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•  Workplace	
  games	
  	
  
have	
  great	
  poten8al	
  

•  Integra8ng	
  evalua8on	
  
enhances	
  outcomes	
  

•  Illustrate	
  both	
  points	
  
with	
  some	
  examples	
  

My	
  Agenda	
  



Why	
  Workplaces?	
  

•  The	
  co-­‐worker	
  community	
  
– Frequent	
  interac8ons	
  with	
  peers	
  

•  Community	
  infrastructure	
  
– Email,	
  staff	
  mee8ngs,	
  intranet…	
  

•  Corporate	
  leadership	
  
– Mo8vated	
  and	
  in	
  charge	
  



Why	
  Games?	
  

•  Fun,	
  social	
  and	
  easy	
  
– Simplicity	
  

•  Feedback	
  
– Transparency	
  

•  Magic	
  of	
  POINTS	
  /	
  
compe88on	
  
– Built	
  in	
  mo8va8on	
  



Our	
  Game	
  

ü Leverage	
  Workplaces	
  
ü Personal	
  vs	
  Professional	
  Ac8ons	
  

ü Simple,	
  Holis8c	
  Approach	
  
ü Points	
  –	
  Not	
  Geek	
  Speak	
  –	
  for	
  Ac8ons	
  Taken	
  
ü Earn	
  Credit	
  for	
  New	
  and	
  Pre-­‐Exis8ng	
  Efforts	
  

ü Transparent	
  
ü Aggregate	
  Outcomes	
  



Which	
  Means	
  We	
  Have…	
  

•  Hundreds	
  of	
  players	
  
– Demographics	
  
– Teams	
  and	
  corporate	
  iden88es	
  

•  Thousands	
  of	
  ac8ons	
  taken	
  by	
  players	
  
– New	
  and	
  not	
  new	
  
– Ac8on-­‐specific	
  data	
  (e.g.,	
  type	
  of	
  game	
  console)	
  

•  Hundreds	
  of	
  photos	
  /	
  stories	
  about	
  ac8ons	
  



Lots	
  of	
  Ques8ons!	
  

•  What’s	
  working?	
  
– Can	
  we	
  enhance?	
  

•  What	
  requires	
  changes?	
  
•  What	
  are	
  players	
  saying?	
  
•  What	
  are	
  players	
  doing?	
  
•  Es8mated	
  vs	
  actual	
  savings?	
  
•  Persistence?	
  



Mul8ple	
  Evalua8on	
  Strategies	
  

•  Surveys	
  
– Baseline,	
  mid-­‐game	
  and	
  post-­‐game	
  to	
  all	
  
– Extras	
  to	
  specific	
  player	
  profiles	
  

•  Weekly	
  ac8vity	
  trending	
  
•  Post-­‐game	
  analyses	
  	
  
– Billing	
  analysis	
  
– Player	
  interviews	
  
– Data	
  mining	
  



Eureka! 



Sustainability	
  Is	
  Not	
  Transparent	
  

•  Baseline	
  lesson	
  
– Sustainability	
  is	
  important	
  to…	
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D	
  

Transparency	
  as	
  Game	
  Mechanic	
  



Transparency	
  Promp8ng	
  Norms	
  

15	
  players	
  
biked	
  to	
  

work	
  today	
  

22	
  players	
  
watched	
  2	
  
hours	
  less	
  tv	
  

today	
  

10	
  players	
  had	
  
a	
  meatless	
  
lunch	
  today	
  



Social	
  
Magers	
  
A	
  Lot	
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Why	
  Did	
  You	
  Par8cipate	
  in	
  Game?	
  





Lots	
  of	
  Poten8al	
  Triggers	
  

Watching	
  less	
  tv	
  =	
  
good	
  paren5ng	
  



Workplace	
  Games:	
  
Change	
  Is	
  Fun,	
  Social	
  and	
  Easy	
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