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Basic Gamification

Points, Badges, Leaderboards,..

Retention

O/‘

Engagement
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Advanced Gamification

Serious Games, Game-based-Learning

Retention

Engagement
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Gamification?
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Gamification Is a spectrum

o Points o Leaderboards O Quizzes & Feedback o Exploration o Collaboration

O Badges O Avatars O Narratives O Levels & Progress O Branching

©Synquest 2023 10



Retention

Engagement
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The Relevance Quadrant

High Perceived
Personal Relevance

Flower Adhoc
arrangement Language operational issue

course ChatGPT

Low Company
Relevance

High Company
Relevance

Long-term
reskilling

Code of Conduct

Low Perceived
Personal Relevance
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The Relevance Quadrant

High Perceived
Personal Relevance

Flower
arrangement Language A.dhoc.
Topic & Context course ChatGPT operational issue
driven
Intrinsic Motivation

Low Company
Relevance

High Company
Relevance

Lack of
Intrinsic Motivation

Low Perceived
Personal Relevance
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Where is my learning topic?

High Perceived
Personal Relevance

<

Low Company High Company
Relevance Relevance

<

Low Perceived
Personal Relevance
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The Relevance Quadrant

High Perceived
Personal Relevance

Topic & Context
driven
Intrinsic Motivation

Low Company
Relevance

High Company
Relevance

Long-term
reskilling

Lack of
Intrinsic Motivation

Low Perceived
Personal Relevance
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The Relevance Quadrant

High Perceived
Personal Relevance

Topic & Context
driven
Intrinsic Motivation

Low Company High Company

Relevance 7 j///{/{% Relevance

- ’." 7
Format driven 7 ,/g%

Intrinsic Motivation //////// ////

Lack of
Intrinsic Motivation

Low Perceived
Personal Relevance
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The Relevance Quadrant

High Perceived
Personal Relevance

Topic & Context Long-term
driven reskilling
Intrinsic Motivation

Low Company High Company

e oo / /

Lack of
Intrinsic Motivation

Low Perceived
Personal Relevance
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The Relevance Quadrant

High Perceived
Personal Relevance

Long-term
reskilling

Topic & Context
driven
Intrinsic Motivation _

Low Company High Company

e oo / /

Lack of
Intrinsic Motivation

Low Perceived
Personal Relevance
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How to shift my learning topic?

High Perceived
Personal Relevance
I

Low Company High Company
Relevance Relevance

>

Low Perceived
Personal Relevance
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Impact of Gamification

Retention

o/ ‘
FEASIBILITY? E—
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SYNQUEST
We make learners want to learn

Synquest is a learning format that brings the effectiveness of a serious game,
at the cost and build time of a traditional e-learning

Immerse yourself in Explore content in Apply knowledge, solve
stories & tailored 3D different formats & quests & track your
environments interact with characters progress
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SYNQUEST

Svnquest is a learning format that brings the effectiveness of a serious game,
at the cost and build time of a traditional e-learning

Immerse Explore & Interact Apply & Progress
ACTIVATION

STORYTELLING
APPLICABILITY
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OUR SERVICES

Fully customized journey Branded ‘off the shelf’ trainings

We create a al ) 'V to meet We update to fit with

your |earn|ng communlcatlon or assessment your and
objective. identity.

The s and | S are created as per We're currently expending our library.
your fic requirements, leveraging Are your struggling with a certain learning
the S tfr and ; objective? Don't hesitate to and

mechanics. get your content created at a !

26/01/2023 OSynquest 2023 26



Key Takeaways

The Relevance
Quadrant

Gamification
Spectrum

Learning Topics
Relevance Shift

Q,
SYNQUEST
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Key Takeaways

The Relevance
Quadrant
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Gamification
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Learning Topics
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Engagement
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