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Gamification
The engagement culture

Pedro Quintas, Founder Collab h
e el




Collab.

Agenda for today

What Where
IS gamification? do we stand?
Why How

should we care? can It be measured?
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play at least
1 hour / day

Cog ' g ¢ y G- ‘=<

5 Million play

> 40h /week f‘,

The wow effect
the same as a |job
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The wow effect 35 years

average age of a gamer

Majority of company workforce

> 10.000hn

Average total gaming hours of a
young person until he’s 21

2 1n every 5

players are women
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So... What Is a game?

“Games are the voluntary “A game is in essence a “A game is a series of

attempt to overcome voluntary problem solving meaningful choices.”
b} o ” Sd M

unnecessary obstacles. activity. e

Bernard Suits Jesse Schell
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Define “Game”

The Magic Circle
Johan Huizinga, 19th/20th Century Philosopher

GAME Real World!

Choice
UES
Pathways

Feedback
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What 1s Gamification?

Gamification

Powered by Collab
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Designing Gamification
It’s a Science

v

Human-Centric Game Mechanics & Behavioral Science
Design Design Techniques
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Focus on two vectors

of motivation

Extrinsic Intrinsic

Game designers know how to

keep millions motivated in

virtual worlds and it translates

Into the real world.

"This is their new big carrot and stick method."
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Player Journey
four stages

Mastery

player has overcome the
core experience

G r| n d | n g seeks additional stimuli on

the edges of core experience
dominion over the rules

full habit building stage of the experience

Onboarding

first contact with the core experience

D| scove ry awareness of rules by mostly trail and

error or tutorials
happens before the main
experience

creates awareness and
builds up the experience

based on Amy Jo Kim and Yu-kai Chou’s Work
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Insurance Company
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Average Time Inbound Productivity Brand Referral

-00:00:10 seconds UP 60K SAVINGS
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Trends of High/Medium/Low Performers (Before/After
Gamification)
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Average Time Inbound

Sriine Trends of High/Medium/Low Performers (Before/After

Gamification) Monthly trend performance
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Relevant FIndings In current projects

X

Focus activities on a

restricted set of KPIs

(suggested 3 simultaneous)

X

Team oriented games usually

promote better KPI progression

(team players motivate each other)

X

Create easy to win awards

and also ambitious longer

term prizes

Company merchandising is,

suprisingly, a motivating

gamification store item

X

Change the activities around

each KPI often

X

Gamification is not about
technology (alone), but about
different game design elements that

constantly promote engagement
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Some Screenshots

& Players & Teams | ¥ Workgroups | ¥ Activities ‘ ™= Store | B Statistics | % Configurations

Gamification | & myrrofie | % My Teams ‘ ¥ My Activities | ™ Store | i# Statig

Carrier ¥ 4:01 PM

Gamification

Carrier ¥ 4:02 PM

XP Leaderboard < Gamification

Zé Camarinha #21 | Zé Camarinha #21: 256 XP

Adele #22 250

Mario Valente #23 | 248

Jame Riss
Jogador

Alvaro Lino Marcelino #24 id - Handiing Time %

Nuna Rodrigues #25 Jame Riss

id - Handling Time 3
A Irene Pilar #26
Alvaro Lino Marcelino _
Medals Soidier ana Rodrigues #27
v v

First Time Fix 3¢

Guterres Cléria #28 | _
Nadia Coelho #29 | Maple Yagi

e s Nuno Paciéncia #30 | Nivel EXECUTIVE Ili

Start Date

June 2017

Minha Classificagdo: 2592
—_—

Hiram Loew

CCCredils Leaderboard

Noemi
Vroman

v
Zé Camarinha #21

Adele #22 @
Mario Valente #23 : - {

Anaro Lino Marcelino #24
Nuna Rodrigues #25 Conquistas Missdes

Daren sptember 2017
Bernardo

toama Bila. 4nE

Saldo: 328

Darcy Dugan
Trip to Porto > 1000

Tablet > 1500

Salary Increase > 2500

Foster Lyall

N N N NN

Darfiima ~ 2NN
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Crossing the Loyalty Chasm
Going Beyond “High Fructose” Points & Badges ﬁg*j

“The Loyalty
Chasm”

 —

Brand Value
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“I feel bored and
manipulated.”

| LOYALTY §
s BACKLASH =

Capture Retention Activation

User Involvement, Commitment & Loyal
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rthank you."

S

address phones

Av. D. Jodo I, 43, 4t flo. pt +351 210 927 840
1990-184 Lisbon uk +44 2037 501244
Portugal

come Vvisit us!

online

nubitalk.com

collab.com



http://www.nubitalk.com/
http://www.collab.com/

