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WORKSHOP:
GCamifikacia:

Ako moze herny dizajn
pomoct v kulture a
vzdelavani?

LOADING GAME
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NASE CIELE:

Co chceme
dnes dosiahnut:

Zoznamit sa

(@) Objavit moznosti
O Osvojit si zrucnosti
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KTO SME?

Studio, v ktorom pomahame
tvorit lepsi svet pomocou
herného dizajnu
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S KYM SME SI UZ POTYKALI?

G ZASTAVME Y —
Kde Vsade SMme ‘KORUPCIU %—
gamifikaciu
vyuzili EOAS
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gamifikacia?

LOADING GAME
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ZAKLADNA MYSLIENKA GAMIFIKACIE
e Q@ —
Ak su hry dizajnované,
vieme tieto postupy pouzit
inde?
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Musi to byt digitalne?

Aké formy realne moéze mat?

Zakladneé
otazky

Musi to byt zabava?

Gamifikacia = hry a zabava?

Dokazem to spravit
svojpomoche?

Cesta ku projektu
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Musi to byt digitalne?
Formy gamifikacie

LOADING GAME
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b C.OSSCFOft FILTERS ™ Q Play Classcraft | (SIGN UP)

Make learning an adventut

' ,.. %1-~ _ E: |
< Connect with your students through stories "l
Al set in the Classcraft universe.

4 DISCOVER STORY MODE NOW
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Boire et Manger Mesopotamia WebQuest It's Just a Phase Understanding Hunger Book Clubs
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Musi to byt zabava?
Gamifikacla = zabava a
Nry~?

LOADING GAME
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WORKSHOP:

Dokazem to spravit
svojpomoche?
Cesta KU vilastnéemu
orojektu

LOADING GAME



NARUSAT PREDSUDKY
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OBSERVE

Do you feel safe in this
place? What are the things
that make you feel safe?

#beentheretogetner
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Musi to byt digitalne?

Aké formy realne moéze mat?

Zakladneé
otazky

Musi to byt zabava?

Gamifikacia = hry a zabava?

Dokazem to spravit
svojpomoche?

Cesta ku projektu



LOADING GAME




Budget, Nizka
priorita,
Stakeholders,
Nadriadeni,
Podriadeni,
Odolnost voci
Zmenam,
prechadzanie
p—4 P zmenou, Vysoka
Co stoji v ceste? v
~ nespravny cas,
nespravne
medium,
absencia
projektového
riadenia, kopor,
filremna kultura,
SAP, Internet
explorer 9,
komunita,
nepisanée pravidly,

Vsetko



v

Ziskat optiku a
vyrazové prostriedky
herného dizajnéra
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O Povrch

Zlozenie
amifikac

Game experience, aesthetics, interactions, UX

Stredna vrstva

Mechanics and dynamics, rules, restrictions, call to action,
game loop.

1€

Jadro

Personalities; Motives; Goals; Environment; Culture;
Technology; Business case
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Co na hrach funguje?

e Q‘{éﬁ‘ —

Pomahaju napinat potreby podla
Maslowovej teérie hodnot

Tuzba sebarealizovat sa; Vyhrat nad konfliktom; Dokoncit nieco
velké; Prekonat tazku prekazku; Objavovat nepoznané;

(XEO Design, 2004)
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BEZPECNOST




BTQ@ —
Hlavne take-aways herného
dizajnu

Autonomia a vplyv Spatna vazba
Riadite svoju cestu k cielu. Vzdy viete, ako si na tom

stojite a ¢o mate robit.

Adekvatne vyzvy Pocit bezpecia

Viete, ze Uloha je urcite zvladnutelna. Chyby ako sucast ucenia sa.
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WORKSHOP

Ziskavanie
vyrazovych
prostriedkov

LOADING GAME



Povrch

Game experience, aesthetics, interactions, UX

Stredna vrstva

Mechanics and dynamics, rules, restrictions, call to action,
game loop.

Personalities; Motives; Goals; Environment; Culture;
Technology; Business case



HRA 1:

Ako docielit toto?




AKO HRY MOTIVUJU HRACOV

Ludska motivacia je...komplikovana

Search results

QQ Motivation theory

Bl o

Content pages Multimedia Everything Advanced

There is a page named "Motivation theory" on Wikipedia

Motivation

Machr and Mcyer, "Motivation is a word that is part of the popular culture as few cther psychological concepts are."
Mativation theories can be classified

124 KB (75,956 words) - 1933, 18 February 2018

Motivation crowding theory

Mativation crowcing theory, in labor economics and social psychology, suggests that extrinsic motivators such as
monetary incentives or punishments can

5 KB (513 words) - 11:22, 6 February 2018

Temporal motivation theory

Temporal motivation theory (TMT) is an integrative motivational theory. Deve oped by Piers Steel and Cornelius
J. Konig, the theory emphasizes time as

4 KB (560 words) - 19:18, 19 April 2017

Protection motivation theory

Protecton motivation theory is a theory that was originally created to help clarify fear aopeals. The orotection
motivation theory oroposes thzat people

16 KB (2,065 words) - 02:26, 31 January 2018

Expectancy theory

(?) Help

Resulis 1 - 100 of 6,829

Results from sister projects

Palmer v. Thompson/Ogpinion of the Court

sale of lands on the theory that its members were
corruptly motivated in passing the bill. A similar
contention that illicit motivation should lead to a findng

P
m Texis from Wikisource

David C. McClelland

Psychology at Harvard University, noted for his work on
motivation need theory. Understanding human
motivation ought to be a good thing. It shou'd help us
to

.))) Quotes from Wikiquoie

Motivation and Emotion/Motivation

What is motivation? Whet theories of motivation are
there? Can motivation be controlled? What
applications of motivational theory are there?

