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Player's Journey & Habit Building
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MDA : A formal approach to game design runrrdestapooselzzisxsa
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Market Segments for Gamification |
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Entertainment Retail Media & Publishing
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jive ? coy L healthcare qgym
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asee’ MM | Re il (R anything shopping jukebox
Enterprise Education Healthcare/Wellness | 700 .
anywhere kindergarten
f t marketing lottery
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winery newspaper
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Gamification@' is both a symbol and a term. recreation
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Commerce Playing Farming Learning Workplace Travel

Offline

Online

e-Commerce e-Sports e-Farming e-Learning m-Office e-Travel
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