Gamification of Anti-Doping Information

 ABSTRACT

· Background: Traditional methods of disseminating anti-doping information often fail to engage younger athletes effectively. Gamification, the application of game-design elements and game principles in non-game contexts, can be a powerful tool to make learning about anti-doping rules more engaging and interactive. 
· By incorporating gamification, the National Anti-Doping Agency can enhance its educational initiatives and foster a culture of clean sport among young athletes. Description: The above problem statement envisages the creation of a gamified platform to educate athletes on anti-doping rules and practices. 
· The solution should be engaging, informative, and foster a culture of clean sport among young athletes. It should incorporate game elements such as points, badges, leader boards, and challenges to motivate users to learn and apply anti-doping information. 
· Key Objectives (a) Engagement: Develop engaging and interactive content that motivates athletes to learn about anti-doping, leveraging the appeal of gaming to enhance educational outcomes. (b) Education: Ensure that the gamified content effectively conveys critical anti-doping information, covering rules, prohibited substances, testing procedures, and the importance of clean sport. 
· (c) Behavioural Change: Encourage positive attitudes and behaviours towards clean sport, promoting a sense of responsibility and commitment among young athletes. Detailed Requirements (a) Platform Development Develop a gamified mobile app and web-based platform that is accessible to athletes across different devices.
·  Ensure the platform is user-friendly, visually appealing, and easy to navigate. (b) Game Elements Incorporate points, badges, leader boards, and levels to incentivize participation and learning. Design challenges, quests, and mini-games that teach anti-doping concepts in an engaging way. 
· Include social features that allow users to compete with friends, share achievements, and collaborate on challenges. (c) Educational Content Develop comprehensive educational modules covering various aspects of anti-doping.
·  Use multimedia content, including videos, animations, and interactive infographics, to make learning enjoyable. Include real-life scenarios and case studies to provide practical insights and reinforce learning. 
· (d) Assessment and Feedback Implement quizzes and assessments to test users’ knowledge and understanding of anti-doping rules. Provide immediate feedback and explanations to help users learn from their mistakes. 
· Offer rewards and recognition for users who demonstrate high levels of knowledge and commitment. (e) Analytics and Reporting Integrate analytics tools to track user engagement, progress, and learning outcomes. Generate reports on user performance, highlighting areas of strength and areas needing improvement.
·  Use data insights to continuously improve the platform and its content. Expected Solution: A highly engaging and educational gamified platform for anti-doping information. Increased knowledge and awareness of anti-doping rules and practices among young athletes. 
· Positive behavioural changes towards clean sport, with athletes demonstrating greater commitment to anti-doping principles. Enhanced engagement and participation rates in anti-doping education programs







CHAPTER-1
INTRODUCTION

· Nearly a half-century ago, scholars bemoaned the quality of anti-doping education provided to athletes and called for greater emphasis to be placed on education (Cooper, 1972; Thomas, Knotts, & Erickson, 1973). 
· Since that time, there have been many advances in the anti-doping movement. These include the creation of the World Anti-Doping Agency (WADA)in 1999 and in 2003 the WADA Code; developments that have harmonized anti-doping rules and aligned efforts globally to prevent doping in sport. 
· The Code is periodically amended with the 2021 version approved at the World Conference on Doping in Sport in November 2019. Similar to previous editions, Article 18 of the 2021 Code (WADA, 2019a) focuses on education, and mandates that International Sport Federations and National Anti-Doping Agencies deliver anti-doping education to athletes and athlete support personnel. 
· WADA has been increasing its emphasis on the role of education in doping prevention. This is evident in the draft of the 2021 WADA Code (WADA, 2019a) where education is featured prominently as one of the main purposes of the Code. 
· In advance of this development, inWADA’s 2015-2019 strategic plan they announced that one of their strategic priorities was to “Promote, advocate, and lead anti-doping education initiatives” (WADA, 2014 p. 15), which will be continued into the 2020-2024 strategic plan (WADA, 2019b). 
· At the World Conference on Doping in Sport, WADA introduced, for the first time, an International Standard for Education (WADA, 2019c).
·  International standards further attempt to harmonize anti-doping efforts by providing mandatory standards for Code signatories to follow These documents have historically focused on more technical aspects of Code compliance, such as providing details of substances and methods on the prohibited list, testing procedures for laboratories, and the process of granting a therapeutic use exemption for the use of medications that otherwise would be prohibited. 
· With the creation of an International Standard for Education, along with recent published guidelines for education programs (WADA, 2016), education is now represented at all three levels that WADA outlines as the main elements of the World AntiDoping Program:the Code, International Standards, and Guidelines and Models of Best Practices (WADA, 2019a). 



