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Abstract

Background: Promoting positive psychologies that promote resilience such as a growth mindset could be beneficial for young,
unemployed adults, as many lack the self-esteem and self-efficacy to cope with job search adversity. These young people may
be reached at scale through the web-based delivery of self-administered positive psychology interventions. However, past studies
report unsatisfying user experiencesand alack of user engagement. A gaming-based experience could be an approach to overcoming
these challenges.

Objective: Our research objective was to explore how young, unemployed adults experience a positive psychology intervention
designed as a game to extract learning and principles for future intervention research and devel opment.

Methods: To respond to the research question, ateam of researchers at the University of Stavanger worked with designers and
developers to conceptualize and build a gaming-based intervention. Feedback from the users was collected through formative
usability testing with 18 young adults in the target group. Retrospectively, recordings and notes were transcribed and subjected
to thematic analysis to extract learnings for the purposes of this paper.

Results: A total of 3 themeswereidentified that pinpoint what we consider to be key priorities for future gaming interventions
for unemployed young adults: adaptation to user preferences (eg, need for responding to user preferences), empathic player
interaction (eg, need for responsiveness to user inputs and a diverse set of interaction modes), and sensemaking of experience
and context (eg, need for explicit presentation of game objectives and need for management of user expectationsrelated to genre).

Conclusions:. Feedback from end users in usability-testing sessions was vital to understanding user preferences and needs, as
well asto inform ongoing intervention design and development. Our study al so shows that game design could make interventions
more entertaining and engaging but may distort the intervention if the game narrative is not properly aligned with the intervention
intent and objectives. By contrast, a lack of adaptation to user needs may cause a less motivating user experience. Thus, we
propose a structured approach to promote alignment between user preferences and needs, intervention objectives, and gameplay.

(IMIR Hum Factors 2024;11:e44423) doi: 10.2196/44423
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Introduction years in the Organisation for Economic Cooperation and

Development countries [1]. Studies show that negative
self-perceptions and a lack of perseverance are barriers to
successful labor market inclusion [2-4], asthe new labor market
requires highly skilled workers who are not afraid of change,

Positive Psychology for Unemployed Young Adults

Young peoplewho are not in education, employment, or training
(NEET) comprise, on average, 12.8% aged between 15 and 29
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challenges, and acquiring new skills [5,6]. For young people
with weak beliefsin their capacity to learn, this could be amajor
risk factor for labor market exclusion, and this may in turn
impact their overall well-being. Several researchers have studied
the relationship between unemployment and mental health.
McGee and Thompson [7] found a relationship between
unemployment and depression in young adults and suggested
the use of psychological interventions for the young and
unemployed. The Norwegian NEET group is more likely to be
recipients of health-related benefits, have poorer mental health,
and lower levels of education compared with the average of the
Organisation for Economic Cooperation and Development [8,9].
A qualitative inquiry into young people's own experience of
unemployment in Norway pointsto poor self-efficacy and lack
of self-esteem that are reinforced through challenges and
setbacks, even when theseinitially occur beyond theindividua’s
control [10,11], such as when there are insufficient training
placements on offer for the vocational school pupils, aproblem
leading to a relatively large number of unqualified school
dropouts in Norway [9]. Thus, there is a substantial rationale
for exploring further how the public can offer training, not only
in job-seeking skills, such as curriculum vitae (CV) writing and
gaining work skills, but aso in building psychological
well-being and resilience to cope with such setbacks and
challenges[12,13].

Inthe context of abroader research project, the Career Learning
App, our study investigates the design and development of a
web-based intervention using positive psychology to achieve
beneficial changes[14]. Our broader research ideaisthat young
people in the NEET group, henceforth referred to as young,
unemployed adults (for the sake of simplicity and to reduce
stigma), could benefit from building confidencein the possibility
of learning and improving. The research idea stemsfrom abody
of work that has demonstrated positive results from offering
high school students self-administered positive psychology
interventions (PPls) centered on growth mindset and
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challenge-seeking behaviors [15,16]. A growth mindset is the
belief that human capacities are not fixed but can be devel oped
and increased in response to one’s own efforts, good strategies,
and help from others [17]. If a simple web-based PPl can
influence high schoolers' mindsetsin waysthat lead to positive
academic outcomes [15,16,18-20], then it could also likely be
beneficial to the young unemployed, leading to changesin how
they engage with their contexts. Despite this strong rationale
for the applicability of PPIsto facilitate well-being and personal
growth in vulnerable populations, they have only, to a limited
extent, been tested and used in the context of unemployment
[13,21]. However, we cannot simply apply the PPIs designed
for educational contexts; they need substantial adaptation to be
relevant or usable for this new target group of young,
unemployed adults [17]. For instance, the school-related
examples used within the PPl to make them relatable are not
relevant to this new target population. Furthermore, there is a
lack of shared context to piggyback on to deliver theintervention
and ensure that users will adhere to it. Thus, thereis aneed to
design and develop a web-based PPI designed specifically for
young, unemployed adults and their context. If successful in
user studies, aresulting intervention may be used in forthcoming
large-scale randomized controlled trialsin Norway.

Problems With Self-Administered | nterventions

Self-administered web-based interventions have the potential
to support well-being and positive health changes in a large
number of people at a moderate cost [22]. However, this
introduces new challenges, illustrated in Figure 1. First, there
is the challenge of adapting current PPIs to self-administered
digital formats that are fit for the purpose of the intended user
population. Second, there is the challenge of user motivation
to obtain the users to complete and adhere to the intervention
[23,24]. Past research suggests that users are not interested in
or do not enjoy using digital mental health interventions [25],
suggesting aneed to work on the actua interventionsthemselves
to increase engagement and user motivation.

Figure 1. How mindset change may positively impact young, unemployed adults and the challenges of adherence, which we see asrelated to aresearch

gap with alack of knowledge of intervention designing.

How to adapt intervention
design to self-administered
digital format? \%
7
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How to make intervention
design appealing and engaging
to the user group?

