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Gartner’s 2014 Hype Cycle: Emerging Technologies

expectations internet of Things
‘ Natural-Language Question Answerng
Speech-to-Speech Translation Weasgg:‘esg;e;lggg?‘ni
‘Autonomous Vehicles bt 9
SmantAdvsors Complex-EventProcessing
Data Sclence O Big Data
Prescriptive Analytics O In-Memory Database Management Systems
Neurobusiness & Content Analytics

Biochips

O Hybrid Cloud Computing
Gamification

Augmented Reality
Machine-to-Machine

Affective Computing
| SmartRobots
3D Bioprinting Systems

Speech Recognition
Consumer Telematics

VOIumetric;;&I:?L?greaﬁ%heig EAS)%:?;; gommunwon 3D Scanners
envices
Quantum Computing — 48 Mobile Health i inti
Human Augmentation Quantified Self Monitoring 3 Enterprise 3D Printing
Brain-ComputerInterface Activity Streams
Connected Home Cloud Computing g:,s‘teur:‘eogoﬁggllyucs
v NFC
Virtual Personal Assistants Virtual Real
Digital Securty SmartWorkspace ity
Bioacoustic Sensing A
As of July 2014
Innovation Peak of Trough of Plateau of
Inflated Slope of Enlightenment
Trigger Expectations Disillusionment Productivity
time v
Plateau will be reached in: obsolete

Olessthan 2years ©2to5years ®@5to10years A morethan 10years @ before plateau
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Data-Diriven Markating

Tag Management @
Digital Cormmerce Marketing gy

Voice of the Customer ‘
Shoppable Madia
Pradictive Analytics
Mobile Commerce @
Automatic Content Recognition i

Digital Marketing Hubs @
Augmentad Reality @
L]
Meurcbusiness
]
Mobile Markating Analytics @
L
Wearables @
L)
Programmatic Direct Advertizing @
Marketing Talent Communitics @
]

:
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Customer Joumey Analytics @

@ Cross-Device |dentification

@ Programmatic TV Advertising

© Personification

® RealTime Markating
Peak of
Innovation Inflated
Trigger Expectations
Years to mainstreamn adoption:

() less than 2 years

® 2to5 years

@ 5to 10years

Real-Time Bidding" @,
{Advertising)

Gamification J J

Multitouch Attribution
.

Gartner’s 2015 Hype Cycle: Digital Marketing

Diata Managemant Platforms (& dvertising)

(] iBeacons and Bluetooth Beacons

@ Responsive Design
@ Sharing Economy

@& Content Marketing
@ Natiie Advertising

@ Privacy Management Tools
@ AdvocacylLoyalty Marketing
@ Muttichannel Marksting

@ EventTriggered Marketing
@ Social Marketing

@ Social Analytics
@ In-App Advertising
L I

Social TV

Trough of

Dislllusionment

Time

@ more than 10 years
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L Lead Managameant
P

|— Mobile Advartizing
o

|— Dynamic Creative Optimization
Digital Out-of-Home
Parsonalization

Campaign Segmentation

— Online Advertizing Data Exchanges

As of July 2015
Slope of Enlightenment Plateau of

Productivity

%4 obsolete before plateau
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Gamificacao: Definicao

1. O que é?
= Gamificacao nao € Game Design!
Gamificacao € a utilizacao de
técnicas, mecanicas e design de

jogos aplicados a contextos néo
relacionados a jogos.

2. Para que serve?
= Motivacao, engajamento e
fidelizacao
= Alteracao de habitos e
comportamentos
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Gamificacao: Elementos de jogos

= Diversao = Pontos, badges
> Motivacao intrinsica x (condecoracoes) e painéis
Motivacao extrinsica de lideres (ranking)
= Feedback > Status pessoal
imediato/instantaneo = Desbloqueio de novas fases
> Barra de progresso, placar e de novos poderes
= Regras claras = Historia envolvente e épica
= Missoes, desafios e tarefas (fazer parte de algo
bem definidos e atingiveis grandioso)
= Prémios e recompensas = Formacao de times
> Tangiveis x Nao tangiveis »= Colaboracao x Competicao

> Fixos ou variaveis = Qutros
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Gamificacao: Elementos de jogos
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Gamificacao: Elementos de jogos

v Diversio

v

S X

Feitos e
Conquistas

Formacgdo de Feedback *
times imediato
recordes mundiais

Histdria épica * *
e envolvente Progresso oo oo e
P 1 da Silva (1952 —
Competicio (Evolucao do jogo) S P F l : e o
- Jogos

