GAMIFICATION
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HOW

GAME THINKING
CAN REVOLUTIONIZE
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“We find our younger employees
respond better to ‘try to beat
your high score,” than
‘we need to increase profits.
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We’re All Gamers Now

. . Y EE L siiled
Video game industry: over $70 billion worldwide, or
double Hollywood box office revenues

97% of kids 12-17 play videogames (Pew Foundation)

The average game player is 30 years old (52

47% percent of all game players are women )

Reiay

44% of US/UK adults have played a mobile gamein [0
the last month (PopCap/information Solutions)




what can we
learn from
(digital) games
to help with



Gaming

Whole < » Parts

Playful design

\J
Playing

Figure 1. “Gamification” between game and play, whole and parts

Sebastian Deterding, et al, From Game Design Elements to
Gamefulness: Defining “Gamification”, Mindtrek 2011 Proceedings




GAMIFICATION



Gamification is...

The use of game elements
and game design techniques
in non-game contexts.
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Search for a player or team

4

[ News Feed

keas.

Share: @ Status @ photo

What's new with you?

eedbac

Tobias Y.
Wife and | played Tag with my three year old yesterday for 24
great exercise.

a day ago « Like « Comment

¥ CS,Rick K., and 2 others like this

.

Write a comment...

Samantha W.
| love playing with my kids. We don't realize that we're
actually excercising [sic] when we're “playing” | love it!!
aday ago

Elaine P.
| had a house full of teenagers this weekend,
to chase after them but, it was definitely e
aday ago

Quests

Avatars

Rick K.

alumni found that those who stopped smoking lowered their mortality rate by
41%. Those who began a mod ly vig exercise prog

Y

a day ago « Like - Comment

&) Tobias Y. like this

3adges
Jessie W,

Agree

a day ago

Rewards

Making positive lifestyle changes can add years to your life. One study of Harvard

Progression

¢ | samanthaw v
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Earn More Points see all » LevelS

B

w

Points ¢
W +4'PO nergy

Quiz: What's your Blood Pressure c
1Q?

% +2 Points |} -2 Energy

Invite a Colleague [
* +5 per colleague who registers

Type emails separated by commas

Weekly Goals edit »

€ Eat 5 fruits and veggies a day, /
5x this week

o Write a story or poetry 15 min, -

3x this week

& Bike 30

‘Social Graph
Challenges

Summer Smackdown: Week i/

S @
ejsfeleis]s)

Badges

see all »




Foursquare
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...even Al Qaeda

MAY OUR SQUISIBER TSRS HIVIEG REYO UL

SHAYKHIAN WARFATSWAWIAKI

EXCLUSIVE INTEEVIENYRYINES
SHAYKH ABU BASI

» MAKEA BOMBINT

YOUR MOM
THE AQ_CHEF

» ASRAR AL-MUJAHIDEEN 101
TERRORIST

Jarret Brachman & Alix Levin, “The World of Holy Warcraft,” Foreign Policy,
April 13, 2011



Who’s Gamifying

Microsoft

Nike

SAP

American Express

Major League
Baseball

Salesforce.com
AXA Equitable
CodeAcademy
Deloitte

Samsung

EMC

Foursquare

Stack Overflow
USA Networks
LiveOps

Dell

Kaiser Permanente

Foot Locker

Opower

eBay

Cisco
Recyclebank
Universal Music
Siemens

Yelp

Nissan

Verizon



A Big Deal in the Business World

“Suddenly, gamification is the hot
new business concept, with many of
the world’s most admired companies
signing on.”

— Fortune, Oct. 17, 2011

“Striving to make everyday business
tasks more engaging, a growing number
of firms... are incorporating elements of
videogames into the workplace.”

— Wall St. Journal, Oct. 10, 2011

“Many businesses are using these game tricks to try to get people hooked on their products and
services — and it is working, thanks to smartphones and the Internet.”

— New York Times, Dec. 23, 2012




Great!
What does it
have to do with

Learning’




Education & Training are Already Games

* Not so much fun

 Limited sense of agency

* Unclear win states

* Back-loaded, limited feedback

* Failure to differentiate among player types

* Poorly balanced



Gamifying Learning
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Friezees Ove e
u Earmed Going Transonic for Adding and subtracting complex numbers

B Eamed Picking Up Steam for Adding and subtracting complex numbers

Earmed Great Listeneor for Algebra | Worked Examples




Gradecraft (Univ. of Michigan)

&

Badges WM Solo Project M Group Project Conventional Essays Blogging B Section Readings Lecture

Badges you've eamed will
shine brightly!

Badges WM Solo Project I Group Project Conventional Essays Blogging W Section Readings Lecture




Not Such a New Idea!

COGNITIVE AND INSTRUCTIONAL SCIENCES SERIES
CIS-7 (SSL-80-11)

What Makes Things Fun to Learn?

