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ABSTRACT

It is very difficult, but important, to induce and maintain voluntary user engagement in
content. For example, many Internet contents provide financial rewards for the user’s
participation and maintenance. However, there are limitations to methods such as stimulating
only external motivations, such as monetary rewards, and sophisticated design and
management are needed to obtain sustained and voluntary user participation in content. For
this purpose, we propose a Gamified CMS that extends the existing Content Management
System (CMS) by referring to the example of the Gamified Learning Management System.
This will ultimately increase the participation and commitment of users in content.
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— Gamified Contents Management System design for continuous and voluntary participation of Users —
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— Gamified Contents Management System design for continuous and voluntary participation of Users —
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