Exploring PPl as Gameplay to Be Relevant for Young
Peaple

Past research suggests a need to adapt to the media preferences
of young people and make the apps more visual and interactive
to increase engagement and motivation among young people
[26]. One possible approach to increasing engagement is to
explore games and game elements. Starting from “where the
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new skills

young people are at” makes pedagogical sense [27], thus the
application of game design is founded on young people's own
interests as away to foster engagement and learning of positive
psychologies. Although play and games are not unique to young
humans [28,29], the average age of video game players is now
33[30]. However, playing video games continuesto be popul ar
among young people [30,31]. Interactive digital games are
increasingly used for purposes beyond entertainment, as
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exemplified by therise of health gaming appsfor video gaming
consoles. Game design elements are also increasingly applied
to nongame contexts, for instance, by adding points and badges
to nongame experiences, such as social medianetworks[32,33]
or learning contexts [34]. When game design and game concepts
are being applied for purposes beyond fun, they may be termed
“serious games,” “learning games,” or “gamification” [35-40].
Game design applied to learning may be seen as a form of
experiential learning (eg, learning-by-doing) [41,42]. Game
design has been successfully applied to mental health
interventions [43,44] and educational contexts [34,38] in the
past. Game design offers an approach to creating engaging
experiences. Engagement is a complex and ambiguous term
[45]. Our use of the term is in the sense of “emotional
involvement” as in offering a pleasurable experience [32] and
to describe how motivational, usable, and acceptable [46] the
game would be in the eyes of the target audience, because this
could be an important predictor of adherence. In general, there
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is insufficient research on the application of gaming and
gamification to mental health, particularly in the well-being
domain [47], and we have not found empirical studies that
pursue to gamify positive psychology targeted specifically
toward unemployed young people. There were no available
gaming-based PPIs that could be used for the purposes of this
study.

Resear ch Objective

Our limited knowledge of how to adapt the intervention from
an educational setting to agame-based format suggested ahighly
explorative approach, where we identified the need to design a
game to explore this topic and to overcome the gaps in
knowledge summarized in Figure 2. Thus, the research objective
and question of this study were how to design a
self-administered and digital PPl in a gaming format targeting
young, unemployed adults and to explore how they engage with
the game and whether they like using it.

Figure 2. How the research question is linked with the research gap identified. PPI: positive psychology intervention.

RESEARCH GAP

2
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RESEARCH QUESTION
lack of self-esteem

Interventions need to be adapted to allow digital self-administration while at the
same time engaging users to ensure user motivation and adherence, but how?

Completes intervention
teaching growth mindset
and related positive
psychologies

How to design self-administered and digital gaming-based PPIs targeting young,
unemployed adults and explore how users engage with, perceive, and like the
resulting PPI.

Methods

Setting: Learningin “Action”

To answer our research question, this study used a
human-centered design process[48,49], an approach that allows
input from target users during design and development. The
human-centered design processisaform of research with design
as the primary outcome [50]. The collection of feedback from
usersduring design and devel opment impacts not only the design
of the game but a so the production of knowledge. As such, it

isaform of participatory action-research [51,52] where “doing
research” and “doing action” happen simultaneoudly. In the
design research literature, this may also be referred to as
“Research through Design” [53,54], where knowledge is
produced through the design of the artifact and through the
experience of the artifact. At theend of the project, we analyzed
user feedback datathematically [55] to extract thelearningsand
design principles for the potential application toward creating
user-friendly and user-relevant gaming-based PPIs for
vulnerable populations. Figure 3 summarizes the “Research
through Design” approach of this study.

Figure 3. A Research through Design process with design outcomes and research outcomes.
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Data Collection Through User Testing

We used testing with users to capture the user experience.
Testing with users is important as a tool for obtaining the
“designright” ingame design [56]. Our project-specific usability
study [57] was formative, and we were qualitatively evaluating
early prototypesto answer how and why questions as a means
toimprovethedesign [58,59]. We aimed to capture participants
thinking, for example, opinions, reasoning, and attitudestoward
the prototype experience. The various prototypesthusfunctioned
as exploratory “hypothesis testing” [60,61] and as boundary
objects[62-64] that framed conversationswith end users. These
sessionswith the end users|lasted from 45 to 90 minutes, where
users were asked to briefly describe their background and
interests, followed by open “think-aloud” questions[65] related
to a prototype experience, such as “What do you think about
what you see here?’ “What do you expect will happen now?’
and “What do you think thisis?’ Thus, the participants were
encouraged to verbalize their thoughts and experiences.
Afterward, the participants were asked follow-up questionsthat
were equally open, such as “What are you thinking now that
you have seen this?’ and ‘How would you describe this to a
friend?” The objectives of usability testing were to collect
feedback related to broad aspects of theintervention experience,
namely its (1) engagement, (2) relatability, (3) understandability,
and (4) potential for improvement.

Sample and Recruitment

The NEET group includes anyone not in economic activity from
the age of 15 to 29 years[1]. The European Foundation for the
Improvement of Living and Working Conditions has defined 7
subgroups of NEETs [66], ranging from the “classically
unemployed” to young people who are caretakers, unable to
work, or simply listed as “inactive.” How long an individual
remains a NEET also varies significantly. The diversity of the
population is not necessarily problematic for our study; when
designing with users, one would usually strive for variance
[49,67] rather than representativeness. Our study is exploratory
and does not require large samples [68]. Our estimate required
20 users; however, this sample size was highly approximate, in
linewith qualitative studiesin general [69,70]. Pragmatic needs
in the design process guided the number of participants to a
large degree and not, for instance, theoretical saturation.