CHAPTER 2
2. SYSTEM ANALYSIS
2.1 EXISTING SYSTEM

· These Anti-Doping Rules are adopted and implemented in accordance with IDO's responsibilities under the Code, and in furtherance of IDO's continuing efforts to eradicate doping in sport. 
· These Anti-Doping Rules are sport rules governing the conditions under which sport is played. Aimed at enforcing anti-doping principles in a global and harmonized manner, they are distinct in nature from criminal and civil laws and are not intended to be subject to or limited by any national requirements and legal standards applicable to criminal or civil proceedings. 
· When reviewing the facts and the law of a given case, all courts, arbitral tribunals, and other adjudicating bodies should be aware of and respect the distinct nature of these Anti-Doping Rules implementing the Code and the fact that these rules represent the consensus of a broaad spectrum of stakeholders around the world as to what is necessary to protect and ensure fair sport. 




2.1.1 DRAWBACKS OF EXISTING SYSTEM ARE

· Risk of Reducing Seriousness: Gamification can trivialize the complexities surrounding doping issues, leading participants to view serious topics like ethics and health risks as mere games.
· Inaccurate Representation of Knowledge: Gamified assessments might provide misleading feedback, making participants feel more knowledgeable than they truly are if they excel in game mechanics but fail to grasp key concepts.
· Technological Barriers: Some athletes may lack access to the necessary technology or platforms to engage with gamified content, leading to disparities in education and understanding.
· Short-Term Engagement: While gamification can initially boost motivation, interest may wane over time, leading to inconsistent participation and learning outcomes.
· Ambiguity in Game Mechanics: If the rules or objectives of the gamified content are unclear, participants may misinterpret the intended message or learning outcomes.


2.2. PROPOSED SYSTEM

· It will consist of a web-based platform featuring various modules that cover key topics such as the history of anti-doping, banned substances, testing procedures, and the ethical implications of doping.
·  Users will engage with the content through gamified elements like quizzes, point systems, leaderboards, and achievement badges, fostering motivation and healthy competition. 
· Role-playing simulations will allow participants to navigate real-life scenarios related to doping, enhancing their decision-making skills in a risk-free setting. Immediate feedback will be provided to reinforce learning, and a final assessment will evaluate knowledge retention, offering certificates upon successful completion. 
· Additionally, the platform will promote community engagement through discussion forums, enabling users to share insights and foster collaboration.
·  By integrating these features, the proposed system seeks to enhance awareness and understanding of anti-doping principles, ultimately contributing to a culture of clean sport and reducing doping violations within the athletic community.


2.2.1. ADVANTAGES OF PROPOSED SYSTEM

· Interactive Learning: Gamification transforms traditional educational content into interactive experiences, making it more appealing and enjoyable for participants.
· Active Participation: Engaging with content in a gamified format encourages active participation, which has been shown to improve information retention compared to passive learning methods.
· Practical Application: Gamification can create simulations or scenarios that allow participants to practice decision-making in real-world situations related to doping.
· Instant Results: Gamified assessments often provide immediate feedback on performance, allowing participants to quickly identify areas for improvement and adjust their understanding.
· Self-Paced Learning: Gamified platforms often allow participants to engage with content at their own pace, accommodating different learning styles and schedules.





2.3 FEASIBILITY STUDY
The feasibility Analysis is an analytical program through project manager determines the project success ratio and through feasibility study project manager able to see either project. The key considerations involved in the feasibility analysis are:
· Economic Feasibility
· Technical Feasibility
· Operational Feasibility
· Environmental Feasibility
2.3.1 ECONOMICAL FEASIBILITY
Hence this project is economically feasible there is no need to involve any cost for this project. 
2.3.2 TECHNICAL FEASIBILITY
Software Technologies used are PHP and MySql. In the educational institutions, it is possible to update the system in future. No special hardware is required for the purpose of using this system. Hence it is declared that this project is technically feasible.
2.3.3 OPERATIONAL FEASIBILITY
As the admin work mainly to maintain the Patient and Doctor .Doctor will predict patient cancer disease. Hence it is easy to operate with training. Therefore it is operationally feasible for implementation.




2.3.4 ENVIRONMENTAL FEASIBILITY
This project environment is correct as a admin has developed this system and no expenditure is involved under any head and this process is part of admin document management, this project environment is accessible.   


