SERIOUS GAMES
ARE ABOUT
STORYTELLING!
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Innovation in
motivational design:
new technologies,
content platforms and
deeply storytelled
solutions for better
interventions

SERIOUS
GAMES ARE
ABOUT
TECHNOLOGY!
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> ®) The Lens of ’/\f

Your Secret Purpose

Hlustrated by Todd Swanson

To make sure you are working towards
your one true purpose, ask yourself the
only question that matters:

Why am | doing this?

http://www.jesseschell.com/
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In Era of
Perceived Disengagement =

‘Engagement’ Rising. ..

SOURCE:

INTERNET TRENDS 2017 -
CODE CONFERENCE
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Oscar Garcia
Panella, PhD

3D reconstruction of the left ventricle

Oscar Garcia | Panyella - Centre d'In!

1. Input imagery (SPECT)
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SOME FACTS
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THE ADHERENCE
CHALLENGE

@& BRAIN BFATS



FUN HAS TO BE
ENGAGING




THEN & NOW...

1985 1989 1_)991 1992 1997 2002 2006 2007 2009 2010
Super Super uper Super Super Super New Super Super New Super Super
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A Cookie for
each individual
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A “Total Patient Experience” because Motivational Design

should contemplate all the potential audiences (“Multi Target”) Genre Segmentation:
Male, female, etc.

g
Motivational

Segmentation: !
Learn, Help, Discover, Collaborate, N
Express, Socialize... \

Target 1
Action 1

Target M
Action M
*—
_
Platform Segmentation: _ ) o
Analog or Digital (Transmedia) a Age Segmentation:
Kids, Pre teens, Teens, Adults, Seniors...
Other Segmentation(s):
|
° CO&KIE We segment audiences via differentiated parameters.

Then we design a distinctive and customized experience for each case
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Serious Games 0@
(Exergames, Games for Health, Edugames, Advergames, Newsgames...) d\/Q

Gamification

Commercial Games and Videogames
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Repetition
Dynamic Difficulty Adjustment
Solving Puzzles
Planning Workflows
Completing Projects
Leveling Up
Competing
Exploring / Discovering
Following Rules

Collaborating — Social Connection / Leadership
SOURCE:

Observing
BOEE Conrerenee
Interacting With / Analyzing Data

Mary Meeker
May 31, 2017

Self Optimizing

Creative Story Telling ey




Serious (or applied) Games
build competences while

entertaining. These can manage

behavioral change too
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Vida ordinaria

START

Vueltaala Presentacion
End Game delo

Normalidad y
Futuro ; o enfermedad

Mantenimien

e Diagnostico
y estabilizaciol g

: Primer .
tratamiento M l d G a m e

“de choque”

M id G a m e Problematicas

potenciales

Siguientes
oscargp@enti.cat tratamientos
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Gamification =

Influencing Multiple Consumer Services...

Education Personal Health Personal Finance Energy Conservation

Duolingo Mango Health Acorns Nest
WORDS LEARNED m \mw / @
; - O
8:00 o =
............... 4 O _—
— ! o i
Food Exercise Dating Advertising
Starbucks myfithesspal Bumble Snapchat
@m ® SOURCE:
» e INTERNET TRENDS 2017 -
(€, CODE CONFERENCE
- O
@ T
m J kpeb.com/InternefTrends
KLEINER %;cceog‘o%s&v‘;g?a&&;Dwngo Mango, Acoms, Nest, Bottom Row: iPhone in Canada (Starbucks), Consumer fitness news (Myfitnesspal), KLEINER
PERKINS ' TRE PERKINS
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GAMES FOR HEALTH JOURNAL: F h, Develop! and Clinical i i
Volume 7, Number 1, 2018 Rev,ew
@ Mary Ann Liebert, Inc.

DOL: 10.1089/g4h.2017.0095

TOTAL: 1,553

A State-of-the-Art Systematic Content Analysis
of Games for Health

Amy Shirong Lu, PhD! and Hadi Kharrazi, MD, PhD?
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According to Stratistics MRC, the Global Serious Game market is

accounted for $2198.96 million in 2015 and is expected to reach $7833.14

million by 2022 growing at a CAGR of 19.8% from 2015 to 2022. Factors

/;":\% such as increasing usage of mobile devices and social media, growing
\G) (*D/ usage of mobile-based educational games, increasing need for user

learning are driving the serious game market. However, improper game

design, lack of awareness and assessment tools will hinder market
|

growth. Further, increasing scale of digitization and emergence of social

networks would provide ample opportunities for the market to grow.

Serious Game - Global Market Outlook (2016-2022)

http://www strategymrc.com/report/serious-game-market-2016



GAMES FOR HEALTH JOURNAL: Research, Development, and Clinical Applications

Valume 7, Number 1, 2018 REVleW

© Mary Ann Liebert, Inc.
DOL: 10.1089/g4h.2017.0095

A State-of-the-Art Systematic Content Analysis
of Games for Health

Amy Shirong Lu, PhD! and Hadi Kharrazi, MD, PhD?

* 94% for SOLO players

* 1 out of 5 (ONLY) had a strong narrative

* Players UNABLE to customize

* No sufficient info available, lack of tutorial and therefore a CHALLENGE to
understand properly

* Lack of feedback provided with regard to game status (FRUSTRATION)

*  Homophily in caracter design (GENRE issues)

* Most of the games are free and web-browser supported (BUDGET issues)
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Introducing . . .