Desbloqueio Pontos / Panamericanos)
de novas
fases:
Libertadores
da América

As sao uma
homenagem aos

Prémios ($),
Recompensas e  Missao: Acabar Reconhecimento
Punicoes na frente do timinho e Status
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Gamificacao: Onde podemos utilizar

= Marketing, programas de = Ensino e treinamento
fidelidade e de @=2» > Desenvolvimento de novas

recompensa [ competéncias
= Comércio e servicos ¥ = Programas de inovagao
» Ambiente corporativo = Educacao financeira e
» Desempenho, melhoria do securitaria
clima organizacional, etc. = Programas de saude, bem-

0 Redes soc1als estar e sustentabilidade

) Aqui seus pontos
* valem cada vez mais.

Programa de

Fidelidade
Cartoes Bradesco
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Gamificacao: Nacao gamer

> 500 milhoes

AN

Gamer

‘\'I

v
- 10
o W

37 ANOS

w 55% @45%
L1y Y > 35 anos

Cyy’3 18-35 anos

62% ey4 2 < 18 anos

!
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Gamificacao: Nas empresas

GALLUP Gartner
Como estao os funcionarios? Empresas iam
Engajados 50% gamificar processos
: -j gia@¥W atuais de inovagdo
Motivados

Comprometidos Empresas da Forbes

V(28 2000 tinham planos
Desengajados ' ¢
8dJ g de gamificacido

60% Desmotivados
Descomprometidos

Solugoes falharao por
design pobre e ma
usabilidade

1) Ativamente desengajados
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Gamificacao: Autodeterminacao - O Espectro
motivacional

Completa falta de Motivacao Motivacao
motivacao extrinseca intrinseca

7

« A atividade n3o lhe atrai .-~ « E necessario algum fator

« Ndo precisa de

«\Vocé é completamente” motivador externo para incentivos.
indiferente a atividade te ajudar a realizar a « A atividade por si s6 é
tarefa prazerosa e divertida
para vocé
= Regulagio D Se 5
= Introjecao Identificacao Integracao
0 externa
£ *Vocé faz *Vocé faz, por *Vocé reconhece <A realizacao
2 porque alguém causa do que o valor de atividade vai'te
te pede ou te 0s outros vao realizar a trazer beneficios,
Competéncia obriga a fazer pensar a atividade, mas ainda é
a atividade respeito de embora nao necessario um fator
Vinculo / voceé (“status”) queira fazé-la motivador externo

Interesse pessoal Self-Determination Theory (http://en.wikipedia.org/wiki/Self-determination theory)



http://en.wikipedia.org/wiki/Self-determination_theory
http://en.wikipedia.org/wiki/Self-determination_theory
http://en.wikipedia.org/wiki/Self-determination_theory
http://en.wikipedia.org/wiki/Self-determination_theory
http://en.wikipedia.org/wiki/Self-determination_theory
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Gamificacdao: Motivacao, engajamento e habilidade
AN -
Pessoa

motivada e
engajada

Dificuldade

Tempo
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A B. J. Fogg’s Behavior Model
Alta A (Stanford University — Persuasive Technology Lab)
o o
S, v'Triggers bem
S sucedidos
=
O
=
. Threshold
Baixa de ativagéo
: >
Dificil de fazer Dificuldade Facil de fazer
[A importéncia do treinamento! ]—/l\ , . B.J. Fogg(http://www.bifogg.com)
B. J. Fogg’s Behavior Model (http://www.behaviormodel.org)



http://www.bjfogg.com/
http://online.lovetoknow.com/how-many-people-play-video-games
http://online.lovetoknow.com/how-many-people-play-video-games
http://online.lovetoknow.com/how-many-people-play-video-games
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Gamificacao: Behavioral economics

The Hook Canvas

= O que realmente faz a diferenga:

Trigger Action
formagao de habltos Nnas pessoas_ 2. External trigger - What gets the 3. What is the simplest behavior
. . user to the product? O~ in anticipation of reward?
= Ex.: Trigger para o cliente usar o
0 1. Internal trigger - What does
meio de pagamento do Bradesco the user realywantz [
Nir Eyal em frente ao POS ou para usar o Investment Variable Reward
Author of Hooked A . . 7’ ~ : - » o
ATM na agencia ao inves do balcao | sumas e bectorccon St
—> Até ocorrer a formagao de S
habito no cliente. b
A lofa N | te sab = Nao estamos
m ealmente saber a
©ja hao querr concorrendo com

outras formas de

X sua forma de pagamento, ela sé
quer que vocé compre algo...

