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Despite detractors, interest in gamification is growing

N

well get nto this later
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HOME NIKE+ GEAR PLACES WHAT IS NIKEFUEL?

NIKE+ FUELBAND

LIFE IS A SPORT.
MAKE IT COUNT.

See how active you are and get motivated to move more.

3o of

Nike+

RUNNING FUELBAND KINECT TRAINING

Nike+ Nike+

Fithess

Nike+ Fuelband

LATEST NIKE ACTIVITY

See what's happening in Nike+ around the world
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Rewarehs

Viewing USsite +  Switchto UK
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My Account Earn Points Get Rewards Live Green About Us Get Help Corporate Info

Register Learn. Read. Or Take Food & Beverage Home & Garden How It Works Member Support Partner With
Lifestyle Who We Are Privacy Policy Recyclebank
Food & Drink Green Schools Membership Newsroom

o :
Holidays & Agreement Careers
ir Entertaining

Recyclebank

© 2013 Recyclebank - Recyclebank is a subsidiary of Recycle Rewards, Inc. Recyclebank is not a financial institution and is not engaged in the banking business



TravelSmart | Tracker Login | Register

l TRACKER beta

1. Log your trips 2. Measure your impact 3. See your results c m E

MY TRIPS | DASHBOARD GROUPS FEED

TravelSmart Tracker MY STATS S Fi

Log your trips, measure your impact, see your results. \ 1% R
Discover the Travelsmart benefits and the impacts of your \ b
daily travels. See how your choices affect you and the waremronad |} |
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Already on board? Login or Register.

Copyright ® 2013 TransLink | Privacy Policy
Send your suggestions to tracker@travelsmart.ca

Public Transit

https://trackertravelsmart.ca
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More >
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GreenBiz Group listed gamitication as
one of the top sustainable business
trends of 2012, noting that game
mechanics are increasingly used by
companies to provide “rewards for
making good, green choices”
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GreenBiz Group
Cleantech Analysts / Consultancy

Makower, J., State of Green Business. Green Biz Report, 20712
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Has informational and
motivational properties:
it provides a basis for
assessment and action,
and enables progress
towards a goal.

'~ ‘\nk

Aitken et al., J. of Applied Socia Psycho/agy 1994, F|scher J of Eﬂergy Eff/C/emcy 200
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Sensing and Feedback of Everyday Activities
to Promote Environmental Behaviors

Jon E. Froehlich

A dissertation
submitted in partial fulfillment of the
requirements for the degree of

Doctor of Philosophy

University of Washington

Program Authorized to Offer Degree:
Department of Computer Science and Engineering

Jon Froehlich, Sensing and Feedback of Everyday Activities to Promote Environmental Behaviors, PhD Dissertation 2071


http://www.cs.umd.edu/~jonf/publications.html

ﬂmo

stomization &

v S\ T
" R o
\‘ 'M. BRI S iy
e E Zael s A v
L
5 ) ’

o

; ‘ *}‘"&’ \./ hv\:‘ _‘

e B T s "
& Yo l_

L4 ~ a AW
: L & \ A
TS BN self-expression
* unpredictable ‘ 7
~ | reinforcement [







Progress Wars »
You just know the nextlevel is much
more awesome

goals

Your mission: Annoy A Drug Runner

immediate
feedback

progress
tracking

,\[b

Progress Wars is a parody by Jakob Skierning from Substance Lab — you should totally follow him on Twitter



By 2014, 80% of current gamitiec
applications will tail to meet
business objectives primarily
due to poor design.

8 Gartner Group
Technology Analyst Company

Gartner Group, Press Release, 2012, hittp://\www.gartner.com/newsroom/id/2251015



The difference is in the design and execution
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OPLWER



Opower’s mission is to give everyone,
everywhere, the information, control, and
motivation they need to save energy.