https://humanfactors.jmir.org/2024/1/e44423
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We recruited from the Norwegian Labour and Welfare
Administration (NAV), the national welfare institution of
Norway that pays out unemployment wages and social support,
and from a regional Individual Placement and Support (1PS)
program, which offers placement support to young people with
first-episode psychosis. We also recruited through the user
testing platform, Teston (UserTesting). Our inclusion criteria
werean agerange of 18to 29 years, with a“NEET background,”
and because of the language in the game prototype, living in
Norway and speaking Norwegian. We say “NEET background”
and not “NEET status’ because our participants from the IPS
program were no longer in the NEET group by definition. We
made a deliberate choice not to exclude based on the length of
NEET status and unemployment. Although those who are
entering the NEET group in the short term, the “in-betweeners’
[66], often find new employment without assistance [71]
relatively quickly, even a short time out-of-work may increase
the risk of exclusion [72]. We did not recruit participants on
permanent disability alowance. Using multiple channelsenabled
quicker recruitment during the COVID-19 pandemic and
increased the variance in our sample (as desired), as young
people without the rights to receive unemployment benefits
have fewer incentives to register with NAV [73]. We did not
compare the experience of the intervention based on the
recruitment channel because the groups were overlapping and
experienced varying prototypes depending on the stagesin the
design process.

Participants

Intotal, 18 participants (12/18, 67% femal es, 6/18, 33% males)
took part in the study during the 21 testing sessions; thus, some
participants were involved more than once. Recruitment was
particularly challenging because of the COVID-19 pandemic,
and wefound that it was difficult to recruit young, unemployed
men. Remote participation through web-based technologies,
such as the Zoom (Zoom Video Communications) platform,
enabled the study to continue during the lockdown. We aso
experienced that this user group continued to prefer remote
participation, even when restrictions were lifted. Table 1
summarizesthe participant statistics and format of the usability
test.
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Table 1. Agedistribution of participants and format of user testing.

Straand et al

Recruitment channel Format user testing Age (years)?
PSP In person+Remote 19
IPS In person+Remote 28
IPS In person+Remote 18
IPS In person+Remote 27
IPS In person 22
IPS Remote 19
IPS Remote 18
IPS Remote 23
Teston Remote 18-29
Teston Remote 18-29
Teston Remote 18-23
NAVS Remote 21
NAV Remote 18
NAV In person 21
NAV Remote 21
NAV Remote 18
NAV Remote 18
NAV In person 22

8For 3 (17%) of the 18 participants, we only had an age interval provided to us.

B1PS: Individual Placement and Support.
°NAV: Norwegian Labour and Welfare Administration.

The Design and Development Process

Researchers at the University of Stavanger worked with
designers and developers from a consulting company and
potential future end usersin an agile [60] and human-centered
design [48,49] process. The objective of the process was to
create an enjoyable gaming-based PPl targeting unemployed
young adults. This process took place in 4 steps over
approximately 9 months, from 2019 to 2020. In the first step,
(1) design exploration in the form of a design sprint, a 5-day
design and prototyping process [61], produced a minimum
viable product of a gaming concept that was tested with 5
participants. Following a brief period for planning and
procurement, we moved onto (2) agile development, consisting
of 3 sprints, each lasting about a month. During this step,
usability tests were conducted on 6 participants. This was
followed by (3) refinement of content and prototypes, with
involvement from behavioral intervention researchersto further

https://humanfactors.jmir.org/2024/1/e44423

develop and “add-in” the necessary intervention content. Finally,
the prototypes were evaluated using (4) testing. In this step, 10
participants participated in usability testing and provided
feedback on the final set of prototypes. Figure 4 summarizes
the stepwise design and research process.

Theintervention content needed to be adapted to be meaningful
and relatable to the user group [74]. The basis for our
gaming-based PPIs were growth mindset interventions from
the “National Study Learning Mindset” [16] and its translated
Norwegian version, “U-SAY” [5,15]. These are interventions
that target high school students[15,16]. We added selected parts
of cognitive behavioral therapy [75], specifically management
of negative emotions, panic, and anxiety, to offer a more
productiveinterpretation of stressors[76] that may occur during
job search adversity [77,78]. During the first few days of the
initial design sprint, agaming concept, VitaNova, was devel oped
where players can build a“new life” in afictiona narrative.
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Figure 4. The stepwise design and development process.
Steps QQ 1: Exploration 2: Agile development 3: Refinement 4: Testing
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The Gaming-Based | ntervention

The VitaNova gaming concept is a one-player fantasy game
wherethe user playsa“no name,” an android character that can
take on any skinto morph into another character with their skills
and abilities. In particular, the player can choose between being
Noomi and Twizzlesprock. However, as we learn through the
game, your character has abackstory asthe male character Abel,
aformer engineer and an outcast who sees himself asafailure.
The game is designed in 3D and split into episodes (missions).
The game starts with very little information and instructions,
landing the user right into action. This was a design tactic to
spark curiosity and make the users intrigued by the game so
that they would want to explore it further. As a player, your
first task isto escape from captivity, and then, gradually, more
and more information is being revealed to you as the game
progresses. Refer to Textbox 1 for an overview of the game
narrative.

Thevisual design of games can influence how motivational and
acceptable they are to the target population [46]. Therefore, to
make the game look polished, cool, and professional and to
keep users immersed and engaged [79], emphasis was placed
on 3D design and detailing. The game was divided into episodes,
or missions. The first 3 episodes were developed into a nearly
fully functional gamein Unity WebGL, a platform for building

https://humanfactors.jmir.org/2024/1/e44423
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browser game.
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Content
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user feedback
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Usability testing of game to
validate concept direction.

User tests 10

3D games that can be used in a web browser. During user
testing, we also showed the prototypes and the wireframes that
were made in Figma. Figure 5 shows the prototype iterations
of the game design.

