identity

» Enhancing the intrinsic value by making
reading more enjoyable and interesting

» Enhancing the utility value by increasing
the usefulness of reading design books

3. Promoting personal growth

Providing interaction and challenge which
can stimulate continuous engagement and
help knowledge building

4. Collaborating

Creating opportunities for individuals to
provide mutual support to each other

Requirements for ensuring motivation

1. Perceived Autonomy

Empowering readers with a sense of choice
without overwhelming them.

2. Sense of Competence/Self-efficacy

* Individuals need to be confident in their
reading ability and believe that their skills
are adequate to reading tasks

» Perceived difficulty of the reading as less
difficult

* Frequent feedback regarding success
could enhance sense of competence
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3.2 Gamification: Octalysis System

In this section, | will introduce the gamification framework used in Chapter 5 for brainstorming The system also categorizes these drives into The Octalysis framework also distinguishes
ideas. This includes explaining why | chose to incorporate gamification, what the Octalysis two main types of tendency: extrinsic anc between white hat and Dblack hat
System is, and how it can be applied to my project. intrinsic. Extrinsic tendency, driven by externa gamification. White hat gamification uses
rewards and recognition, is controlled by the positive motivators such as Epic Meaning &
eft brain. This includes core drives such as Calling, Development & Accomplishment, and
321 Why Use Gamification 32 2 What the 0ctalysis 8D(elslelopm.ent & Accom.plishment,.Ownership Empowerment of Creativity & Feedback.
ossession, and Scarcity & Impatience. These elements encourage long-term
SyStem Is About engagement and a sense of well-being. Black
In recent years, gamification has reached a In contrast, intrinsic tendency is driven by hat gamification, however, involves more
tipping point, infiltrating various aspects of The Octalysis System, developed by Yu-kai internal desires and personal satisfaction, manipulative techniques like Scarcity &
our lives, from education and work to Chou (2016), is a comprehensive framework managed by the right brain. This includes core mpatience, Unpredictability & Curiosity, anc
marketing, sustainability, healthcare, and that breaks down the various elements of drives like Empowerment of Creativity & oss & Avoidance, which create urgency anc
scientific research (Chou, 2016). Given its gamification into eight core drives: Feedback, Social Influence & Relatedness, and oressure. While effective in the short term,
widespread potential in different areas, , , , Epic Meaning & Calling. These drives foster over-reliance on black hat techniques can
incorporating gamification into my project 1. EpiC M.eanlng & C.alllng: Users feel they engagement through personal fulfillment, lead to negative feelings and burnout.
felt both timely and relevant. are doing something greater than creativity, and social connections.
themselves.
From a personal standpoint, | see 2. Development & Accomplishment: Users
gamification not just as entertainment, but feel a sense of progress, achievement,
as a powerful tool for personal and collective and mastery. Extrinsic Tendency Intrinsic Tendency
growth. It can transform mundane activities 3. Empowerment of Creativity & Feedback:
into engaging and valuable experiences. Users are engaged in a creative process : :
Reading, especially for those who lack where they repeatedly figure new things
motivation, can often be solitary and out and try different combinations. ! 5
tedious. While some argue that serious 4. Ownership & Possession: Users feel a Meaning
reading shouldn't be gamified, | believe sense of ownership and are motivated to . :
there's potential to explore how gamification improve and develop what they own. - Accomplishment  Empowerment
can enhance the reading experience. 5. Social Influence & Relatedness: Users
are influenced by what others do, think,
By integrating gamification elements, such as or say, and they feel related to those Owilestiip Social
those outlined in the Octalysis System, | aim around them. Influence
to make reading more engaging, thought- 6. Scarcity & Impatience: Users want
provoking, and rewarding. This project seeks something because they can't have it White Hat Scarcity Unpredictability Black Hat
to test whether gamification can sustain right now. ,
interest and motivate deeper reflection, 7. Unpredictability & Curiosity: Users are ; ; P
ultimately bridging the gap between engaged because they don’t know what
traditional reading and interactive, dynamic will happen next.
experiences. 8. Loss & Avoidance: Users take actions to

avoid something negative happening.

