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About Comvita (www.comvita.co.nz) 
Comvita is an international natural health and beauty company committed to the development of 
innovative products, backed by credible scientific research.  
 

Comvita Science Challenge Overview 
Exercise is a big part of our well-being. A good diet is important, but being physically active is as 

important for our health.  However, even though we worry about the lack of physical activity in our 

daily life, most of us struggle to change our lifestyle even just for a little bit to become more 

physically active. So how can one change their set habits and move towards a healthier lifestyle 

choice? 

Gamification is the use of game elements such as points and reward system in a non-game context 

in order to engage users and change their behaviours. Comvita Science Challenge is about trialing 

gamification to engage game players in exercise and furthermore actively interact with other 

members of the community who are interested in healthy living. The challenge entrants are required 

to create and develop game concepts as described in “Challenge Specifications”. 

Important Dates 
June 1  June 4 July 12 August 9 September 2 

Challenge 
opens 

Workshop 1: 
Introduction to 
the challenge 

Workshop 2: Game 
concept mock pitch and 
feedback 

Submissions close at 
6pm NZT 

Prizegiving 

 

*The workshops are optional and free of charge, but spaces are limited and RSVP is required.  

 

Challenge Specifications  
Specification for challenge entries: 

 Open for all tertiary school students in New Zealand. 

 Entrants are required to develop and submit a max. 3500 words game concept & design 

brief (excluding appendices) along with a max. 90 second pitch video for their own game 

idea which motivates players to become more physically active.  

A well thought-out brief would: 

- Illustrate the game concept and design in a presentable manner. 

- Encompass well-researched information on how the game concept would fulfil the 

expectations outlined in “Game concept and design brief information”  

The pitch video should demonstrate your game idea in an engaging way. The video will be 

judged on how well your game idea was delivered to the public. 

 The pitch video needs to have Comvita Science Challenge logo showing at the end of the 

video at the top right hand corner. You can download the logo from 

www.comvitasciencechallenge.co.nz. 

 Follow the instruction on www.comvitasciencechallenge.co.nz to submit your entry. 

http://www.comvita.co.nz/
http://www.comvitasciencechallenge.co.nz/
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Specifications for the game: 

 The game will need to have an API system that allows syncing with physical activity trackers 

which store information on physical activity metrics. An example of a physical activity 

tracker appropriate for your game is Fitbit (www.fitbit.com). Fitbits are physical trackers that 

are Bluetooth 4 enabled, have an open API, and store information on step count, floors 

climbed, distance travelled, and calories burned. 

 The game idea must be fun, creative, and interesting enough to keep players coming back to 

play more. 

 The game needs to facilitate the increase in the player’s baseline physical activity levels over 

time. You need to take it into account that players may have a range of baseline physical 

activity levels, and the challenge of the game should scale with the players’ increasing fitness 

levels to maintain their engagement.   

Game concept and design brief information 
This document describes the minimum expectations from the submitted game concept and design brief.  

The answers to below questions need to be well researched and conveyed clearly in your brief. 

 

A.  MARKET POTENTIAL 

Unique Selling Point: Why will your target audience (see Section C3) play your game? 
How will you keep your game sustainable (i.e. what is the life-time of the game)? 

 

B. TECHNICAL AND COMMERCIAL FEASIBILITY 

What device(s) will you run this game on and what would be the minimum operating system requirements? 
How do you intend to collect the physical activity data? 

 If you are collecting the data using a physical activity tracker, what physical activity trackers will you 
use and is the API of the physical activity tracker of your choice open and accessible? 

Minimum system requirements /Computational tasks requirements? 
How would the user experience change with different platforms? 

 For example, how would the game change with different platform? 

 

C. MEASURING THE GAMIFICATION SUCCESS  

1. Define business objectives: Why are you gamifying? (This information is already set by Comvita, see 
below) 

 Short term goal: To motivate people to change their behavior and increase their physical activity 

level. 

 Medium term goal: Encourage people to become engaged in a healthy life style and community. 

(i.e. players will eventually do more than just playing game and become an active member of a 

community where the members are interested in improving their health). 

2. Explain target behaviours: What do you want your players to do (This information is already set by 
Comvita, see below)? And how are you going to measure it? 

 The overall aim is to change players’ behaviours to promote increased physical activity.  

 What are the metrics that will allow you to measure the physical activity behaviours of the game 

players? The metrics should in some fashion provide feedback to the players, letting them know 
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when they are successfully engaging in the intended behaviors. 

3. Describe your players: Who are your players and what are they like? 
This game should target people who need extra help with making behavioral changes when it comes to 
exercising more (This information is already set by Comvita). 
 
Develop a detailed player profile. You may need to do some research to identify a particular demographic or 
community that belong to the above target group (i.e. people who need help with increasing their physical 
activity level and eating healthy) and select them as the audience for your game. You can describe your 
players using demographics (such as age and gender), psychographics (such as their values and 
personalities), Bartle’s player types, or some other framework.  
 
Deciding on a specific target group will help designing your game. You should show that you understand 
what sorts of game elements and structures are likely to be effective for this population. E.g. discussing 
whether a more competitive or cooperative system would be better for this target player community. 

4. Develop your activity loops in the game: How will you motivate your players using engagement and 
progression loops? 

 Describe the kinds of feedback your system will offer the players to encourage further action, and 

explain how this feedback will work to motivate the players. (Remember, rewards are only one kind 

of feedback.) How will the players see their progress with physical activity and be encouraged to 

make further improvements? 

 How, if at all, will players progress in your system? This includes how the system will get new 

players engaged, and how it will remain interesting for more experienced players.  

5. Intrinsic reward factors: Would you say the game is enjoyable? 

Ensuring that your gamified system is fun and enjoyable remains as very important in engaging the players. 

In order to fully explore this aspect of the design process, consider how your game would function without 

any extrinsic rewards.  

Identify which aspects of the game could continue to motivate players to participate even without rewards. 
This would need to be supported with reasonable evidence. E.g. you could measure the game’s fun factor by 
explaining your game to your target audience and capture their feedback. 
 

6. Game play features (explain in detail what your game system looks like) 

What are some of the game elements (e.g. characters or game environment) involved and what will the 

experience be like for the players? Explain in detail what your gamified system would look like. 

What specific choices would you make to best deploy your gamified system in the platform you have 

selected? For example, you might discuss whether the gamified system is to be experienced primarily on 

personal computers, mobile devices, or some other platform.  

You might also describe what feedback, rewards, and other reinforcements the players could receive. E.g. if 
you select smart phone app as your platform, you may decide to send people texts or push notifications as a 
way of giving feedback to the players. 
 

7. Review the concept to make sure you have considered the above points in developing your game 
concept. 

This could be done in the second workshop hosted by Comvita (12
th

 July, free of charge) by pitching your 

game concept (or parts of your concept) to the mentors and peers and receiving feedback, or done 

individually.  

Reviewing your game concept requires you to:  
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 Think about whether you’ve tied your decisions back to the other six steps in the process, especially 

the business objectives. 

 Do some further research to validate your points covered in your game concept. Consider below: 

- How will you find out if your target player group thinks your game is fun or not?  

- How will you find out if your feedback system is proven to be appropriate and effective?  

- How will you find out if the game has an impact on increasing the physical activity level? 

 


