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My Background - Gamitication Journey
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http://youtu.be/cJ7TtS4pIxg

Some Definitions

“the use of game mechanics and “Gamification is the application
experience design to digitally of game-design elements and
engage and motivate people to game principles in non-game
achieve their goals” contexts”
- Gartner 2014 -Wikipedia
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Gamification Market
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Gamification market (M2 Research, 2012)
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[ www.prweb.com/releases/gamification-market//prweb10893419.htm

Gamification Market is Estimated to Grow from $ 421.3 © Contact
Million in 2013 to $5.502 Billion in 2018 — New Report by conan
MarketsandMarkets MarketsandMarkets
Gamification Market has the potential to be huge and that it has the potential to be the ;ﬁzﬁ~6006-441

face of almost all future applications.

Follow us on: ﬁ U ﬁ ﬁ

(PRWEB) July 02, 2013 W Twest| [Buke| (o7 share| (@ EMAIL

Gamification, despite the great deal of hype and glory,
is amongstthe most misunderstood catchphrases in
the industry. Gamification Market has significant
potential that can change the dynamics of employee
engagement, rewards and recognition and customer
loyalty, globally. The mechanics of gamification, that
is, rewarding people with points and other incentives,
have been around since ages; itis the explosion of
the digital world which has made marketers and
product managers think of it as a packaged
motivational tool.

MARKETS MARKETS

Browse:

» 150 Market Data Tables
» 44 Figures

» 317 Pages and In-Depth Table of Content on MarketsandMarkets
“Gamification Market” “ ) )
North America is expected to

http:/fwww.marketsandmarkets.com/Market- be the biggest market, followed by
Reports/gamification-market-991.html Europe and Asia-Pacific ”

Early buyers will receive 10% customization on
reports.

While just plain points, badges and othervirtual goods may not have long lasting user engagement effects in
gamification; they serve as an appropriate reward system, equipped with user attention grabbing techniques and
immersive graphics technology, which can enable user engagement, over a period of time. Immersive digital
technology implies the use of creative gaming dashboards, which imitate real life games such as golf, baseball or
Farmville to be designed within and in sync with enterprise applications or the consumer brand which itis to be
engaged with.
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Technology trends

Global markets - Google Trends

Gartner:

* 70% of Global 2000 companies will have at least one
“gamified” application by 2014.

* By 2015, 40% of the global 1,000 will use gamification
as a primary key to transform business operations

* 80 % of gamified apps will fail due to poor design

* More than 50% of all social business initiatives will
include a gamification component by 2013. Source:
Constellation Research.

Hakumaarat maantieteellisesti @ E

Market development vs. Google Trends

Alue | Postiteimipaikka

* Deloitte: Tech Trends 2012 raportti -
Gamification trendi # 2

*  Forrester: SaaS and data-driven smart
apps as the major growth engines for
the worldwide software market 2013.
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Hype?

expectations Internet of Things
y Natural-Language Question Answering
Speech-to-Speech Translation w“'ég:\esﬂ::ggm&i 3
Autonomous Vehicles ¢
Cryptocurrencies
SmartAddsors Complex-EventProcessing
Data Sclence BIQ Data
Prescriptive Analytics In-Memory Database Management Systems
Neurobusiness ContentAnalytics
Biochips

Hybrid Cloud Computing
Gamification
Augmented Reality

Affective Computing

SmartRobots SpeechRecognition

3D Bioprinting Systems Machine-to-Machine Consumer Telematics
Volumetric andHolographic Displays Communication 3D Scanners
Software-Defined Anything Senvices
Quantum Computing

Mobile Health
Monitoring

Enterprise 3D Printing
Activity Streams

In-Memory Analytics
Gesture Control

Virtual Reality

Human Augmentation
Brain-Computer Interface
Connected Home

Quantified Self

Cloud Computing
NFC

Virtual Personal Assistants SmartWorkspace

Digital Sepurity
Bioacoustic Sensing
As of July 2014
. Peak of
Innovation Trough of : Plateau of
Trigger Exmﬂatu:%ns Disillusionment Slope of Enlightenment Productivity
time P
Plateau will be reached in: obsolete

Olessthan 2years ©2to5years @5to10years A morethan 10years @ before plateau



Why Gamification?
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“Perhaps the greatest
challenge business leaders
face today is how to stay
competitive amid constant
turbulence and disruption.”

- John P. Kotter, Harvard Business
review, November 2012
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Strategy Research Evolution

. ¢ Centralization
Budgetary planning (1950-1960) @& Goal setting
O dolel =it o) = lalallares HESISIOEAEISH) BN o Corporate structure supports strategy implementation

e Relative market growth vs. relative market share growth
® Quality compared to the competitors

Corporate strategy (1968-1975)

Industry and competetive e Porter’s fove forces (Competitive strategy)
analysis (1975-1985) e Position compared to the five forces

Labi=ldpel ESTelbldellat =t @i @olaplol=iiiil/=l o Hamel, Prahalad: core competencies and processes
Advantage (1985-1995) * Resources

Strategic innovation and e Implementing innovations
implementation (1995-2001) * Balanced scorecard (Kaplan & Norton)

Strategic thinking and
simplification (2003-)

VAUV Lahde: Strategic

cloudriven thinking institute

e Strategy in everyday work




Innovations & Competitive Advantage

N
o Management innovation
o Y
]
c D
> . .
T Strategy innovation
2 )
Q Product / service
€5 innovation
O n J
N
Operative innovation
J
Lahde: The future of
W management, Gary Hamel
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Hans Rosling: Let my dataset change your mindset

Recommendation: The significance of ..., Hans
Rosling in Youtube. eg.
http://www.youtube.com/watch?v=KVhWqwnZleM
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http://www.youtube.com/watch?v=KVhWqwnZ1eM

” Organizations do not die for
doing wrong things but for
continuing too long to do
things which once used to be
right ones...”

