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WHY GAMIFICATION WORKS C
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40% OF AMERICANS PLAY WHY USE GAMIFICATION?
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THE NUMBER OF HOURS SPENT PLAYING VIDEOGAMES

IN THE UNITED STATES EVERY DAY \J

GROWTH OF GAMIFICATION
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Since 2010, over 350 The Worldwide By 2016 45% of Global 53% of technology
companies have launched Gamification will grow 1000 organizations will stakeholders said that by
major gamification from $242 million in 2012 use gamification as the 2020, the use of

projects. These include to $2.8 billion in 2016. primary mechanism gamification will
consumer brands like MLB, to transform be widespread
Adobe, NBC, Walgreens, business operations
Ford, Southwest, Ebay,
Panera, and More
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