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Overview

A Philosophy
A Purpose
A Games ati SelldasrGames Taxonomy
A Design Steps
A Issues and Solutions
A Bug Hunter Game Details



Game Philosophy

A Let everyone win
A allow users to customize the game to their strengths

A Simple prizes

A provide enough incentive to play but not enough
Incentive to cheat

A Align the game to the job

A get people to focus on core elements of their jobs
A Simple games

A simple interfaces using existing tools



Game Purpose
A Motivate Behavior

A communicate organizational goals
A allows tweaking goals over a short time period

A Facilitate Education
A understand standard metrics
A learn relationships between metrics
A understand how to use the metrics to increase quality

A Team Working
A build team spirit
A foster healthy competition
A entertainment



Game Design

A Set the goals
A determine the desired outcome
A determine the organizational side effects

A Set the rules

A set the duration, prizes, etc.

Adetermine how people wildl
A Determine organizational impact

A will the game achieve the desired outcome?
A what are the benefits?
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A Competing priorities between groups
A unhealthy competition
A side-effect behaviors

A Multiple goals
A can cause conflicting organizational messages

A Conflicts between players and non-players
A can result in cooperation issues
A DYFJ syndrome



