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Why? How?

Results

Bene�ts

1. Attract attendees to less 
visited areas (POIs)
2. Strengthen networking

1. Study the ludic factor as a 
dynamization & attainment 
element in this sector
2. Study attendees’ pro�ling and 
habits

Useful & Integrated 
>Organization requir.

Direct & Intuitive
>Immersion

Themed
>StoryTelling

Framework(s)
>Analysis

Designed Elements
>Creation & Production

KPIs
>Results

Satisfaction
Did you like the Gami�cation experience? 
According to the attendees’ survey, 
the event ‘s Gami�cation has been 
perceived as fun and useful.

Usefulness
Was the gami�cation experience useful for you? 
We think networking between gami�ed attendees 
has been explicitly or implicitly facilitated 
by the means of  Gami�cation.

Participation
% of gami�ed attendees of the total during 
Friday and/or Saturday 
*Gami�cation was optional 
**Total gami�ed attendees: 200

By Gender
The % of OrkCubes and ElfCubes corresponds 
to the % of registered Men and Women

Increase on program’s events attendance
In this experience we improved assistance to less frequented areas in previous editions, 
but we believe that the Gami�cation can also improve attendance at events that 
happen in bad timings (i.e. lectures early in the morning).

Improvement of interaction between attendees and participants
As an added layer it doesn't just improves presence but also interaction between 
attendees & participants who exhibit projects in passive spaces like the Showroom and 
other points of interest.

Increase in networking between attendees & pro�les
We have veri�ed how Gami�cation facilitates introductions and cooperation, either by 
creating a playful state that predisposes to socialize or because by means of elements 
like the gami�ed accreditation encourages attendees to take a �rst step in communica-
tion and exchange

Higher media impact of the event
Gami�cation -thanks to its innovative look and transversality of its application- creates 
excitement and interest in the media as well as fun/signi�cant situations that are easily 
shareable by participants themselves in their own social networks.

Added fun to the event
Although Gami�cation doesn’t transform the event into a game, playful element 
remains one of the great aspects that enhance the experience. In this sense Gami�cation 
generates fun facilitating the bene�ts previously mentioned and substantially increases 
attendee loyalty.
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