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GAMIFICATION



_\ O QUE E GAMIFICATION?

GAMIFICATION é o uso de conceitos dos jogos em contextos que ndo o de
um jogo, para ultrapassar desafios e envolver as pessoas.




Worst game ever.






SEASON 1 SEASON 2 SEASON 3 SEASON 4

1. Jolly Alpha Five Niner

Your story begins here

2. Distraction
Dead herring

3. Lay of the Land

There's no place like home

4. A Lost Child

All things wicked start from innocence

5. Paul Revere
A race against time

6. Supply Run

Viva la resistance
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COMBO DO DIA s g DESAFIOS
A AUTO |
a k Meta: 2 / 5

Ticket Médio: RS 1:356,00 / R$ 1.356,00

Maior % de realizado no dia

Tenha o maior percentual das metas
realizadas para os produtos AUTO
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DO CONCEITO A
IMPLEMENTACAO






)\\\ GAMIFICATION: debaixo do capot

Meciinicas e Técnicas de Design
de Jogos

Ciéncia Comportamental




)\\\ GAMIFICATION: o processo

GAMIFICATION DESIGN THINKING
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GAMIFICATION: o processo
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Define the goal 85 much as Can you track the progress 15 the goal reasonable 15 the goal worthwhile and Your obyective should in-
possible, with no ambigu- and measure the outcome?  2nough to be accomplished? will it maet your needs? clude a time limit “| wil

- How much, how many, o Is each goal consistent with complete this step by
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WHERE will it be done, performance immediate and long term urgency and prompe you to

WHY am | going this - plans? have better ime manage-
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constraints and/or
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GAMIFICATION: o processo

» Descricao:

José, tem 45 anos é casado e tem 2
filhos.
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Na cozinha, nao se vé propriamente
comoum chef, mas tentaajudar a
mulher na preparagao dasrefeicoes
familiares.
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- Necessidades & Expetativas: . Enhancing Experiences
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i - Encontrarreceitas acessiveis, rapidas de preparar e com i
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Bliquena de Ticketing Display erm loja, Display em loja Call center Wodafone
Selector de tipa de ecrd LCD, igada a ecra LCD, igada a para avaliagan do
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O
“EPIC MEANING”



Crossing the Loyalty Chasm
Going Beyond “High Fructose” Points & Badges "
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I “The Loyalty I
| Chasm” |
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Brand Value

“l feel bored and
manipulated.”

| LOYALTY |
s BACKLASH &

Capture Retention Activation

User Involvement, Commitment & Loyalty






OBRIGADO!

Contacts

Manuel Pimenta
manuel.pimenta@fractalmind.pt

(+351) 96 365 03 33 [\ER[\CTI\L MIND

www.fractalmind.pt S\ Enhancing Experiences