Psychological content and tasks are entered into the gameplay
to foster psychological well-being, teach agrowth mindset, and
offer psychoeducation and mental health tips. Some of thisis
interwoven into action in the form of interactive quizzes,
dialogues, or other forms of interaction, such as a CV builder
applied within the game. This was intended to be transferable
to the end user situation to increase relevance, although the
acquisition of such practical skills was not a target of the
intervention. Furthermore, there was al so psychological content
that was external to the gameplay, such as embedded videos.
When using externally sourced content, this was implemented
in the game as “ruins from the past,” which the player could
“find” inthe game. The player would need to watch this content
and use the information provided to complete the challenges
and the in-game quizzes. Upon completing an episode of the
game, the player was requested to write an answer to areflective
guestion where the user should answer as himself or herself, to
encourage internalization of the messages that had been taught
in the intervention through self-persuasion [80], and to transfer
learning to the user’s own situation. We have included afurther
description of the prototypes in Multimedia Appendix 1.
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Textbox 1. Description of the game narrative. (The 2 final missions were not included in the user testing.)

1. Introduction

Wake up in the trunk of amoving vehicle. Use hacking skills to hack the lock. Find atavern and interact with a bodyguard who refuses your entry as
“no name.” Find the Noomi skin and power unit and turn them on to enter the tavern.

2. Tavern

Interact with Griff and Mia at the tavern to learn about this world. Try to receive help. Tell them that you must go to an old public office to pick up

energy barsif you are going to receive any help.

3.Learn

Find an abandoned public office where, among other things, you will discover many pieces of ancient psychological knowledge as ruins from the

past.
4. The sidekick

Use newly acquired knowledge to hel p out the depressed and anxiety-ridden droid Griff, who now becomes your sidekick, and help Miathe bartender.

5. Thebully

A bounty hunter is out looking for you to receive areward from the boss at BetterJu Janus. Threatens your new friends at the tavern. Why are they

after you?

6. The chance

You discover that the only way to obtain all the answersisto try to join into BetterJu. Your friends tell you of ajob posting that is open. Interactive

curriculum vitae and job application process.

7. Thejob interview

The job requires a different set of skills, which you acquire through entering the skin of Twizzlesprock. Job interview at the company BetterYou as

Twizzlesprock.
8. The escape

Discover who you redly are from the overhearing conversation between your new boss, Janus, and a droid. Find your ex-girlfriend, who has been
trapped but confirms your true identity. You both escape from the evil boss. The end.

Figure5. Prototypeiterations of VitaNova.

Phase 1 Prototype

Phase 2-3 Prototypes

Analysis

The purpose of the usability testing was to synthesize findings
that led to improvements and changesin the designed outcome.
Retrospectively, we also conducted thematic analysis with the
steps from Braun and Clark [55,81] as a practical guide: (1)
data familiarization, (2) initial code generation, (3) search for
themes, (4) review themes, (5) define and name themes, and
(6) produce reports[81]. All 21 usability-testing sessions were
recorded. The 7 most comprehensive usability tests were
transcribed verbatim. The remaining data were analyzed based

https://humanfactors.jmir.org/2024/1/e44423
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on recordings, researcher notes, and memos. Specificaly, we
used the transcribed data as our starting point and went back to
recordings and memosto review codes and themes. Theanalytic
process was iterative and creative, where we often moved back
and forth between the data and codes [82]. All authors
independently familiarized themselves with the data. Author 1
started with coding using the qualitative analysis software
ATLASLt (ATLASL Scientific Software). As a group, we
discussed thefindings and theinitial codesin aworkshop before
moving over to paper-based coding and printing quotes from
participants organized on large paper sheets. We used

JMIR Hum Factors 2024 | vol. 11 | e44423 | p. 7
(page number not for citation purposes)


http://www.w3.org/Style/XSL
http://www.renderx.com/

JMIR HUMAN FACTORS

diagramming, both digitally in Miro and in pen-and-paper
sketches, to iterate themes and review codes in consensus
meetings. Findings and concepts were discussed with other
researchers, some of whom had acted as observers for the user
testing or had watched recorded sessions. The quality of the
analysis was ensured by researcher reflexivity, end user
involvement, and method triangulation. Researcher reflexivity
concerns activities that consider how researchers might have
informed the research or biased outcomes[69]. Reflexivity was
enabled through critical discussion of assumptions, themes, and
codes in the team of researchers. The team aso involved
researchers not involved in the user testing or in the design
process as an approach to validate the analysis based on these
methods. End user involvement was supported through the
iterative design process, where participant perspectives were
sought at different levels of concept and design maturity.
Specifically, wefound it valuableto involve usersfrom different
recruitment sources (IPS, Teston, and NAV) to strengthen the
credibility and transferability of the findings. Method
triangulation was conducted by applying different approaches
to design and user involvement at different phases of the process,
allowing the assessment of themes or constructs from different
perspectives. In particular, including data from the different
phases of exploration, design, and evaluation was found to
strengthen the credibility of the findings.

Figure 6. Themes and theme characteristics.

Straand et al

Ethical Consider ations

All participants provided explicit and written consent to
participate in the study and were rewarded with gift cards
(approximately US $30/session) for their participation. The
study was evaluated and approved by the Norwegian Centrefor
Research Data (approval number 131074) and the regional
committees for medical and health research ethics in Norway
(approval number 42128).

Results

Overview

Asatool to motivate and help young adults engage in work or
education, the idea of an interactive and digital game was
regarded by all participants as a“good idea’; it was described
as“cool,” “unexpected,” and “motivating” upon firstimpression.
Upon closer experience with the different gaming prototypes,
we received different and more specific feedback. A total of 3
themes were constructed by the researchers through active
analytic engagement with the data [55]. The themes pinpoint
what we consider key prioritiesfor future gaming interventions
for unemployed young adults: (1) adapting to user preferences,
(2) empathic player interaction, and (3) sensemaking of
experience and context. Refer to Figure 6 for an overview of
the themes and their key characteristics.

Exploring gaming-based intervention for unemployed young adults

Theme 1: Adapting to user preferences

Sentiments about the game are based on enjoyment
and adapting to user preferences.

Y

Theme 2: Empathic interaction with the player

Need for responsiveness to user inputs and a range
of interaction modes.

