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Chapter 22 

 

Gamifying Conflict Resolution: Turning Disputes into Playable Solutions 

 

O. S. Koledafe, A. M. Aderoju & Aderinola O. Dunmade 

 

Introduction 

Conflict is a natural aspect of human existence because there are always going to 

be points of contention. As a result, everyone needs to be able to resolve conflicts, 

either formally or informally (Shonk, 2024). Conflict resolution is an age long 

practice. Humans since time immemorial have always found ways of resolving 

their differences. Conflict resolution is the process of solving a disagreement and 

coming to a decision that is acceptable to all parties (Imm, 2022). This process 

often involves negotiation, mediation, and sometimes arbitration, allowing parties 

to reach a mutually acceptable agreement. Over the years, traditional methods of 

approaching conflict resolution have been found to be effective in resolving 

disputes among community members and disputing parties.  This method relies on 

elders and community leaders, drawing on their experience and goodwill within 

the community (Muchie & Bayeh, 2015). In various African communities, 

traditional conflict resolution has been reported to be effective in managing crisis, 

and evoking agreement among disputing parties (Mboh, 2021; Ojo-Ebenezer, 

2023; Oladipo, 2022). 

While traditional methods of conflict resolution have proven effective in 

customary settings, their limitations are exposed in modern, non-traditional 

communities. Traditional techniques to conflict resolution can be hit-or-miss, as 

they typically fail to explore the fundamental cause of the conflict and to apply 

systemic, long-term remedies (Viriyakunkit, 2023). The increasing complexity of 

contemporary conflicts demands innovative approaches (Regan, 2003). 

Consequently, conflict management strategies are now being sought after in 

diverse sectors such as business, education, and international relations, where 

traditional methods may fall short. This shift acknowledges the need for more 

adaptive and effective conflict resolution techniques to address the unique 

challenges arising in these non-traditional contexts (Psico-smart Editorial Team, 

2024; Viriyakunkit, 2023). In addressing unique challenges, technological 

processes and resources have proven effective to resolving non-traditional 

conflicts (Psico-smart Editorial Team, 2024; Viriyakunkit, 2023).  Technologies 

such as online dispute resolution, artificial intelligence, virtual reality, and 
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simulation have proven to be an effective technological tool for facilitating 

conflict resolution (Mahmoud, 2023). Empirical studies on technology-enhanced 

conflict resolution have also positioned gamification as a viable tool for conflict 

resolution (Airaksinen, 2018; Filella et al., 2018; Khan et al., 2024; Rumsamrong 

& Chiou, 2021). 

Gamification is such a powerful tool that is often deployed in non-gaming 

environments, such as learning, business, banking, and conflict management. It 

has the potential to transform conflict resolution by making the process more 

engaging and effective. Gamification has emerged as a promising approach for 

enhancing conflict resolution strategies across various domains. By integrating 

game mechanics into conflict resolution processes, stakeholders can foster 

engagement, collaboration, and effective problem-solving. The incentive and 

willingness of disputing parties to reach a conclusion can be increased by 

including game elements into conflict resolution. The point systems, leader 

boards, rewards, and social recognition typically used in gamification are 

designed to tap into people's intrinsic motivation, such as the desire for 

achievement, competition, and social recognition (Khan et al., 2024). 

Gamification has been applied in solving diverse organisational problems, 

especially those related to behaviour adaptation, training and personnel 

development (Hendijani & Ahmadi, 2024). 

The chapter's main focus is on gamifying dispute resolution. The first part of this 

work will give readers a basic understanding of gamification's foundational 

concepts. Before creating a model for gamified conflict resolution, the advantages 

of gamification would also be examined.  We'll also look at challenges like 

striking a balance between seriousness, customization, and flexibility in relation 

to engagement. 