_ . pagamento,
47 * Mobile Payments / NFC: Quando a Will Graylin estamos
Jared Schrieber pessoa ja esta com o celular na e
Co-Founder & CEO _— concorrendo com

mao, é mais facil ele usar o celular
para pagar.

o habito das
pessoas.




CD

ciab reBrABAN
2016

Gamificacao: No dia-a-dia

- =+ O A y
—======—Elementary~shool Lowell High
School

sellert Dr - . N State Dr
Lake Merced Blvd State
@ Ff°' @
Font Blv
@
Vidal Dr

&

| ceved<
15:26 -
: 8min 2.5 miles

Waze

FRIDAY, SEP 27

Nike+ / Nike Fuel

FEBRABAN

iPod = 6:13 PM 3P -

Touch the mark and move it to show
how much PAIN you have right now

o]

(0 c—" 10

p—

No pain Worst possible pain

~ Next l

Pain Squad
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No dia-a-dia| -

4. Using the Application Class

461 Depending on what you're doing in your initialization you could consider creating a new class that
wr extends Application and moving your initialization code into an overridden onCreate method within

g that class.

public class MyApplicationClass extends Application {
@override
public void onCreate() {
super.onCreate();
// TODO Put your application initialization code here.
¥
ki

The onCreate in the application class is only called when the entire application is created. so the
Activity restarts on orientation or keyboard visibility changes won't trigger it.

It's good practice to expose the instance of this class as a singleton and exposing the application
variables you're initializing using getters and setters.

NOTE: You'll need o speciy the name of your new Application class in the manirest for it to be
registered and used.

Reacting to Configuration Changes

As a further alternative, you can have your application listen for events that would cause a restart — like
orientation and keyboard visibility changes — and handle them within your Activity.

Start by adding the android:configChanges node to your Activity's manifest node
android:configChanges="keyboardHidden|orientation"

or for Android 3.2 (APl level 13) and newer:
android:configChanges="keyboardHidden|orientation|screensize”

Then within the Activity override the onConfigurationChanged method and call setContentView 10
force the GUI layout to be re-done in the new orientation.

@override

public void onConfigurationChanged(Configuration newConfig) {
super.onConfigurationChanged(newConfig);
setContentView(R.layout . mylLayout);

i

edited Nov 14 at 9:55

Carl
3,661 02016926

answered Jan 1909 at 8:47

Reto Meier
49.4k #1380 ®65

share | improve this answer
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|=l stackoverflow =3

Users

Type to find users:

Arun P Johny
Bangalore

lik

dasblinkenhght
United State
Sl 1k

questions

49,391 Reputation

S StackExchange v
=l stackoverflow
Reto Meier .sinno
bio website google.com/+RetoMeier
lacation Los Altos. CA
age 35
¢
i visits ~memberfor 5 years, 3 months
seen Nov 22 at 17:39
49 391 stats  profile views 11,182
7
reputation
1328065
summary | answers
69 Answers activty  newest
Close/hide the Android Soft Keyboard
Saving Activity state in Android +30
Activity restart on rotation Android +10
260 How do | display the current value of an Android Preference int.. +10

'_-:::] 7K
o Gordon Linoff
r ' New York, Unitad Stat
752k

signup login careers 20 |user:822

Ask Question

= network profile

I'm the tech lead for the Android Developer Relations team at Google.

I'm the authar of the Professional Android Application Development series of
Android beoks from Wrox, with the lastest fully revised and expanded
Professional Android 4 Application Development, is out now.

I'm currently living in Los Altos California, but 'm from Perth Western Australia
originally and have spentthe last & years living and working in London. I've been a
software developer for over 10 years. Before Google | spent some time working
on oil figs and investment banking where | wrote C# WinFarms GUIs

tags badges favorites bounties reputation activity

top 0.32% overall

Sending data back to the Main Activity in android
Why do | get access denied to data folder when using adb?

Android Fragments and animation

reputation

newu
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Gamificacao: No dia-a-dia....
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| 0,00
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0,00
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Gamificacao: Para mudar o mundo

RecycleBank’

MY ACCOUNT  EARN POINTS

GET REWARDS

HOW IT WORKS

RECYCLING

LIVE GREEN  ABOUT US

CONTACT US

January 13 2010

REWARDS

FOR RECYCLING

You can receive the RecycleBank
curbside service via your ity or
hauler.

