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Nuestros clientes

Universidad Catodlica
X[ San José

—_— DELIVERY
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2\
Incubadora PQS
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e Fundacion Romero

PAD

ESCUELA DE DIRECCION
UNIVERSIDAD DE PIURA




Mimo
(BN "] THe caT

~.com

GAMIFICACION

Enfoque Empresarial

Sebastian Raposo M.

sebastian.raposo@bigmimo.com



VEAMOS UN GENIAL EJEMPLO

https://www.youtube.com/watch?v=SByymar3bds


https://www.youtube.com/watch%3Fv=SByymar3bds

DE QUE VAMOS A HABLAR HOY

PREHISTORIA  (asos pE xito

DISENO
COMPORTAMIENTO

crca BIOLOGIA

INCENTIVOS RIESGOS
LIDERAZGO FUTURO

APRENDIZAJE






HABLEMOS DE QUE ES LA GAMIFICACION

Es una
qgue utiliza elementos y técnicas de diseno de

y Ixs aplica en contextos

para motivar un



“VAMOS POR
PARTES”




HABLEMOS UN POCO DE
BIOLOGIA







COMO TOMAMOS LAS DECISIONES

DECIDE

SUPERVIVENCIA

Hambre, sed, suefio, sexo @
MUY Visual — Intuitivo - Impulsivo

www.bigmimo.com




COMO TOMAMOS LAS DECISIONES

SIENTE

EMOCIONES Y MEMORIA o—
Alegria, tristeza, amor.

DECIDE

SUPERVIVENCIA

Hambre, sed, suefio, sexo @
MUY Visual — Intuitivo - Impulsivo

www.bigmimo.com




COMO TOMAMOS LAS DECISIONES

PIENSA

RAZON, LOGICA, MORAL, LENGUAIJE
25% descuento, 2+2, etc.
Complejo — Lento - Controlado

o

SIENTE

EMOCIONES Y MEMORIA o—
Alegria, tristeza, amor.

DECIDE

SUPERVIVENCIA

Hambre, sed, suefio, sexo @
MUY Visual — Intuitivo - Impulsivo

www.bigmimo.com




SISTEMAS DE RECOMPENSAS

ENDORFINAS

NOS HACEN SENTIR BIEN

SUSTANCIAS QUIMICAS
DEL PROGRESO

www.bigmimo.com



VEAMOS UN EJEMPLO

Linked [}

L | 25% profile completeness

Profile Completion Tips (Why do this?

& Addaposiion(15%) e Feedback inmediato

% Add your education (+15%)

& Add a icture (+5%) * Progreso

% Add your summary (+5%)

< Add your specialties (+5%) ¢ CO m p I Etit U d

& Ask for a recommendation (+5%)



STEMAS DE RECOMPENSAS

OXITOCINA

NOS HACEN SOCIALES

| SUSTANCIAS QUIMICAS
ALTRUISTAS

www.bigmimo.com



VEAMOS OTRO EJEMPLO

Windows 7 Language Quality Game
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L Somcthing
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Coad wrong
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My R x

I | me Level Results I
— = «Optional - Enter your comments»
@ = 73 T4 I

I L w- 999
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VEAMOS OTRO EJEMPLO

Windows 7 Language Quality Game

Cardhon

— o[- [\ [N [ - | -

* 4,500 participants

[ | .
m | Micros

* Reviewed over 500,000 dialog boxes
* 6,700 bugs reported

* Hundreds of significant fixes
|




LA VIDA ES BELLA

T s A

1+ GOYA v 3 OSCAR
T3 mooR PrLICU « T L MOOR PELICULA EXTRANERA
<74 DTRANERA NI < MDOR ACTOR - Roberts Besign

L 11 NEOR MDA SN0

. ! I : ~
e
" 4
‘e

https://www.youtube.com/watch?v=y3BbkHuPYUs

A VYRR e, WA RS

de lm?a?dw

omon,



https://www.youtube.com/watch%3Fv=y3BbkHuPYUs

ELEMENTOS DE JUEGOS

y_Progressio
keas : —
/
- - /
Prxofile | Tearm Challenges g o
B News Pesd £ Levels
== R,