Traditional Bill.  Opower Bill:

? Fllanga P‘;az\og%r7 g Light Company
OX. P
Miami, FL 33102 Home electricity report

FPL. £ 12345

Please request changes on the back. The amount enclosed includes the following donation: 5 goxe
Notes on the front will not be detected, EPL Care To Share 3 R v o ples 0 provide this personalized report to
— you as part of t program, The purpose of the
report is 1o
B 2,3,4,7,8 4118 6 o 8
you understand your he

#BWNDJNGQ #%# AUTO *#CO 4501 yinthe :‘.."ff‘..f‘uf,r.(f' "
#0148843BQLB58 18/ 116049 Z

- Make check payable to FPL in U.S. funds
DELRAY BEAGH FL 334!‘5 350" and mall alcr?g‘\rm(h this coupon to:

© FPL fo Idoas for sadng enwrgy and
mimminmAnammaam il GENERAL MAIL FACILITY . You can find more tips al
MIAMI FL 33188-0001 www.ComEd.com/energyreport

Last Month Neighbor Comparison | You used 48% more than your efficient nekghbors

Account number Tolal amount you owe. | .- New chardes due by . | Amount enclosed
Jul 16 2008

707 KWh* HOW YOU'RE DOING:

Your electric statement Account number:
For: May 27 2008 to Jun 25 2008 (29 days) » GOOD ©
Customer name: Statement date: Jun 25 2008
Service address: Next meter reading: Jul 25 2008

GREAT

MORE THAN AVERAGE

Amount Balance

of your Add|tional before | New = z ,
last bill Pay{[\lenla [“ff"g;l)f] new [cia]rgcs ch(a:_gfs it : £ WHO ARE YOUR
- “NEIGHBORS"?

|_ 328.10 328.10 CR 0.00 0.00 | 295.43 §295.43

Meter reading - Meter 7TC18171

Current reading Amount of your [ast bill 328.10
Previous reading Payment received - Thank you 328.10CR Last 12 Months Neighbor Comparison You used 45% more eiectiicity than your neighbors.
kwh used Baiance befors new charges = §0.00 This costs you about $1,029 extra per year

Energy usage

Last New charges (Rate: RS-1 RESIDENTIAL SERVICE)
—Year Electric service amount
p o 33;? Storm charge
eruice days Gross receipts tax
KAy per By 108 Franchise charge
=The electric service amount Utility tax
includes the following charges: Late payment charge

Custemer charge: §5.34 Total new charg . e 828543

Fuel: §135.46
(First 1000 kWh at $0.052270) Total amount you owe $295.43
{(Over 1000 kWh at 30.062270) e

Non-fugl: $11038 - " )
iy N —— - A late payment charge of 1.50% will apply if not paid by July 16, 2008, and your

(Qver 1000 kKWh & 30,051660) account may be subject 1o being billed an additional deposit.
- Would you like one less bill to think about & help the environment too? Enroil in
FPL Automatic Bill Pay & your bill is always paid on time. Save time, postage,
check writing & paper. Plus, cut fuel consumption of cars & trucks that transport
checks. Enroll at FPL.com or see authorization form in this biil Personalzed 0O Set your thermostat for [ Choose efficient light O Look for the ENERGY
Action Steps comfort and savings bulbs STAR® label




A Gamification Lens

Home electricity report
m Account number: 1234567890
” Report period: 04/10/09 - 05/08/09

An Exelon Company

We are pleasad to provide this personalized repont 1o
your as part of a pllol program, The purpose of the
report is lo:

Provide information This repxrt is an educational
tool 10 halp you understand your home's alectricity
use in the contexd of olber homes.

Track progress We will help you loam about how
your home's usage changes over time and whare you
JOHN DOE lkely have opportunities o save.

Share energy efficiency tips On the back of the
ropont, we provide ideas for savdng energy and

etb o i e iconic rewards

Last Month Neighbor Comparison | You used 48% more than your efficient neighbors,

leaderboard

NETHPORS 707 kWh" . .

3 levels

feedback

This costs you about $1,029 extra per year.

2 e, goals

Last 12 Months Neighbor Comparison [ You used 45% more electricity than your neighbors.

(implicit)

4iOves

B it © TR o U .
- '~.O_____o_-"'o— "0.....0.__..0

AN AL AUG & CT NOV 0E JAN FEB MAR MAY




A Behavioral Science Lens

Home electricity report
w Account number: 1234567890
” Report period: 04/10/0Q - 05/08/09

An Exelon Compan
y We are pleasad to provide this personalized repont 1o

your as part of a pllol program, The purpose of the
report is lo:

Provide information This repxrt is an educational
tool 10 halp you understand your home's alectricity
use in the contexd of olber homes.

Track progress We will help you loam about how
your home's usage dhanges over time and whare you
JOHN DOE lkely have opportunities o save.

