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Benefits of Gamification
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Boost Motivation

Hewlett Packard:

launched Project Everest to give rewards like
holidays and other goods to the best reseller
teamsand sawa 56.4% and $1
Billion increase in
revenue.
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Build Learner Engagement

Beat the GMAT:

. %
studentsincrease their time spent on site by 37 0
through a gamified system

Increase Learning Retention
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Industry experts asserts that interactive learning games can
cause longterm retention rates by upto 10 times
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Performance Feedback

DevHub: a place where Web developers, added gaming

feedback and watched in awe as the percentage of users whe

finished their sites shot up from 10% t0 80%
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Enhance Productivity

LiveOps: call center reduces call time by 15% and

increases sales by over 8% I I I

More than half of learners would be motivated by leader boards
and increased competition between students.
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