Theme 3: Sensemaking of experience and context

w—-
@ 7 Desire for explicit presentation of game objectives.

2

to gaming genre.
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Theme 1: Adapting to User Preferences

Sentiments about the game are based on enjoyment of the game
experience, the genre, and whether the game meets user
preferences, either by being targeted toward them or by allowing
for experience customization. The participants expressed
positive feelings and excitement related to the game. It was
described as much more of an actual game than was expected:

| liked it; it was unexpected. [P3]

Seems like a cool concept. Never heard of it before.

[P17]
The participants pointed to the use of humor and compared the
game to pure entertainment media, such as commercialy
available games, or other parts of popular culture, such asfilms
or television series:

It was actually pretty exciting [laughs] . Kind of funny,
considering that you have included the welfare
administration here. [P6]

The story was funny, it seemed a bit like a video game.
[P10]

The game concept was further described as “ something to do”
or “something to alow the time to fly,” as pure entertainment
or for relaxation purposes. The relaxing featureswere described
as something that could make one more receptive;

If it's like that you get new assignments once a week,
then it can seem exciting. At least that is something
to do. [P7]

SO you are pretty relaxed when you get these
questions, so then it is probably a little easier to
answer... a little easier to reflect over this. [P4]

Others felt that the gameplay story could motivate them to do
something by creating a sense of urgency, wherethe story would
drive them to make more effort. A participant wanted proof
within the game that it would be worth the effort to perform
mundane tasks, such as updating their CV:

That'show itisinlifetoo: You haveto make an effort
yourself to get ahead; when you have to do something
here[...], then you have to hurry, because someone
is after you. Then you get the adrenaline to do it.
[P16]

If there's something in the game that can prove to me
that it'sworth it, like writing a resume is worth it....
[P18]

However, several participants expressed uncertainty about
whether the game would be “something for them,” suggesting
either other preferences or not quite the right conceptual fit. In
particular, the concept likely needed “aging up,” as it was
perceived as something for ayounger population. Furthermore,
welearned from the participants, who spent moretime gaming,
that they had started out playing “adventure games’ and
“role-playing games’” when they were younger, but that they
had since moved on to playing “first-person shooter” games or
other kinds of games:

It'snot a game | would have bought in the store. [P15]
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I thinkif | had been younger then, yes. Because | have

a lot of different types of games that | like to play,

and now | liketo play gameswhere you shoot people,

but earlier | liked playing games like that, where you

follow a story, for example, it'svery different in... it's

very different for people what kind of games they like

to play. [P2]
Designing for mobile phone use was considered important and
was brought up as an improvement suggestion by nearly all
users. Participants expressed that mobile phone use would make
it easier to meet their own user preferences or the user
preferences that they expected other young people to have:

| would have chosen an app or a mobile game. Or a
course, if it was on [a] mobile [phone]. [P7]

Not everyone has a PC with them everywhere, so |
wondered if this was on mobile. [P17]

If the game could be turned into a mobile game, that
would be better. [P1]

Adapting to user preferences could also mean designing a
customizable or more personalized experience. In particular,
the choice of characters in the game is usually an arena for
customization and personalization. One user commented that
she would prefer to customize a character by selecting hair
length, and body shape, etc rather than choosing between
predefined female and male characters:

if you can choose male or female or... you don’t have
to have these two, but you can choose what that
person looks like. Since now a lot of young people...
there are some young people who don’t want to be a
man or a woman, so | think you... it's very smart to
make something like ‘ do you want long hair’ *do you
want short hair’ *do you want...! [laughs] [P2]

Others mentioned different strategies for choosing characters
by either choosing a character that resembled themselves or
identifying with them. Others would deliberately choose the
extreme opposite of themselves. As one participant mentioned,
“if your choice wasthe big mal e character, then you werelikely
‘more vulnerable on theinside’ and ‘in need of protection.’”

Theme 2: Empathic Interaction With the Player

Thistheme describes the need for responsivenessto user inputs
and the desire for a range of interaction modes. Although
initially intrigued and enthused by the game design, users
quickly became disappointed by thelack of functionality. Thus,
this theme is based on the need for empathic interaction with
the player in the game, where the game needs to take the user
serioudly by being responsive to user inputs, thereby allowing
for actual contribution to the experience:

It's very... you can see very easily that your answers
don't make much of a difference. It doesn't matter
what you choose. And | think if you're going to have
a game like this, you have to have a little change in
what you say, how will it affect the game. [P2]

No, it'sjust that | want to see that the people you're
talking to have something else or something more to
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say. That they have other reactions than just “no
[laughs]” [P2]
It was, it's not a challenging game, it's not a difficult
game... the game itself [laughs]. It's designed to be
clicked through. You don't need to spend a week on
it. [P3]
Participants find the graphics visually appealing, although they
do not feel that this is the most important aspect, saying that
how the game works and how exciting and entertaining the
gameis are the most important parts:

| think it looks pretty nice. There are many different
types of games that can be in like... many different
types of ‘art’ [styles] and so, yes, there are many
games that can look one way, but can still be really
good, but some games that look really nice, can be
boring. So, don’'t worry about how the game looks,
but how the game works, that’s very important. [P2]

Visually it wasvery nice... The story | ammore unsure
of.... [P12]

Some of the feedback indicates that our game was perhaps not
fully developed as a game with the necessary combination of
rules, goas, feedback, fantasy, and fun [32]. Participants wish
for a wider range of interaction modes, such as moving more
freely around in the game, having more challenges and tasksin
the game, and having different ways of interacting with the
characters. Users expect game-like interactions, not just
choosing answers, reading, and writing:

Itisunusual for me that you cannot move around [in

the game] . [P4]

But | think that it would be a bit boring if it was just

like that you had to read, and then click to choose

answer options. [...] if | wassitting at home, and this

was something | had to go through every week[...]

