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Abstract

With the rise of the network and the turbulence of the general environment, the traditional way of
value co-creation has evolved, the subject of value co-creation has become more complex, and the
value is no longer created by the enterprise alone, but by multiple subjects. How to reduce user
churn and increase user stickiness has become the focus of attention in enterprise value co-creation.
Given that gamification can promote user engagement and enhance user loyalty, more and more
enterprises and organisations have introduced gamification in value co-creation, and gamification
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in value co-creation has become the focus of academic attention. To address the topic of gamifica-
tion in value co-creation, this study searched Chinese and English databases and finally screened
74 related papers and then sorted them out: firstly, we outlined the background of the proposal of
gamification in value co-creation, then defined the concepts of value co-creation and summarised
the relevant theories in the research; secondly, we discussed the research topics of gamification in
value co-creation and proposed a future research outlook in view of the shortcomings of the ex-
isting researches. The researchers also discuss the research topics related to gamification in value
co-creation, and propose a future research outlook for the existing research.
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1. 5|15

A& S8 W RN R A AT B2 AEAN B L B b 23 I A AN B ) A €, 1 9T 3 QR i A Ak L B
) =6 K A (Vargo & Lusch, 2008). B ML &G IR E MR, A& S A L6077 Nt Rk A T i
B, WAL FAEAR[EIME %, MMEA TR B EMAE, W22 FEEILEZ 5 Pinho et al,
2014). BAERIFH T M5 B INATh . AR AR S5 S Nz R SRR I Mt B 22 5 B0
LA i (Kohler et al., 2011). FfiE V4 9% () ZE SRRk &y, i3 RS (R s e kRN, 85 kg
FETAE RN SEERIRERY, SR — “ EWRIER” MEME G, &G ML —6n
Di5i. Bul, SERVRERA TR P “JA7T7, —AEMETIvHE P #ELarra, BhHA £,
M FEE HagE, DA P ERE SRS, FEITAE U O SR P R Gk &R AR5 XA
AR BEAME LG BRI 2, BEE TSR, w25, BsHE P RSOy 17 E
LI ) — KRR . BT AR B R T 2R R L SN2 5 R S A AR 2 e (Hamard et al., 2014),
Refe R S| FH P vE R 7, T DUBRSK R 22 1R~ & Al A8 FH Ve X A0 SR SR e P AT 25 45 2 (Alexander,
2022), {RFFMEILE. Bz, FARFMIFME M EILE PRt 7

AR T MO R T H— RS IMEAE . JLFEAIEMICH “value co-creation”  “value
cocreation” “co-creation” “cocreation” , F5yExRALAHFI) “ gamif*” ZH a5 8817 (40 value co-creation &
gamif*. value cocreation & gamif*%%), 7 Web of Science. Springer Link, EBSCO. CASHL. SpiScholar
SRR AT SRk R . H TR R “UME RN o “IRREANE” 5 Uk R 35 R LR A E
W 2 A TR R . A PR N 2012 2 5, I Rk R DL N TR ES . NS EEAM G,
AR 2R TR TCVE SR IA SCI SR, B 2T tH AP SCCHR 62 F, HROCSC#k 12 5. H 2010 LK, A
X T ERA N T B SL B R DB E I, R R R SCER IR BT DA, 2 10 ZAEEA K
WL BRI AL ) SOk B — ELAE B TFe AWEAMERR RRGLRT ELE H, A 2016 4F DL 5 AH O SCRR B B0
RN, X5 EABIEFARSEATRR, WRAAGEF AT DU BRI bR, JFESREE A kS
S ER, #E—2 KS 58k NERRBEARTUE L, B AT EILEE Aot 5t 2
B, T LA R E N 2 OV . W ECE R Z s i 2 e UK B T, TR AN B X — MRS R
HEZNEWE XNEEME. BETIATR, A SCRHEENZEE LG i A3 T SRR, )
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SRIEVZE LR REL: A E IO i A K PR A4 7 B TR E AR B i e A ORI T RGBT IR AL 2 R
HRANFTBEATIRATT I ?