- Mikko Kosonen (Sitra), 29.4.2011
in his presentation at Metropolia
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Case: Michael Jordan

“| have missed more than 2000
shots in my career. | have lost
almost 300 games. On 26
occasions | have been
entrusted to take the game
winning shot .. and missed.
And | have failed over and over
and over again in my lite. And
that is why... | succeed.”

- Michael Jordan

W . Kuva: fansshare.com / Sigmund35
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Change Challenge

Comfort Zone

. Uncomfort Zone

Panic Zone
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Instant Feedback

Pleasure Motivation
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Motivation in Short

» Motivatin is a process that initiates, guides and maintains goal-driven behaviour

= Motivation theories:

= Content theories
» Need= internal state of unbalance
= The relative strength of needs guide behaviour

. ? Maslow's Hierarchy of needs, Herzberg's two factors theory, McClelland'stheory of needs,
Alderfer's ERG theory

» Process theories
» |ndividual interpretation of situations creates dirrering expectations
» Process theories describe differences in reactions towards internal and external factors

» Eg. Skinner’s reinforcement theory, Vioom'’s expectancy theory, Adam’s equity theory, Locke’s goal
setting theory

* Internal and external motivators (doing things vs. achieving results)

= Gamification and motivation
» |nternal or external motivators?
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Gamification process

A ‘ 6. Pilot &
feedback
5. Design & seanac
‘ : select game
A 4i Reco'gnlze mechanisms
: players
‘ 3. Recognize interests
I
2. Define PV
. measurable
1. Define goals
change
needs
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Octalysis Framework

X -Narrative -Beginners Luck
~Points ; -Elitism -Free Lunch ’
-Badges (Achievement Symbols) -Humanity Hero Destiny Child -Milestone Unlock .
-Fixed Action Rewards -Higher Meaning -CoCreator -Evergreen Mechanics
-Leaderboard -General's Carrot
-Progress Bar -Real-Time Control
-Quest Lists ~Chain Combos
-Win Prize -Instant feedback
-High-Five -Boosters
~Crowning -Blank Fills
-LevelUp Symphony -Voluntary Autonomy
-Aura Effect -Choice Perception
_:‘:g:?é:g" Hmornl Accomplishment  Empowerment
-Friending
-Social Treasure/Gifting
-Virtual Goods SeeSaw MP
-Build from Scratch -Group Quest
-Collection Set Touting
-Avatar
-Earned Lunch -Bragging
-Learning Curve -Water Cooler
-Protection ~Thank-You Economy
-Recruitment -Mentorship
-Monitoring -Social Prod
. -Glowing Choice
Appointment Dynamics
-Fixed |mm|,DY : Avoidance -MiniQuests
-Dangling -Visual Storytelling
-Prize Pacing -Easter Eggs
'OPUO“’ Pacmg -Random Rewards
-Patient Feedback -Obvious Wonder
-Count Down -Sunk-Cost Tragedy -Status Quo Sloth -Rolling Rewards
-Throtdes -Progress Loss -Scarlet Letter é/ -Mischief
-Moats FOMO Visual Grave -Sudden Rewards
-Evanescence Opportunity “Weep Tune (UHACHY  -Oracle Effect

Lahde:
http://www.yukaichou.com/gamificatio

W n-examples/octalysis-complete-

ClOUdriven gamification-framework/



http://www.yukaichou.com/gamification-examples/octalysis-complete-gamification-framework/

Players
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Player Types

Acting

Killers Achievers

Socializers Explorers

Interacting

PIM1OM



Octalysis — Player Types - Phases
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Limitations of Gamification

» One cannot really be motivated
" [magination

» Regulation — GDPR

" Ethics
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Instagram

chrisconnolly
© Boot & Shoe Service

Kuvaa ja jaa hienoja
hetkia

Instagram on nopea, hyvanndkéinen ja hauska tapa jakaa
elamasi kavereiden ja perheenjasenten kanssa.

Ota kuva tai kuvaa video, muokkaa ulkoasua suodattimella
ja julkaise se sitten Instagramissa — se kay helposti. Voit
jakaa myds muun muassa Facebookiin, Twitteriin ja
Tumblriin. Instagram tarjoa uuden tavan katsoa maailmaa.

» 7750 likes
@ view all 25 ¢
iansilber Seems like a good moming.
rourkery Be right over,

@ Like @ Comment

omments

Mainitsimmeko my®s, ettéd se on ilmaista?

HANKI

2 Lataa Al N
' App Storesta P> Google play

-PALVELUSTA
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Tinder

Tinder shows you Anonymously like
interesting people nearby or pass each person

a1 P 3 a1 P

tinder tinder

Allison, 26

X
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Octalysis Framework — Drawing

Ownership

92UaN|jul |BID0S
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Avoidance






