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Gamification is used to

increase people's ® while

boosting their //
.
towards a K@j .
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Multiplayer
Emotions:
Joy Excitement
Relief Awe & Wonder

Surprise Contentment
Curiosity Creativity
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“Fun is just another
word for learning...”

(under optimal conditions)
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RecCl
2) p@s of players

Killers Achievers

Play to compete with others Play to gain success and prestige

¢

Socializers Explorers

Play for the social aspect Play to discover new
rather than the game itself areas & possibilities

+ Segments & Demographics
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Multiplayer
Emotions:
Joy Excitement
Relief Awe & Wonder

Surprise Contentment
Curiosity Creativity
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Engage the Audienceechrcugh Gamification
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Engage the Audience through Gamification
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MOTIVATES PEOPLE TO DO
EXTRAORDINARY THINGS
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ENGAGEMENT
OFFICER

Turning Hierarchy
Upside Downito |,
Drive Performance

JOHN SMYTHE
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GAMIFICATION
REVOLUTION
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GAME MECHANICS
TO CRUSH THE
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GABE ZICHERMANN

CEQ OF GAMIFICATION CO AND DOPAMINE

JOSELIN LINDER

“Reveals the new scieace of relationship-building threegh hig data and gamification.”

How to Revolutionize Customer
and Employee Engagement with

BIG DATA and GAMIFICATION

3.0

NEW YORK
TIMES
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RAJAT PAHARIA

Founder and Chief Product Officer, Bunchball Inc.
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Engage the Audience through Gamification
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