Kevin Werbach — Gamification Coursera



NUMEROS DE LA
INDUSTRIA DE LOS
JUEGOS




ALGUNOS NUMEROS

En las primeras

24 horas

Record
Guinness

29

Millones

De copias



UN POCO DE HISTORIA

2017-2021 GLOBAL GAMES MARKET

FORECAST PER SEGMENT TOWARD 2021

newzoo

$174.0Bn
$160.5Bn
£2018 Newzoo
$148.1Bn
$134.9Bn

$121.7Bn

MOSILE

$81.3
10%

2017 2018 2019 2020 2021

Source: ©Newzoo | October 2018 Quarterly Update | Global Games Market Report
newzoo.com/globalgamesreport

+9.3%

TOTAL MARKET CAGR
2017-2021

@ Boxed/Downloaded PC
@ Browser PC

@® Console

@ Tablet

. Smartphone



UN POCO DE HISTORIA




UN POCO DE HISTORIA

1912

Photo credit:
. http://en.wikipedia.org/wiki/File:Crackerjack2.jpg



UN POCO DE HISTORIA

1980

Richard Bartle

M Telnet british-legends.com

e standing on a path which leads off a road to the north, to a cottage
To the west and east are separate gardens.

Flower garden.
You are in a well-kept garden. There is an unexpectedly sweet smell here, and
you notice lots of flowers. To the east across a path there is more garden.
")
Cliff.
You are standing on the edge of a cliff surrounded by forest to the north and
a river to the south. A chill wind blows up the unclimbable and unscaled

s. At the base of the cliff you can just make out the shapes of jagged

As you approach the edge of the cliff the rock starts to crumble. Hurriedly,

you retreat as you feel the ground begin to give way under vour feet?

*leap

You are splattered over a very large area, or at least most of vyou

i The rest of vyour remains are, euvn now, being eaten by the seagulls
specially vyour eves). If you’d have looked properly before vou leaped vou

might have decieded not to Jjump?

Persona updated.

Would you like to play again?

MUD1: 1er entorno MULTIPLAYER ONLINE GAME




UN POCO DE HISTORIA

1980'present Juegos y aprendizaje

COGNTIVE AND WS TRICTIONAL SCOINCES MBS
O B0

What Makes Things Fun to Learn?

" SR e s e s e

A Study of Intrinsically Motivating
I Computer Games I

Thamas W Malone

EVISED AND UPDATED EDITION

Asgest 1080 “A tramsformative work. Gee is the Johany Appleseed of the
senous games movement. planting seeds that are springing
new growth everywhere we look.”

HENRY JENKINS, suthor of Convergence Calture
Where (N2 anéd New Meda Collnde

PALOALTO RESTARCHCENTIN

Cognitive and Instrectional Sclonces Growp
3303 Gayone Wb Read / Pote ARG / Catdasnis 14204
ol 1 Mt



UN POCO DE HISTORIA

2002-present

Serious Games

I ni1 ti1 ative




UN POCO DE HISTORIA

2003

\N

CONUNDRA

Welcome to Conundra's website!

Conundra is a UK-based consultancy specialising in “"Gamification”.

This means: we help mamyfacturers cvolve their electronic devices into entertainment platforms.
We then help them design, build and run industry partner programmes around new collaborational business models.
For these emerging platforms, we can also source, adapt or co-develop games and entertainments.
Moore's Law means that, soon, every device will become a game.
Redefine the rules of your industry!

For more information, contact Nick Pelling here.

https://nanodome.wordpress.com/2011/08/09/the-short-prehistory-of-gamification/



UN POCO DE HISTORIA

2007

% BUNCHBALL

JUst
got a whole lot

BIGGER

« spark « fuse ' a1 "




UN POCO DE HISTORIA

2010

http://www.youtube.com/watch?v=9NzFCfZMBkU
Jesse Schell



http://www.youtube.com/watch%3Fv=9NzFCfZMBkU

MAS USOS Y
EJEMPLOS




DONDE PUEDO USAR GAMIFICACION

COMPORTAMIENTO

* MARKETING * RH * SALUD
* VENTAS * PRODUCTIVIDAD *  FINANZAS PERSONALES
* CUSTOMER ENGAGEMENT * CROWDSOURCING * SUSTENTABILIDAD



VEAMOS OTRO EJEMPLO

'.~ 0 W: 2% @ 8% Practice Complete! +10 XP
— Ay
| 1
0 (°8°%)
Basics 1 l“\‘ _/"'

o 4) No, nada

Phrases Basics 2

duo[i;go ‘ ------------------------------------------

Food Animals )
- favor - English
“ 'S Spanish = excuse 10 XP away from meeting
i Hﬂ your goal

DO A
L(z 1<v)n \‘@/ N @ grn?




