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GAMIFICATION: IS IT A GAME?
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We're

playing games



We're NOT playing games




GAMIFICATION

The use of game mechanics and experience
design to digitally engage and motivate people to

achieve their goals .
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GAMIFICATION in real life
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GAMIFICATION in the virtual life

Profile Strength

95% profile completeness

Complete your profile quickly .I'ﬂ'nl | -Etar
{B Import your résumeé to build a complete profile in
minutes.

Profile Completion Tips (Why do this?)
& Add your summary (+5%)

WHO'S VIEWED YOUR PROFILE?

2 Your profile has been viewed by 28
people in the past 3 days.

3 You have shown up in search resulis
35 times in the past 3 days.
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GAMIFICATION:
A FITBIT FOR WORK

* Encouraging performance &
learning

* Benchmarks, personal records

* Friendly personal and team
competitions
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THE ENGAGEMENT CHALENGE

"GAMIFICATION
AND EMPLOYEE

" ENGAGEMENT

U.S. workforce * E'.-
: o
engaged in m -
their wor k
(<4

Employees who feel they

brands?

game=ffective

know what their company
stands for and what makes
it different from competitors’
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WORK IS CHANGING:

Addressing alignment and engagement in real time

A

ALIGN TRACK
Company goals Set goals & give
match KPls feedback
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IMPROVE

Coach and learn
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THE EMPLOYEE JOURNEY ~ “ereerPerme

Learning

(——

~
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Onboarding

Personal
Ir Growth

Performance
Improvement

Social connectedness
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MOVE THE PERFORMANCE NEEDLE

Poor performers Average performers Best performers

—_ _-®

Employees

Core KPI performance
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CASE STUDIES

- elLearning: 3X more learning
completion & reane

- Call Center: sales KPIs up 10% = atat

- Contact Cente%r_rlolc())% in customer
service KPIs

- Tool Adoption: 90% recom end

using gamification
vodafone

* Onboarding: 85% complet’gg’; %e
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AN ENGAGEMENT LAYER AT WORK:

GAMI

F8
899/900

-|CATION

Meg Neipper

= Grand Prix

97 844 Pis to next level
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Retention Rate

?3 AHT
2500/3000
Revenue per call

m &

100/2000
FCR Rate

m L3

800/1200

Create a knowledge
m contribution

a
0/120

MEXT BEST ACTION

Retention Rate %%

Self service trivia

2

30
Pts

50
Pts

50
Pts

LEADERBOARD

Sheron Moreno
I Ciassic Endurance

715Pts a
[]

VIEW LEADERBOARD 3

My Race

® Fe:

i
. W ¢ VN O W W W T W

50% monthly Saves

Awesome! You've achieved 50% of ﬂ
your Save units monthly target by

VIEWALLMYWINS >
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USING NARRATIVES TO DRIVE PERFORMANCE

GET MILES

CITY SCAVENGER GLOBAL RACE
Learning & Knowledge & train EXPLORER Performance
onboarding Learning
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EVENT BASED MICRO LEARNING & COACHING

YOUR SCORE

eteccscsessee

How do | manage my account?

Contact the call center
Contact my local agent
Self-service website

All of the above

g
P00 OO OO0 000000000 SOOSeN !

game

I'm calling to cancel my service. Our
company has decided to Switch to a
different vendor.

#

== n I'm sorry to hear that. Was there any particular reason you

' decided that our services no longer fit your needs?

Ok. I'll be happy to assist you with the cancellation.
r

ro
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INTEGRATING WITH ENTERPRISE APPS:
A “WEARABLE"

= Microsoft  Jiv@ sumtotal oracLe

L& | alesforoe |/ Microsoft =
SharePoint Online Chﬂﬁel' ﬂ‘ w 484 .Dynamics yammer

ORACLE |
SALES CLOUD VERINT << hmesoftware KANA. ™ le

ORACLE’

A :
Cornerstone  AVAVA  @dzendesk  amdoOCS  momowe

CLOUD SERVICE
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USING COMPETITION TO DRIVE PERFORMANCE

MY CAR

=~ 1,050 WEE
Co. LEADER

h-_/g\- 930

TEAM LEHDEP

LAST MONTH
- 700 YR
MY TARGET
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MEASUREMENT & ANALYTICS

GamEffective Analytics GameEffective Analytics

Weekly engagement Weekly performance User completion rate Weekly engagement Weekly performance User completion rate
analysis analysis by team > analysis analysis by team >

Measure Names
Weekly Performance Team

Stage 1 Stage 2 Stage 3 Stage 4 W (a1 Last Week WEEkly Active Weekly Engaged

¥ Team A

@ Teams Total Users Active Users Users Users

¥ Team C

49 49 49 49 e 47 31 | 30 28

|#| Team F

Site

o (am

| Australia
|« Singapore

Users Weekly Login Users Daily Login

Top Teams by Score Team Distribution

Team o
Team C Activity Group
I« (Al
¥ Stage 1
¥ Stage 2
[+ Stage 3
|| Stage 4

Team D
Team A

Team B

Team F

Jan 23 Feb2
Day of Date [2015]

Jan 18 Jan 25 Feb 1

T T T
0 500 1000 1500 2000

- Team ‘Week of Date [2015]
Score ¥

. Team A
[ TeamB User Engagement Trend

Bottom Teams by Score B Teamc

W TeamD
I TeamE E
W TeamF i

Team

T T T T T T T T T
0 500 1000 1500 2000 Feb 2 Feb3 Feb 4 Feb 5 Feb 6 Feb 7 Feb 8 Feb 9 Feb 10 Feb 11 Feb 12
Score = Day of Event Time [February 2015}
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