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Was ist Gamification?

= Einbringen von spielerischen Elementen in ansonsten
nicht-spielerische Kontexte.

Leistungsmessung und -bewertung

Wettbewerb (soziale Komponente)

Interaktive Geschichten

Begriff erstmals aufgetaucht in der zweiten Halfte von 2010, heiBes
Thema ca. seit Beginn 2011.
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Beispiel: ,,McNuggets Saucy Challenge”

McNuggets
Pk b |

Team Sweet & Sour

A tango on your tongue! Fruity-sour notes with the
flavor of peach and apricot dance deliciously with
sweetness and spice. One part sassy, one part sweet,

Photo: Larry D. Moore, CC-BY-SA 3.0 our dippin’ skills keep the crowd on ifs feet!

»Simon" by Milton Bradley, 1978

Start Over How o Play

.com/mcnuggets



www.mcdonalds.com/mcnuggets
http://commons.wikimedia.org/wiki/File:Simon_game.jpg
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Activity Streams.

Gartner Hype Cycle 2012: Technology

Internst TV
NFC Paymen

Private Cloud Computing
Augmented Reality
Group Buying Cloud Computing
‘Gamification Media Tablet
3D Printing
Image Recagnition
Context-Enriched Services
Speech-to-Speech Translation

Virtual Assistants.

In-Memory Database Management Systems
Gesture Recognition
Internet of Things
Natural Language Question Answering
Mobile Robots
“Big Dala" and Extreme Information
rocessing

and Management

Machine-to-Machine Communication Services
Mesh Networks: Sensor

Social TV
Video Analytics for Customer Service

Computer-Brain Interface,

Location-Aware Applications

Speech Recognition
Predictive Analytics
Cloud/Web
Platforms
Hosted Virtual
Quantum Computing, Deskiops
Human Augmentation
3D Bioprinting

Mobile Application Stores

s

Biometric Authentication Methods
Idea Management
Virtual Worlds QR/Color Code
Consumerization
E-Book Readers
As of July 2011
Peak of
Technology Trough Plateau of
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time
Years to mainstream adoption:
Olessthan2years O 2to5years @ 5to 10 years
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Wenig Klarheit, viel Definitionsspielraum

McNuggets Saucy
Jane McGonigal Challenge

(photo:
Like_the_Grand_Canyon,
CC-BY, via flickr)



http://janemcgonigal.com/
http://flickr.com/photos/like_the_grand_canyon/4608128702/
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Dies ist kein Allheilmittel

Ihr Profil ist zu

6 0% vollstandig,
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Kernfrage neu stellen

Wie mache ich
aus meinem Zeug
ein gutes Spiel?
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Wie macht man gute Spiele?

Beispiele gibt es geniigend.

thatgamecompany: Journey

Rovio: Angry Birds
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http://thatgamecompany.com/games/journey/
http://www.rovio.com/en/our-work/games/view/1/angry-birds
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Game Design

Schlechte Nachricht:
Gute Spiele zu machen ist schwierig.

Gute Nachricht:
Man kann es lernen.
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Vorschlage fur Einstiegspunkte

Game Design:

m Literatur: z.B. Tracy Fullerton — Game Design Workshop
® Game Design Blogs: z.B. Lost Garden, Sirlin.net
®m mehr Spiele spielen

Gamification:

® Literatur: z.B. John Ferrara — Playful Design

m Daniel Cook: What actitivies can be turned into games?

® John Ferrara: Messification: Why Games Should Be
Designed to Be Games First
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http://www.amazon.com/dp/1578202221
http://www.lostgarden.com/
http://www.sirlin.net/
http://rosenfeldmedia.com/books/game-design/
http://www.lostgarden.com/2008/06/what-actitivies-that-can-be-turned-into.html
http://uxmag.com/articles/messification-why-games-should-be-designed-to-be-games-first
ttp://uxmag.com/articles/messification-why-games-should-be-designed-to-be-games-first
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Freigabe und Download

SOME RIGHTS RESERVED
BY SA

Diese Folien sind unter CC-BY-SA 3.0 freigegeben.

Alle Bilder und lllustrationen, soweit nicht anderweitig gekennzeichnet,
stammen aus dem OpenClipArt-Projekt bzw. basieren auf Inhalten von dort.

Folien-Download und Feedback-Moglichkeit:

http://www.julian-fietkau.de/gamification_2012
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