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What is Gamification?

« Gamification is the use of game thinking and
game mechanics in a non-game context in
order to engage users and solve problems

Wikipedia

« Gamification is using learning from games to
address real-world challenges, taking in
lessons from psychology, strategy, technology
and design.
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Why Gamify?

« By 2014, more than 70% of Global 2000
organizations will have at least one gamified
application.

« By 2014, 80% of current gamified applications
will fail to meet business objectives, primarily

due to poor design.

Gartner, Inc.
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The Magic of Games

"Games are unnecessary obstacles that we
volunteer to tackle”

- Bernard Suits

"Games are work we volunteer for”
- Jane McGonigal

"A game is a problem-solving activity,
approached with a playful attitude”
- Jesse Schell



Motivation

Motivation is a psychological feature
that arouses an organism to act towards

a desired goal and elicits, controls, and
sustains certain goal-directed behaviors.

From Wikipedia
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Hush — We’re working hard herel




Interesting facts

The average gamer is 30 years old.

68% of gamers are 18 years of age or older.

47% of all players are women.

62% of gamers play games with others.



[ — |
Interesting facts

The average gamer is 30 years old.

68% of gamers are 18 years of age or older.

47% of all players are women.

62% of gamers play games with others.

Gamers play on-the-go: 33% play games on their
smartphones, and 25% play on their handheld device.
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Gamification Domains

« External — Marketing, Sales, Customer
Engagement

» Behavior Change — Health & Wellness,
Sustainability, Personal Finance

* Internal — HR, Product Enhancement,
Crowdsourcing
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« Crowdsourcing
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« Crowdsourcing

« Employee Wellness Program
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Enterprise Gamification Examples

« Crowdsourcing
« Employee Wellness Program

e Performance Motivation
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Enterprise Gamification Examples

« Crowdsourcing
« Employee Wellness Program
« Performance Motivation

« Community



Sharepoint
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* Learning



Deloitte Leadership
Academy
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Enterprise Gamification Examples

Crowdsourcing

Employee Wellness Program
Performance Motivation
Community

Learning

Project Management



Redcritter Tracker

Server Farm Deployment
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The dopamine system

Rewards increases the level of dopamine
in the brain.

So does drugs!
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Reward Schedules

Continuous

Fixed Ratio

Fixed Interval

Variable
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Congratulations!

You have now completed

50% of the presentation.
Here’s your reward!




boolean collisionCheck(Rectangle rectl, Rectangle rect2) {
return hitCheck(rectl.x, rectly, rect2) Il
hitCheck(rectl.x+rectl.width, rectly, rect2) Il
hitCheck(rectl.x, rectly+rectl.height, rect2) Il
hitCheck(rectl.x+rectl.width,
rectly+rectl.height, rect2);

static public string GetSqlAsString(string sqlText, SqlParameter[] sqlParameters, string databaseConnectionString)
{ string result = ""; SglDataReader reader; SglConnection connection = new
SqglConnection(databaseConnectionString); using (connection) { SqglCommand sglcommand =
connection.CreateCommand(); sglcommand.CommandText = sqlText; if (sglParameters != null) {
sglcommand.Parameters.AddRange(sqglParameters); } connection.Open(); reader =
sglcommand.ExecuteReader(); if (reader != null) if (reader.Read()) { result = reader.GetString(0); } } return result;

}

<form name="myForm" action="demo__form.asp" onsubmit="return validateForm();" method="post">
Email: <input type="text" name="email">
<input type="submit" value="Submit">
</form>

SELECT column__name,column__name
FROM table__name
ORDER BY column__name,column__name ASCIDESC;
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Intrinsic Motivation

Doing something because you want to, not
for a reward, but because you like it.
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Extrinsic Motivation

Doing something for a reward, whether
tangible or intangible



Goal: To produce engaging experiences
which activate intrinsic motivation
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User Experience

» The discipline of creating a useful and
usable web site or application that’s
easily navigated and meets the needs of
the site owners and its users



ke wh e

I |
Player Centered Design

Know your player

Identify the mission
Understand human motivation
Apply mechanics

Manage, monitor and measure

Janaki Kumar and Mario Herger

legal considerations
SUO1RIDPISUOD [BO1Y3}D
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Gamification Design Framework

1. Define business objectives
2. Delineate target behaviors
3. Describe your players



Which Social Actions do YOU enable?
Acting
wWin
Hack
Harass E El"I-EI”EI"IgE Create
neat
Miers dchiovers

Taunt
Heckle Showott

Compare
Express

Help =1 View Explore

‘Eilﬁﬂl‘l Share *plnmni Rate

Comment Greet Vote
Give Curate

Interacting

Players Tease World

Review

Amy Jo Kim's Social Actions Matrnx



Gamification Design Framework

1. Define business objectives
2. Delineate target behaviors
3. Describe your players

4. Devise activity loops
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Gamification Design Framework

Define business objectives
Delineate target behaviors
Describe your players
Devise activity loops

Don’t forget the fun!
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Gamification Design Framework

Define business objectives
Delineate target behaviors
Describe your players
Devise activity loops

Don’t forget the fun!

Deploy the appropriate tools

Kevin Werbach
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The beginning of an application

Problem

Team with subject-matter experts,
developers and designers.

Requirements, features etc.

Sketching



Paper Prototyping

Simple, easy, (almost) free



Design Grid
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User testing

The right target group

nterview

Usability Test withThink-aloud Protocol
~inishing Interview

Survey




High Fidelity Prototyping
« Decide on the final design

 Add colors and actions

« Should look like the end product
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Heuristic Analysis

Simplicity

Aesthetics

Consistency

Visibility of system status
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Final testing

Usability

test

!

No more improvement needed " Create the app
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To gamify or not to gamify...
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When not to use Gamification

e Ethics

« The persuasive power of games should not be
underestimated — transparency is important!

« Do not turn it into "Big Brother is watching!

 Risk of creating problems instead of solving them
« Safety Issue reporting should not generate rewards
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Conclusion

Gamification has been around for ages and
is a natural part of our lives

When used the wrong way, gamification
can damage the work environment

When used the right way, gamification
benefits both companies and employees

So make sure to get it right!



Congratulations!

You have completed
the presentation.







Go gamify!



Questions?



Learn more

Books:
Hugos, Michael. Enterprise Games: Using Game Mechanics to Build a Better Business

Kapp, Karl M. The Gamification of Learning and Instruction : Game-Based Methods
and Strategies for Training and Education.

Kumar, Janaki Mythily and Herger, Mario (2013): Gamification at Work: Designing
Engaging Business Software.

McGonigal, Jane. Reality is broken.

Nielsen, Jakob; Budiu Radia. Mobile Usability.

Pink, Daniel. Drive: The Surprising Truth About What Motivates Us.
Unger, Russ; Chandler, Carolyn. A Project Guide to UX Design.

Werbach, Kevin; Hunter, Dan. For the Win : How Game Thinking Can Revolutionize
Your Business.

Zichermann, Gabe. Gamification by design : implementing game mechanics in web
and mobile apps.

Links:
Enterprise-gamification.com
Gamification.co
Yukaichou.com