VEAMOS OTRO EJEMPLO

©® Inbox

wi.. Verizon = 5:27 PM

Back My mood

_ YOUR LAST REPORTS HAVE
' Waze newbie (Gotta drive 100+ mi. BEEN NOTICED!
'tp access other moods)

i,.. C.\a Waze newbie v \ @ @ @
Exclusive moods (available to the
previous week's top scoring 7 3 5 9 9
razeonY) |

/ o Gold ‘

0 Siver ’
| | Tu nivel: Wazer Caballero
l O Bronze "

Tu rango: 36.528
_Everyday moods (available to all) ‘

& o | sewby

| (© LoL

~3325 puntos para el siguiente nivel

rd=)

Thanks!

For helping Wazers nearby!




VEAMOS OTRO EJEMPLO

Manejar dentro del limite de velocidad




VEAMOS OTRO EJEMPLO

Manejar dentro del limite de velocidad

https://www.youtube.com/watch?v=iynzHWwJXaA&t=35s



https://www.youtube.com/watch%3Fv=iynzHWwJXaA&t=35s

VEAMOS OTRO EJEMPLO

Manejar dentro del limite de velocidad

— 4N

» Average speed in Stockholm
trial decreased from 32 to 25

kmph.

https://www.youtube.com/watch?v=iynzHWwJXaA&t=35s



https://www.youtube.com/watch%3Fv=iynzHWwJXaA&t=35s

QUE NO ES
GAMIFICACION




HABLEMOS DE QUE NO ES LA GAMIFICACION

“Hacer de
TODO un juego”

Los juegos NO ocurren en la “vida real”



HABLEMOS DE QUE NO ES LA GAMIFICACION

“Jugar en “Jugar en el
COMERCIOS” TRABAJO”




HABLEMOS DE QUE NO ES LA GAMIFICACION

“Simulaciones a traves
de JUEGOS”




HABLEMOS DE QUE NO ES LA GAMIFICACION

“ADVER-GAMING”

Green C‘undlcs GREEN'S MOVE vm.m(mc 18() | Your Candiex
q

19
Bl - l Ill -
@ | 000 |
;JLJ;ALJ

rﬂr\rﬂrﬂrﬂrwrﬂ
m'! ! m  m| m
LJLJ&JLJLJLJLJ

OO
LJLJ\J&JLJ\J\J
W HEEER-EER
’
m HEERE-BEA =
llllllll > 7
( guit  Round 1 ’%




HABLEMOS DE QUE “SI” ES LA GAMIFICACION

Aprender de los

para afrontar desafios de |la

iHacerlo



GAMIFICACION
¢QUE DEBO CONSIDERAR?




TIPOS DE MOTIVACION




TIPO DE JUGADORES

Acting
A

Killers Achievers

Players » World

Socialisers

A4
Interacting



FLOW: Mihaly Csikszentmihalyi

>
. —
=
-
+
Q

Player Ability




FRAMEWORK DE DISENO

Kevin Werbach

Gamification Design Framework &P
(6D)

Define Business Objectives
Delineate target behavior
Describe your players

INKING
JTIONIZE

WWUR RUSINESS

Devise activity loops f;\,‘f"ﬁ‘rg:};'

Don’t forget the fun

.t e N =

Deploy appropriate tools

KEVIN WERBACH
DAN HUNTER

AT
BV

Embedded

Narrative

- Components (e.g. points,
badges, avatars, virtual
goods, leaderboards)

- Controls (e.g. task timers,
user turns, skill tests)

- Courses (e.g. quests,
levels, groups)