Sensorama

that takes you into another world

with

3D " .
WIDE VISIoN A e
MoTIoN Etes
COLOR
STERED-SOUND
AROMAS
WIND
VIBRATIONS

OPATENTED

SENSORAMA, INC,, 855 GALLOWAY ST., PACIFIC PALISADES, CALIF. 90272

TEL. (213) 459—2162




TECHNOLOGY
BE WITH YOU!
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...Gen X + Millennials =

Gamified Since Birth

Gen X Millennials
|\ |
[ X \

SABPORTS

OVERWATCH

SOURCE:
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INTERNET TRENDS 2017 -
CODE CONFERENCE
Mary Meeker
— May 31, 2017
1970 1980 1990 2000 2010 Kkisomematiiunds
KLEINER Source: Images: Wikimedia Creative Commons (Pong, Asteroids, Space Invaders, Pac-Man), Fickr user BagoGames (Mario Bros), Mobygames KLEINER
(John Madden Football), Electronic Arts (FIFA), Pckémon (Pokémon Red and Biue versions). World of Warcraft (Warcraft), Superceil (Clash of
P ERK'N S E:Pl?*ng), Mnéegr)*aﬂ (Minecraft Logo), Riot Games (League of Legends), King (Candy Crush Saga), Activision Blizzard (Overwatch), Pokémon Go 2N F DS 2 . PERKINS
emon







ENTHUSIASM AT CONCERTS

(measured in decibels)
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Guitar solo Stage diving Encores When someone says the name

of the city you're in

truthfacts.com
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. It's the “total entertainment experience” (“total guest

ENGINEERING

cperience ) that determines success.

* “complete immersion”
“The more a guest feels immersed in an experience, the better
that experience seems to be. We know that the immersion 1s
achieved by various art forms all coming together to tell one story.
The background music, the landscaping, the texture of the ground
we walk on, etc., all contribute to the total guest experience.”

(Alec Scribner, personal communication)

¢ “detail”
“The more detail, the more immersive the experience. But the
detail does not have to be completely realistic to a period or time

»
or place.

. “complctc SENSOry cxpcricncc"
Another Imagineer offered that “the basic definition of ‘“total guest
experience’ is the complete sensory experience that is provided by
any particular purposefully created environment, ... completely

enveloping a human into its environment.”

Carnegie
Mellon
| University

o £ TC Press

JOHN W. WESNER



http://press.etc.cmu.edu/files/Entertainment-Engineering-John-W-Wesner-web.pdf

First
Challenge !

According to user’s interests,
motivations, skills and needs

Second

Evaluate

And give appropriate feedback to
both user’s and system

|

Third

Reward
Status, recognition, tranquility,
access...

o
Target 1
*—]
Action 1 ‘{‘\‘
ol 2
Target M I I 4
Action M
—

Fourth

Let them share
With the community

Fifth

oscar.garciap@cookiebox.es
@kokopus_dark

Iterate
And start again!

2 82




~ The Gamificator’
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(Challenges)

Missions, Aclions...
While unfolding
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Storyteling
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Combine Game Elements

Mechanics. Activili
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Journey
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Define.. Show best coses &
Mefrics scientific references
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ROI

As o consultant

Segment

A minimum of 7
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A Transmedia Platform
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Refinemenl

Is crucial

“Buing uresd ve +xiswe ety
ke e ek o pemars wre
Taving . Weks A aiwghe!
Surabnan e 7 .
txckamm Wkvaiio e % bey o8 e
g e agmeid o s hede
AT

£7"% Piktochart




MOTIVATIONAL DESIGN METHODOLOGY

>
STATUS QUO GOALS
INPUT
CO-CREATION JAM EXPERIENCE DESIGN LAUNCH TRANSMEDIA EXPERIENCE
_ _ DOCUMENT
Inthe co-creation process, we align We synthesize the outputs from
ourselves with our target, deepen our the jam in a document which
knowledge and gather information to designs the experience é
efing and define the experience. We do it connecting general and specific
Briefing an through challenges, which have a goals, platforms, restrictions, TEASER, LIVE/DIGITAL EXPERIENCE
O}:fgrﬁzz\{ilgﬁs defined structure: target motivation.. NEWSLETTER... A system which produces
and - A high-impact multi- nqtorious outputs to deyelop
knowledge Knowledge Pill ) _ ) media presentation of skills and change behaviours.
;rﬁ]rgﬁtgr? Analysis the universe to capture
goals, targét @ attention. Connection to innovative
' a initiatives which give life to the
With it, we can Challenge 9 9 programme
kick-start the Q%
co-creation Synthesis — — O
process. L
_O_ OTHER ACTIONS
9 A 9 ) ) Content generation and
Output Media campaign, connections with the “outside
gamified on-boarding world”
3-:? experiences....
——— 2 > -
CHALLENGE RESOLUTION

Challenges
and Missions

Lm

Avatars Competition
and

Collaboration

Tutorial Rules of play Experience

points

Badges and
Prizes

oscar.garciap@cookiebox.es
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Feedback
and Progress

0 COOKIE
BOX
—




But we lack
the profiles that we need in
order to create decent games

We (I, Yf@U) cannot
implement everything®! So...
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JamToday Fair 2016 Jams & Cames » Toolkit » JamToday Network: = About Us « Calendar Login Register

JAM
% CHANGE
LEARNING

Q

=,

S ¢

JamToday Fair 2016 in TRANSMANGO Game Jam Qverview Jams Living Lab - Applied game ja
Florence, Italy 2017

MORE INFO MORE INFO
MORE INFO MORE INFO

http: / /www.jamtoday.eu/



http://www.jamtoday.eu/
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Participate Calendar Prize Mentors & Jury Rules

1 weekend - 4 universities - 8 teams - 1 goal

Create innovative solutions to increase diversity and inclusion in society
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1. Need to Engage (the loop)
2. Total Patient Experience
3. Customize (the matrix)
4. Design well = Psychology first
plus “the other” axes
5. Co-create
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