thenI'djust click quickly throughit. And then | hadn’t

properly read what it said. [P7]
To support the learning objectives of the game, players had to
answer reflective questions at the end of each gaming session,
where they answered as themselves and not as the gaming
character. Thisfelt abit “off” to the participants. Furthermore,
several participants expressed a problem with articulating
answersto those kinds of questions, expressing that they would
not know what to write when asked:

| didn’t expect that an assignment came up whereyou
have to write about an experience from reality, sort
of, which seems a little unusual to me since you are
sitting inside this alternate world. But | had probably
only written something about skateboarding. But it
was very unusual for it to be like that. [P4]

| don't know... at least | struggle a lot with tasks like
that[...] | probably wouldn’t have written anything
here. [P5]
Although not as exciting as hoped for, the challenges and tasks
in the game can still provide the user with a sense of
achievement and act as an awakening for new thoughts; if not
for them, then perhaps for someone else:
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You kind of get a little more confidence in yourself
then. That you have actually managed something.
[Pe]

..after all, it raises thoughts and yes... new ways of
looking at things, | think. that it can start something
in someone. [P7]

Theme 3: Sensemaking of Experience and Context

This theme comprises a desire for an explicit presentation of
the game objectives and a need to manage user expectations
related to the gaming genre. The game was described as “ cool
but confusing:”

Uh, well, it seemskind of cool, but it was a little hard
to understand, | felt. [P5]

Many participants mentioned sensemaking or lack of
understanding in some form or another; they struggled to
understand the point, the objective, or the mission to be
completed in the game. Some participants pointed to a lack of
logic or strangeness in the storyline and over-the-top reactions
to what they perceived as minor happenings:

So people want to buy parts of dead people so they
can look how they want? Hum. That's a very strange
concept! [laughs]. [P2]

She is stabbed now! ... And the taverna is burning.
That was over-the-top. She just came for some food.
Thisis over-the-top. [P12]

The intervention messages in the game were not perceived by
any of the participants. They were uncertain about what they
were learning from the game experience. They were focusing
on the details of the game narrative, trying to make sense of
that, and, thus, theintervention part seemed “part of thefiction”
and not clear what this was meant for:

Didn't learn anything. Well... | learned that there can
be different ways to solve things, but | didn’t really
learn anything[ ...] It wasa bit difficult to understand
the whole story, that is the whole thing. [P1]

Lots of talk about the brain, that the brainisa muscle,

but don’t know what it can help with, it doesn’t make

sense. [P2]
The gameplay added complexity and was confusing to the
participants. For most participants, there was a desire for an
explicit presentation of game objectives, both in terms of what
it should ultimately achievefor the end user (asan intervention)
and what the objectives in the game narrative are. However,
other participants felt that this uncertainty was part of the
excitement:

...I should have known a little more what the goal was
and what the meaning behind the game was. Because
it seemed a bit like that, yes... a bit out of the blue.
And you didn’t quite know what an anonymous person
was and whether this was the future or whether this
was a completely different world. [P7]

It was very interesting. It was very unusual for me
with that kind of game. But | liked how it was. And
you didn’t have very much information about what
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you were doing so you kind of had to find out a bit
about the skins and such. And | liked that. [P4]

One user expressed explicit concern about how relatable the
contents could be if you use a context that is far removed from
everyday life:

If it becomes too sci-fi, | think it might be difficult to
transfer to reality. [P18]

Furthermore, we al so identified aneed to manage gaming genre
expectations. The participants expressed a preferencefor certain
genres over others; it may be difficult to cater to different
preferencesin terms of what gamesthey like best to play. There
are also certain expectations connected with different gaming
genresthat we were not so aware of in the research team, where
users were trying to make sense of the game prototypes in
relation to established genres, with expectations of gaming
interaction to be similar to gamesin that genre. The participants
asked us about the game in relation to genre concepts such as
“open world,” “adventure,” and “role-playing” games:

So, | have a question, is this an open-world type of
game where you go out to different places and pick
up things or isthis a text where you just follow what
happens in the story? [P2]

| have a question: Isthisopen world—or just to follow
atrack, like? [P17]

It seems that the game genre was not clear to the participants,
who pointed to different features of the gameplay prototypes
that would take the game in different genre directions.

Discussion

Principal Findings

This study has used an iterative design process with active
participation from potential usersto develop aninteractive game
that aimsto be user-friendly and engaging to be able to provide
avulnerable population with positive psychologies. As pointed
out by past research, there is a strong rationale for promoting
psychologica well-being, for instance, to improve resilience
[83] in the face of setbacks and challenges that occur as part of
job search and being “out-of-work” [12,13,78], and may thus
aleviate suffering [84]. A total of 3 themes were constructed
from the user-based research that occurred through the design
process of the gaming-based intervention: (1) adapting to user
preferences, (2) empathic player interaction, and (3)
sensemaking of experience and context. In thefollowing section,
we discussthe themes and how they could potentially be applied
as designing principles for future self-administered gamified
PPIs. Thus, the study sheds light on the application of game
design for PPIs that aim to promote well-being and increase
challenge-seeking in young, unemployed adults.

Comparisons With Previous Work

Adapting to User Preferences

This study expands the knowledge found in other studies on
PPIs for young people, where the need to offer interactive,
visual, and more engaging experiences has been identified
[26,85,86]. Most participants expressed uncertainty about
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whether the game would be “something for them,” suggesting
other preferences or not quite the right conceptual fit with their
preferences. We interpret this to mean that there is a need to
consider gaming genres and user preferences specifically, where
a more refined user segmentation may be necessary [87,88].
For instance, in our group, some participants said that they only
had an interest in certain kinds of games. Future studies could
consider a more fine-grained targeting strategy based on
preferences and interests and not simply age and employment
status. A possibility would be to segment the popul ation based
on player types [89,90] or motivation [89,91-93], and to think
more carefully about user preferences for different gaming
genres before choosing a concept. In our study, we found that
the selected game genre was perceived as engaging “not to
them,” but “someone younger.” This was particularly true for
the active gamers, who found the genre to be immature.
Furthermore, most participants stated that they would have
preferred a game designed for mobile use, indicating another
kind of context of use than our initially planned use on PCs at
home.

