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Executive summary

Gamification has quickly emerged as a
disruptive force in online learning that

is having a positive impact on the way
organizations teach, train, and learn. By
incorporating elements like points, badges,
leaderboards, and challenges into course
content, learners engagement increases

in ways that were previously impossible.
This improves productivity, retention rates,
performance, and effectiveness.

Despite the obvious benefits, many
gamification projects fail to meet
expectations due to poorly designed
strategies, a lack of automation, and failed
execution. What do these failed projects
have in common?

+ The gamification doesn't align to learning

objectives and personalized learning paths.

* An inability to measure learner
progress and performance, uncover
and fix learning gaps, make reliable
recommendations, and improve the

process or experience.

- Gamification either exists seperately in
the learning system or is implemented in
a conventional learning platform lacking
the automation, ML and Al, integration
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flexibility, and scalability of modern learning
platforms.

In this paper, we’ll show you how to:

+ Make learning more fun and modern

* Improve the learning process

+ Align gamification projects to learning goals

+ Gain full visibility into learner progress and
performance

- Take full advantage of the Al course
creation, automation, integration flexibility,
and scalability advantages that the
CYPHER platform provides.

As Karl Kapp, a leading expert in
gamification and learning said

Gamification is not just
about making learning fun,
it's about engaging learners
and making the learning
experience more memorable,
meaningful, and effective.

Thttps://elearningart.com/blog/gamification-tips-karl-kapp/ 3
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Introduction

Gamification is increasingly popular in
learning with many educational institutions
and organizations who incorporate game-
like elements into the learning experience
to increase learner motivation, engagement,
and retention.

The rise of automation and other
technologies in learning platforms has only
improved gamification with unprecedented
flexibility, scalability, and customization to
create personalized, collaborative learning

experiences.

Definition of gamification
Gamification as a concept has been
around since 2002 when Nick Pelling
coined the term but has become

increasingly popular in the last decade.
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So how is it that the majority of gamification
projects in learning fail and do not meet
performance expectations? And how can
you ensure that your gamification projects
succeed and get the results you expect for

your organization?

In a nutshell, gamification refers

to the use of game elements in a
non-gaming context to drive user
engagement, loyalty or motivate a

desired action.



Gamiification in learning:

Critical ingredients

Awards, and competition are excellent
ingredients for creating engaging, fun, and

motivating learning experiences.

However, as one learning organization recently

commented,

The problem with many
gamification strategies in education
is that they focus too much on the
game mechanics and not enough

on the learning objectives, resulting

in shallow engagement and little

retention of information.?

For gamification to effectively increase

motivation and engagement, it must align with:
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Clear learning objectives

Learners are enthusiastically driven by
competition and acquiring badges. However,

if clear learning objectives aren't defined, and
the game elements don't align with the learning
goals, it can result in a disjointed and ineffective
learning experience. By aligning gamification
to learning objectives, badges, awards, and
competition mean more and have more value

for learners.

Understanding of the target audience
Learners have different preferences and learning
needs. Gamification isn't a one-size fits all
solution. By using learner data, to design or
augment game elements, the experience can be
improved and personalized. This results in higher

engagement and better learning outcomes.

Seamless integration into a

modern learning platform

Modern learning platforms like CYPHER
leverage automation, integration flexibility,
and scalability that enable your organization
to personalize and improve the learning
experience. Conventional learning systems
often cannot adequately support newer types
of gamification. Additionally, stand-alone
gamification systems are difficult to integrate
into learning objectives or track progress

and performance.

https://edtechmagazine.com/k12/article/2022/08/what-gamification-and-why-it- 5
trending-k-12-schools-perfcon
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The current market

for gamification is disappointing

Educational institutions and organizations
face significant gamification implementation
challenges: They can't break the bank in terms
of direct costs or personnel to learn, build

and support next generation gamification
functionality. They must adhere to IT guidelines
like security, single sign-on access and cross
platform integration, and trying to layer in or
integrate gamification into a traditional learning
environment can be difficult, costly,

and unpredictable.

