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Gamification for learning and 
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A good tool born in digital ages  
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www.ucha.se 

Gamification = PBL + EEN 

Studying and other activities 

Game like 
design 



Gamification? 

Gamification is the craft of deriving all the fun and addicting elements 
found in games and applying them to real-world or productive activities. 
(Yu-kai Chou) 

Gamification is loyalty program on steroids. 

Gamification is the use of game elements 
to drive game-like player behavior in a non-
game context with predictability. (Michael 
Wu) 



5 

Content  

Theory foundations 

Final slides 

Let’s do gamification 

Our case studies 

Interesting further developments 

Gamification – what is it? 



Octalysis 
www.yukaichou.com/octalysis-
tool/ 

http://www.yukaichou.com/octalysis-tool/
http://www.yukaichou.com/octalysis-tool/
http://www.yukaichou.com/octalysis-tool/
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…but don’t forget the FUN 

 https://www.youtube.com/watch?v=qRgWttqFKu8 

 https://www.game-learn.com/why-serious-games-more-effective-elearning/  

Prof. K. Werbach 

 Easy fun 
 Hard fun 
 Peoples fun 
 Serious fun 

Why Serious games are more 
Effective than elearning 

Nikole Lazzaro 

Man is only 
completely a man 
when he plays. 
Friedrich Schiller 

https://www.youtube.com/watch?v=qRgWttqFKu8
https://www.game-learn.com/why-serious-games-more-effective-elearning/
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Player types 

interacting 

acting 

players 

world 
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Let’s do 
gamification 

1. Objectives  
2. Target behaviors  

3. Player types 

4. Activity cycles 

 Progress loop 

 Engagement loop 

5. Don’t forget fun! 

6. Gamification elements 
 PBL  

 Self-determination theory  
o competence 
o autonomy 
o relatedness 
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EnterPlay in the leading non banking financial institution –  
the program „Super Professionalis“ 

Main Project Goals: 

o To reduce attrition and increase engagement 
of financial consultants ; 

o Boost performance of the employees. 

 

Additional goals: 

o Improve the existing training model 
implementing online learning option; 

o Additional support for marketing 
communication; 

o Improvement of internal communication; 

o Set up a channel for idea sharing. 
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Game elements 



Let’s train our people 
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Go-go achievers… 
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What if… 

- Killer or socializer gets very low result?  
- And this result is about to appear in the system 

on the next day? 
- Damned… 
…but we are in the business with encouragement 
- You can pay for your second chance to get a 

better results 
- You need some resources, then go and earn 

them! 
- Give an idea, vote for other, share resources… 
- Feel better!  

 



Let’s push the explorers 
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How about killers? 
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Improvement arears  
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Acculturation 



Results 

 Over 100 000 hours spent in the system, 1
1

2
  months after 

the soft launch (telco case) 

 1202 employees passed a training course successfully in 4 
months. 

 Outperform the last year’s Ideas generation activity result 

by 160% just in 1
1

2
  months of operation 

 865 Ads shared in FB generating 1203 unique other 
people have clicked on it 

 Brand Engagement – the level of a consumer's 
“cognitive, emotional and behavioral investment in 
specific brand interactions”. Hollebeek 



More case studies  http://bit.ly/gameROI 

• Education Gamification Case Stats and Figures 

• 1) Beat the GMAT: students increase their time spent on site by 370% 
through a gamified system 

• 2) OTT, an e-learning provider, increased by 65% user engagement, with 
some users peaking at over 300%, by adding a reward system 

• 3) Deloitte Leadership Academy, an executive training program, increased 
by 46.6% the number of users that returned daily to their platform by 
embedding gamification mechanics into it 

• 4) Stray Boots & A.L.Penenberg: the professor taught journalism through 
gamification and saw student grades increase by more than a letter grade 

• 5) Devhub: a place for Web developers, added gaming feedback and watched 
in awe as the percentage of users who finished their sites shot up from 10% 
to 80% 

• 6) Foldit: gamers have solved a 15-Year AIDS Virus Protein problem within 
10 days 

 

http://bit.ly/gameROI
http://bit.ly/gameROI
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Do it as they do it in FB 



We have generated our own Big Data source  

Who passed the latest training, with what score, who is having difficulties…? 

Shall we prize 
these guys? 

Shall we punish 
this one? 

But even more important questions 
• What is the correlation between activity in the system 

and business performance? 
• Is there a winning pattern to be accelerated? 
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Business / human capital efficiency 

Training type Participants Ave score

Training 1 38 5.21

Training 2 70 5.36

Training 3 53 5.5

Training 4 23 5.65

Training 5 44 5.8

Training 6 18 4.78

Training 7 30 4.53

 We need some more 
efforts around that 
subject. 

 Who are these 
employees reaching very 
high training levels? 

- Talents recognition 
- Employees path development 

Horizontal or Vertical 
- Low performers identification 
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https://pravodach.com/  

Shall we do it? 

https://pravodach.com/


According to the study by Traci Sitzmann, the  

game becomes the most powerful teaching tool: 

 It engages: it improves retention of learned content by a 90%, 
thanks to the adventure aspect, which turns learning into an 
entertaining and appealing activity for the student. 

 It generates trust: because it is a videogame, the user can relax 
and their self-confidence improves by a 20% compared to 
other learning methods. 

 It improves performance: game dynamics motivate the 
student, increasing their performance and improving skill 
development by a 20%. 

 It is based on practice: the student learns thanks to 
experiential learning. 
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Why Gamification? 
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…it is coming… 

Final slide   



Resources  
https://elearningindustry.com/how-gamification-reshapes-
learning#michael-osborne  

https://blog.capterra.com/15-best-gamification-
resources-trainers-educators/  

https://elearningindustry.com/how-gamification-reshapes-learning#michael-osborne
https://elearningindustry.com/how-gamification-reshapes-learning#michael-osborne
https://elearningindustry.com/how-gamification-reshapes-learning#michael-osborne
https://elearningindustry.com/how-gamification-reshapes-learning#michael-osborne
https://elearningindustry.com/how-gamification-reshapes-learning#michael-osborne
https://elearningindustry.com/how-gamification-reshapes-learning#michael-osborne
https://elearningindustry.com/how-gamification-reshapes-learning#michael-osborne
https://elearningindustry.com/how-gamification-reshapes-learning#michael-osborne
https://elearningindustry.com/how-gamification-reshapes-learning#michael-osborne
https://blog.capterra.com/15-best-gamification-resources-trainers-educators/
https://blog.capterra.com/15-best-gamification-resources-trainers-educators/
https://blog.capterra.com/15-best-gamification-resources-trainers-educators/
https://blog.capterra.com/15-best-gamification-resources-trainers-educators/
https://blog.capterra.com/15-best-gamification-resources-trainers-educators/
https://blog.capterra.com/15-best-gamification-resources-trainers-educators/
https://blog.capterra.com/15-best-gamification-resources-trainers-educators/
https://blog.capterra.com/15-best-gamification-resources-trainers-educators/
https://blog.capterra.com/15-best-gamification-resources-trainers-educators/
https://blog.capterra.com/15-best-gamification-resources-trainers-educators/
https://blog.capterra.com/15-best-gamification-resources-trainers-educators/


32 

Thanks! 
 
 

www.11235.bg  

Превръщаме данните в пари 

http://www.11235.bg/
http://www.11235.bg/
http://www.11235.bg/
http://www.11235.bg/
http://www.11235.bg/