Core Elements of Gamification 

Gamification elements describe a collection of strategies borrowed from games 

that are also used in real-life context (Kanazawa, 2022). It is the introduction of 

these elements into non-gaming environment that defines the gamification of the 

environment. There are diverse gaming elements that can be used to gamify a 

specific non-gaming context. The most common of them are points, badges, 

quest, leaderboards, levels, sharing, boosters, and so on (Airaksinen, 2018; 

Kanazawa, 2022). The integration of these elements not only provides a 

structured path for users to follow but also introduces a competitive aspect that 

can further drive engagement (Nah et al., 2019). 

Studies have identified common gamification elements and how they impact the 

design of the gamified products. According to Jackson (2016), gamification 

elements can be categorised into 6 cluster, they are: Achievement (Progression), 

Rewards, Story, Time, Personalization, and Micro interactions. Achievement or 
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progression cluster is the commonest of all the gamification elements category 

(Majuri et al., 2018). The achievement include the following game elements: 

Point, badges, levels, leaderboard, progress bar, and certification (Jackson, 2016). 

Generally, the achievement or progression elements show how the player is 

progressing in complete tasks and consuming the gamified product. The rewards 

cluster consists of Equipment, tools and other resources to use in games, 

collectibles, bonuses, and power-ups. They are strongly associated with the 

achievement cluster, given based on completing a number of learning experiences 

or action in a gamified product (Jackson, 2016). Rewards provide incentives in 

recognition of the efforts, time, and skills expended or acquired (Jackson, 2016; 

Nah et al., 2019). Reward provides extrinsic motivation which can reinforce the 

intrinsic motivation for achievements and progression. 

Story is also an important element of gamification. The story provides an 

overarching scenario on which the entire gamified programme is based on. 

According to Jackson (2016), the story may encompass an adventurous journey, a 

narrative centered on overcoming a catastrophic event, or a tale of winning a 

competition, all of which can significantly enhance players‘ engagement and 

motivation. Time is also an important gamification element. The concept of time 

frequently serves as a prevalent motif in board games, wherein timers that 

accumulate total duration and countdown clocks instill a profound sense of 

urgency. The personalization elements give the player a sense of ownership and 

customization of their experience. It provides the player an opportunity to express 

themselves by having choices over their averter, themes, sound, and other 

preferences. Finally, micro interaction provides players with details which can 

then necessitate a fulfilling experience for the players. 

A thoughtful combination of the gamification elements ensures the maximization 

of its impact in terms of engagement, effectiveness, and motivation (Airaksinen, 

2018). Motivation is one of the primary aims of gamification. It is defined as a 

psychological construct that drives individuals to engage in certain behaviors or 

activities (Bandhu et al., 2024). Gamification is rooted in the art of motivating 

people to engaging in a task that is somewhat uninteresting and difficult. Getting a 

balance between intrinsic and extrinsic motivation is an important consideration 

in gamification design. The intrinsic motivators such as personal satisfaction, 

mastery, enjoyment, social acceptance, and self-actualisation must be at balance 

with the extrinsic motivators such as badges, points, game mechanics, quest, and 

so on (John et al., 2023). 

Besides motivation, social interaction plays a significant role in gamification. 

Elements that encourage competition and collaboration, such as leaderboards and 

social engagement loops, can enhance user experience by fostering a sense of 

community (Park & Kim, 2021). This social dimension is particularly relevant in 

educational settings, where peer interaction can significantly influence learning 
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outcomes (Alsawaier, 2018). Core elements of gamification encompass a blend of 

user-centric principles, engaging design elements, motivational balance, and 

social interaction. These components work together to create meaningful and 

engaging experiences across various applications, from education to health and 

enterprise systems. 

Other Game Elements and Benefits for Conflict Resolutions 

Epic Meaning: Conflict resolution can be more engaging when tied to a larger 

purpose, such as community well-being or personal growth. This drive 

encourages participants to view conflict resolution as meaningful and 

transformative. 

Development: Through structured activities, participants experience personal 

growth by refining conflict management skills, enhancing self-awareness, and 

developing empathy. 

Empowerment: Creative problem-solving opportunities empower participants to 

test innovative solutions to conflict, encouraging out-of-the-box thinking. 

