uilding Power Apps like Duolingo

Wie Game UX aus “0Oh no...” ein “Yeah
noch mehr...”" macht
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Why Adoption Dies in
“Week 2"

Day 1: Curiosity
@ Everyone's excited. The possibilities feel endless. People experiment

with enthusiasm and share their first "wow" moments in team chats.
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Day 3: Mixed Results %
Some prompts work brilliantly, others produce nonsense. Uncertainty g

creeps in. "Am I doing this wrong?" becomes the dominant internal
question.

Week 2: Avoidance
@ When pressure hits, people revert to what they know. Old habits win

because they're reliable, even if they're slower. Copilot becomes
"that thing I'll try when I have time."

#CTTT25



Copilot adoption is a behaviour change, not
a feature rollout

It is not just another button

Users must unlearn old routines

Training alone does not build habits
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The Shift: Serious UX vs Human UX
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These elements tap into intrinsic
motivation and create sustainable
habits.

These are essential foundations, but
they're not enough to sustain long-term
engagement.




BUILDING HABITS

The Habit Loop

Habits are built
through loops.
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Small steps + instant feedback + visible progress = sustainable habits



That's the theory.

Lets build a Power App
with Game UX Pattern




Pattern 1: The Hero

A guide character makes the app feel

approachable and gives clear next
steps.

I am Patch,
here to help

Pattern 2: Individualization

ONBOARDING: ROLE & GOAL SELECTION

CHOOSE YOUR ROLE gﬁ{?} g
(PLAYER IDENTITY)

L STRATEGIST EXPLORER CREATOR

(avatar/class)

SELECT YOUR GOAL {ﬁ] ﬁ
(INTENT SETTING) - /o

SAVE TIME WRITE BETTER
(purpose)

MEANINGFUL CHOICE: Filters Quests! —>> ?

ONBOARDING SEGMENTATION: Routes to right path. -%v

PROGRESS PATH / ¥V ___ STARTING A TRACK =
JOURNEY FRAMING: €LLLL) D (like a course) LSTAHT JOURNE]

Let users choose a role or goal so the
journey feels personal.




Pattern 3: The Core Loop Pattern 4: The Shuffle /
“Slot Machine

geta quest
do the task

receive feedback SHUFFLING CARDS...

come back tomorrow

THE DAILY QUEST LOOP

K ' g DONE: ] COOLDOWN:
SHUFFLE. R‘) 6 shuFriine... B sruFFuNG..

STREAK: 5 DAYS  POINTS: 1250
return daily
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Start the day Get a quest Do it D
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Cooldown Reward Mark Don

00:00:00

[get?ﬁd‘ii'%ﬁém) [comﬁgt"éﬁ o J L??&L?ml’b Randomized quest = curiosity + anticipation

STREAK: 5 DAYS  POINTS: 1250

i iy Short “rolling” animation = excitement




Pattern 9,6,7: Visible Progress

People stay motivated when progress is
visible

Micro-progress beats long-term promises

Creates a rhythm (daily habit)

Prevents “spam completing”

Makes return behavior predictable

ACHIEVEMENTS & QADE—IE

Y o [ & & o
s ACHIEVEMENT UNLOCKED: 5-DAY STREAK!
- L &

FIRST QUEST 5-DAY STREAK 2000 PQINTS
Completed! Active! Locked

{ EACK TO QUESTSJ RETURN DAILY FOR MORE BADGES

Milestones create “I want that” moments
Keeps motivation high after the novelty

wears off



Pattern 7: Achievements & Badges

ACHIEVEMENTS & %AD?E

%5 ACHIEVEMENT UNLOCKED: 5-DAY STREAK! o

g e Ei
@

FIRST QUEST 5-DAY STREAK 2000 POINTS
Completed! Active! Locked

q BACK TO QUEST?h RETURN DAILY FOR MORE BADGES

Milestones create "I want that” moments

Keeps motivation high after the novelty wears off



Build Plan [MVP Scope]

Keep it simple. Start with core mechanics that deliver immediate value.

O
If"‘wl =
./
= Progress + badge
Completion + proof
x P Visual dashboard showing XP
Quest board . . I | .
Simple submission mechanism accumulation, level progression,
Lallery view displaying available with optional screenshot or and earned achievernents.
challenges with difficulty confirmation step.

Indicators and clear descriptions.

[/ Power Apps + SharePoint provide everything needed for the MVP. No complex integrations required.



Simple MVVP but feels real

MY COPILOT BUDDY

Welcome Sandra

Ready to go? Select
your preferences ,”

Gets things done —uses Copilojl
create, and ship real output

OneNMote Alchemist
Choose Goal

Save Time

Nto a clean page:

. Create clearer, stronger messages with the
Write Better right tone and structure,

Continue!




Hack for Beginners

Choose a trait for Patch

Patch cares about

Curiosity

Resilience

Compassion

Logic

Confidence

Security

Meals

Hobbies

Self-Care

Weather

Januar=w
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Verdiene 5 Punkte fiir die Mission

Starte einen Streak

Schliel3 2 Lektionen ab

Erreiche 90 % in 2 Lektionen

teal Design from Duolingo similar apps

Invite your friends

Get rewarded when they join

Q,

LY
Enter code
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QR code

1

DAY STREAK
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Great job! Open the app every day to maintain
your self-care streak with Patch!
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