vroegopvendrig

UX & Gamification Workshop

»5-15 persons

»visual designers, marketeers, programmers
»2 - 4 days

»apply theory into brainstorming

Philosophy

'The use of online game technology in non-game environments is a trend. But how to apply this? What are common mistakes?
Discover the power of gamification: transform your passive visitors into playful, active users.

Toolkit

By using this tool, you will be able to get your customers hooked to your product or service in a playful way. This handmade kit with four tools will transform

your ad-hoc gamified creations into sustainable gamification solutions.

Result

The result is a customized gamification for your brand specially made for the daily live of your online clients.

5

qioN

You e
your badge! Rew
actions that are v

+ want collect more rewar'ds.

. want to achieve something.
« are able to show rewards, a
« give them social status.

BETTER USER EXPERIENCE

. Challenge people to lmpro
TAKE INTQ ACCOUNT
Without a podium, the urge
Make link between action,
GOES WELL WITH

« Level progression

. Leader board

oup 2
*.‘,\asm godls:

AMPLES

yciven 2pPS ¢
22:\&;2&\3\\%@

EXAMPLES
Unlocking bas

es after completing a COUTS® an
completing an online exam.

REWARDS

4 100 poists! Cor : tulations with
a 100 points! Congral .
bads p'a.rd‘mg users for performing
aluable to the overall outcome.

BY USING THIS MECHANIC, PEOPLE

way of self expression

hing goa
. Reward people for reac ?1 ft)heir e

to win rewards is less.
reward and status relevant.

dges when writing reviews on TripAdvisor *

” i tching onl
Receiving points when we dg a certificate after succesfull

EXTRINSIC MOTIVATION

0peration and oy
Is (learning)-

line chapters and badg-

WWW. Lng’dInCdCSigﬂ.COﬂl

www.gamificationframework.com

www.vroegopvendrig.com



Gamification
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@ Persona’s and scenarios

Personas are imaginary users developed using
information gathered through metrics and user
research. It provides insight into the vicinity

of a user and coherence between motivation,
goals, player behavior and potential bott-
lenecks.

Scenarios illustrate the stories and context
behind why a particular user or user group visit
your site. They note the aims and questions
and sometimes define the possibilities of how
the user can reach them on the site.

@ Feature-persona-matrix

A tool to prioritize features.

The matrix gives value to user-centered features.
It combines your user scenarios to the user
needs and it shows the possibilities for gamifi-

cation.

@ Gamification framework

This framework is a powerful tool designed
to help you discovering the possibilities of
gamification on the three levels of online
engagement: trigger, like, love.

The needs of every persona are translated to
gamified solutions.

@ Gamification cards

A set of cards describing the most important
game principles. Discover each game elements
by brainstorming and playing with the cards.
Each card explains how to implement the me-
chanic, what to take into account and helpful
examples of implementation.