2. MrEHBIPIILHREER

B &0 R BRI TR ARk, RIRABFIRHREISR, I 038 AN FHR I 25— FF N OCTEF= S 1 T g
TR, MRS T S HANE P AT, BA SRR IMELOE R T RS S, AEAN A &
W BENER G ENMERE B IMEL RS, 22 A ERILES 50 ERM A%, 2004 4, Prahalad
Al Ramaswamy K3 T —h &, IRIHRE CETRHEERE ., M., PRBULATEER, FAhg1E
1§ 1] T2 50 E 3L [F 6138 (Prahalad & Ramaswamy, 2004). 1E#1 Web 2.0 78395 FH /2 K 75 T8 BT iE B i 98
B FH P S BB 0 Sh BB A I S0 52, 112 R 65 7 B3 AN (8 7 T A DTk ) sdd . S 9 & 1
TH PR R T AR, SR S 2 RO RO A KA TARARTER AR . T 5 DA X
PORMMA TR 2 FH ALK T R 2 SMEANGE R & . thin, ANKUERIRBER, =i Hik
RITH TIRZ W, A FIARSE X L S R ™=, AR )5 2 520G il 7= . BN R LA AS
ME— S, HAEEHPHRBEZER, XSRS T -7 e MM EI e BTk,
W AN Z 1) & A S SR E ek, IR S OCR] &5 3RS [ GE M .
B 1SR A2 T3 58 R AN, T S R B R B 2, dn TR S FI4EREFH e 2 Ik 2 T RE
BB S A R K A e o R4k 0 HE I A A A ke T I — [ R, A OCH AR B, BTk
TG R T R 4 0 2 5 B 32 35 51 B8 (Nacke & Deterding, 2017; Dacre et al., 2021a), AL A]
DITEVMENE. S5, G1IE M LT O R 58 F A2 AN (E A i SE B (Ind & Coates, 2013; Patricio et al.,
2020), A FENSE RB T TE 00 M BERGR T R 8 70 2 m] LU 3L [R) 611 3 s SR i i AR 5 E N
(Ind & Coates, 2013; Sanders et al., 2010). K, WERRAHE A /ZH S R o8, Safb A1 5 ik
I E 3L 0 (Zichermann & Linder, 2010; Zichermann & Cunningham, 2011). BEE#—E KR, #5240
WA B RAGE RS BE K] GEATRESER R SN E SO R o #m] LR 6 A6 1 3 FH 5
SO BE AN A e A R I B TR FUBR R 2 DG

3. MMEH*BIFIERUHAEFESHEXEL
3.1 WA E

YrESLQIENe HATA R AR B30 H— 2R TR AR i E It e 2 e, H—1 e Tk
% FREOMEILCIE IS . BRNEILCIMBERE FaEEER, HHZOREAR S M 5H
JUEMZ A W AE, AU REE M EILE), LEMMECIERAIR . TAESL G i st
FEAEMMESL AN B ALl A R MR AT, BIFEMHE LI SIAB AL R GBI AL TR DIRESE,
RUEWER AR AN EIL G P E AR . RS R B AN B 51E R RS0, HiFkit
A _E R — R T & (Koivisto & Hamari, 2019; Liu et al., 2017; Deterding et al., 2011). FfiZ& k420 15
HIERAM K IAT I ZN 5, TR T A RSB N B E 3L (B3 AVUAZ H. R # IR AT RpSE
R S BEIT e AE),  HoE R AL BE AT LA S B R T X PR B, 1 m] DAL ASE 3 4 i 0 s 3R S B RRAIE
(Huotari & Hamari, 2017; Chen & Jang, 2010; Tobon et al., 2020). W7ERFII #E f 2% 21 i FEH N &-Fh i
MICERGEPORFHE(CL a2 5 L W&, HATRESE), 7T LASR i - 127 21 sl je 2 518 % (Chen & Jang, 2010;
Looyestyn et al., 2017); fEANAZ H5EE KRGS, FIHWRTT R FHARRIERAT RN G, (R
FUIHE B RS H R LAE F B R T 2 3 5 FF (Featherstone & Habgood, 2019; Moro et al., 2019; Du et al.,
2020). ZREEKE, WrEILON T BORES S E AT UE SONFEAME LG oA H 28 {50 5 il ik
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IREE B R T R FRREAE,  DAIGAE AR R AT 55 2 1 15 A (i xR Ak A 56
3.2. HEXER

