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Abstract:  Gamification receives the most enthusiastic praises and is at the same time 
dismissed as “bullshit” by others (Bogost 2011). It seems that the appreciation of the process 
of turning extra-ludic activities into play is valued controversially and that the range of hopes 
and fears connected to the phenomenon range from extremely negative to utmost beneficial. 
This difference in opinion can be traced back to the classical positions in regard to games 
and play. Games can be valued in two different ways: Following Bataille (1975), we would 
hope that play could be a flight line from the servitude of the capital-labour relationship. 
Following Adorno (1970) and Benjamin (1939), however, we might discover that the escape 
from the drudgery of the worker leads to an equally alienating drudgery of the player. This 
article analyses the controversial dialectics of self-contained play for play’s sake and the 
ubiquitous notion of gamification as a purpose-driven activity, that might actually trigger and 
shape social change. 
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