Share energy efficiency tips On the back of the
ropont, we provide ideas for savdng energy and
money. You can find more tips af
www.ComEd.com/energyreport

Last Month Neighbor Comparison | You used 48% more than your efficient neighbors,

social norm . Jp—

You 1,049

descriptive

feedback

Last 12 Months Neighbor Comparison You used 45% more electiicity than your nesghbors.
This costs you about $1,029 extra per year.
-

AY

|

|
i

|
Key: ‘
|

loss

aversion

g

Wyou =5 d’ ~O----.G 7 - e
e B s s P,

NEGHBORS | o B0 S Ll @ T OreneaQennnsO
W eFCENT

NEGHBOR AN L ALG & CT NOV DE IAN fie MAR AFR MAY
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Descriptie Norms

We invite you to join with us to conserve water
by using your towels more than once.

In addition to decreasing water and energy consump-
tion, you help us reduce the amount of detergent waste
water that must be recycled within our community.

Please hang the towels up if you wish to participate

in the program — if not, simply leave them on the floor.
©19%

We appreciate your help!

Goldstein et al., Using &

A descriptive social norm describes
what is typical or normal behavior in a

particular context:

“If everyone is doing it, it must be
a sensible thing to do”

e Environmental Conservation in Hotels, J, of C




4

& | iaa ' %,
We invite you to join with us to conserve water , GUESTS IN HELPING
by using your towels more than once, TO SAVE THE ENV|RONMENT
In addition to decreasing water and energy consump- |

; Almost 75% of guests who are asked to
tion, you help us reduce the amount of detergent waste | participate in our new resource savings program
water that must be recycled within our community. ' do help by using their towels more than once.

Please hang the towels up if you wish to participate You can join your fellow guests in this
in the program — if not, simply leave them on the floor, program to help save the environment by
reusing your towels during your stay.
QNSERV,,
-

'_.,5L 14 Via,
2 4(.

/}) »
R Tomonrro™ ’h
R romonroW

We appreciate your help!

. |

R We appreciate your help!
¢/ Laminated to reduce waste. gl Printed on recycled paper

Y Laminated to reduce waste.

standard environmental message descriptive norm message

Goldstein et al., Using Social Norms to Motivate Environmental Conservation in Hotels, J. of Consumer Research 2008



But there's a problem with social norms...
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A Behavioral Science Lens

ComEd.

An Exelon Company

JOHN DOE

descriptive

Home electricity report
Account number: 1234567890
Report period: 04/10/09 - 05/08/09

We are pleasad to provide this personalized repont 1o
your as part of a pllol program, The purpose of the
report is to:

Provide information This repxrt is an educational
ool 10 hadp you understand your home's dectricity
use in the contexd of olber homes.

Track progress We will help you loam about how
your home's usage changes over time and whare you
lkely have opporiunities o save.

Share energy efficiency tips On the back of the
ropont, we provide ideas for savdng energy and
moneay. You can find more tips af
www.ComEd.com/energyreport

Last Month Neighbor Comparison | You used 48% more than your efficient nelghbors,
social norm - . oo
1,049 i
You .
» GOOD ©
MORE THAN AVERAGE

feedback

Last 12 Months Neighbor Comparison [

You used 45% more alectiicity than your neighbors,
This costs you about $1,029 extra per year.
-
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-
-
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Injunctive

messaging

loss

aversion
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Social norms and €nergy conservation

Hunt Allcott

MIT, United States
New York Universi o, United St pes
ARTICLE INFoO ABSTRACT
This paper evaluates a series of Programs run
!

Article history: by a company called OPOWER to send Home Energy Report

Received 9 june 2019 etters to residential utility customers comparing their electricity use tg that of their neighbors, Using data
Received in revised form 2 February 2011 from randomized natural field experiments ar 500,000 treatment and control hauseholds across the United
:::T,i:f zn’:':r"’;t):::i” States, [ estimate that the 3Verage program reduces ENErgY consumpton by 20% The Program provides
additional evidence that non-price interventions can substantially and cost eﬂ'ectively change consumer
W bg_havior: the effect is equivalent to thatot_' a short-run electricity price increase of 11 to 20%, and the cost
Caq effectiveness compares favorably to thar of traditionaf ERETEY conservation programs, Perhaps because the
D2 reatment included descriptive sacial norms, effects are heterogeneous: households in the highest decile of
Los Pre-treatment Consumption decrease usage by 6.3%, while consumption by the (owest decile decreases by
Q41 only 0.3%, A regression discontinuity design shows tbardlﬂ'&renrcate_&pr[es of “injunctive norms" played an
. insignificant roje inencauraging relatively low users not o increase usage,
Alex Laskey from P! f,fzf ::’r'ms © 2011 Elsevier BV. All rights reserved.
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~2.5%

energy savings
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2,422,632,795

Kilowatt Hours Saved

L]
O P (_'_) W E R SOLUTIONS PRODUCTS CUSTOMERS RESULTS COMPANY 4

2 Terawatt hours

That’s enough energy to take the city of Sacramento off the grid!

