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wWaow, YOU're
WORKING ON
YOUR REPORT
ALREAPY? IT'S
NOT PUE UNTIL
THURSPAY!

YEAH, | KNOW...
MOM SAYS THE
PILLS I'M TAKING

ARE STARTING
TO WORK.

| THOUGHT
WE COULP 60
OQUTSIPE ANP
PLAY ... IT'S
SNOWING...
COLVINZ

WHAT? OH,
SORRY, | WASN'T
LISTENING. LOOK,
| REALLY HAVE
TO FINISH THIS




Essa nota ruim esta
acabando com a minha
autoestima.

Entao vocé deveria estudar

mais para tirar notas -
'_'r'

melhores

0 seu desprezo da minha
vitimizagao esta acabando
com a minha autoestimal
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Gamificacao

Guilherme Gomes Ferreira
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Diversao




Teoria da diversao
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Alguns numeros

® Avatar: US$237 milhdoes na estréia
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Fonte: http://pt.wikipedia.org/wiki/Avatar (filme)



http://pt.wikipedia.org/wiki/Avatar_(filme)

Alguns numeros

® Call of Duty Modern Warfare 3: US$400 milhdes em
sua estréia (EUA e UK);

Fonte: http://xbox360.ign.com/articles/121/1212246p1.html



http://xbox360.ign.com/articles/121/1212246p1.html
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56% acessam a Internet diariamente
35% acessam a Internet de
1 a 6 vezes por semana

' ;.
. -.l "' ‘
i

75% usam celulares
16% navegam na internet
por aparelhos celulares

Q7% participam
de alguma
rede social

79% produzem e compartilham
contetido na web
41% sao produtores de contetido
38% compartilham contetido
que julgam interessante
31% postam videos de producédo propria
24% publicam artigos ou
posts em blog préprio
04% apenas léem blogs, foruns e etc.

GERACAO Z

A geracao da Tecnologia
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are Clubs.

Richard Bartle
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Human Desires

Game i
MEEhH!"Ii[S b Achirvrement Expression Competition Adtrursm

Challenges

Gifting &

v
v

Charity

Figure 1illustrates the interaction of basic human desires and game play. The green dots signify the

primary desire a particular game mechanic fulfil's, and the blue dots show the ather areas that it affects.
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Difficulty

FRUSTRATING

Too hard/confusing

BORING

Too Easy

Time Spent Playing
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Aplicando em Sala:
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CHALLENGE AGGEPTED
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Kaidan: Commander. I'm glad to see you're okay. Losing Jenkins was hard on the crew. And I'm glad we
didn't lose you, too.

How are you holding up? Jenkins will be missed.

> W— el talk later.

Soldiers die.










Blitz germns allow you o0 cas
magic faster by reducing

Spell casting action
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Difficulty

FRUSTRATING

Too hard/confusing

BORING

Too Easy

Time Spent Playing
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My Neighbors | Invite Friends | Help | Get Horseshoes |

Blitherin' Tenderfoot

Reward(s)
Energy Refill

1 Horseshoe If p\“ III|
|’

.{1

* You've gained a level! Want to pass ;

[ some Experience out to your friends? | =
SIHARE EXPERIENCE .

: - : : - MARKET,
M O O O T --.




DEATH (LEGENDARY)
DAMAGE 296  weGHT 16 e §979

Target takes 51 points of frost damage to Health and
Stamina. Target fakes 51 points of shock damage, and half
as much Magicka damage.
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TOPRP SCORES

User Name Level
Player 10

Player
Player
Player
Player
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FOR A FAIR SELECTION
EVERYBODY HAS TOo TAKE
THE 5AME EXAM: PLEASE

CLIMB THAT TREE













Notas Evolutivas
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Receive Find Solution Receive Reward
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Rejoice in the
adulation of your
peers

Measure how you did

against others l//

..=f“'"\
“we are
nr:n‘r wo rThyI

- RRRRERRR
ERRERREL o










- 201

GAMIFICATION GOES
MAINSTREA

Gaemi-fiscae.tion(n.): el
R el Snd techm l)(xFﬂHll
from games to other areas of activity. i j

BRANDS 5

ADOPTING -
OAMIFICATION  in venture funding inve
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VIACOM '@ (YOU CAN COUNT ON)

L1

EVER
GAMIFICATION SUMMIT
JANUARY2011
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“Every startup CEO should
understand gamification.”

Bing Gordon, former executive of EA Games

Gartner Research includes gamification on their
annual Hype Cycle chart for Emerging Technologies

WEBSITE PUBLISHER SAVANNAH MORNING NEWS
SAWA FOR
GAMIFIED VISITORS

BEFORE AFTER
GAMIFICATION GAMIFICATION

b i g d 0/20 1 1 g ra p h i C Version with linked references and sources: big.do/2011graphic
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GAMIFICATION

Bv¥ INTRERIOD edRnNnin.c

SCORE:B.664%.49437 HIGH SCORE:B.6E73.309

Percent of American households
that regularly play video games:
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Percent of children who play video
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Emp layees Info. retention: 9% -
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Job skills knowledge:
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utilizing

Companies optimizing emp louee and customer
engagement outper formed competitors by:

X 7
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University of Colorado
Denver Business School




Gamification Market Size

Spending on Social Media Marketing and Gamification
(in billions)

$10 M Social Media Marketing
9 W Gamification
s8
$7 J
s6
s+
sa
$3
$2
s1+

So -1"‘ ‘ ! ! ! ! ! ! l"“
2010 2011 2012 2013 2014 2015 2016

W Source: M2 Research




Gamification*® How can
we use it to deliver truly meaningful experiences to students?

“Game players regularly exhibit persistence, risk-taking, attention
to detail, and problem-solving, all behaviors that ideally would be

regularly demonstrated in school.”— The Education Arcade at MIT

million people harvest their
crops on FarmVille every day.
' million play an average of
STUDENTS 45 hours a week of games.

in the U.S. fail to graduate from high school

every year. According to Joey Lee and Jessica
Hammer at Columbia Teachers College, “the Asa planet. we Spend

default environment of school often results in 3 billion hours awe ek

undesirable outcomes such as disengagement, ’ )
cheating, learned helplessness, and droppingout.”  playing video and computer games.

knewton.com/gamification-education gamification.org
"Moving Learning Games Forward" by MIT Education Arcade



+Making of the Maguxine +Jeremy Lin +NCLE +Now Seclal
Media Tamed the Internet + New Componition Toals +Mare!