IR AT BRI FE A AEA R SUSAAS [F) 07 b BEAT D, HGE A B IRA IS 28 Y | —LeS0FF R 2
TR S, DS EAEIRAHCM F BRI, W& 1. AT EERE T UGB R,
o alE: BRGCEES. RIS, THRAT AR . BRI . H AR B DL R A S A DG EE
W,
Table 1. Summary of relevant theories
F 1 MEXERLR

it FHIR KL

Rt RIAE 2 H AR P I RE . MEE R RAE TR, SRR RGBT

o

SR 3 03 25 PR B URAT A

R BRI K 2 T 2 S B0 P SR R, B T I Wt
i RYTTEE, M TTR T 35 D5 30

. P B8 4 02 5 AT A 0 B, TR R OIS XU Sl

W HTRAT A B A T AR O s 2

R R 2% 50 5 P A L e A, S50 0T 5 s AR
< 330 I ek SRR R A AT £ 7 I SR 0 11 13

I AT U R RO R0 PR 25 A2 R ST AR (LIRS

AR, FEELNAZAT A0 1 B A S R A 7T

ARG S AL L R SR RGUHOCHIAL 2 B AR 2 RS R R SR S e B, s EER A P R
B . SR EILFR & RAT AR

4. B3t 8 SiExk A RO 3T IR
4.1 MEXBPHERUEREATAR

X HATHTT T H FRSCHR, M AMESE B A i 3t 2231 A P RE A E 7 A BERE e N =k el
I XRACAEAN B B PRI ER . MEONIREN R MENIn R & 2 BiE 7 SRR 7
TR R A $5T RH al d £h STkoR L LA A

411 fERETER

TERAAE R 15 PR 2R AT e SR AN E L G R A I S B 2 I — M . B R IR TR R T
WSO R P AT Y BT, SRR SRS — I Th R . AERXFMELL T, ek IR R,
BV I 7E M SL A0 TR IR 8 IR TG R L IR S RARRHERE S 5, Wi R P B g A2 1 St o
FF X — AR W AR A DA SCRER R R B 7 T I 30E . G 78 R B AR L 2 (Alomrani et al.,
2021; Litovuo et al., 2017). F&¥*(Killam & Luctkar-Flude, 2021). i&z/{# & (Hawkins, 2017; Windasari & Lin,
2021). #=El% 2] (Dacre et al., 2021b)5%, AR LRI TR S B 20E B 1 28 4k (Pivec, 2018;
Dodero et al., 2014) DL K& HE3) % ) 77 s BCR (R0 95, A, 2021)5 . BT EE TR REE 0F, ©H
T RIAMERA . B HAAE AR Bl FESE T oK, Fomd @ il /M ) % ST RI 2 2R ST & Bl ok
AR, WS FENS SR 2 BRI LR GUK . thah,  w b SR 40e b i o i 3
QIR B 7 WA AT EEZ, Wm0t R R AL F R 2 5 152 (Harwood & Garry, 2015;
Rather et al., 2022). Wk DI REIG 5 i 2 55 (Sangroya et al., 2021)%% .
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WA FL O i R A A IR BN B P A AEAN (B S ) p F T S AR i AR B BB AT . 1A
BRAHWERANLE (ki 2J4858), IR PMET . WIS QUM ARG R e e . —
86 DA ) it R A A S DR B0 L 3R R SRR T R A 2 37 7 AR AN S B U A 77, O T B
#2% (Mérell-Olsson, 2019). kK2£FEiIl(Pivec, 2018; Botha & Herselman, 2018)%%. A4 K& CEk&E S TRk
A, AT gE N A R DR A LA (Garcia-Magro et al., 2022). 22 J5HLA#](Jun et al., 2020). &1k
4 ML (Leclercq et al., 2017; Leclercq et al., 2018) M B AR 5 A E 3L 6 e P AT el or &, B
38 e A AR TG S i A L 61 b By B3 5 (Nobre & Ferreira, 2017). 15 B4 #e(Weretecki et al., 2021), & F)
FH e M A1 A 4 SR R R 51 B P (25 453k, 2022; Whittaker et al., 2021; Pavlopoulou, 2019; Hsu &
Chen, 2018), A RIFAME 3L T 1k [ €% (Patricio et al., 2020), skt itz 47
A (Chen et al., 2022), i R FEEAGIRS) F P 2 5 b2 SRS S (%id B, 20215 £R4R%E, 2021;
XIFiT, 2019)\ SREH BRAT N(FEIA TR, 2022)55 . JLAL, 3G FHOCSCRRIIT 78 4= &5 i Ui (Lopez & Garcia, 2020)
S FCAR A 1) (B 3L B i R AL i S R 3R (R