WEBINAR

CNBC

Opower makes Disruptor 50 List Join us for our next webinar

Opower named top energy inn: Learn about EU's Energy Efficie

Earth Day at Opower >

Learn abo

our envirenmental impact

CAREERS

‘Want to help change the world?

We're hiring—dlick here to find cut

NEWSLETTER OFFICES HELLO, WE'RE OPOWER
Get the latest updates about the company and our products
()] 1515 N Courthouse Rd, 8th Floor ’
sent to you about once a month ) ;
Arlington, VA MAP : o

SIGN UP

(I) 642 Harrison St 2nd Floor
San Francisco, CA MAP M
e P i
(@) 83 Victoria 5t MEET THE TEAM JOINUS
London
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GAMIFICAT 10M
ECO-DRIVING



There (s a well known link between
DRIVER BEHAVIOR and FUEL ECONOMY

Greene, 1986 Ford, 2008a; Gonder, Earleywine, & Sparks, 2012,



Fuel economy can vary by up to
25% due to driver behavior

Greene, 1986 Ford, 2008a; Gonder, Earleywine, & Sparks, 2012,



Accelerating moderately

Economical Driving Anticipating traffic flow & signals

ool D X\V/I\[CH Driving at the speed limit

BEHAVIORS




SAVE




Feedback in the automobile
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Early steam-powered cars
had no speedometers!
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gas gauge
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Austin Torpedo, 1932; http.//go

speedometer!
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Then... a breakthrough




Real-time feedback
about fuel economy!




Then... another breakthrough




Toyota Prius

Japan Release 1997; Worldwide 2000




Constantly watching the mileage
measurements on the Prius's little video
screen is really a mobilized video
game. It's NOT simply driving a car.

Former executive editor at CNET

Harry Fuller, Raise your Prius gaming score, CNET News, 2006; httop://goo.gl/FnRmr



GAME

Kurani et al., 2010; Stillwater and Kurani, 2011



Prius Designed in Pre-Gamification Era




When we observed hybrid drivers, we
found they were going for high
scores, a gaming behavior that has
never existed in cars before. We
designed to accommodate it.

Steve Bishop
i Designer at IDEO
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Ford SmartGauge

Debuted in 2010

feedback +
feedback narrative
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ECO ASSIST

The Ecological Drive Assist System (Eco Assist) feature guides drivers to
realise the full benefits of Honda Hybrid Technology

Eco Guide when Ignition ON - Grow *leaf*
while driving. A more fuel efficient driving
Cummulatively/Long Term style will provide you with faster growth.

P “LEAF" GROWS IN EACE STAGE
0008 & mone foel efficient denving style

LOW  DRIVING EITICIENCY  HIGH STAGE1 STAGE2 STAGL3

Eco Guide when Ignition OFF - The grown
leaves will accumulate and gradually form
a trophy to indicate fuel-efficiency driving
level: Beginner, Advanced, Congratulations.

STAGE 1 STAGE 3

A 4

Y {0

BEGINNER ADVANCED CONGRATULATIONS

BLUT: UNECONOMICAL DRIVING BLUE GREEN: MODERATILY FUEL EETICIENT GREEN: FUEL-EXTICIENT DRIVING



Nissan Carwings . g

Regional Rankings ‘ World Rankings

® Regional Rankings

Your regional rank for Dec/2010 (as of December 16, 2010)
() Dec/2010

Your Score Champion's Score

Ranked Average Energy Economy

3 4 miles/KWh

Average Energy Economy

4 . 8 miles/kKWh

Bronze Silver Gold Platinum

Your Rank for Dec/2010




Are these systems successful?



ECO-DRIVING UNCOVERED

Analyzed 400,000 journeys by
5,697 drivers across 5 countries
Drivers reduced consumption
by 6% with eco:Drive
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GAMIFICATION

CRITICISMS

Overhyped and superficial
Play should be voluntary
Intrinsic vs. extrinsic motivation
Credibility and trust

Point inflation

Ethical issues

Undermines user agency



Gamification is an inadvertent con. It
tricks people into believing that there’s a
simple way to imbue their thing (bank,
gym, job, government, health) with the
psychological, emotional and social power
of a great game.