“The problem with many
gamification strategies in education

is that they lack a clear connection

to learning objectives, resulting in

superficial engagement and little

retention of information.”
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Let’'s look-at the current market
for gamification:

Generic gamification platforms

Stand alone, generic gamification doesn’t
typically integrate well or easily with an
organization’s traditional platforms in required
enterprise IT disciplines like security, single sign-

on access and cross platform integration.

Custom gamification solutions

and projects

As with any customized solution, the cost of
producing, deploying, maintaining, and managing
a one-off solution generally proves to be expensive
and time consuming for any organization and the
lack of potential to scale those efforts generally

marginalizes future efforts.

Traditional Learning Management
Systems (LMS)

Traditional LMS vendors are historically slow in
adding next generation gamification into their
existing platforms. This includes an almost
universal lack of support for enterprise mobile
learning solutions by these same vendors

in an era where a majority of learners use

smartphones and tablets.

https://edtechmag
trending-k-12

ne.com/k12/article/2022/08/what-gamification-and-why-it- 6
s-perfcon
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In summary, these gamification

offerings are challenged by:

Limited integration support to connect game-
enabled learning interactions with traditional
learning management systems and student
learning paths, or integrate gamified learning
constructs into other enterprise mobile
applications and native mobile learning

applications.

An inability to support a wide variety of
information security/risk management policies
that govern the use of third party applications,
platforms and computing/mobile computing

hardware as instituted and mandated by an

organization's IT department and/or senior

management.

A lack of available reporting tools and
analytics to assess the effectiveness of
gamifying learning practices by correlating
gaming results against established learning

objectives and achieved outcomes.




Overview of gamification on
the CYPHER platform

Embracing the modern learner, CYPHER enables personalized individual learning experiences.
you to build individual, group, and site-wide CYPHER provides the most comprehensive set
gamification that aligns with learning goals and of gamification options so that you can:

- Easily integrate games into courses - Drive engagement with leaderboards

and learning paths. and periodic leveling.

- Create games for individual learners, - Use automation to set up gamification,

groups, and sitewide. which is almost as fun as participating in

the games.
- Award points can be based on

participation, academic scores and more.

Automation

CYPHER implements gamification using
automation, a powerful feature that makes 3 0 0
it easy for you to trigger actions and award

badges and points to learners when they

complete tasks, a module, or an assessment. techniques and technologies, and that also
Build interactive and engaging gamification aligns with student learning goals and supports
site-wide that supports modern gamification personalized individual learning experiences.

© 2023 CYPHER Learning®. All rights reserved. 8



Purposeful Al: Al 360 with CYPHER Copilot

Al 360 with CYPHER Copilot is a purposeful understanding to deliver better outcomes.
approach to course creation, designed to assist Seamlessly integrated with the CYPHER

and enhance the work of trainers, educators, platform, Al 360 enables you to leverage the full
and teachers. Al 360 accelerates the creation of potential of generative Al on a modern learning
gamified, multimedia courses, and assessments platform. It ensures a smooth course creation

in minutes - laying the foundations for workflow that saves your organization time
personalized learning at scale. Al 360 gamifies and effort, and energizes the course creation
courses to bring development to life and inspire process.

learners, improving information retention and

=  Aerospace Structures & Materials < g £'8 B Q Mikeroster @ v

FalFans

iy & CYPHER Copilot
&

# Edit = Dele - .
# Edt Delete = Create competencies

Admin

1 Levels

Start

Create a class

Create a lesson

Create a page section
i

Resources

Padawan (Beginner) level actions

ing actions are performed when this .
Create an essay uss<gnment
end the canned message: “achieve level’ (Popup)

* Award 50 points for na opup) " 3 2 % Create a rubric

Automation + Add
- 4 - g Create a question bank
Py Luke Skywalker (Intermedmte] level actions
ing actions are performed when this lev achieved