A Study of Intrinsically Motivating
Computer Games

Thomas W. Malone

August 1980

XEROX

PALO ALTO RESEARCH CENTER
Cognitive and Instructional Sciences Group
3333 Coyote Hill Road / Palo Alto / California 94304

REVISED AND UPDATED EDITION

“A transformative work. Gee is the Johnny Appleseed of the
serious games movement, planting seeds that are springing
new growth everywhere we look.”

—~HENRY JENKINS, author of Convergence Culture:
Where Old and New Media Collide

JAMES
PAULGEE



Not New in Business, Either

e

Earn 1 Star each time you use your Registered Card at Starbucks. *

REGISTER

YOUR WELCOME LEVEL 5% = GREEN LEVEL
CARD
WELCOME LEVEL REWARDS GREEN LEVEL REWARDS : L REWA
Free birthday beverage Welcome Level benefits plus Welcome and Green Level benefits plus
Free Wi-Fi (2 hours a day) Free beverage customization Personalized Gold Card
Free brewed coffee refills FREE DRINK EVERY 15 STARS

Free tall beverage with whole bean
purchase




More to It Than the PBLs

Mileage
UNITED 7))

UNITED
Mileage Plus:

" FUNITED
Mileage Plus’

Welcome,

/ Points!

o ——
56,568

w UNITED
Mileage Plus®

DARREN K BOOTH
1K

MileagePlus Number:

! Rewards!
Mileage Balance:

Badges!

Progress
Bars!

All they need are some
leaderboards, and
users will go crazy!

;/‘_

MileagePlus Status:
Star Alliance Status:

Year to Date Premier Miles:

Year to Date Premier
Segments:
Lifetime Flight Miles:

Premier Status Progress

Premier Silver
Silver
2,512

1

»

Levels!
93,319~

>

Premier Premier
Silver Gold

Premier Premier 1K
Platinum

o !
© Leam More About Premier Status.. “<rmeamiB. > tatus!

© Sign Up for Online Statements
© Print Duplicate MileagePlus Card

© Mileage Calculator

Airlines

MileagePlus® air travel and upgrade awards

A complete guide to air travel and upgrade awards. With

Milea msawu d miles and a world of destinations to
om, you can reward yourself with 3 dream

r travel and MileagePius Upgrade

light search now

Hotel and car awards

Hotels

Make your travel more rewarding. Use award miles to
. choose from thousands of hotels worldwide.
, Book now

When you spend...

*  Headliners

,*' Bid on a wide range of exciting experiences, vacations
and more.

Bid now

Shopping
Use your miles to shop online
Shop now

Other ways to use your miles,,,

Donate your miles

Whe: youmntyrwumu-vq uch
more than award travel—you heip people in ecd
muw_«zb_:m;m;uumr_uu

!’

Buy, transfer or give award miles
‘ Get the extra miles you want, when you want them to
£ ge(ahaasuno award travel and more.

Learn more



Bad Design Can Be Dangerous!

Gamification Can Kill

o

Cubicles are Cages for People

http://www.nicolelazzaro.com/gamification/



Gamification
esign

SR B

Define business objectives
Delineate target behaviors
Describe your players
Devise activity cycles
Don’t forget the fun!
Deploy appropriate tools



Art ?Game Design
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game
design

&

Experimentation
Human-centricity
lteration
Balance
Prototyping
Playtesting

Player modeling



game
design

1. Get players to play.
2. Keep them playing.



Feedback

Home Profile Contacts Groups Jobs Inbox 241 Companies News More

Kevin Werbach

Professor, Technology Analyst, Connector

Greater Philadelphia Area | Internet

The Wharton School, Supermova Group

TerrorNova Guild, EDventure Holdings,
Federal Communications Commission

Education  JD, Law at Harvard Law School

Improve your profile Edit - 500"'

[ www linkedin.com/pub/kevin-werbach/0/0/984 P Contact Info

Summary

I have served as Counsel for New Technology Policy at the Federal Communications
Commission, where | helped develop the US government's approach the the Internet and e-
commerce. Subsequently, | edited Esther Dyson's renowned monthly report Release 1.0,
and co-organized the PC Forum conference. | then worked as a technology analyst and
consultant, advising companies and policy-makers. I'm now on the faculty of Wharton, one
of the world's top business schools, while continuing many of my previous work. | helped
establish the Obama Administration's technology agenda as a member of the Presidential
Transition Team and advisor to the FCC and Commerce Department. Oh, and I've
organized the first symposium and first MBA course on gamification. As you can see, |
haven't figured out what | want to do when | grow up!

Specialties

] 1 90% profile completeness

Complete your profile quickly

vir"r ! Import your résumé to build a complete profile in
“— minutes.

Profile Completion Tips (Why do this?)
& Confirm your current position (+5%)
= Add your skills & expertise (+5%)

Who's Viewed Your Profile?