Social Influence: Learning from peers and gaining community support enhances 

engagement. Social influence taps into the desire to connect, observe, and 

collaborate, reinforcing positive behaviors and learning through shared 

experiences. 

Engagement Loops: Engagement is maintained through structured feedback loops 

that reinforce behaviors and promote continuous improvement. 

Action → Feedback → Motivation → Action: This loop reinforces learning 

through immediate feedback and positive reinforcement. Each action taken in a 

conflict scenario yields feedback that informs the next step, fostering a growth 

mindset. 

Short-term Loops: Immediate responses to decisions made during scenarios help 

participants adjust strategies in real time, encouraging active listening and 

adaptive communication. 

Long-term Loops: Relationship-building activities and trust exercises create 

lasting effects, developing skills that extend beyond the conflict scenario itself. 

Risk Management: Participants need a safe environment to explore conflict 

resolution without fear of failure. 

Controlled Exposure: Scenarios are tailored to expose participants to conflict 

gradually, allowing them to build resilience and learn from small mistakes. 

Safe-to-Fail Environments: By creating a space where participants can experiment 

without real-world consequences, we foster confidence and reduce anxiety. 

Graduated Challenge Levels: Conflicts increase in complexity as participants 

progress, building their skills while providing consistent support. 

Stress Management Techniques: Techniques like deep breathing exercises or 

visualization are incorporated to manage stress and maintain composure during 

scenarios. 
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Systems that allow participants to track their emotional states raise self-

awareness, helping them understand triggers and manage responses. 

Cool-Down Periods: After intense interactions, participants are encouraged to 

take short breaks to reflect, reset, and avoid escalation. 

Understanding Gamification in Conflict Resolution 

The idea of gamification existed long ago. The American musical fantasy movie 

produced by Walt Disney in 1964, Mary Poppins first hinted at the term 

gamification. Mary Poppins propounded that there is a fun component to every 

task that needs to be completed, when you find the fun, the job becomes a game 

(Dawley, 2014). Fun is the primary reason people play games. Games bring 

enjoyable pleasure to the players. When the fun is a difficult task is found, then 

the task can be completed with pleasure and enjoyment. Gamification refers to the 

integration of game-like elements into non-game contexts to enhance engagement, 

motivation, and behaviour. Gamification means using game-like thinking to 

persuade participants to solve real problems, which can be considered difficult to 

play (Zichermann & Cunningham, 2011). It is a strategy that infuses engaging and 

immersive gaming features into non-gaming environments to boost engagement 

and encourage certain behaviours (Barney, 2023). This concept has gained 

traction across various fields, including education, corporate culture, social 

environments, and conflict resolution and management. In each of the fields, 

gamification had applied game elements like points, badges, leaderboard, 

challenges, and rewards in each of the non-game settings. The core elements of 

gamification can be categorised into principles and design elements, which 

together foster user engagement and motivation. 

 Designing a Gamified Conflict Resolution Model 

Conflict resolution is a multifaceted domain that encompasses various theories, 

strategies, and methodologies aimed at addressing and resolving disputes across 

different contexts. The complexity of conflict necessitates a comprehensive 

understanding of the underlying mechanisms, which can be informed by diverse 

theoretical frameworks and empirical studies. Conflict resolution has long relied 

on structured, dialogue-centred approaches aimed at fostering understanding and 

agreement between parties. Traditional methods, however, can struggle to 

maintain engagement and often feel removed from real-world conflict dynamics. 

By integrating game elements into conflict management, we create a dynamic, 

interactive, and engaging approach to resolving disputes, turning them into 

achievable, "playable" challenges that focus on growth, empathy, and constructive 

problem-solving. 