Empathic Player I nteraction

Inside the game experience itself, the participantsin our study
were disappointed by the lack of features, functionalities, and
opportunities to influence what was going to happen in the
game, for example, player autonomy. A lack of autonomy may
cause a more negative interpretation of an experience[94]. We
interpret this asunderdelivery, partly because of the overpromise
of thefirst impression and the esthetics of the graphics[95,96].
The participants expressed bleakly that in-game actions* do not
matter” because, as players, they experienced an insufficient
influence on the string of eventsin the game. Autonomy is an
important motivator in self-determination theory (SDT) [97]
and a lack thereof may contribute to reduced user motivation
[13,35,97]. In part, the lack of autonomy and interactivity was
caused by the requirements for a structured intervention set by
the broader research project; each player needed to experience
the same sequence of events. However, even within this frame,
the game should be built to cater for somewhat more variation
and focus on the interaction between the game and the player
to meet user expectations. Thereis aso a more specific need to
be aware that within this target group of young, unemployed
adults, many may feel in general that what they do does not
matter [98]. Gameplay with insufficient df may unintentionally
reinforce that message.

Sensemaking of Experience and Context

Participants had trouble making sense of the experience: our
prototypes did not meet the participants’ expectationsfor genre,
not fitting with role-playing games based on narratives and
dialogues or open-world type games, where you move around
freely in a 3D world to pick up items and battle with other
characters. Furthermore, the game objective and rules were
either not clearly presented to the participants or did not cater
to sufficient player-game dialogue and manipulation of the
experience. We found that there were tensions between the
gameplay and the messages of the intervention, which could
undermine the intervention and potentially threaten its
effectiveness. This finding is depicted in Figure 7. The PPI
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gameplay had a complex storyline, which confused the
participants and made them miss out on their learning objectives.
Past studies have pointed to psychological affordances and the
importance of a “fertile soil” to make positive psychological
interventions more likely to work [99-101]. In instructional or
serious games used in education, Young et al [38] concluded
the need to ensure that game objectives and learning objectives
correspond and, further, that an overly complex gameplay can
lead to misunderstandings and interfere with understanding.
This seems transferable to gaming-based interventions. Other
authorshavereferred to thisas* relevant narrative,” which states
that the narrative of the game should be relevant to the subject
matter [102]. The choice of gameplay as a strategy for creating
engagement for an intervention introduces anew context, which
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becomes the background for interpreting the messages of the
intervention. The game design concept should be selected
carefully and tested early with inexpensive methods, such as
roleplay or paper sketches [32,56], to explore whether the
gameplay is supportive of the intervention. In VitaNova, the
gameplay goals implicitly reflected the learning goals, as the
development of abilities was presented through the completion
of in-game missions. However, because these learning goals
were not explicitly communicated, the effectiveness of the
intervention depended on the users themselves seeing the
connection and transferring this knowledge to their own
situation. Combined with the lack of clarity of game objectives
and rules as well as an overly complex storyline, this led to
confusion.

Figure 7. Mismatch of goals between intervention and gameplay, in combination with insufficient clarity overall.

@. Gameplay
Gameplay goal @/

Complete different missions in order to find
your true identity and help your girlfriend
escape from evil boss.

Gameplay tool

N

Complete short missions, such as: Find
objects (energy units, skins), talk to
other characters in taverna, and find
“treasures from the past, e.g. psycho-
educative videos to respond to quizzes.

Insufficient clarification of game
objectives and rules.
Overly complex storyline
compared to game length.

Practical Implications for Future Gaming-Based
I nterventions

When revisiting the 3 themes and comparing them to related
work, there appears to be a similarity between the identified
findings of this study and the 3 basic psychological needs in
SDT [103], which are: needs for autonomy, relatedness, and
competence[92]; refer to Figure 8. Assuch, thisstudy provides
a form of bottom-up support for the usefulness of these
constructs in designing and evaluating future gaming-based
PPIs to understand how they might be more motivating to the
user [92]. Further research should also investigate how and if
a gaming-based PPl experience that does satisfy the relevant
needs of autonomy, rel atedness, and competence may contribute
initself to positive psychological outcomesfor this population,
as has been suggested [13].
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Lack of alignment

Intervention Q
Learning goal @/

Your abilities are not fixed, they can be
developed with effort, strategies, and
support from others.

Psychological tool

S

Place individual's own experience of
the situation within the growth
mindset meaning system, to change
attributions (using relatable
examples).

Insufficient communication of
learning goals.

Striking the right balance between learning and fun is a
significant challenge, along with producing arelevant narrative
[102] that supports intended learning. Ferrara [32] suggests a
strategy for identifying the “gameness’ that already existsin a
context or situation rather than trying to tack it on. This may
make it easier to transfer learning from the gaming space to
everyday life [56,104]. However, moving from an idea to a
game that works conceptually is challenging [105], and good
intentions may be undermined by aseemingly fun yet unfitidea
or concept, for example in the case of Disney and their first
version of the game and exhibit “Habit Heroes,” intended to
support healthy eating but rather reinforced stereotypes and
made children feel bad about themselves [106]. Choosing an
approach that “ gamifieslife” should thus be done with empathy,
care, and frequent testing with users to avoid banalizing the
situation and experiences of a vulnerable population, such as
the young and unemployed. As such, ahuman-centered design
approach isideal becauseit startswith empathy [48]. However,
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frequent playtesting [56] and usability evaluation [57] are also
needed to reduce the risk of developing a concept that is not
engaging with the intended audience [88] or that undermines
or does not foster learning. Established game genres and
concepts could be used as inspiration in early explorative
ideation. The characteristics of existing games may be viewed
as opposing values on a spectrum [32], and by imagining what
the game-based PPl would ook like in the form of existing
game genres, a large volume of different ideas can be formed
that may be tested early for fit with the PPI objectives and user
preferences.

