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Abstract In lifelogging services, where people input their daily records, continuous input of data is important.
However, whether or not the user can continue to input data depends largely on the user’s motivation. In this re-
gard, research has been conducted to improve the motivation for a certain purpose, such as encouraging continuous
data entry by introducing Gamification into the lifelog. However, the rationale for introducing gamification has not
been discussed in depth, and it is not clear how gamification should be introduced in accordance with the purpose
of lifelogging. The purpose of this study is to develop a method for introducing gamification in accordance with
the purpose of lifelogging. To achieve this goal, we introduce a comprehensive set of gamification features based on
motivation subscales into a lifelogging service, and elucidate which gamification features are most effective for the
purpose of lifelogging. As a case study, we introduce five types of gamification features into a work record lifelog
service, and compare and evaluate the changes in user behavior before and after the introduction.
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