1 Your profile has been viewed by 13 people in the
past 3 days.

1 You have shown up in search results 12 times in the
past day.

Kevin’s Activity edit

Kevin Werbach joined the group Coursera Gamification
Course Group

Join Group * 6 days ago

A oasolon VB0 o ule ha ininadd o 1 £ o~

30



Complete your profile quickly
@ hpony.unmumnbuld-eompbbpmﬂoh

Profile Completion Tips (Why do this?)
& Confirm your current position (+5%)
& Add your skills & expertise (+5%)

31



J 4 | 90% profile completeness

Complete your profile quickly

% Import your résumé to build a complete profile in
minutes.

% Add your skills & expertis

™

32



My Own Experience

COURSES UNIVERSITIES ABOUT ¥ KEVIN WERBACH ¥

: How to engage tens of | =pemn

thousands of students r— v A
from 150+ countries, T i

tremendous potential, and how to use it effectively.

with no live interaction?

Started on: Aug 27th 2012 (6 weeks long) 3957 25« 215k
Workload: 4-8 hours/week wiwe: CIEHD Dk
Information, Technology, and Design

Business & Management

: Use gamification |-

Gamification is the application of digital game design t n-game problems, such as business and social impact
¥ g I

challenges. Video games are the dominant entertainm 1e because they are powerful tools for m

ivating

behavior. Effective games leverage both psychology and technology, in ways that can be applied outside the immersive

' environments of games themselves. Gamification as a business practice has exploded ov past two years. Organizations are
Y applying it in areas such as marketing, human resources, productivity enhancement, sustainability, training, health and

wellness, innovation, and customer engagement. Game t ing means mo just dropping in badges and leaderboards; it

requires a thoughtful understanding of motivation and design techniques. This course examines the mechanisms of

gamification and provides an understanding of its effective use.

https://www.coursera.org/course/gamification

33



Stats from Session 1 (Fall 2012)

* 81,600 registrations
— 2/3 non-U.S.; over 150 countries represented
— 77% of participants not in school/university

* Massive engagement
— >2,200,000 video views
— 19,513 forum posts

Learning from Games...
— 187,028 peer assessments,

by 13,088 students

— Student-formed Facebook
group: 3,468 members

— Hashtag #gamification12:
>2,700 tweets




Traditional Course Design




The Player Journey

Climbing

Climbing
Scaffolding

Onboarding



Gamification Course Design

Onboard Climb Climb Climb Rest

Boss
Fight

Rest



Player Types

ACTING
KILLERS ACHIEVERS

PLAYERS WORLD

SOCIALISERS] EXPLORERS
INTER ACTING

Source: Richard Bartle



Gamification Wiki

This wiki is a collaborative effort by students in Prof. Kevin Werbach's Gamification course on Coursera, starting
collection of gamification-related materials on the Internet.

Course-related
= Notes
= MindMaps
= Student blog posts
= Your photos

Major concepts
= Gamification
= Games
= Game design and game thinking
= Motivation and Psychology

Resources

= Popular articles

e R e R ey

Study Groups

Find friends, work together, and arrange meet ups!

Please help all of us experience the best learning environment possible:
» Be friendly and considerate when talking to your fellow students. (Example)
» Use up-votes to bring attention to thoughtful, helpful posts. (Example)
« Search before you post. (Example)
« Post in the appropriate sub-forum. (Example)
+ Please flag posts to report inappropriate content or violations of the honor code.

Start New Thread

Latest activity

Portuguese Study Group (Portugal and Brasil)
Started by Manuel Lemos (Student) - Last post by Manuel Lemos (3 months ago)

Bangalore Study Group
Started by Bibhu Ashish Panda (Student) - Last post by Syed Umar Ahmed (5 months ago)

Study Group - Greece
Started by Anonymous (Student) - Last post by Pete MacKichan (5 months ago)

French study group - Groupe d'A@tude francophone
Started by Frederic Miguel (Student) - Last post by Alexandre FLORI (5 months ago)




Notice any Differences?




2x-4x Typical Completion Rate

~81,600
registered

100% W \
90% 1 ‘
'V

X% of Registration
80%

& % of Starters
70%

% of Submitters
60%

50% £ % of Writers
()

40%

30%

20% 359% 40%
10%

I
d
0%

" % of Writers
% of Submitters
% of Starters

% of Registration

Q&
>
& S @ 820

received certificate



Daniel Gomez
@eldanov?2

I didn't know grading my
coursemates of #gamification13
was going to be fun!

12:46pm - 17 Apr 13 - web

Carlos Rozo L~ ¥ Follow
@crozo

Nobody believes I am doing homework while
playing plants vs zombies. @kwerb

4 Reply T Retweet W Favorite ®®® More

3:01 PM - 11 Apr 13




GAME THINKING

thank you!

Prof. Kevin Werbach
Twitter: @kwerb

http://wdp.wharton.upenn.edu/books/for-the-win/