In Figure 9, we propose a broad but structured approach for
how game-based PPl exploration may be executed, based on
the lessons learned from our study and the discussion pointsin
the preceding section. In this approach, insight into the user,

Straand et al

context, gaming preferences, and gaming interests frames the
design prablem. It is also necessary to establish a clear and
precise definition of PPI, including its underpinning mechanics,
theories, and strategies that can help make the intervention
effective. An alignment between the 2, forms the necessary
“fertile soil” for the intervention game, where we ask how
gameplay may support both user preferences and goals and PPI
goals. Next, we propose working with existing genres and games
to quickly generate many different ideas of what our
gaming-based PPl may look and feel like. Promising concepts
should be evaluated against relevant criteria, such as gameplay
and user experience objectives and PPl objectives, and then
made into prototypes for validation with user research.

The approach outlined here should be further detailed, refined,
and validated in future research.

Figure8. How the 3 themes correspond to basic psychological needs for relatedness, autonomy, and competence, in line with self-determination theory

(SDT).

Themes from exploring gaming-based PPI

Constructs from SDT

@ Theme 1: adapting to user preferences RELATEDNESS
=

") Theme 2: empathic interaction with the player AUTONOMY
@ Theme 3: sensemaking of experience and context COMPETENCE
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Figure 9. A proposed approach for designing future gaming-based positive psychology interventions (PPIs).
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Pointersfor Future Research

There is arange of possible strategies to choose from to work
to improve an intervention and increase user mativation. Inthis
specific study and for the purposes of this paper, we explored
one possible strategy: to attempt to make the PPI more engaging,
user-friendly, and relevant for young, unemployed adults by
creating agaming-based intervention. There are other aternative
strategies that could increase relevance, appeal, and adaptation
to the needs of the target audience. Kelders et al [24] suggest
the use of design and persuasive design techniques, including
reward, praise and reminders [107] as a tool to increase
motivation and retention. Others [13] suggest the use of SDT
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[97], as we also found some support for this study. These
strategies should be explored further in future studies.

Furthermore, the alignment between gameplay and intervention
does not rely solely on the crafting of the game. Although our
study grounded ideas on learning from past empirical research
where PPIs had been applied to different contexts, there was a
lack of clarity and theoretical grounding for the user experience
in itself, including a clear definition of the learning [35] that
should happen within the game design space. Incorporating
learning theory, such as experiential learning [41], along with
motivation theory, such as SDT [97] and persuasive design
[108], as a more complete theoretical framework for the game
designing process may provide a stronger direction to the
conceptual work for the practitioners involved. Designing for
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behavioral and mindset change is increasingly relevant for
design research and professional design practice[109], and there
seem to be several gapsin understanding for design researchers
and design teams who find themselves grappling with
psychological and behavioral theories to produce interventions
to support problem-solving of societal problems, such asyouth
unemployment.

Limitations

In this study, relevant participants were involved in a design
process to capture their experience with designsin-the-making
and take feedback into consideration in the design of revisions.
We consider such early involvement a strength of the study.
However, it also holdslimitations; asthe resultsare drawn from
user experienceswith prototype PPIs, the study does not provide
user experiences resulting from a completed and verified PPI.
Although the knowledge gained through the different stages of
the design processis of substantial valueto thisareaof research,
future work is needed on experiences with fully functional
gameplay PPIs to validate the findings of this study and to
measure engagement, effectiveness, and adherence to the
intervention. In addition, considering the fact that the positive
psychol ogiesimplemented in the game mechanicswere, to some
extent, unclear to the participants after exposure, we cannot
draw any conclusions on the experience of these in themselves
at this stage. However, this was also not the purpose of this
study.

Another limitation is the choice and availability of participants
in the study. The population of unemployed young adults is
highly heterogeneous. With our recruitment strategy, we are
aware that we do not cover the entire range of end users,
especialy because we in part relied on voluntary registration
and on contact with specific public welfare systems.
Nevertheless, we find the involved participants to be within the
scope of the studied PPI, and their feedback, hence, is of
substantial benefit in understanding how the PPl may be
experienced by representatives of thistarget group.

Thethird limitation concernsthe context of the usability testing.
Being observed by another person influences behavior (eg,
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Hawthorne effect), and participants likely spent much more
time considering the prototypes than they would normally have.
However, this approach was chosen because our interventions
were prototypes and had unfinished functionality, which
required a moderator to “fill the gaps’ [110,111]. A fully
self-administered and unmoderated use of agameplay PPl would
be anatural next step in future research.

Finaly, it is important to note that, although our exploratory
approach to insight into user perceptions of a game-based
intervention for this target group is an important starting point
for this area of investigation, future research is needed to
establish the knowledge base needed to reliably provide such
interventions. As part of this, we envision future studies with
larger sample sizes and established scales as part of randomized
controlled trials to gain further knowledge of the effectiveness
of game-based interventions for this group and a basis for
improvements in intervention design.

Conclusions

The study contributes insights into key user perceptions of
game-based interventions for unemployed young adults. The
contribution has implications for future game-like intervention
design for this purpose. Our principal contributionisto explore
engagement through a PPI, designed as an interactive game.
We have described the iterative process of the development of
a 3D-game concept, VitaNova, and have explored participants
thoughts and feedback on their experiences. Although the
participants were positive about the general idea of a game
targeted toward unemployed young people, we found tensions
between a PPl and an exciting game play and 3 themes that
pinpoint prioritiesfor future gaming implementations. Our study
shows that interactive game design could make interventions
more entertaining and engaging but can easily comeinto conflict
with or undermine the intervention. We recommend aligning
the gameplay narrative, objectives, and mechanics with
intervention content and objectivesto create engaging, relevant,
and effective gaming-based PPl sthat promote amore productive
view of the challenges experienced by the young and
unemployed.
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