Figure 14. Octalysis System



3.2.3 Applying the Octalysis System to My Project

In this section, | will explain how | mapped the insights from context mapping in Chapter 4 onto © Perceived utility value

the Octalysis System, and how this combination guided the brainstorming of design ideas.
Additionally, | will reflect on the outcomes and insights gained from applying this framework.
For detailed explanations of insights from context mapping, please refer to Chapter 4, and for
specific design ideas, see Chapter 5.

0 Sense of progression

© self-growth © Motivation boosters

Q Achievement
Q Self-efficacy

@ Barriers to motivation

Q Complicated and unfamiliar terminology

Q Effort > Value
Mapping motivation boosters and barriers to the Octalysis System

Meaning

Accomplishment

In Chapter 4, through context mapping, | For the Unpredictability & Curiosity
identified key insights categorized into core drive, which emphasizes intrigue
motivation boosters and barriers relevant to and the unexpected discoveries in
enhancing reading engagement. These maintaining engagement, introducing
insights were segmented into core drives interactive elements like hidden content

Empowerment

Q Perceived attainment value
(related to personal identity)

Q Mutural support

Social
Influence

Q The desire to collect :
Ownership

e Sense of possession

Q Perceived relatedness
Scarcity
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which aligned with the Octalysis System:
Development & Accomplishment, Ownership
& Possession, Social Influence & Relatedness,
and Unpredictability & Curiosity.

Motivation boosters such as "Perceived
utility value" and "Sense of progression”
"Selt-growth," "Achievement," and "Self-
efficacy" were linked to the Development &
Accomplishment core drive. This core drive
emphasizes creating a sense of achievement
and progress in the reading experience. For
instance, incorporating a progress tracker or
milestone system visually represents their
journey through the book, fostering a sense
of accomplishment with each milestone
achieved.

As for Social Influence & Relatedness core
drive, it underscores fostering community
and social interaction around reading,
enhancing motivation through shared
experiences and supportive networks.
Implementing features like collaborative
annotation provides platforms for readers to
share insights and support each other.

or quizzes related to the book's themes
could enhance curiosity and offer
surprises that keep readers engaged and
eager to explore further.

Lastly, the Ownership & Possession core
drive highlights the satisfaction derived
from building a personal library. Creating
a virtual book collection where readers
can organize and earn rewards for their
reading achievements could amplify this
sense of ownership and fulfillment.

By mapping these insights onto the
Octalysis System, | leveraged its framework
to guide the brainstorming of design ideas.
Each core drive provided a strategic lens
through which | explored potential
gamification techniques and interactive
features aimed at enhancing reader
motivation and satisfaction.

Avoragance

Unpredictability

Q Sense of surprise

Q Lack of unpredictability and novelty

Figure 15. Mapping motivation boosters and barriers to the Octalysis System

Conclusion and Reflections

Mapping insights from context mapping onto
the Octalysis System provided a structured
framework for enhancing the reading
experience through gamification. Despite its
strengths, this approach has notable
limitations. One significant challenge s
ensuring that the gamification elements do
not become distractions that detract from
the reading experience. There is a risk that
readers might focus more on gamification
elements rather than engaging deeply with
the content. In section 6.3.2 Opportunities for
Final Design, | explained how to deal with this
challenge through designing non-intrusive
gamification features.

Furthermore, the application of the Octalysis
System requires careful balancing of various
game mechanics, which could introduce
complexity. Balancing the emphasis across
different core drives while ensuring that these
elements were intuitive and seamlessly
integrated into the reading process poses a
significant challenge.

In summary, while the integration of the
Octalysis System into the design of reading
experiences offered promising avenues for
enhancing reader motivation and engagement,
it also highlighted the need for a balanced and
flexible approach that carefully considers the
diverse and complex nature of reading
behaviors and preferences.

