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Interest in bicycle pools in new buildings has 
increased significantly, we have gone from 8 
pools 1/1 2021 to 24 pools 1/3 2023.

We have approximately 2 400 households 
that have access to one of our pools. But only 
368 registered users.

User type and behavior:
● People curious in trying bike as a 

mobility option. 
● Mostly new to e-bikes and cargo bikes 
● Bikes are used to infrequently cases
● 2-3 hours/trip
● Intensive use in the beginning, then 

fading out.

 

“The bicycles are 
used too little.”



This 
projects 
FOCUS 

To get already 
registered user to 
use the bicycles 
MORE 
Another project focused on getting first 
time users onboard 



Method 
Gamification

It is a way to increase interaction to thereby 
increase user engagement. 

Gamification, is the use of game elements in activities 
that are not traditionally associated with gaming - for 

example trade, IT, transport or education.



 
Process
Design thinking 

Empathize Ideate Develop Test

Interviews visualized 
through a user journey 
and empathy map

Created gamification 
concepts and 
evaluated with users

Created user interface 
based on Pedalinks 
brand guidelines

Gamification concepts 
will be implemented 
and tested in 
Pedalinks existing app



Insights



10 concepts including 
gamification elements 
such as: 

Leaderboards 
Challenges
Points
Prizes  
Badges



The winning gamification 
concepts after evaluating 
with users:

Leaderboards 
Challenges
Badges
 





Questions?



Question for you

Why have this industry not 
utilized gamification more?



Thank you

Hanna Nordenö 
hanna.noreno@ri.se

Anna Barkfeldt
anna@pedalink.se
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User journey




