
H i g h w a y s  A g e n c y  T r a f f i c  O f f i c e r s  h a v e  p o w e r s  t o  s t o p  v e h i c l e s
o n  m o s t  m o t o r w a y s  a n d
s o m e  ‘ A ’  c l a s s  r o a d s ,  i n  E n g l a n d  o n l y .  I f  H A  t r a f f i c  o f f i c e r s  i n
u n i f o r m  w a n t  t o  s t o p  y o u r
v e h i c l e  o n  s a f e t y  g r o u n d s  ( e . g .  a n  i n s e c u r e  l o a d )  t h e y  w i l l ,  w h e r e
p o s s i b l e ,  a t t r a c t  y o u r
a t t e n t i o n  b y
�
 f l a s h i n g  a m b e r  l i g h t s ,  u s u a l l y  f r o m  b e h i n d
�
 d i r e c t i n g  y o u  t o  p u l l  o v e r  t o  t h e  s i d e  b y  p o i n t i n g  a n d / o r  u s i n g
t h e  l e f t  i n d i c a t o r .

Score: 15200 Speed: 250mph Lives: 2

Information
point ahead!

Gamification of
information delivery

Can a video game deliver textual information to
mature adults in a way that it improves user
engagement, comprehension and retention ?

Gamification - Using
game elements in a non-
game context to engage
users.

Previous studies
have been based on
schoolgoing children
only.

This study focuses on mature adults only in
UK.

Develop a real,
playable game

Information Points
show textual
information within the
game

Quiz points encourage
player to use that
information to
progress in game

Participants will be asked questions about their experience of playing the
game and how well they understood the information displayed. 
There will be a follow up to test the retention of the information.
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C

O
N

T
E

X
T

A
IM

R
E

F
E

R
E

N
C

E
S

M
E

T
H

O
D

Volkeswagen
experimented with
gamification for
positive behaviour
change in 2009.
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