Please click here to view a list of
our local, regional and national
stores where you can spend your
RecycleBank Points.

Other ways to eam:
<]
@ E-waste

8 Geonomy

You earn RecycleBank Points
based on the amount you recycle.

You redeem the Points in your
account for rewards.

You use your rewards at hundreds
of local and national retailers.

You are being compared to 112 homes

in your region. ®

\ﬁ Apartment ‘ © Rentev | All similar homes
. |

[t'8750u|ﬁ " 4 1 adult(s) | 480 kWh

| 85 0 chitdren \:*cmmuc |

Update home information

[Sioeanea

THE SUPERBETTER STORY FAQ CONTACT US BY SOCIAL CHOCOLATE

ST

SUPERBETTER

€2 UNLEASH YOUR HEROIC POTENTIAL

SuperBetter helps you achieve your heaith goals — or recover
from an iliness or injury — by increasing your personal
resilience. Resilience means staying curious, optimistic and
motivated even in the face of the toughest challenges.

© TEAM UP WITH YOUR CLOSEST FRIENDS & FAMILY

family become alies in your adventure toward better health.
Join forces and combine your strengths — so that you're not
just getting better, you're getting SuperBetter!

@ WANTTO KNOW MORE?

forgot password?  remember me [

Have an access key to enter?

Enter your access Key

Want to get SuperBetter?

Request access to our sneak
preview
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Gamificacao: Exemplos no Bradesco

» Processos de inovacao gamificado na Bradesco
Seguros

[ | ESt'i m u la r e e n gaj a r ® Relacionamento e comunicac&o

Qis20® @ ®qis134
3 3

o colaborador Tyl
interno a realizar o

O Novo Acordo esta valendo para
documentos oficiais e para midia desde?

auto-aprendizado e &
' 02009
aumentar Seu Etica e cultura

o 2008
e 2006
o 2005

conhecimento no
negocio do banco

nn7
@ For e vo-
10s Eliminar 2 Respondidas Pular

bquest
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Gamificacao: Como aplicar

= Framework 6D: = Framework Octalysis:

1. Defina os objetivos de negocio oy o W
- oy ST
2. Determine o comportamento S s
desejado ity P
mmmw Accomplishment  Empowerment e
. Descreva os jogadores _— Tl
. Defina loops de atividades ol BEXS

. Nao se esqueca da Diversao!

o U1 AN W

. Disponibilize ferramentas oy — ¥ -
adequadas: o - et
q w ; V 3 ‘@ ::S;:E:::Sm:

. Plataformas, sites, APPs, etc.

You-kai Chou
(http://yukaichou.com/gamification-
examples/octalysis-complete-gamification-

framework/)

-4 § Prof. Kevin Werbach — The Warton School —
1 University of Pennsylvania
(http://werbach.com)

Gamification @ Coursera.org
(https://www.coursera.org/course/gamification)



http://werbach.com/
https://www.coursera.org/course/gamification
https://www.coursera.org/course/gamification
https://www.coursera.org/course/gamification
http://yukaichou.com/gamification-examples/octalysis-complete-gamification-framework/
http://yukaichou.com/gamification-examples/octalysis-complete-gamification-framework/
http://yukaichou.com/gamification-examples/octalysis-complete-gamification-framework/
http://yukaichou.com/gamification-examples/octalysis-complete-gamification-framework/
http://yukaichou.com/gamification-examples/octalysis-complete-gamification-framework/
http://yukaichou.com/gamification-examples/octalysis-complete-gamification-framework/
http://yukaichou.com/gamification-examples/octalysis-complete-gamification-framework/
http://yukaichou.com/gamification-examples/octalysis-complete-gamification-framework/
http://yukaichou.com/gamification-examples/octalysis-complete-gamification-framework/
http://yukaichou.com/gamification-examples/octalysis-complete-gamification-framework/

Gamificacao: Conclusdes

= Gamificacao: Qual problema de negocio se deseja
resolver?

= Gamificacao se tornara pervasiva

Ub]qua (em todo lugar)

= Ja ha casos de sucesso de Gamificacao no mercado
corporativo

= Precisa ser experimentada - Erros e acertos

= Grande potencial na sinergia com Big Data e Social
Media

= Aplicavel em projetos internos e externos

em todas as areas) €
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