Source: Wikipedia



MOTIVACIA

Self determination theory

Autonomy Mastery Purpose

MozZnost volit si vlastnu Vidiet a vnimat progress a Vidim vo svojej aktivite
stratégiu. cielovU rovinu. zmysel

Status Pristup Kontrola

Svojim vysledkom sa Mam pristup ku potrebnym Tvorba bezpecného
chcu prezentovat. informaciam a nastrojom aby prostredia

som splnil Ulohu.

Deci, Ryan (2002)
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Ako sa vyvolava herny zazitok

MDA model

Mechaniky: Dynamiky: Estetiky:

Su zadkladné prvky hry - jej SuU sposoby, akymi sa mechaniky SuU dojmy a emocionalny
pravidla. Kazda zakladnd akcia, prejavia v spravani hraca, ako zazitok

ktord moze hrac vykonat, INteraguju a spolupracuju s hraca.

algoritmy, datova Struktdra, ostatnymi mechanikami. (aj

balans.) emergentné)



-

“"s‘sk‘cuoss
;,o"" INCOME =i
: o x VAR v .

<
ROAD ¥/
PAY Y ON $60 \ "

’lmsuvnul
ROAD
2120

T O
ROAG
%2100




v

Co na hrach funguje?

" Q{?} =

Aky MDA model vyskladat?
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WORKSHOP:

Design sprint #1

LOADING GAME



Our workflow #1

ldentifikujte si hru,
ktoru dobre poznate




\ Our workflow #2
) * Popiste, o vas na tej hre
bavi

- mocionalny stav + pricina




v

Player experience

Tato hra ma bavi, pretoze __
Pocas hry sa citim __

Hravame ju opakovane,
pretoze __




Our workflow #3

Odhalte dynamiky:

co ako hracli v hre
robite




X Our workflow #3

)3/  Odhalte mechaniky v hre: S
’ ¢im vsetkym prichadzate do
kontaktu?




Our workflow #3

) Skuste priradit mechaniky a
dynamiky ku emocionalnemu
X

vysledku.
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WORKSHOP

3. Tvorba
dizajnového
konceptu

LOADING GAME
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NASTAVENIE DIZAJNU

Typologia hracov

Killer Achiever Explorer
Sutazivost a rivalita Radost z interakcii s ZlepSovanie sa a pocit Detailista s potrebou
druhymi statusu slobody

~1% ~80% ~10% ~10%

Bartle, in Herger 2014



Tvorba konceptov

) * 3 hlavné pristupy

N

Adaptacia

N3jdite nové vyuzitie
existujucej hry

Simulacia

Zjednoduste realitu na
esenciu

Metafora

Vyuzite hru ako platformu na
vyvolanie a-ha momentu.
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But no! its not{air |
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Co na hrach funguje?

e Q@ —

Ako by mohla hra X pomoct pri
vyucbe

Ako moze pexeso pomoct pri zoznameni sa s priemyselnymi
pamiatkami gemera?



SIMULACIA
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Co na hrach funguje?

e Q‘{J@} —

Co ma byt hlavny odkaz a
pocity?

Aké estetiky chceme vyvolat? Aké nam v tom pomozu?
Ktoré mechaniky podporia nase dynamiky.
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Pokladnica : e Spokojnost : Cena sta tu A (O hyvatelia

Sy 0% & kb 10 Togl 600

DALSIE KOLO

METAFORA

DOKTOR HOVORI

Pozorujem, ze Coraz viac ludi nam chorlavie a ma zdravotné
problémy. MnoZstvu z nich by sa dalo predist, keby sa viac [udi
hybalo.

Postavme im Stadion, to by l'udi mohlo prilakat
k Sportu.

Efekt: @8 @ - 4041

Zavedme den vol'na, kedy sa mézu venovat
pohybu.

Efekt: (5\3 = l@ ) ] = /‘} -
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Co na hrach funguje?

o W

Cim mozeme nakupit

Aké estetiky chceme vyvolat? Akeé
Ktoré mechaniky podporia nase dynamiky.

nam v tom pomaozu?
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EPIZODA 6:

Zhrnutie a
diskusia

LOADING GAME



v

KONTAKTY

Oliver Simko

Founder & Lead Gamification
designer

+421 905 775 202
oliver@luducrafts.com
luducrafts.com
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GCame loaded!

RESS PLAY TO BEGIN
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