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Motivational
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Maslow’s hierarchy of needs
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Psychological
needs




MASLOW’S HIERARCHY OF NEEDS

APPLIED TO EMPLOYEE ENGAGEMENT
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Drive — Daniel Pink

https://youtu.be/u6 XAPnuFjJc



Flow - Csikszentmihalyi

Action
opportunities
(challenges)

Boredom

Action capabilities (skills)

Fig. 18.1 The original model of the flow state. Flow is
experienced when perceived opportunities for action are in balance
with the actor’s perceived skills. Adapted from Csikszentmihalyi
(1975/2000).
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Motivation and
gamification




Motivational drivers

1. Epic meaning and calling

2. Development and achievement

3. Empowerment of creativity and feedback
4. Ownership and possession

5. Social influence and relatedness

6. Scarcity and impatience

7. Unpredictability and curiosity

8. Loss and avoidance

Source: Octalysis framework by Yukai Chou



-Narrative -Beginners Luck

-Points -Elitism -Free_Lunch_ .
-Badges (Achievement Symbols) -Humanity Hero -Destiny Child -Milestone Unlock '
-Fixed Action Rewards -Higher Meaning -CoCreator -Evergreen Mechanics

-General’s Carrot

-Leaderboard :
-Progress Bar :(I-‘\:’ﬁg:;]Tg:ﬁn Eggtrol
-Quest Lists

-Win Prize :gljéas?:; rfseedback
-LevelUp Symphony -Voluntary Autonomy
-Aura Effect -Choice Perception
-Step-by-Step Tutorial .

-Boss Fights Accomplishment Empowerment

-Friending
-Social Treasure/Gifting

- -
. -SeeSaw Bump
-Virtual Goods a S I -Group Quest
-Build from Scratch C : k. -Touting
ocial

-Collection Set :
Avatar Ownership

-Earned Lunch
-Learning Curve

Influence “*‘ -Bragging
' -Water Cooler
-Thank-You Economy

-Protection -Mentorshi

-Recruitment -Social Pro%

-Monitoring Scarcity Unpredictability y

E
i -Glowing Choice

-Appointment Dynamics Avoidance ;- -MiniQuests
-Elxedl_lntervals i -Visual Storytelling
-Pe_mg ;:I;lg _ -Easter Eggs
-Prize Pacing -Random Rewards

-Options Pacing -Obvious Wonder

-Patient Feedback : e -Rolling Rewards
-Count Down -Sunk-Cost Tragedy B tatus Quo Sloth -Mischief
-Throttles -Progress Loss ¥ -Scarlet Letter -Sudden Rewards

-Moats -FOMO -Visual Grave

-Oracle Effect
-Evanescence Opportunity -Weep Tune (UHACHOUY



What motivational drivers does this play on?

http://youtu.be/bGISEEx2pXc?list=PLfbtDJcZvTsGbZ_C
XHRbMUDnNiGuwUeCtf



SAPs — Gabe Zicherman

Status
Access
Power

Stuff (things inside games)



Nir Eyal - Hooked

The Hook
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LINKEDIN
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| just met someonel Find the person

| don’t want to forget them.

Send invitation to Search for person
connect on LinkedIn




TRIGGER
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Intrinsic and
extrinsic motivation




What is the difference between intrinsic and extrinsic
motivation?

http://vimeo.com/88939322



Feedback loop




Do Somethlng

Rep eat Measure
Feedback
Loop

Correct Analyze




EXFERIENCING

The Aclivily
Phage
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Planning
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Developing
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