MDA

D
&
N

Emergent
Narrative

- Context

- Constraints

- Choices

- Chance

- Consequences
- Completion

- Continuation

- Competition

- Cooperation

Interpreted
Narrative

- Challenge

- Commendation
- Confidence

- Cognizance

- Creativity

- Contribution

- Community

- Compliance

Andrzej Marczewski

Andrzej's Gamification Framework

€1 know WHAT | am going to Gamity [ Y

€l know WHY | am gamifying it | @Think like a games designer

&1 know WHO will be involved | €Try to make & voluntary
&l know HOW | am gamifying it ‘ “Plan for CHEATERS
¢l have ANALYTICS setup | “INTRINSIC > exdtrinsic
¢l have TESTEDwith users | Don'tbe EVIL
( ¢l have ACTED on feedback ) | éRemember the EUN
| #Be SOCIAL

¢! have RELEASED the solution

“Lots of things have the bells and whistles, but not the heart of a game”™
Jane McGonigal

© Andreey Marcrewski 2012




GAMIFICACION
EMPRESARIAL




Intranet Engagement

DONDE PODEMOS APROVECHAR GAMIFICACION

FOLLOW SAP COMMUNITY
NETWORK

‘Beld -

My Contributions
* Last Contrivution 2010772011
* Points in last 12 months 1480 &

Contribute on SCN
* How Io Contribute

* Recognition Progam Overview

. an m FA

Quick Links

* Lstof Contributors

* Find he Expen

* Coninbutng Companes
* SAP Maenions

RUN BETTER WITH SCN

* Leam how Customers and
Partners RUN BETTER
* Contax Inc, CTO uses SCN
* Wk Disney Compary uses
Hadey-Oavidson uses SCN
* Bose uses SCN
Biog on SAP Customer Panel
at SAPTechEd

CURRENT LIST OF THE LEADING CONTRIBUTORS IN ALL AREAS

Looking for an expert in 8 particular ama? Below s a kst updaled real-ime 10 show who ane the leading contributors in each area on
SCN. This includes contributions in forums, biogs, wild, artides submission eic

ABAP Development:

max bigneh
Michele Crapo &
Baymand Glusepel ™
Clernens L ©

bW -

Vined Kumar &

Business Objects

Tarrery Powiss T

Ingo Higafon & &

i Zieerba 227 &
Stoca 27 0

Jason Eveey & 0

b wN -

Business Process Management:

1. Rick Bakkar ™
2 wWn

3. Sacjupal ®
4

5

Business Process Expert:

nlanian chattades
Noman Marks &7 ©
Daddario = 7

scha TH 00 7 1

Jobn Chos &7 ?

1
2
3
&
5

Business Solitione-

Enterprise Resource Planning:

1. Suit Guisr ™
2. ErsFighter ®
3. Do-Wook Kim ®
4. Apand Rao &
5. Dogboydg

Financials:

1. Algy Mabwahwari 7

2. Al Faroog &

3. Bermbard Krchoer 257 0
4. Christian Oriner

5 Mural Babu N7

General:
Erc e &

Fabio Almaida &7 &

1
2
3 TomC -
4
5

Human Resource Management:

1. Sigghanh Rajors &7 &
2. Sikindar

3. Rémi Comiveay

4 Pryveec Traan ™

5 Maurci Ghem &7 0

Security:

1 LN ﬂj seche
Regine Schimmer 2> &
Martin Voeos ©

Frane Micevic =7 &

P Arpan ™

A wN

SOA:
1. Deapa lyer 27
Udo Pakzer 227 &
- o
exander chub 257 &
WyStrign

MDA wN

SAP xApps:

dipankar Saha
2. Sharad Agrawsd
3. Sdnvas Reddy 2
a4 h
n

b and
i 2 ®

2xranm

SAP NetWeaver Application Server:

Chrig Keenaghgn ™
Markus Doaty
Kenneth Maguire &7 %
Nits Byercial Z7 0
Sunnry Pahuis &

AN

Sales and Distribution:




DONDE PODEMOS APROVECHAR GAMIFICACION

Productivity Enhancement

&&&&&&&

(S SR =




DONDE PODEMOS APROVECHAR GAMIFICACION

Efficiency Enhancement

&
Il Pause 25 emails

A cre N c o o

g

NEWS: ZuluTime Issued Patent for Groundbreaking "Location Aware"
Wireless Networks

