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* 551 respondents

* Combination of PU\YNEH] WN
national, multi-national
and global companies 228

* Most have primary QQ
responsibility for org.

learning
 Published March 2014
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is the integration of game characteristics and
mechanics into a real-world training program or
task to promote change in behavior. Gamification
is often used to motivate and engage people.




are simulations that have added elements of
games such as story, goals, feedback, and play.
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FIGURE 5: LEARNING FUNCTIONS USING GAMIFICATION OR SERIOUS GAMES
— ARE IN THE MINORITY

Which of the fullqwirlg dascribes your organization’s use of gamification and serious games?

We currently use for leaming. _ 25%
L %

We cumrently use, but not for leaming; we use for . 5%
other reasons such as marketing or customer outreach. . 4%

We curently do not use for leaming, but are I 6%
considering its use within the next year. | L 3%

_ 19%
We do not use in leaming and are not considering it. D 2

Don't know - 6% B Gam ification

- 12% T Zarioua games
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FIGURE 6: USERS SAY GAMIFICATION AND SERIOUS GAMES FOR LEARNING ARE EFFECTIVE

Overall, how do you rate the effectiveness of your organization's learning programs used
for gamification and serious games?

-

Very high extent

High extent

Moderate extent

Small extent

2% -
Not at all N W Gamification
. 2% I Serious games




Anticipated benefits of implementing gamification
and serious games in organizational learning:

Enhanced employee engagement in learning
Improved learning retention

Increased organizational performance

i4cp $astp
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FIGURE T ENGAGING EMPLOYEES IN LEARNING 15 THE MOST SOUGHT-AFTER BENEFT
— OF BOTH GAMIFICATION AND SERIOUS GAMES

To what axtent do you seak the follpwing banefits by using leaming gamification and serigus gamas

in your prganization?

Enhanced employee engagement in learning

Improved learning retention

Increased organizational performance

Enhanced engagement of younger employees

Improved learning completion rates

Strengthenad culture of innovation

Increased competitive capabilities of employees

Imprewed product quality

Increased profits

Improved safety

Mare robust social network within the organization

I 72
F i st
I 7
] s0%
I
R 6%

I -
] e

I -
D P
I s
] s

I s
P 7%

e
R 51%
I 45
P e
E—
B
[ = Gamfication
[T 2% s Serious games

Parcantage of respondants reporting “high axtent” pr "wvery high extent.”
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FIGURE T ENGAGING EMPLOYEES IN LEARNING IS THE MOST SOUGHT-AFTER BENEFIT
E—— OF BOTH GAMIFICATION AND SERIOUS GAMES
To what axtent do you seak the follpwing banefits by using leaming gamification and serigus gamas
in your prganization?
. . 2%
Enhanged eml ot | I
nhanced employee engagement in learning e
Improved learning retention I, 70°%
e e
Increased organizational performance _ 63%
] e
I s+
Enhanced engagement of younger employees
D 56
, , I 7
Improved learning completion rates
D
Strengthenad culture of innovation I <=
e s
Increased competitive capabilities of employees _ 1%
I 47%
| T
Imprewed product quality S st
Increased profits | MMNNNN 6%
P %
|mpmved Eafet? _ 4%
I e
Mare robust social network within the organization _ 32% = Gam ification
T @% o sarious games

e Parcantage of respondents reporting “high axtent” or “wary high extent. "




For which of the following learning and development initiatives does
your organization currently use gamification?

— 49%

43%

Employee training (i.e. it’s included in standard
learning programs for all employees )

New employee orientation/onboarding

High-potential employee development programs

Sales training

New manager training

Executive leadership development programs

Manufacturing/Operations training

22%

i

34%

34%

31%

29%
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For which of the following learning and development initiatives does
your organization currently use serious games?

Employee training (i.e. it’s included in standard

. 51%
learning programs for all employees )

|

High-potential employee development programs 43%

37%

New employee orientation/onboarding

New manager training _ 34%
Executive leadership development programs _ 33%

Manufacturing/Operations training 27%

|




SUTEVE  ORGANIZATIONS PREFER TO DESIGN GAMIFICATION AND SERIOUS
GAMES INTERNALLY

Regarding learning applications for gamification and serious games, does your organization
take the following actions?

Rely on internal learning staff _ 83%
to design applications | [ 71

Rely on intemnal staff to deploy | [N 65
and maintain applications | [ 3%

I 5
D S1%

I
Involve internal IT staff to help with design W 1%

Use an outside vendor to deploy | NN 41%
and maintain applications | [ 439

Contract with external instructional | [ NRNRNNREEE 40%
designer(s| to create apps | [ 41%

Host the applications on corporate servers

——
Use an extemnal hosting provider
D 3
Invalve internal industrial psychology or | [ NN 32% W Gamification

behavioral specialists to help with design | [y 40% # Serious games



s of ExternalVengor
of External Vendor

* Tested design and features.

* Crowdsourcing of product features.

* Focus can be on learning, not designing the
gamification experience.

* Vendors have the necessary IT and design
resources.

* Many gamification solutions are turnkey with
little customization needed.

i4cp astD



Is internal design the best approach?

Careful not to jump into graphics before
constructing a solid gamification-type platform.

Game design is a complex undertaking
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LEARNING LEADERS BUDGET FOR GAMIFICATION AND SERIOUS GAMES

Does your organization have a budget allocated for gamification and/or serious games?

44%
| 42% I
(5]
S I I = I

B Gamification M Serious games

FIGURE 15:

Don't know




FGURE PRACTICAL CONCERNS TOP LEARNING LEADERS® LISTS OF BARRIERS TO
- GAMIFICATION AND SERIOUS GAMES USE

Towhat extant do you considar the foll owing barriers tol eaming gamification and sarius gamas
in your organization?

Lack of trained professionals (in psychology,

I
metrics, ete.) to support gamification | [ 3%

Lack of infrastructure to support gamification _ 5%
e s
[ BB
Lack of capability to interface with existing LMS
P
[ E3

Cost of implementing gamification _ 47%
E—
Inability to document ROI of gamification

[ 2%
20%
Lack of senior leadership support fendorsement = 24%
Lack of itwith cutwre | RN 4%
T 2%

Content not suitable for adaptation to gamification - n%

R e

Potential for negative reactions by employees | [ 2%
(i.e, Tealing manipulated or becoming over-competitive) - 14%

Potential for employees to cut corners - 7%
in leaming to level up - 1%

Potential for employees to regard | [l 8%
learning less serously - 12%

W Gamificati
Potential for employees to regard work less serously . % amifcation

- 1% I Serious games

Parcantage of responaants reporting “high extent” ar “vary high axtant. ™
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Are gamification and serious games here to stay
in organizational learning?




Then, out of nowhere, she flew into my office,
like a boss who had a problem that needed
solved ...

Game design is
about engagement
first, content

second.

Well, here is the next clue, do we : \X

Put the learner at risk.

Let the learner safely explore the environment.




* |dentify appropriate content and goals

* Take design seriously

* Provide excellent content
e Start small

* Measure results
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Keep in touch!

Visit ASTD Research on Facebook and Twitter

If you have questions: research@astd.org



mailto:research@astd.org