Margaret Robertson
Game Designer / Consultant

Margaret Robertson, Can't Pay, Won't Pay, 2010; http://goo.g/nu1l; see also http.//codingconduct. cc/Meaningful-Flay



At SCVNGR we like to joke that with
seven game dynamics you can pretty
much get anyone to do anything.

78 Seth Priebatsch
Co-founder of SCVNGR & LevelUp

Melissa Parrish, Q8&A with Seth Friebatsch, 2011, hitp://goo.gl/DafyP; see also http.//codingconduct.ce/Meaningful-Flay
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Welcome to Zema Good!

Thanks for stopping by. We're presently in
invitation-only beta, but if you're interested
in being the first to know about our public
launch, what e-mail would you like us to

ey Business Model:
comemmmmm B POrtNEr with utilities.

Join Qur Notification List

Pay virtual currency for
veritied energy efficiency.

If you're already a member of the Zema
Good Network, click here to login.

http.//zemagood. oom
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You will become [energy

N spite of you

rself becau

want that farm cash.

Eric Senunas

{ Co-Founder Zema Good, Inc

1 (DAarmmin~a Ao Ar N (A~ AR 1A A~ DR OO
Eric Senunas, Gaming as an Energy Efficiency Behavior Tool, BECC 2072
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Slide based on Sebastian Deterding's Meaningful Play talk;
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Intrinsic vs. Extrinsic motivation

Belonging

Autonomy Mastery
Power

Meaning

Learning Love

Self-Knowledge Fun

Leaderboards
Prizes

Money

Progress
Bar

Gold Stars




When sensors go wrong, gamification breaks.
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When sensors go wrong, gamification breaks.




When sensors go wrong, gamification breaks.

wll. AT&T 4G 2:11 PM s 4 82% (mm} AT&T 2 2:35 PM 9 77% [E3b P RunKeeper
E! RunKeeper FitnessAlert - New personal record...
[El] TIME 03:44 Activities  3/3/13, 1:45... Options - I
25.57 Avg minjrm Congratulations!
. TIME 04:00 You just achieved...

547

=8l Good Calories 3 3 : 49 Avgér;ins/mi

o New Personal Records

- Average pace in a week

Calories

- Average pace in a month

DISTANCE CURRENT PACE
9 02:20
'Y °
Miles Min/Mile

x and
- could not get a good fix and
IGZZVSkaeeeV;;SeOV does not properly smooth the signal



When sensors go wrong, gamification breaks.

ull. AT&T 4G 2:11 PM sl 4 82% (mm}p ... AT&T = 2:35 PM 7 77% E=p E! RunKeeper
==J RunKeeper FitnessAlert - New personal record...
[El] TIME 03:44 Activities  3/3/1 3, 1:45... Options -
25.57 Avg minimi Congratulations!
° 547 TIME 04:00 You just achieved...

=8l Good Calories 3 3 : 49 Avgér;ins/mi

Calories

o New Personal Records

- Average pace in a week
- Average pace in a month
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When sensors go wrong, gamification breaks.

all. AT&T 4G 2:11 PM 7 > 82% [mm} u_ AT&T = 2:35 PM 5 4 77% =)

RunKeeper
RunKeeper FitnessAlert - New personal record...
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When sensors go wrong, gamification breaks.

E! RunKeeper FitnessAlert - New personal record...
[Ell TIME 03:44 Activities  3/3/1 3, 1:45... Options I - I
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o 695
s o New Personal Records

- Average pace in a week
- Average pace in a month
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Some useful books

NEW YORK TIMES BESTSELLER
national bestseller

flew

PUNISHED
%
REWARDS

w L £ =50 %
2 - =
§ g .2 s -g gg GOLD STXRS
SrEE s
) < : :
S sm B 2g Improving Decisions Abou
e (e
Fhe<liay D TAEX 2 Health, Wealth, and Happiness . :
38G a5 The Hidden Forces That
@ ?D g % 3 Richard H. Thaler and Cass R. Sunstein Sh(lpe Ui Decisicons
0 3 o Revised and Expanded Edition written in the last ten years.
!‘,‘ 8 -~ Journal of Marketing Research
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4 ROBERT B.CIALDINLPA.D DAN ARIELY