413 EAGRER
P ESL O IR A E N R Z R AR P B T I B sl 5, RAFI B3 50T AU H
PRI AR, FREA AT O 3 ) o 3K LERIE ST RN R & % AR AR AR (A kAL B R 7 55
It HAT LERE FUB U 1 AT DL AR R A AR AL ) G 55 2, DAMESRAS a7 i 45 SRR T T %8 o ILRAIT
REBA: SiklEss & Mk 5t(Jang & Hsieh, 2021; Stadler & Bilgram, 2016), BT CR A S5k i
5 (Litovuo et al., 2017), i35 7 @A 2% 4k (Matthys et al., 2021) 136 115 #1 #% 1k 3% 5 (Ampatzidou et
al., 2018; Fox et al., 2022), #4¥i(Hussain etal., 2023; Pico etal., 2021; fJKALEE, 2016). MUV (Poretski
etal., 2019). #}¥#(Dio et al., 2018)MAIHT (XA T, 5=, 2021; Pallotetal., 2012). Wxkimst. Wexk
it 5% (Hansen & Piludis, 2018) i skt &% =) 3% 5 (Dodero et al., 2014)45 . iX Lo it 58 45 SR omif 14
QI I RAE I R R S TR AR BIRTRE ), et T E LA,
Table 2. The role of gamification elements in value co-creation
2. MEHG PRI ERIER
LA il RE LEERIi
TR A BT F T AN B L B 0 P 58 o U BT R
KECEEIERE - RE. EIA T, Uk R

ﬁﬁ%g? MR | B 7 S R e T R B Rk T 2 @%&Eﬁﬁiﬁﬁéégggi
RIS RIS S, R P R R s - HARA, ‘

.
sy, IPRIUAFIER Gt ODUBE S ROITLRONE  FF8CE, SRR, FP T,
RILIER o0, ERRFIRURIIUICIIR. ), RN F8TPR, ERRN. RO,

PIEAT o R, OURTHESE, AR TN, AR

Jiihg, BT ORAEE, Sl A,
WRR, AL MUV, BRERIE)
ik PRt GEY 5

WeRAAER K P E A L Eh R, R AR E B R LR
WRER M RLeIEE, JHEAR N AR RN E I,

4.2. FREEEENHEILE PR AR MERR

ASCHANMEIL O AR 2 I AR G Z T R G Z 0, BT BA SR, i
LR E LR A R AR 1 P iR R, JAgNEs R s 1 R .
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4.2.1. RPAMEEERE MR