This section provides an in-depth analysis of the psychology of gamified 

engagement in conflict scenarios, then explores the theoretical component of 

games in conflict resolution. Beginning with motivational theories, we explore 
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how elements like Self-Determination Theory and flow states enhance participant 

engagement and drive effective conflict management. The subsequent section also 

explores cooperative and noncooperative gaming strategies and then the Graph 

Model for Conflict Resolution (GMCR). The final section presents the PEACE 

model, rooted in the aforementioned theories. The PEACE model implements 

gamified conflict resolution in various contexts, from formal education to 

corporate training. Finally, practical applications, case studies, and insights on 

technology integration are discussed to equip readers with tools to design and 

adapt gamified solutions. This systematic approach leverages the strengths of 

each framework to provide a comprehensive strategy for resolving conflicts. The 

following sections outline the components of this integrated model, detailing how 

each element contributes to effective conflict resolution. 

The Psychology of Gamified Engagement in Conflict Scenarios 

Self-Determination Theory Application: Gamification harnesses the principles of 

Self-Determination Theory (SDT) to create an engaging environment where 

autonomy, competence, and relatedness drive motivation. 

1. Autonomy: Providing participants with choice and control is essential in 

gamified conflict resolution. Here, participants select their approach to 

resolving conflicts, giving them ownership of their actions and fostering a 

sense of empowerment. This freedom encourages exploration of various 

strategies, increasing confidence and adaptability. 

2. Competence: Skill development is integral to maintaining engagement. 

Through progressively challenging scenarios, participants build their 

conflict resolution skills. Each challenge is designed to expand their 

competence, rewarding success while also encouraging reflection on areas 

for improvement. 

3. Relatedness: Conflict often isolates individuals, but gamification fosters 

connection through cooperative problem-solving. By designing activities 

that encourage teamwork and empathy, gamification builds bridges 

between participants, helping them appreciate each other‘s perspectives 

and fostering relationships that support collaborative resolutions. 

Flow State Integration A critical component of effective gamification is achieving 

a flow state, where participants are fully engaged and invested in the experience. 

Flow not only improves concentration but also enhances learning outcomes. 

I. Challenge-Skill Balance: Tasks are designed to match the participant‘s 

skill level, balancing difficulty with capability to maintain engagement. 

This allows participants to feel adequately challenged without becoming 

frustrated or bored. 
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II. Clear Goals: Gamified conflict resolution sets clear, achievable objectives, 

such as resolving a particular issue or reaching a mutual understanding. 

These defined goals guide participants through each stage of the process. 

III. Immediate Feedback: Real-time feedback is a core aspect of gamified 

experiences. Participants receive immediate responses to their choices, 

helping them adjust strategies dynamically, fostering a continuous 

learning loop that emphasizes reflection and adaptability. 

The game theory of conflict resolution 

Game theory provides a robust framework for understanding the strategic 

interactions between conflicting parties, otherwise known as agents or players. It 

emphasises the importance of rational decision-making and the anticipation of 

opponents' actions (Owen, 2001; Rao, 2005).  Game theory sought to provide a 

mathematical explanation to conflict interaction between parties involved. 

According to the theory, games can either be cooperative or non-cooperative. 

The cooperative model emphasises collaboration and mutual benefit among 

conflicting parties. It operates on the premise that parties can achieve a win-win 

outcome by working together to find solutions that satisfy the interests of all 

involved. This model is characterised by: 

I. Open Communication: Encourages dialogue and sharing of perspectives, 

fostering understanding. 

II. Joint Problem-Solving: Parties engage in brainstorming sessions to 

generate creative solutions. 

III. Trust Building: Establishes a foundation of trust, which is essential for 

effective collaboration. 

IV. Willingness to share resources with a focus on finding common ground 

rather than achieving individual gains. 

Cooperative games are explained in the sense that players can jointly agree on 

their actions and strategies (Rao, 2005). For instance, when members of 

Academic Staff Union of Universities (ASUU) unanimously agree on their salary, 

they play a cooperative game. In practice, cooperative conflict resolution often 

involves techniques such as mediation, where a neutral third party facilitates 

discussions to help parties reach a consensus. This model aligns well with 

gamification principles, as games often require players to cooperate to achieve 

shared goals, thus enhancing team cohesion and problem-solving skills. 