NEW YORK TIMES BESTSELLER NEW YORK TIMES BESTSELLER
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NEW YORK TIMES BESTSELLER
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Daniel H. Pink

vvvvvvv oA Whole New Mind

THINKING, THE PARADOX OF CHOIGE

FAST..SLOW SWAY WHY MORE 15 LESS BARRY SCRWARTI

WOW THE CULTURE OF ABUNDANCE ROBS US OF SATISFACTION

THE IRRESISTIBLE
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BEHAVIOR

Proven Ways to
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Noah J. Goldstein, Steve J. Martin,
The Surprising Truth Robert B. Cialdini WINNER OF THE NOBEL PRIZE IN EGONOMICS

About What Motivates Us Bestselling Author of Influence




WHY THINKING-BY-NUMBERS

Is THE NEwW WAY TO BE SMART
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Some inspiring/useful talks



Don’t Plag Games vk - O
QWith Me! B 7 \ PAIDEIA AS PAIDIA

FROM GAME-BASED LEARNING
PROMISES AND PITFALLS OF TO A LIFE WELL-PLAYED

GAMEFUL DESIGN \ bastian Deterding (@ding; ) ww
Games Learning Society 8.0
bastian Deterding (@ding: ) ] June 15, 2012 : L
web directions @media, London, May 27, 2011 > 4
-

@® GAMIFICATION
AND ITS DISCONTENTS

Sebastian Deterding (@dingstweets)
Playful 2010, London, 24.09.2010

| Design for Persuasion
Brussels, October 2009

M

WHAT UX DESIGNERS CAN Y C
(AND CANNOT) LEARN FROM GAMES Ou an
Sebastian Deterding Play i/ V ]_t | I

UXCamp Europe
Berlin, May 30, 2010

Stephen P. Anderson Dan Lockton How to influence user behaviour:
2JOJ€) >stephenanderson | #lscon P Design with Intent

Behavior, Energy, & Climate Change Conference Nov 13, 2012 The DeSign and Evaluation of PrOtOtype Eco-Feedback
Displays for Fixture-Level Water Usage Data

N o

Applying Iterative Design to the Eco-Feedback Design Process

N

o T 5 : ¥ i i NIVERSITY O UNIVERSITY o NIVE . YO
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http://www.slideshare.net/dings/dont-play-games-with-me-promises-and-pitfalls-of-gameful-design
http://www.slideshare.net/stephenpa/ideas-you-can-play-with

Some helpful design cards






Dan Lockton
@danlockton

Design W|th Intent

101 patterns for influencing behaviour through design

Free download from danlockton.co.uk




Welcome About CV Services Research Publications Presentations Contact

About
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9,5 Theses on Gamification

The Gameful World

Book, M

Rules of Order

on, CPDP

Me in under 140 characters

. Ll o~
Don't Play Games With Me!

Sebastian Deterding designs and researches playfulness and persuasion in
digital media.

Short Bio

Sebastian Deterding is a designer and researcher working on persuasive
and gameful design (or »gamification«), user experience and video games.
He is broadly interested in how code shapes conduct — and how to put that

knowledge into practice.

He is a PhD researcher in communication research at the graduate school of
the Research Center for Media and Communieation. Hamburg University.
supported by a grant of the Hamburg Federal Initiative of Research

Excellence. His thesis looks into the use of game design elements to motivate
behaviour in non-game contexts. He is also an affiliated researcher at the
Hans Bredow Institute for Media Research in Hamburg, and works as an

independent user experience designer. Recent clients include the BBC,

Greenpeace, Omnicom Group, Otto, Xing and Schibsted, as well as several

startups. »Das Internet ist dezentral.«
He speaks internationally at venues like LIFT, Interaction, CHI. Web
Directions, and Playful and his work on gameful design has been covered by
The Guardian The New Scientist the Los Angeles Times and EDGE

Magazine among others.

Previously, he worked as user experience designer at Europe's largest
magazine publisher, GrunertJdahr and as Program Manager Multimedia at
o Y o DI, r hel. SRS | (e AN R - SR, T

Fiction As Play You (can) do (better)


http://codingconduct.cc/About

GENERAL

MILLS

The Gameful World

Approaches, Issues, Applications

A book questioning playful and gameful design and their
ramifications for Society, politics, ethics, design, and individuals.
Edited by and , 10 appaar with

in 2013.

Sign up to get a single 6-mail when the book is ready

Surveying
for Environmental SUsts
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\ / You made it through my talk!
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Hrespotter Labs, Jotly Rate Everything, 2011, http://youtu.oe/QMWVpbfZHHzC