WH - 1B - A7 R REEAGR RS ' 2 5 M E LA SRR Fm B Sk XBCh T E 3L al7E
AN Z T g 45 R (kA 2021). HPNETR P 2 50 E LI OCBETT N, B P e S Vg7 B
BT, ST ARG FRE. . S 7T, OEFTE PSS 7 AL, TRk
SR O, R A B TR P AN B AR R IR AL R i P 2 5 E SR QIR Eh L, e,
AW TR B AT SR 0o AL A3 0 DA N it S 5 A AR R I (Sangroya et al., 2021); A B 745 A\ B
AN ELGE AR SRR TT AR AN AL BT XS HL P (B 3L G1AT J9 520 (Chen et al., 2022); 384 B FEAET *RAL
FEAZ Wl o 2 S AME LB RR 0 2 P an T SR 454 B /8 k0 45 (Paviopoulou, 2019) . FH P 4% BRI A LG 2% 5 A
FHZ517 R, SHASS5MELCIRAIRSER, mliEkib 2 i m H - AL, Bt 85w
FATHT T = F 2 A BE . 40 Garcia-Magro %5 A (Garcia-Magro et al., 2022) 1 2 i & A A 47 AL 1 %
P IL BN R 7 S Leclercq 25 A (Leclercq et al., 2017)8F 58 P EME LG 15 S 545 3,
Nobre %5 A\ (Nobre & Ferreira, 2017)K 5 T Fl J* 5 W R AAR IR (I BT A B AR AU i FEAN (B 3L B PR 5
FA AT NTE I SR He R FE B P B 2 (R RV ) R E BN IS BAS AT, RS AT A,
MZAT et L AME LA TR AR SR TR A P B A 2 R 4E B A8 EAT N AME S 6 AT
PRI E S0 & 0 F P AT (Windasari & Lin, 2021); A BF FCERMT 8k Ak 30T H o0 252 m
Fre 2 Sk EL A= IEQun et al., 2020); IEABFARE A P 2 517 8B AL E L G)F &
) e B RE AN B R (Harwood & Garry, 2015) .

4.2.2. feMl/AHLR RELRR LRI 5

TEMEILAI A LR, A ZE RGN ANME T A BIERARE ST, ek EA A
BB (FRIESE, 2021)0 2 AT — B LB M B L HRie s Al Al i s, L H oG T xR AL 3T Al
BRIRIBE ST BGOSR ANHT = AN 75 T2 (R SRR % o AN E LA AP RR B 2 e it B 5 8 A A RE g 1k [+
AT R QSN E, AL BEIEARE M E SO UL AR H B2, A Ak RS E S 5 B i
AT DL A R B IR B R (R . )RR (5 BACHAE ). IR ESEE S IS5 RET 1),
HRBTFLA M HEP BORK 22 il R (Killam & Luctkar-Flude, 2021), FI ko R #EEE “2hm = [\ 't
WLEE” (Matthys et al., 2021), FIHFEERAH AR B E 22 70 LE I IGTT 25 [E (Alomrani et al., 2021), &l
Ui AR = i (Hussain et al., 2023)% o fE A AMESL GG b 5] NFERAL, FTEAR G FH P, ATk 2 5] i fi i
Tk G e H (Leclercy et al., 2017). FEARNVAME LB & 51 NWFRRALIE AT AR i Mk BT K,
U TF 50 FH i A Ak 35 BT & IR 45 A= s it (Garcia-Magro et al., 2022), Bt Ail VR 454 B4l
E LA AL IR %5 6158 (Jang & Hsieh) 55 .

4.2.3. HXHEMXRIN RS EEiFRCROHR

PrE L8P I R G2 T A 2 18 DUIR 5 R G Ay Bttt aad e w2 2k ik 55 32 48 A SR IR 95 &R 4t
Z I FIERS IS, BUIIRS KRG EARILE GG (IS, 2016). BARARFESRECEK
DB LB I8 [ A A 2 R 5 T B £E R (H B RTE ORI AUV R E L) RS = T
WAL FEIE . DA B RS TR AR R T e 1 2 2 53 IR A S RGNS B2 H(Weretecki et al.,
2021). B2B2C A7 R4 W H P an el 7250 7 e kAL T & A 34T 22 TR (B HL B (Garcia-Magro et al.,
2022) FAfif R BEIT AR TT K AEZS R G I 2 75 I /i (Litovuo et al., 2017)% . Wil JL 61 H e sk A0 (1) & e {2
HTHP S NS FEZEBES, 51K TEENNN I, SRME X =35 T B AR S 5T &1 4k [

<o
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Figure 1. Gamification in value co-creation affects outcomes
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5. fREILERE
5.1. fiREEL