Gamification enhances the cooperative model by introducing game elements, such 

as shared objectives, team achievements, and positive reinforcement, that 

encourage parties to collaborate toward resolving the conflict. For example, a 

gamified mediation session might reward points for successful communication or 

for suggesting constructive solutions. These gamified components make 
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cooperative conflict resolution more engaging, transforming the process from a 

confrontational interaction into a collaborative game. 

Unlike the cooperative model, the noncooperative model assumes that each party 

is acting primarily in its own interest. Parties do not share resources or outcomes 

unless they are strategically compelled to do so. In game theory, noncooperative 

models are often represented by noncooperative games, where each player makes 

decisions independently, aiming to maximise their own payoffs without any 

obligation to consider others‘ outcomes (Owen, 2001). 

This model applies well to competitive scenarios, such as legal disputes, business 

competition, or bargaining situations, where parties are motivated by their own 

interests and may not trust others. In such scenarios, parties adopt strategies to 

anticipate and counteract each other‘s moves. Game-theoretic concepts like the 

Nash Equilibrium are fundamental in these situations, describing points where no 

player can improve their outcome by unilaterally changing their strategy, given 

the strategies of others. 

Key features include: 

I. Adversarial Approach: Parties may adopt aggressive tactics to assert their 

positions. 

II. Limited Communication: Interaction is often minimal or hostile, focusing 

on winning rather than resolving. 

III. Power Dynamics: Outcomes may heavily depend on the relative power of 

the parties involved. 

This model can lead to entrenched positions and escalation of conflict, making 

resolution more challenging. However, elements from game theory can be applied 

here as well, particularly in understanding strategic interactions where parties may 

choose to cooperate or compete based on perceived payoffsIn non-cooperative 

games parties explore different strategies to have a competitive edge over others. 

While cooperative games focus on how parties can bargain to reach a truce, non-

cooperative games focus strategies chosen by each player and how they impact on 

the outcomes of the game (Owen, 2001). 

Theory considers a broader and deeper concern or context, suggesting the detail 

of what might be more general, beyond one or a number of contexts (Passey, 

2020). Model on the other hand, identifies major characteristics of influence 

within a context-specific scenario (May, 2018). Models are built around theories 

to explain the conceptual application of the theory in a given context. Game 

theory also has a plethora of models built around it. These models are broadly 

categorised as non-quantitative approach and quantitative approach (Madani & 

Hipel, 2011). In the quantitative game theoretical model, numbers can easily be 

attached to choices and strategies, as applied in computational sciences. Non-
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quantitative game theoretic models depict the application of game theory in a 

social scenario where choices and strategies cannot be assigned a numerical value. 

Since our model of conflict resolution is domiciled in the social sciences, the non-

quantitative game theoretic models must align with our study. 

Non-quantitative game theoretic models consist of metagame analysis model, 

conflict analysis, and graph model for conflict resolution (GMCR).  

Graph Model for Conflict Resolution (GMCR) 

The Graph Model for Conflict Resolution (GMCR) is a visual and analytical 

method used to model conflicts and predict their possible outcomes. Developed to 

handle the complexity of real-world conflicts, GMCR provides a way to visualize 

the choices, preferences, and possible outcomes of multiple parties involved in a 

conflict. In this model, each party's actions and responses are represented as nodes 

on a graph, with potential moves or decisions illustrated as edges between these 

nodes (Xu et al., 2011).. 

How GMCR Works 

Identify Parties and Options: Define the players involved in the conflict and the 

options available to each. 

Determine Preferences: Each player has preferences for certain outcomes over 

others. These preferences help predict the moves players are likely to make. 

Map Possible States and Moves: Each possible combination of decisions or 

moves by all parties forms a "state." Moves from one state to another are 

represented as connections in the graph. 

Analyse Stability: By examining the states and possible moves, GMCR helps to 

identify stable states—outcomes where no player has an incentive to change their 

decision unilaterally. 

