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‘e Kastasir? Un spéles veidi.

Spéles elementu un atalgosanas
principu izmantosana ne-spéles
situacijas, lai veicinatu iesaisti un
lojalitati.

Gamification

Rotalas Sacensibas
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Recent Study-
Employees trained on video games
learn more factual information,
attain a higher skill level
and retain information longer
than works who learn less
in interactive environments

Gamification in the workplace-

Where can it be used?

Employee Wellness Programs
Employee Learning and Training Programs
Increased Engagement for routine tasks
Employee Benefits (increasing 401k usage)
Innovation

The Future of Gamification

The market for gamification
will grow to
$1.6 billion in 2015,

from $100 million in 2011
2015 !

That's 13.5 million businesses in the US alone

Gartner estimates that
70% of the large corporations
will use workplace
gamification by 2014

By 2016, worldwide corporate

spending on gamification projects ﬁ
will grow to as much as $2.8

billion, from $100 million in 2011 2011

)
; Gamification in the workplace

Who plays games and why?

@ 50% Of the US online population

between the ages of 18 and
44 play social games on a
ETHE ET

Females- 46%

Tablet
owners

Smart Phone
owners

66%

I

Three of the top
four reasons why people
play social games
can be attributed

to boredom. .

"They help to pass the time when I'm bored™

57%

"It gives me something to do when I am in the
mood for something mindless™

40%
"It's a good way to spend time alone™

39%

This trend of gaming
to fulfill pockets of
boredom is particularly true
among females

While males
indicated
a stronger
preference
for competition

Experts agree that gamification leverages people’s
fundamental needs to achievement, reward, status,
competition, and self-expression.




Viss jaunais ir ..

Games People Play

The Psycholo gy of Human Relationships

by Eric Berne, M.D.
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Ka izmantot: Spriedzes regulésana
Tas ir veseligl!

Sarunaties nozimé ne vien runat, bet ari klausities -
uzklausit un sadzirdét!

" ; Patiesiba atklasies

‘8"

Un visi uzzinas,
KAS IR KAS!

Sanemt véstuli, istu vestuli

ista aploksné, ir piedzivojums.

Atslodzei Mobilizesanai



;-(/\,,\.) Ka izmantot: Procesu bUvésana un aizvietosana




4'/\/.«-*) Ka izmantot: lzveles atvieglosana




t) Ka izmantot: Rezultatu sasniegsana




4/«) Ka izmantot: Produktu un Klientu analize

B VAI KREDITESANA IR .
SAHA SPELE VAI CIRKS? =

Katru dienu trengjies. Izvelies labu
| spéles partneri. Spélejot plano

vairakus gajienus uz prieksu. Katra

spéle vairo pieredzi un prasmes
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Q K3 izmantot: radosums

KOPSAPULCE BLIN

Ir pagajusas tikai 6 nedglas, bjin, un atkal klat
jauna kopsapulce!

Ko gan var uzcept tik isa laika?
ot, nav sagajusi kunkujos?

Vai projektu mikla, steiga mais
Vai pirksti nesvilst, grabjot darbus ka karstas pankukas?

To més uzzinasim, tiekoties %o piektdien,
24. septembri, pl. 9.00, Citadeles jela 12.

Pata, blin, augsa.
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Macities

Izklaideties

Individuali,
pret citiem

Individuali,
par
rezultatu

Kopa par
rezultatu
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Know House

Empowering business

Dmitrijs Kalnins - Bergs
Konsultants, valdes priekSsedétajs

talrunis: +371 29294053
el.pasts: dmitrijs.kb@knowhouse.lv
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