Q Sense of curiosity about the book
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3.3 Mindset of Notetaking

The follow-up context mapping research revealed t
reading design books. Given that subsequent conce
different note-taking mindsets here to provide theoretical background for you to understand
the ensuing designs. These mindsets—Architect, Gardener, and Librarian—each offer unique

approaches to organizing notes.

nat note-taking is a common behavior when

Architect Mindset

Structured Note-Taking

The Architect mindset emphasizes a
structured and organized approach to
note-taking. This involves creating a
systematic framework where notes are
meticulously categorized and linked.

ots also relate to note-taking, | will introduce

Gardener Mindset

. .
s
.

. .

Organic Note-Taking

The Gardener mindset, in contrast,
involves an organic, nonlinear approach
to note-taking. This method is akin to
mind mapping and concept maps,

Librarian Mindset

Curatorial Note-Taking

The Librarian mindset focuses on
curating and organizing information
methodically, much like managing a
library. This project-oriented approach

Discussion & Further Exploration

In contrast to the Gardener and Librarian mindsets, the
Architect mindset adopts a top-down approach to note-
taking. This method involves defining desired knowledge
outcomes before reading, which encourages purposeful
planning. However, outlining frameworks and categories
clearly can be challenging, particularly for novice
designers who have limited experience in the field.
Consequently, they may struggle to articulate their
reading goals effectively.

Conversely, the Librarian mindset offers greater
flexibility. It does not require upfront planning or
categorization; instead, all ideas are captured initially and
then reviewed, refined, and organized into clusters. This
approach may be more suitable for beginner designers
who aim to collect and structure ideas from their
reading.

For those who prefer collecting and organizing

This method aligns with trac

itional

note-taking techniques such as the

where notes grow and
in a garden. Studies

evolve like plants

nave shown that

these visual note-taking techniques can

supports effective research and

proj

ect development by facilitating the

synthesis of diverse insights into

Simu
suita

taneously, the Librarian mindset might be more

ole. They can employ simple classifications, such as

Cornell

Note-Taking System

and

outlines (University of North Carolina
at Chapel Hill Learning Center, n.d.)

\_

Figure 16. Three mindsets of note-taking

enhance understanding and retention
by illustrating relationships between
concepts (Boch and Piolat, 2005)

cohesive understandings (University of
North Carolina at Chapel Hill Learning
Center, n.d.).

related design projects or design themes, to tag their
thoughts.

The exploration and validation of these mindsets in note-
taking among novice designers will be elaborated upon in
Chapter 7.
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Chapter 4
Context Mapping Research

While literature research provides valuable insights into reading motivation,
it typically targets a broader audience and general reading experiences. The
specific behaviors and motivations of novice designers reading design books
require further exploration through context mapping research to bridge the
gap between theory and practice. The research results reveal insights into
four themes: opportunities to naturally integrate design, motivation boosters
for starting and sustaining reading, barriers to reading motivation, and
desired features for ideal reading experiences. These insights address the
research goals posed and will be the foundation of the development of
design opportunities in Chapter 5.

Context Mapping Research

Chapter Overview

4.1 Mapping Reading Motivations & Behaviors

4.1.1 Research goal
4.1.2 Research Set-up
4.1.3 Results

Contextual Exploration
4.2 Summary of Key Takeaways



4.1 Mapping Reading Motivations & Behaviors

Although literature research has provided many useful insights into people's reading motivations,
people's specific behaviour patterns when reading design books remain under-researched, and
the motivation for reading design books in the real-life context remains to be explored further. L . . 4 (e | 7= - ]

: : , : : , Sensitizin g Exercise | [w] —
Therefore, to gain a deep understanding of target group’s current reading experience and their @ =
expectations for future experience, a contextmapping research was conducted in this section. ' 5

______________________
because i alittle s e
e trazme s

design sometimes . chapters for

L S o L e L Least motivated

4 1.1 Research goal aforementioned recruitment criteria was
also included in the recruitment message.
To learn Tygy%
1. What's novice designers' current reading Procedure
behavior pattern? | *
| | | Overall, the contextmapping study<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>