Added Ei Create a quiz assignment

¥ Create a game

e Aeronautics (Popup)




Do all this and more with Al 360:

Comprehensive course creation

Al 360 can help build every part of a course!
From course outlines to course content. From Seamlessly integrated with
quizzes to essay questions. From rubrics to the CYPHER platform, Copilot

gamification. Ask Al 360 to build the whole enables you to leverage the full
course or just parts - it's up to you!

potential of generative Alon a

modern learning platform.
Accelerated curriculum

and course design

Including course outlines, descriptions, and

content in over 50 languages. Al 360 enables

the generation of an entire course in minutes,

allowing the selection of materials that reflect Competency creation
individuals’ style and objectives in a fast and Al 360 eliminates the tedious process of
cost-effective way. competency-based learning. Let Al 360 generate

and map the competencies for you. Al 360

Targeted assessments to track enables organizations to generate competencies,
learner progression and identify gaps create courses that align to those competencies,
Including rubric creation and question along with question banks and assignments that
banks. Al 360 helps trainers and educators to automatically align with those competencies -
automatically generate detailed quizzes, right down to the question level.

games, and assessments to help evaluate

learner progress. Create courses from

your own uploaded resources
Embedded gamification to With options to have Al 360 pull exclusively
increase learner engagement or primarily from your uploaded resources,
Al 360 gamifies courses to bring development you can quickly create tailored courses. Upload
to life and inspire learners, improving videos, PDFs, or documents and Al 360 will take
information retention and understanding care of the rest. Create a full course from the
to deliver better outcomes. materials, complete with quizzes, gamification,

competencies, and more.

© 2023 CYPHER Learning®. All rights reserved 10



Overview of
CYPHER gamification features

The gamification feature available on the

CYPHER platform allows you to create the

following types of games:

Learning path
games

Site wide
games

© 2023 CYPHER Learning®. All rights reserved




Course games

Easily create course games and customize
each game to suit specific themes. Add multiple
games to a course, and create game levels that
define how many points are required to achieve

the next level in the game. Levels are a great

way for learners to track their progressin a
game and look forward as they learn. As learners
advance through the levels of a course game,
learners can earn points for completing modules,

assessments, and more.

Graphic Design Fundamentals

- I j Participation
B g Win points and badges as you advance through the course

in # Edit | — Delete

stan Levels

Levels

Al Beginner

Jl Intermediate
al Advanced

Mastery al Expert
+ add

Beginner level actions

The following actions are performed when this level is achieved

A
Instructors Action
2 B Send the canned message: "achieve level”
i W Award badge Fast learner for game Participation (Popup)
bl Award 12 paints for game Participation (Popup)

H5 Add to group Design club

W Award hadge Gre: jner for game Site-wide game (Popup)

+ add

After creating levels, add rules that
automatically award points and badges to
learners upon completing different tasks. Use

automation to set up rules for awarding badges

Completion actions

Add actions here that should be performed when the madule is completed

Action
 Award 30 points for game Participation (Popup)
Award 100 points for game Site-wide game (Popup)

W Award badge Fast learner for game Participation (Popup)

+ Add

© 2023 CYPHER Learning®. All rights reserved

BAEE EQ onwis Q) ~

4 Games

Leaderboard
o Susan Philips o
Advanced EAL
° Sally Johnzon - W
Advanced 73§
Jane Eire * ¥
Intermediate 790
Points Edit  Rermave Tess Payton P
100 r. - o Interrmediate 28 6
Iohr )
200 £ - e Begin 2
400 & - s T .
1200 & - " Bngi 2
a s
o ;
= *
- L
Added Edit  Remove 0 Tony Brat
Nov 19, 2019 £ - =
Mew 1 1 # -
it Teams
MNov 18, 2019 & - =
: o Design chub e
Nov 19, 2019 £ - 4 597 T4
Jan24, 2023 L T 0 Manketingteam % ¥

o llustration '

and points when learners:
« Enroll or are unenrolled from courses
« Complete a course

« Complete modules, sections, and assessments

Added Edit Remove
MNov 19,2019 & o
MNov 19, 2019 F -
Feb 16, 2021 & -



You can also set a minimum score that is
required to complete an assessment. For

example, if a learner gets a score of 100,

Completion requirements

.

the assessment is complete and you can add a

rule to award 50 points for the course game.