2.4 SYSTEM REQUIREMENTS
· System	:  Pentium IV 2.4 GHz.
· Hard Disk	: 40 GB.
· Monitor	: 15 inch VGA Color.
· Mouse	: Logitech Mouse.
· Ram		: 512 MB
· Keyboard	: Standard Keyboard

2.4.1 HARDWARE REQUIREMENTS
             The Hardware of the computer consists of physical component such as Input Devices, Storage Devices, Processing & Control units and Output Devices.  Computer includes external storage unit to store data in programs.
           The Hardware Configuration involved in this project
· System	:  Pentium IV 2.4 GHz.
· Hard Disk	: 40 GB.
· Monitor	: 15 inch VGA Color.
· Mouse 		: Logitech Mouse.
· Ram		: 512 MB
· Keyboard	: Standard Keyboard

2.4.2 SOFTWARE REQUIREMENTS 
 	Software is a group of programs that computers need to do a particular task.  It is an essential requirement of Computer System. The Software used to develop the project is
· Operating System	: Windows XP.
· Platform		: DOT NET TECHNOLOGY
· Front End		: ASP.Net 3.5
· Back End		: SQL SERVER 2005



2.5 MODULE DESCRIPTION
· Introduction to Anti-Doping
· Understanding Doping Substances and Methods
· Testing and Procedures
· Ethics and Responsibility in Sports

Introduction to Anti-Doping
· Objective: Provide an overview of anti-doping, its importance, and the consequences of doping.
· Gamified Elements:
· Interactive Quiz: Participants answer questions about the history and purpose of anti-doping organizations (e.g., WADA).
· Point System: Earn points for correct answers and completing challenges.
· Scenario-Based Learning: Present scenarios where athletes must identify whether a situation is compliant with anti-doping regulations.

Understanding Doping Substances and Methods
· Objective: Educate participants about different types of banned substances and methods.
· Gamified Elements:
· Flashcards Game: Use flashcards to match substances with their effects or classifications (e.g., anabolic steroids, stimulants).
· Substance Scavenger Hunt: Participants search for information on banned substances using a gamified app or website.
· Leaderboard: Display top performers based on accuracy and speed in identifying substances.


Testing and Procedures

· Objective: Familiarize participants with the doping testing process and protocols.
· Gamified Elements:
· Role-Playing Simulation: Participants take on different roles (athlete, tester, observer) in a simulated testing scenario, making decisions based on provided guidelines.
· Timed Challenges: Complete a series of tasks related to the testing process under time constraints.
· Feedback Loop: Provide immediate feedback on choices made during the simulation.



Ethics and Responsibility in Sports

· Objective: Discuss the ethical implications of doping and the responsibility of athletes.
· Gamified Elements:
· Ethical Dilemma Scenarios: Present real-life scenarios where participants must make decisions based on ethical considerations, earning points for well-reasoned choices.
· Discussion Forums: Create a gamified platform where participants earn badges for contributing to discussions on ethics in sports.
· Reflection Journals: Participants maintain journals to reflect on their decisions in scenarios and earn points for insightful entries.





CHAPTER 4
TESTING AND IMPLEMENTATION

0. TESTING
 Implementation is the stage of the project when the theoretical design is turned into a working system. This is the final and important phase in the system life cycle It is actually the process of converting the new system into a operational one.

 4.1.1Unit Testing
	Unit testing comprises the set of tests performed by an individual programmer prior to integration of the unit into a larger system. The module interface is tested to ensure that information properly flows into and out of the program unit. The local data structure is examined to ensure that data stored temporarily maintains its integrity during all steps in an algorithm’s execution. Boundary conditions are tested to ensure that the module operates properly at boundaries established to limit or restrict processing. All independent paths through the control structure are tested. All error-handling paths are tested.

4.1.2 Block Box Testing
Black-box testing is a method of software testing that examines the functionality of an application without peering into its internal structures or workings. This method of test can be applied virtually to every level of software testing: unit, integration, system and acceptance. It is sometimes referred to as specification-based testing.




4.2 SYSTEM IMPLEMENTATION
Implementation is the stage of the project when the theoretical design is turned into a working system. This is the final and important phase in the system life cycle It is actually the process of converting the new system into a operational one. 


















CHAPTER 5
CONCLUSION 
CONCLUSION
· Houlihan (2008) argues that education (information and knowledge) may prevent doping under conditions where people are either ignorant or incompetent. This assumes that if someone makes the conscious decision to dope, knowledge will have no impact.
·  However, a baseline level of information is not only desirable, it is mandated by both WADA and the Charter of Athletes Rights. 
· Furthermore, as mentioned earlier, it is necessary for developing mental models. Athletes’ knowledge has been low for the last fifty years because education programs have not been designed to develop knowledge – at least not in an effective manner. 
· WADA’s new International Standard for Education is a welcome addition to doping prevention. However, knowledge is unlikely to change unless education programs integrate recommendations from education and other related disciplines into their design. This will hopefully ensure that in fifty years, we are not asking the same question – why don’t athletes know more about doping?.