Game Theory and GMCR 

GMCR integrates game theory by using concepts like Nash Stability and 

Sequential Stability to predict the stability of outcomes. In essence, the GMCR 

framework considers how each party‘s choices influence the other players, 

helping analysts and participants anticipate potential responses to their actions. 

Imagine you're playing a game with friends where each player has to choose a 

move without knowing the others' choices. Nash stability happens when everyone 

has made their move and no one can improve their position by changing their 

move while the others stay the same. In other words, everyone's choice is the best 

they can make given the choices of the others. It‘s like a delicate balance where 

everyone‘s strategy is in harmony. 
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Now, sequential stability is a bit more like planning your moves in a chess game. 

Here, you consider not just your next move but also future moves and how your 

friends might react to them. You think ahead about how their reactions could 

influence your strategy. Sequential stability is about having a plan that‘s robust 

against a series of reactions and counter-reactions. 

Nash stability is about finding a stable point where no one can do better by just 

changing their current move. Sequential stability, on the other hand, is about 

having a solid plan considering future moves and reactions. Both concepts are 

crucial in understanding strategic decision-making but focus on different aspects 

of stability in games and conflicts. 

Gamifying the Graph Model 

Gamification can make the GMCR approach more interactive and accessible. 

Visualisations, simulations, and game-like interactions can allow users to 

experiment with different moves and strategies, see the consequences of their 

actions, and receive feedback in real-time. For instance, a gamified GMCR tool 

might allow each party to simulate their choices, scoring points based on how 

effectively they reach stable resolutions. This interactive environment encourages 

a deeper understanding of conflict dynamics while making the process more 

engaging and accessible. 

Advanced Framework Implementation: The PEACE Model 

 

Figure 1: The PEACE Model Framework for conflict resolution 
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The PEACE Model is a comprehensive framework designed to facilitate the 

systematic implementation of gamified conflict resolution. It consists of five 

phases: Player Profiling, Environment Creation, Action Mechanics, Collaborative 

Elements, and Evolution Tracking. 

1. Player Profiling (Assessment Phase) 

● A thorough assessment phase is essential to tailor the gamified experience 

to each participant‘s needs and skill level. 

● Conflict Style Assessment: Tools like the Thomas-Kilmann Inventory help 

map communication preferences and conflict styles, enabling more 

accurate scenario personalization. 

● Motivation Mapping: Identifying each participant‘s motivations, such as 

professional growth or relationship building, aligns scenarios with their 

personal goals. 

● Skill Level Determination: Assessing skills such as communication 

competency and emotional intelligence ensures that each scenario is 

suitably challenging without being overwhelming. 

2. Environment Creation (Setup Phase) 

● Designing an optimal environment involves both physical and digital 

considerations. 

● Safe Space Design Elements: Ensuring a comfortable layout and privacy 

in physical spaces, or user-friendly interfaces in digital environments, 

reduces stress and distraction. 

● Scenario Building Framework: Scenarios are built with context, 

complexity, and cultural considerations to provide realistic, relevant 

conflict situations for participants. 

3. Action Mechanics (Engagement Phase) 

● This phase defines how participants will interact with scenarios, 

promoting role-playing and thoughtful decision-making. 

● Role-Playing Framework: Character development and perspective-taking 

exercises build empathy and emotional investment, helping participants 

approach conflicts with greater understanding. 

● Decision Point Design: Designed triggers and choice architecture present 

opportunities for escalation or de-escalation, guiding participants through 

realistic conflict dynamics. 

4. Collaborative Elements (Integration Phase) 

● Conflict resolution often requires teamwork, making collaboration a core 

component of gamification. 
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● Team Challenge Design: Tasks involving cross-functional cooperation and 

shared resource management foster teamwork and interdependence. 

● Multi-stakeholder Engagement: Exercises like interest alignment and 

consensus-building offer participants the experience of managing group 

dynamics and reaching collaborative agreements. 

5. Evolution Tracking (Assessment Phase) 

● Progress is measured using quantitative and qualitative indicators to 

ensure continuous improvement. 