The assessment is considered completed when the learner scores at least 100%.

# Edit | = Remove

Completion actions

Add actions here that should be performed when the assessment is completed.

Action
W Award badge Besl learner for game Participation (Popup)
Award 50 points for game Participation (Popup)

Added Edit  Remove
Nov 19,2019 & -
Mov 19, 2019 r -

Score-based actions - If a learner gets a high score, award them a badge.

Score > 90%

The following actions are performed if the score = 90%:
Action
B Show assessment Calligraphy vs. Screen Printing

® Award badge Top-notch for game Participation (Popup)

+ Addaction & Edit @ Delete

Level actions - define actions that are triggered

when a particular game level is achieved. For

Beginner level actions
The following actions are performed when this level is achieved
Action
Send the canned message: "achieve level’
@ Award badge Fast learner for game Participation (Popup)
Award 12 points for game Participation (Popup)
i Add to group Design club

@ Award badge Great designer for game Site-wide game (Popup)

+ Add

© 2023 CYPHER Learning®. All rights reserved

Added Edit  Remove
MNowv 19, 2019 & -
Jul 24,2023 & -

example, learners can receive a badge when they

level-up and reach a new level in the game.

Added Edit  Remove
Nov 19,2019 & =
Nov 19, 2019 & —
Nov 19,2019 r 4 -
Nov 19,2019 & -
Jan 24,2023 & -



.

Inject competition into course games with the names, levels, a list of badges, the number of
leaderboards feature, an overview page that total points, and leaderboard settings.

highlights all aspects of a game including learner

Susan Philips x

Levels
Name Awarded
A IS 0ct28,2022 @
i, Jperedue 0ct28,2022 @
Advanced
4l 400 points Oct 28,2022 @&
Expert .
al 6o points @
Badges
Description Awarded
Alpha Pilot
e For enrolling in course Graphic Design Fundamentals. Oct 28, 2022 ©
iy Best attitude
w For enrolling in course Graphic Design Fundamentals Oct 28,2022 &
Perfect Attendance
Q For completing section History of Graphic Design. Oct 28,2022 o
. Fast learner
© For achieving level Beginner. Oct 28, 2022 @
V% Fast learner
& For completing section Welcome!. Oct28,2022 @
Leaderboards show course rankings according and badges that are displayed on leaderboards.
to levels, points and badge. Keep track of each Recognize micro-credentials with a Credly badge
learner's progress in a game by clicking on points or with financial reward via e-commerce.
Beginner level actions
The following actions are performed when this level is achieved
Action Added Edit  Remove
Send the canned message; "achieve level’ MNov 19,2019 & -
W Award badge Fast learner for game Participation (Popup) MNov 19,2019 & -
# Award 12 points for game Participation (Popup) Moy 19, 2019 & -
5 Add to group Design club MNov 19, 2019 & -
@ Award badge Great designer for game Site-wide game (Popup) Jan 24, 2023 & -

© 2023 CYPHER Learning®. All rights reserved. 14



Learning path games

Inspire learners to achieve goals using learning and award points and badges when learners
paths. Each goal can represent a course or enrolled or unenroll from the path, when they
a certificate, and learners complete goals to complete goals, and when they finish the path.