AR, E A A E B R R AR TT TR IOER R, TR T & TR . A SO
MR FE . AL MERIRE. Somaah REE 2 AT I B SCREEAT AR, 15 UR 45

F WEBASCRRERRE, BIRENIMET 50 EL B A R IIRT 7T, HAEEE ik
ks AL BT R BPROT R SRS N OUREA W [, (ERARBT UL RBONEEL, BT
HER R, SRZMEILEI P BRI A S S E , WAME LI P RAL A — D RGMERIE L, ARA
ZAURAAEE . 5, WERIRIOMBERTE, BUAWHE 2R UM OB, B hlE: BIRGE
B, ORHEAE . THRIAT NS BORESZAI IR H AR BT G DL AR GBS A . I 0 A G
B IPRT R BL A T R 2R R R AR AN B L, TSR T 2 54T, R
AR P IE A A 2 W TR TR S P 2 51T E R AR 5=, M EIREI i it
AR ARACAE N S B A EE R, SO RIS E I A3 QI P M IRE B2, e BT R E
IR R R E R ER R TIRAAEOE LB B RIS 2L “ A7, ARt — D05
ANfERe. DY, OrEILEI Rl iz 46 2R 52 2 05 N ZOR RS, (BTl A A 45 AR 2 1T e
SN DAL 8 S DR 2R 2 AT ) 5 RIE it — DR

52. 5RE

BAAT S, UrHEILE0 i L AR R TR AR A T AN AL A SE B A SR I B, AR AE — AN R 2
b, HRFRE PRI W RGBS, I RIBI AL, ARSERE T ARKAWT T LA 2).
(1) M EIERIPIRAKIBES T E, FEMRFABERMITEE. Hil A RN EL e ikt m
WETCHI JE . FRONBE =, X T 2908 — S BT RERE, R BERR. ALCERE
VA SRS AT TP E S (HR R SRR B PR R, SRR MBI B AL A A S
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BR. A ARG DT A BEAR G MR T AL AT BT IS . TRl 2 ) B E 72 vl
PR 2 aitrid . ANFER AR, MBS AR M A RIS KA AT, AR ST
FAE LGN P AL AT VAl AIG L ARE, OB i R AL BT A Y SR A A -

(2) InEEXTESE RN P WRAER RS A . B0 P2 R S (B L 1 b il ke A A LA Y
AIEE, BRASCRE e A E SR BRI Z 3 A IEI B R (N SR, (H2
Xt T ARACAE A R DA 3R K B AR AR R AR 2 o AR — B OB 3L 61 i il XA A D = Fh BRI 2
fiti b, ARKAITFTRLH S B =AM R R A LR R AN ER R L, 48 KA R W
W

(3) ImEEXMHE IR PR R GE R IBTIT . H i e 6 T RE -5 BV 78 B 15 W 4 SCRR P 240
KERI> WF TCHRFEAEAR T (LI B i A HE R AARARRE I, AR/ AT ST 2 F TEANM B 1) il A i SR 1K)
DI, L ey st S X S AR A o PSR OR SRR FE AT BLORTE AN (LA 61 Jie e A0 7T e 3 B0 ST 52
Wi, A FCAEATARG B2 N R A 2t F P A AR AR AR, AT AT R . A, A EE B E LA
AT RAL TR« DRESFBORRF AR ANFELN I GE it 22 R sz, BRI L8 o i XA R i FH P 47
N,

(4) BIAFESE THIBITT. a0 A s e 51 3L 80 3 AT [F 2 5 4 E 3L 00 DL A SR (B
FEIF] B U E L B R AL BT TR Lo 1) e H AR (B IS B0 o e e A A 7 130RE E B4 rp e 7 7 15 45
T DEWEFE IR RE T ESCMBLSE T 5t BARMS, CAW RS R A SCEIR AL E 5 2
A F P IRAE, ARRIZEE T rf AR5 88T R BLSE RGBT AT 7T, KB5S P57 SCHR X 15
5 [N, 5 R E LB i 325 Aboalb /2 235 R (4 1 T RN AN T RN LRI FE A A AR v
WAL RE, A fr3EAT i E IR BN AR AL QITH RISt SE . eat, BT DU OB LA b ik
MR T AT, N5 R UL 5 B SE AU AN (B 3L B P T xR AR IR B 7T
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