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Storytelling, Gamification and Communication Tools

The aim of this unit is to provide comprehensive insights into existing
storytelling and communication tools.
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This unit talks about:

1.0 What is storytelling?
1.1 How to do storytelling 
1.2 DIY challenge: Do it yourself, step by step 

2.0 What is gamification?
2.1 How to engage through gamification
2.2 DIY challenge: Do it yourself, step by step
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Storytelling literally refers to telling “stories,” a way of conveying something
that happened or expressing an idea, which may be expressed in spoken or

written words, through songs, arts, videos, etc.
​

Digital storytelling refers specifically to storytelling applied in the digital
environment, such as what happens for social media, videos, podcasts,

virtual experiences, augmented reality, and more.​
​

The aim of storytelling is to communicate information in order to engage or
inspire the audience. Video, music, images, texts and maps can all be useful

in capturing the audience’s attention. ​



What is Storytelling?
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Video storytelling: The story is told through videos, enriched by adding
questions, comments, text and hyperlinks​.
Visual storytelling: Telling a story using images.​
Transmedia storytelling: Using different web-based resources such as
images, videos and music to tell a story.​
Timeline storytelling: A form of narration composed of chronologically
organized events​.
Story mapping: The use of maps, images or other signposts to highlight
the important parts of a story, or to map out its progression​.

There are different types of digital storytelling:​

What is Storytelling?
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A central character with motivation/s and specific characteristics​
The action (a plot)​
The main problem​
An outcome​
A judgement​
A narrator​
A frame​

Let’s see which elements build the structure of a story:​

How to do Storytelling
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In a nutshell, the basic elements you need to build a story are:​

Someone (a subject)​

Doing some action (a plot)​

With one clear objective and/or problem (a purpose)​

How to do Storytelling
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A captivating introduction or hook: it will set the stage for the whole story,
introducing the main contents and encouraging people to continue following

your story



Clear context: It is important to contextualize what you want to tell, while providing
the information that will make your story unforgettable.​

The presentation of the “hero”: Who is the main character of your story? Characters are
what make us emotionally invested in a story. You will want your audience to root for
your protagonists and against your antagonists. The character can be a person or an

object with whom your audience should empathise.​

To have an engaging story, make sure to include:​

How to do Storytelling
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To have an engaging story, make sure to include:​
​

The ending: The goal of this final part is to give a sense of
completion to the audience, who is at the same time

satisfied with what/how the story has left them.​
​

The lesson: The most effective stories teach us something, 
 stimulate curiosity and inspire action. Keep the purpose in mind

while elaborating your story.​





How to do Storytelling
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DIY Challenge

It's time to try storytelling yourself!



In the resource "DIY Challenge 1: Do it yourself, step by step" you will find a
simple step by step challenge to get started with storytelling.



And when you're done, come back here to explore gamification!
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With the term gamification, we refer to the application of typical
elements of game playing (e.g. point scoring, competition with others,
rules of play. etc.) to other areas of activity, typically used as an online
marketing technique to encourage engagement with a product or
service.​

What is Gamification?
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An example for all, people going around looking for Pokemon:
https://pokemongolive.com/

​
Pokémon GO has proven to be one of the most successful mobile games of all time. ​
Through gamification, the app has managed to engage users worldwide in walking
long distances by acting as a Scout badge and rewarding its users with high-level

Pokémon for walking great distances. This is an example of applying game mechanics
to fitness. Had you asked those people to walk those distances without any incentive,

would they agree to do it? This is the power of gamification!​





What is Gamification?

https://pokemongolive.com/
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Gamification is the process of applying game mechanics to something
that is not a game in order to increase user engagement.​

It takes elements from game-design and its general principles and
theories and applies them to other contexts.​

How to do Gamification
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The most common types of gamification that can be applied to
different contexts are:​

How to do Gamification

Scavenger hunts​
Role playing​

Challenges​

​Contests

Strategies
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Let’s see what the most common elements that define game mechanics are:​

1) Achievement: Game players get satisfaction from level accomplishment and skill
development, while the sense of progression motivates continued effort. Elements such as
leaderboards, badges and points provide a social status element.​
 Examples: Points • Badges • Leveling • Leaderboards • Progression bars • Certificates​

2) Rewards: Strictly connected to achievements, both variable and fixed reward schedules
are popular game mechanics. Rewards can be based on completing a number of actions,
or distributed at set intervals. They provide extrinsic motivation and recognition for time,
effort, and skills attained.​
 Examples: Equipment/tools and other resources to use in-game • Collectibles • Bonuses •
Power-ups​

How to do Gamification
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Let’s see what the most common elements that define game mechanics are:​

3) Story: An adventure setting or scenario can hook the learner's interest and motivation.
Focus the experience into a compelling narrative setting. Add characters, conflicts, and
resolution to immerse the audience into the storyline.​
 Examples:  Clear Rules • Narrative arc • Quest: The hero’s journey​

4) Time: A common trope in board games, timers and countdown clocks create a sense of
urgency. Even using a schedule of events, i.e., before I do B and C, I must complete A, helps
focus audience attention on the task at hand.​
 Examples: Countdown • Schedule​

How to do Gamification
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Let’s see what the most common elements that define game mechanics are:​

5) Personalization: The sense of personalization pushes the audience toward greater
engagement and motivation.​
 Examples: Avatar selection • Avatar customization • Character naming • Interactive
conversation (ICI)​

6) Microinteractions: Details matter when creating a great experience. Usually games
provide numerous and satisfying moments and microinteractions, such as animations or
sound effects.​
 Examples: Toggles • Animated rollovers​

How to do Gamification



It's time to try gamification yourself!



In the resource "DIY Challenge 2: Do it yourself, step by step" you will find a
simple step by step challenge to get started with gamification.



In this unit, we explored the fundamentals of digital storytelling and

gamification. In the next one, we will see how to apply them in the creation
of a digital urban tour.
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DIY Challenge