achieve mastery of a topic. Create path games

BaE E B Q onwisQ) ~

J Modules Mews Calendar Path Game 3
. EverctleHailey & W
Modules the Araiytcs | + Add  ~ Showssctons BB M intarrradints o,
9
Adrmin ; f [ Selectall | M Delete Selly Johnson * 9
Modules and sections can be completed in any order. o i st P
i Mark Wilson * W
e Intermediate 96
yet more familiar with design Susan Philips * @
e o Intermediate LU
ﬂ Jeanie Cowden * 9
intermediate w74
Section Submitted  To grade
th. .
Admin &
@ Style self paced
Ei esion quiz ih, @ 1 . Catalog page
e "~ configure
£L, Designing for Print %
hBGEG: B Centificate of completion @
&% Design Patterns @ Access coder FTSX-0R0OG
reset
| = Path
L * #2.Basic tools A& Active learners; 13
=7 Inthis part of the learning path, you will |ezm more about the essential tools that you'll need in your design career. Envollment open
&
e
o @ Gsections v
o — - Uniocked
B oo

Easily set up rules that award points and badges in the learning path using the Automation tab.

Mastering Graphic Design B A'EEE Qhwis Q) ~

e ‘-" *| Automation  course odles A Fd
I o _
Enrollment actions
Adrmin Action Added
-« 3 Send the canned message: "enroliment” May 5, 2020
il * Award 156 points for game Path Game {Popup) May 5, 2020
W Award badge Fast learner for game Path Game (Popup) May 5, 2020
s % Award 200 points for game Path Game (Popup) May 5, 2020
- ? : W Award badge Good Start for game Path Game (Popup) May 5, 2020
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.

Share details about learning path games, awarded, and the leaderboard on the game

such as its levels, when points and badges are overview page.

Mastering Graphic Design

o oA B W H Q Johnwills I‘_,.‘ o

. *| Path Game Leaderboard
1€ Add the game description here
o

Everatte Halley
° Intermediate
# Edit | = Delete z
° Sally Johnzon
Begreer
¥ Levels

Mark Wilson
it Remove Intermediate

4 Games

Levels Points  Edi
.l Beginner 100 . = ° Susan Philips * w
Intermediate a4
B a Intermmediete 300 s o @ loanie Cowden & W
Soores ol Advariced 500 p i intermediate 67 4
° Cary Duvans * W
+ Add Interrnediate 674
° 8oh Hobart
F ; Intermediate
Beginner level actions
Fredrick Philip ™
a The following actions are performed when this level is achieved Beginnar w74
-
Learmars Action Added T e Tony Brat *
Beginneor & 2
s B Send the canned message: "achieve level” May 5, 2020 4 - y
; ) Troy Corser * w
- Beginner 1
+ Add i

© 2023 CYPHER Learning®. All rights reserved.



Site-wide games

Create site-wide games and award points and A site-wide game uses a scoring system that
badges with automation across the platform. allows users to gather points for a site-wide
Trigger actions when new accounts are created, game from various areas of the platform. Only
when users enroll in groups or courses, when administrators can create site-wide games.

learners complete learning paths, and more.

BAEE B Q shnwis g >

Site-wide game

Description
Levels
Mame Awarded
al ?G%?E.'ms Jan11,2019 &
A s Mar 10,2020
" e Dec 8, 2022
Badges
Description Awarded
Ell:lrrsgecl:rtgsa?\'ﬂdec 1o site Fine Edge Comgany. Aug 13, 2018

Idea generator

For being added as a member to group Corporate Design. May 14,2020 @

Champion
o .. .2
514 Gof 24
Leaderboard
Sally Johnzon * W
B Champlon 977 W
Fredenck Philips & W
Champion B3
Jule Andrews * W
Champlan 589 4
Jehn Willis ]
Charmpion 514 6
° Claire Griswekd ?c :’

Teams

Award points and badges from the Account section of the platform, when new learners join the platform.

