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24-1P-20-GE-TRC-A
Training Course on Gamification and Game Design
for Customers and Employee Engagement
(Online, 18-21 June 2024)
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- Readalong
nsldueundiadu P81 vienauTIeNe

- Kahoot (Interactive Platform)
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- Archy Learning (Interactive Platform)
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a . .
nauy Octalysis 1ae Yu-kai Chou
= . g a &l A o %) Y a ' Y oA v
nqud] Octalysis 1unseumslinszinesnuuuniieramidlawasdiuusnistidinsinvesylinior
wuluinuwagnisuszenaldinadluuIumeng 9 (samification) Ingldnannisvesusegdlalunisesnuuuuaginsien
Usraunisalres Ly vilimstdaudanuaynauiuiaziiaulanindu nufidvselovdannuazaiusatly

Uszendldlalunane q a1 lidasdunsfiner nsvhau wieniseain

MR TIENIUMenaINITThTIulATINsioNle (RUVUSUYTS f.A. 2562) wih 2 991 6
FUAINTT TSN INUTUNA T TTUTINHAHEAUNIVIF



-Status Points -Narrative -Beginners Luck -Milestone Unlocks
-Badges (Achievement Symbols) -Elitism -Free Lunch -Real-Time Control
-Fixed Action Rewards (Earned Lunch) -Humanity Hero “Visual Storytelling -Chain Combos

-Leaderboard -Revealed Heart -Co-creationist -Dynamic Feedback
-Progress Bar -Boosters

-Quest Lists -Blank Fills

-Dessert Oasis -Plant Pickers

-High Five -Poison Pickers
-Crowning X . -Attribute Web Chart
-Anticipation Parade Epic Meaning -Double Edged Sword
-Aura Effect

7532'2 k’%ﬁ::p Overlay Tutorial Accomplishment Empowerment

-Friending
-Social Treasure/Gifting

-Exchangeable Points
-SeeSaw Bump

Virtual Goods

-Build from Scratch Socal -_?rouhp (S}:e;ts
. (| -

-Alfred Effect Ownership ﬂOC a rophy She

-Collection Sets Influence -Brag Button

-Avatar “Water Cooler

-Conformity Anchors
-Mentorship
-Social Prod

-Protector Quest
-Pet Companion
-Observer Attachment

Scarcity Unpredictability

-Appointment Dynamics -Glowing Choice

-Magnetic Caps Avoidance -MiniQuests
-Dangling -Visual Storytelling
-Prize Pacing -Easter Eggs
-Bootleg Quest -Random Rewards
-Last Mile Drive -Obvious Wonder
-Count Down Timer -Sunk Cost Prison -Status Quo Sloth -Rolling Rewards
-Torture Breaks -Progress Loss -Streaking %} -Evolved Ul
-Moats -Rightful Heritage -Evil Egg -Sudden Rewards
The Big Burn -Evanescence Opportunity -FOMO Punch  TLAWALHAY Oracle Effect

¥
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1. Epic Meaning & Calling (AuMINBUaZAIISENTDA): msgﬁaqsn wioaderruidnindléiluunna
dAny Mdseglunisia viensvhuedsiidanumnefilngnitnues

2. Development & Accomplishment (MsWRLILaYANLES): LLiﬂgﬂaﬁuwmﬂmsiﬁﬂﬁqmiﬁ@umLLaz
A iy msldfussiavienisussqiimine luduilersh wSegseta (Badge) wadessta
(Trophy) snidussduszneuilélunsairaussgdlanaznisiuifmudse
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aassdnarnslasutelausuugegnesviuvied Yieligldsanimuesdisnalumsniuauuavaisassd
Fasing 1
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deru maldeudaiugdy uazmslasunseeniuandsay

6. Scarcity & Impatience (AIUENLAYATIIEANL): a3 9AudeansTagldFeiimennviedsiidessenay
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7. Unpredictability & Curiosity (ulaiuiueuuasainuesnd): ngﬂaﬁmmﬂmmhjwuauuazmi
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st mqud] Octalysis Ssamnsaifenlssiunssgslaneluwazateuen (ntrinsic and Extrinsic Motivation)
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wanandl ludaud (1) Epic Meaning and Calling ¥@guj) Octalysis ﬁé’qmmsmﬁaﬂmﬁumwﬁ White
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m’:#stqnm‘l‘i’f Gamification #1897% Human Resource Management and Development
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1. nssathmneuasmsiinnaeuATnt (Setting KPIs and Goals)
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- Mswuuunuiiniufinmi (Progress Tracking) ﬁiﬁwﬁmmLﬁummﬁnuﬁﬂumsussqL{]mma
Wy LLmuﬁmmﬁﬂL?ﬁﬂugULLw Dashboard
2. NT9ONLUUNISLATI9IA (Designing Incentive Systems)
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- Tmnsnanzunu (leaderboards) ifeuansduiuvemiinaulufanssuviedwanedidmun
4. ASERNUUUH 5 TunauTes Octalysis (Using Octalysis 5 Step Design Process)
1) Understanding Players Types, Needs and Motivations m3svinanudnladnuazuasUseanvesy
e Tngannsaidenlesiunguiives Richard Bartle uusfidusenidu 4 Usziam: Achievers,
Socializers, Killers, and Explorers ins1zdnuaziduiiuannsiuiiazsioudsussgslafiunndnaiu
2) Define the Core Drives Awuaussgdlandn Timannnsues Octalysis Liteszyuagiiasesiusagsla
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3) Design the Experience and Outlining the Desired Actions nMseanLUUUTEaUNTAlLAY
waFnssufieamIslilduFRny sulufnsseysslauaznadnéiiogléisu (dentifying the
rewards, incentives, Feedback Mechanics, and Triggers)
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4) Implement and Test dnseenuuululdnuaiuasfnauna
5) Analyze and Optimize (lasgsiiazUTulse) Tiusmuaglasgideyainetunislduasnadng
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Uszlevannisuseendld Gamification Tuasdns

1) Increase Employee Engagement n1sldnalninulumsvinudisasianuaunauiuwaznsssulimdnnu
fierusuaniy

2) Enhanced Productivity msaitiminsuaznislissiadiensgdunineilivinnuldodisissdnsnm
Nty Tudinsadsenuimsuaznsusiuiifgunmianunsadiuanunsefiesesulumsviey

3) Improved employee retention N15a313UszaUN15AI T Alun1SULaznslRssTad el wTneu
Hnfamelauazilauynitutuesing dedmalimidnauiunltifiweglussdnsuuiy

4) Better Team building ¥a8dwasunisvieruduiinuaznisasiennuduiusifseninsaundnludi
nsldRanssuidonhausuiusarnsudstuiiduiing
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