From: "MobilityWire" <media@mobilitywire.com>
To: tps@webworkardally.com
Date: Tuesday, April 12, 2011 at 2:40PM

ZuluTime Issued Patent for "Location Aware" Wireless Networks

Patent covers technology that enables first-ever location aware networks that immediately locate any
device upon connection

WILSONVILLE, Ore. - Mcbiligx\ﬂlireO = April 12, 2011 - ZuluTime, LLC (www.zulutimecorp.com) announced

AL OO OO L " . i O o




DONDE PODEMOS APROVECHAR GAMIFICACION

Innovation

DWP e Idea Street (S cotrt i wrs & search

1och & Famous « Sham Leadetoss

Share Leaderboard

Oy
Last Trede Tatel
Camparny Pxe Daly Change Volume  Maket Cap Trade
=% Encourage universal use of email signatures 94.05 £ 0.00 (0.00%) 0 3,313,544 lﬂ S
u:' Many people in OWP do not have amal signatures. I the emad bw”..l,
v racivent mishes 1o ring them ey are then requived (o ook them up in

Kate Bennet  the staff divectovy; & maste of time that i sometimes futhe as the
directovy s nol afmays wp to date,

r Link 10 Googhe Maps (Street View) 8§7.34 20.00 (0.00%) 0 2,575,105
, ¢ View - buy/sell |
Now that Google has most of the country coveved with its Stroet View ]
e

Amages. X nould be very usefd fo have somenwhare on the intranet 3
Paud Beatbe Ast of &0 affices math a Google Map ok, wineh can than be wewed 0
Street View.

Train FLSMs to Train Users 82.51 £ 0.00 (0.00%) 0 1,703,997 Wl
I know theve are similer idéas out there, 0 T kewp this once concise, bw_lul‘

FLSMs should be trained o delver a bier, basic IT Merxcy cowse &0
users who need it

™ one password for Opstrat 82.1% £ 0.00 (0.00%) o 1,655,068
& buy/sell |
n T harve about fowr colums of access to Opstrat in my sef wp, Exch uy ]
. AGQUSS @ SepWate password and in many cases T hawe 10 use
Peter peudo. We ae aN in the same situation.
Traynes

For goodness sake - as FLSMs can we not have an




DONDE PODEMOS APROVECHAR GAMIFICACION

Mimo
THe caT

€ 1000500 )10

©e e

Mis Marcas Retos Recompensas

Invitaciones Mimo Cards. Tnda

ESCANEA

tus actividades

Customer Experience

CUESTIONARIO 15"

0000900 ®

En escalade 0210, ;Cudn probable es
que Nos recomiendes con un amigo
colega o familiar?

N -
jGanaste!

Descubre cual es tu premio
tgcando elpaquete‘

Vst
&lo’
= ({

©
QP e—
ssee. ENTELPOWER 4G 15:18 B2 % -

Descubre Llas esferas

JACKPOT 210

@ & &

o (Hs2

MINIACKPOT 75
2396

LIFTING
CAPILAR

149

Este premio es séloparatiy
por 1 hora

Envez de S/249, s0lo pagas S

i




DONDE PODEMOS APROVECHAR GAMIFICACION

Mimo y
THe CaT (

M Positivo
Neutral

Experiencias General ¢

Rcu. men dc Inm(.) 3o

Customer Journey

(
I Mide en VIVO tu
I
I
\

Conccimientos &

Atencidn Ambiente Limpieza Recomendaciones

Experiencia PF

La Molina

mimothecat

Ranking de mejores
locales y
colaboradores

i

Chorrillos 1
La Molina
mimothecat

mimothecat
Mirafiores
La Maolina
Chorrilics 1
Chorrilles 2

La Maolina
Miraflores
Chorrilios 1
mimothecat
Chorrillos 2

Experiencia PF
Atencién
Conociméentos & Recom..

Miraflores

Chorrillos 2

Miraficres
Chorrillos 2

\
!
!
!