BAEE B Q shnwis g >

Rules  Dvarview

Added actions

o
AP Add actions here that should be performed when an account is added.
o Action
Abos B Send the canned message: "new account” { Organization in Business development and Group in Design club )
L 45 Add to group Annual conference organizers ( Account type in Instructor )

* Award 50 points for game Site-wide game ( Account type in Learmer )

W Award badge First Class for game Site-wide game

B Enrall in course Calcutating the Rate of Heturn of Indices

Award points and badges when new members are enrolled in a group.

Added actions

Add actions here that should be performed when a user is added as a member.

Action Added

B4 Send the canned message: "group member added” Mar 3, 2016

+ Award 20 points for game Site-wide game Jun 15,2018
@ Award badge Top-notch for game Site-wide game (Popup) May 14, 2020
W Award badge Creator for game Site-wide game (Popup) May 14, 2020
+ Add

© 2023 CYPHER Learning®. All rights reserved.
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Jun 7,2018
Jun 15,2018
Jun 15,2018
Jul 7, 2021

Edit

% % %

Edit  Remove

LU S W W
I

Remove



Team games

Teams
Encourage learners to participate and work A @
. Design club =
together in a team game together. Create team 2897 74
ames by adding groups from the platform to %
9 y g group P o Marketing team 2857 7'2
course, path and site-wide games. The team
leaderboard is visible on the game landing page, e llustration * @
1540 38
displaying information such as teams ranking,
total points, and badges earned by each team. ° Creative Design .. 1507 Z
Track the progress of each team, including the . &
individual contributions of each team player. e Carporate DEsIgn. 1.5y, oy

Learner view of games

Learners can track their progress in a game and of their game progress and see what actions
by following their ranking on the course landing awarded them with badges and points.

page. Learners can also access an overview

Graphic Design Fundamentals GAE > B Q sayohnson ()

| I Participation e —
e Description
™
2 f Win paints and badaes as you advance through the course ° 473 gaf21
Start r
Levels
-
Narmie I Leaderboard
Beginmner e
al Oct10,2022 @ . AL:‘;M!:’,.,_,\ > .
Intermediate -
Al 500 points Oct 28, 2022 Sally Johnsen _—
ad o Advanced RIE
VENC
a Al 400 points Feb19,2023 @ e Jana Eire o]
i 4 Expert . e Intermediate 50
2 = 1200 paints o Tess Payton " W
Tas Intermediate 28 8
= ahn Willis * w
¥ Badges Heginner w4
Description Awarded Guillerma M * v
Fast learmer i .
Far complating section Wekcome! Nov 29,2021 &
Best 1 Ll Teane
earm member ;
@ For complating assessment Design history. Mar 21,2022 @ ° Design ciub w W
Design club adiid
Best learner
For comgpleting assessment Color Quiz Mgf 212022 @ " * 0
i Markating team 10
Perfect Attendance
- Q Far comglating section History of Graphic Design OetA0i2022: 8 T k w
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In a learning path, learners can see their game ranking on the path landing page.

Mastering Graphic Design L aBE Y B Q sailyihnson () ~
¥ J Modules' Mews  Calendar  Mastery Path Game >
g &

Modules ~ Hide sections | 58 Beginner

-
Start Modules and sections can be completed in any order. » Awallable ~— Partial + Completed o * -

399 5012

E Leaderboard

’ Everette Hallly & W
S Submitted  Score  Status Intermediate e a
Sally Johnson w
B ntoduction * @ ” it b difh
&% Graphic Design Fundamentals @ - Mark Wilson * W
Intermediate 14 6

Design quiz @ v 100100
° Susan Philips * @
&' Designing for Print » intermadiate LTI
[BH| Certificate of completion @ v e Joanie Cowden W
4 Intermediate 674

&% Design Patterns

|

Notification from John Willis

From:
Jahn Willis

@ Jul 20, 4:28 am (less than a minute ago)

Subject:  You were awarded badge Best Learner
Whenever a learner earns a
badge or point, they receive

a notification.