● Quantitative Measures: Metrics such as resolution success rates and time 

to resolution track tangible progress. 

● Qualitative Indicators: These include communication quality and empathy 

development, assessing the deeper impact of the gamified experience on 

interpersonal skills. 

Challenges and Considerations of Gamification in Conflict Resolution 

In spite of the significant promises of gamification in conflict resolution, several 

challenges and considerations must be addressed to ensure its effective 

application. One of the primary concerns is balancing engagement with 

seriousness. Gamification, by its nature, introduces elements of play and 

competition, which can risk trivialising serious conflicts. It is crucial to design 

gamified interventions that maintain the gravity of the issues at hand while still 

fostering engagement. Research indicates that while gamification can enhance 

motivation and engagement, it must be carefully tailored to avoid undermining the 

seriousness of the conflict situation (Trinidad et al., 2021; Dichev & Dicheva, 

2017). The challenge lies in integrating game mechanics that promote 

constructive dialogue and resolution without reducing the conflict to mere 

entertainment (Alhammad & Moreno, 2020; Dichev & Dicheva, 2017). 

Customization and flexibility are also vital considerations in the application of 

gamification to conflict resolution. Different cultural contexts and types of 

conflicts necessitate tailored approaches to gamification. For example, what may 

be engaging in one cultural setting could be perceived as inappropriate or 

ineffective in another (Bennani et al., 2021; Sabornido et al., 2022). The literature 

emphasises the importance of adapting gamified models to the specific needs and 

characteristics of participants, as well as the nature of the conflict (Polat, 2023; 

Zaric et al., 2020). This customization can enhance the relevance and 

effectiveness of gamified interventions, ensuring that they resonate with 

participants and address the unique dynamics of their conflicts (Rebelo & Isaias, 

2020; Ariya & Puritat, 2021). 

Moreover, potential drawbacks of gamification must be critically examined. 

Over-competition can lead to negative outcomes, such as increased hostility or 
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resistance among participants, particularly in sensitive conflict situations (Zainal, 

2023; Sabornido et al., 2022). Distraction from the core issues at hand is another 

significant concern, as participants may become more focused on game 

mechanics than on resolving the conflict itself (Alabbasi, 2017; Al-Dosakee & 

Özdamlı, 2021). Additionally, some individuals may resist gamified approaches, 

perceiving them as patronising or inappropriate for serious discussions (Chong, 

2019; Alsawaier, 2018). Addressing these challenges requires a nuanced 

understanding of participant motivations and the context of the conflict, ensuring 

that gamification serves as a tool for constructive engagement rather than a source 

of division or distraction (Tondello et al., 2016; Rohmah, 2022). 

Conclusion 

In conclusion, gamification presents a compelling and innovative approach to 

conflict resolution, offering a dynamic alternative to traditional methods. As 

conflicts grow more complex in today's diverse environments, gamified strategies 

provide tools that not only engage participants but also deepen their skills in 

empathy, problem-solving, and adaptive communication. The use of elements 

such as points, rewards, collaborative challenges, and feedback loops fosters 

motivation and creates an environment where participants are encouraged to 

explore, learn, and resolve disputes in a constructive, growth-oriented way. 

The PEACE Model, introduced in this chapter, serves as a structured framework 

for implementing gamified conflict resolution, emphasising phases like player 

profiling, safe environment creation, and evolution tracking. By adapting game 

mechanics and motivational theories such as Self-Determination and flow states, 

this model enables participants to become active agents in their own conflict 

management processes, learning to navigate disagreements through cooperative 

and competitive lenses. 

However, successful application of gamification in conflict scenarios requires 

thoughtful customization, a balance between engagement and seriousness, and 

sensitivity to cultural and contextual differences. Careful design can mitigate 

potential drawbacks, such as the risk of trivialising serious issues or fostering 

excessive competition. Moving forward, research and practice in this field should 

continue to refine and adapt gamification techniques, exploring their potential to 

transform conflict resolution into an engaging, impactful, and sustainable process 

that resonates across diverse settings. 
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