Umpieza

mimothecat

Ambiente




DONDE PODEMOS APROVECHAR GAMIFICACION

Mimo
THe caT

"

NPS® (Net er Score®)
. . tract: I 4 r
Indice de recomendaciones de la marca. NPS = % Promotores - % Detractores. Il Detractores Resaltar NPS.Valol
£Qué tan probable es que te recomienden a amigos o [AIESESIVN " @ Neutrales b

colegas? NPS<0 B Promotores

80 88 90
- At 76 76
T en 72
o ou
o
[c}
£ 40
z
20
1deabr 8deabr 15de abr 22 de abr 29 de abr 6 de may 13 de may
San Miguel Push Delivery Hikari P. zaguirre zaguirre push La Molina mimothecat Minka Pro Rimac Rimac Push San Migue
04/19 05/19 Total
Pro 100 100 100

Deliverv Hikari PRO 00 90 90




DONDE PODEMOS APROVECHAR GAMIFICACION

Mimo
THe caT

Recovery presanta informacién oportuna para realizar acciones

correctivas sobre chentes que han reportado una mala experiencia

Tendencia de Malas Experiencias Resumen de Indicadores (sslo experiencias negativas)
05/11 19/11 26/11 31/12 21/01 28,01 04/02 11/02 18/02 25/02 04,03 11/03 18/03 25/03 01/04 08/04
Limpieza
Ambiente
| - T Experiencia PF
Conocimientos & Recome..
Atencién . D D . D
Sobre la relacion PRECIO " = . H N
Usuario de Experiencias
Negativo Muy Negativo
aav.rdm@outicok.com 40 A Ve entos & R enda mimothecat a
adcs1995@gmail.com N O
ale_gcl996@outiocices Alex " Sahre re An PRE A AD [ , 4 2 Moling . 18 >-20 o
alejandro.valdivia93@hotmail.com u]
alessandra_calixto31@hotmail.com xperic f horr |
8 a
1 O
m|
a
af O
! O
alexiuisoropeza@gmalil.com .
! O
T 8|
alexmorales994@hotmail.es |




DONDE PODEMOS APROVECHAR GAMIFICACION

RRHH

* Onboarding

 Cultura (adherencia y conocimiento)
* Entrenamiento

e Revision de rendimiento

* Reconocimientos

 Feedback continuo



CRITICAS, LIMITES Y RIESGOS



CRITICAS, LIMITES Y RIESGOS

* Potencial abuso y/o manipulacion



CRITICAS, LIMITES Y RIESGOS

* Potencial abuso y/o manipulacion
« ¢Cambio de comportamiento o nuevos habitos
adictivos? Dopamina



CRITICAS, LIMITES Y RIESGOS

* Potencial abuso y/o manipulacion
« ¢Cambio de comportamiento o nuevos habitos

adictivos? Dopamina
 Tableros de posiciones y Status



CRITICAS, LIMITES Y RIESGOS

* Potencial abuso y/o manipulacion

« ¢Cambio de comportamiento o nuevos habitos
adictivos? Dopamina

 Tableros de posiciones y Status

 Evolucion continua del disefio de “juegos”

 Motivacion extrinseca



CUALES EL FUTURO

Sight

https://www.youtube.com/watch?v=IK cdkpazjl



https://www.youtube.com/watch%3Fv=lK_cdkpazjI

LA DIVERSION PUEDE CAMBIAR
COMPORTAMIENTOS PARA MEJOR




Mimo
THe CaT
.com

contacto@bigmimo.com
(+51) 961 599 040

C00©O

Incubadora PQQS
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Mgtr. Juan Mamiel
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Master en Administracion de Empresas
de Internet por el IEBSchool, Espana.
Certificacion de Ideo "Foundations

in Design Thinking".
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www.digitalbreak.pe/designthinking

Formato e inversién

El curso tiene una duracion de 9 horas lectivas. 3 sesiones de 3 horas cada una.
Se entregara certificado.

- — — /\E
— o — v
Dia1 Dia 2 Dia3 Preventa 350 soles
Lunes 27 de mayo de 7:00 p.m. Lunes 3 de junio de 7:.00 p.m. a Viernes 7 de junio de 7.00 p.m. Precio regular 400 soles.
a10:00 p.m. 10:00 p.m. a 10:00 p.m. WeWork - Av. Javier Prado Este

476 - San Isidro.



http://digitalbreak.pe/designthinking/