Congratulations, you were awarded badge Best Learner!

View your awards

Teams

w* @

Design club 0

~ ® Learners can see the progress of their team

Creative Design .. .o o5 in games on the course, path, and group

* @ landing page.

Corporate Design GabE 5E

w 9

Advanced Desig... i65 98
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Customize badges

Create badges with the CYPHER platform shapes, images, text, and colors. You can
badge editor and customize them with also upload your own images for badges.

|

Badge creator

Overview Gallery  Crealor Final design

MName: Best Learner

Description’ Best Learner
Library. QO Personal Organization Business
Network

Badges can be saved as resources, and used in any area of the platform that awards badges.

Resources BA&E B Q sawis@ -

Catalag [0 ker Uploadedfiles  Business  Network My media + add B Search 5

Mame

Rezource type

All types -

Library
Organization
Advanced Adventurer g c e Business
Metwiork
Bult-in
Favorites
Personal
All personal libearies

Persanal libraries

Best Learner C Programming Creator

Master

9 stermn Adminis.
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Benefits of gamification on

the CYPHER platform

Incorporating game elements including points,
badges, leaderboards, and challenges into
course content, and aligning it with learning goals
and learning paths, CYPHER gamification enables
instructors and learners to engage with course
content in ways that were previously impossible,
improves productivity, retention rates, performance,

and effectiveness. Benefits include:

Enhance the user experience
Enhance the learning experience by making

training programs more enjoyable and interactive.

Improve work-life balance
Improve work-life balance by allowing employees
to learn and grow at their own pace and on their

own time.

Foster a culture of continuous learning
and development

Attract and retain top talent.

Increase learner engagement
A report by eLearning Industry* found that
gamification can increase engagement levels

by up to 90%.

© 2023 CYPHER Learning®. All rights reserved

Improve retention
A report by eLearning Industry® shows that
gamification in corporate training can improve

employee retention rates by up to 60%.

Increase motivation
A survey by Badgeville® revealed that 90% of
employees are more motivated when their

work is gamified.

Improve assessments
A study’ performed by the Educational Research
Review reported that gamification led to a 20%

increase in learner performance.

Increase ROI

Clothing company Moosejaw implemented a
gamified system that increased sales by 76%,
made its social media impressions skyrocket
to 240,000, and generated an ROl of 560%8.

Increase completion rates

According to a study by MarTech®, 89% of
respondents claimed that if a task is gamified,
they feel eager to complete it. They also reported
that employees experience a 48% increase in

engagement with gamification.

\ttps://eleamingindustry.com/gamification-inthe-workplace

1ttps://elearningindustry.com/gamification-in-corporate-training-3-key-benefits

com/resource/gamification-at-work-report

en rticle/abs/pii/S1747938X19301058
ation-statistics
1ttps://www.Ixahub.com/stories/gamification-in-marketing-stats-and-trends-for-2022
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Ssummary

Gamification in learning has quickly emerged
as a disruptive force in online learning that is
changing the way that organizations teach,

train, and learn.

Yet, despite all of the potential benefits and
amazing results, many organizations implement
gamification projects on learning platforms only
to see them struggle due to poorly designed
strategies, a superficial game focus, and failed
execution. These projects fail when gamification
professionals focus only on the superficial layer
of games, most often manifested in the form

of points, badges, and leaderboards because

they lack the sophistication, engagement,

personalization, and interactivity that moderner

learners crave and expect.

With CYPHER, gamification goes beyond just
handing out badges by aligning gamification

to the learner’s needs, to learning paths,

and learning objectives, and we do it on an
amazing modern learning platform, so that your

gamification projects are successful.

Gamify training and learning to boost
engagement, improve retention and results,
add some fun and competition, and make those

hard-earned learning badges mean something.

To learn more about CYPHER Learning and our modern learning platform, visit us at

www.cypherlearning.com

1g®. All rights reserved
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