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Agenda 

Determine if  

Gamification 

is the right solution? 

Paper Prototype 

Workout the Details 

First 

Look at Various Vendor/ 

Platforms 

5 
Pilot/Monitor 

Adjust 



1. Is Gamification Right  
for Your Organization? 

 
 



Itõs cool Easy to  
Design 

Effortless  
Learning 

Everyone  
is doing it!  

All Employees  
loves games 

Reasons Not to Do Gamification 



Engagement 
Retention  

Corporate  
Goals 

Learning 
Goals 

Results 

Reasons to Do Gamification 



1.What are the top 3 reasons driving  

   this gamification effort? 

Questions to Ponder 

5. Are you tied to learning objective/ 

     business objective. 

2. Does an alternative exist?  

   Why was the alternative not chosen? 
 

3. Is emphasis too much on fun? 
  

4. Can design overcome disengagement?  



 Fit Gamification into a larger Curriculum 

E-learning 

Training Manuals 

Classroom 

 instruction 



Example 



What can you do? 

Clearly articulate why the gamification 

effort is being undertaken.  

Identify itôs role in the curriculum 



2. Paper Prototype 

 
 

2. Workout the Details 
First 

 
 



When are you going to tell 
legal about this? 

What if someone cheats? 

What if someone wants to 
opt out? 



 
 

 Need 

Skills/Knowledge/
Attitude 

Gap 

What Needs 
to be Learned 
to Overcome 

the Gap? 

What Evidence 
will Indicate Gap 

is Overcome? 

Reduce time 
on calls with 
customers. 
  
  

Product knowledge Features of 
the new 
Smartphone. 

Correctly identify 
and describe the 
features of the 
new Smartphone.  

Need Identification  



 
 

Who are the Learners?  
What are Their 
Characteristics? 

Where are they 
Going to Learn? 

On What Devices 
are they Going 

to Learn?  

What 
Technology is 
Needed for 

Them to Learn?  

Pharmaceutical sales 
representatives. 
Approximately 10% 
play games on a regular 
basis. Busy, motivated.   
  

In between sales 
calls, while 
waiting to meet 
with physicians.  

iPads just issued 
to the field 3 
months ago. 

Need WiFi 
connection, 
ability to upload 
content 
overnight. 

Player Identification  



 
 

What is the 
Winning 

Condition?  

How Many Chances 
Does the Learning 

Receive?  

What is the 
Losing Condition?   

Does Learning 
Occur if the 

Learner Loses?   

Collecting all ten 
badges. 
  
  

The learners will 
have three months 
to complete all the 
learning to collect 
the badges. 

Collecting less 
than 3 badges 
requires 
supervisor 
remediation. 

If learner does not 
complete the 
necessary badges, 
the learning will 
be incomplete 
and they will be 
required to 
receive 
alternative 
instruction.  

Winning/Losing/Learning 



What can you do? 

Design the experience and consider 

all the elements that need to work 

together.  



2. Paper Prototype 

 
 

3. Paper Prototype 

 
 







Paper Prototype Your Gamification 
Effort first: 
ÅBusiness Objective 
ÅLearning Objective 
ÅChallenge 
ÅFeedback 
ÅCharacters  
ÅActivities 
ÅLeaderboards 
ÅRewards 
 



Game Design 

ÅWhat path do the learners 
take through gamification? 

ÅHow do learners make 
progress? 

ÅHow do you know the 
learners have learned? 

 


