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Becoming the Master of Games:
Learning to transform other people – and yourself – while playing

Spirals of Gamification™: Becoming the Master of Games
Games, and not only video games or online games, but games of
all sort, have quickly become an integral part of our life. It seems that
the whole world is transforming into orbis ludens, the world playing.
At Summ()n we actively apply the tools and methods of game design
and gamification in our own work on innovation. We also help our
clients to master these useful skills.

This approach helps us to analyze
the pros and cons of different
game mechanics in the cases that
we review together during the
session.

During our Spiral of Gamification™ workshop we introduce
an innovative framework of gamification that can guide
the development of meaningful and culturally-specific serious games
and gamifications.
We also introduce a wide range of tools and methods of gamification,
together with real-life illustrations of successful –
and not so successful - use of gamification in business.
And of course we practice what we preach: the workshop itself is
designed as a game, the game of developing different games and
immediately seeing if they are good or not.

During the practical exercises we
gradually increase the complexity
of the games that need to be
developed, and also provide tools
to improve design and playability.
The workshop is offered with
a general set of cases of serious
games and gamification, but we
always try to include the cases that
are relevant for our participants’
businesses.

During this Spiral of Gamification™ workshop every team develops
4-5 different games, each time gaining feedback from other
participants and from the moderators.
Total duration of the workshop is one day (which can be divided into
two half-days), with 12-16 participants in total.
Summ( )n presents the framework of gamification, illustrated by
a large number of cases, provides a set of tools and templates
to run the games and provides feedback on all stages of the exercise.
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The workshop provides a ‘bigger
picture’, an analysis of games
and gamification from a broader
socio-cultural perspective, using
the framework of Spiral Dynamics.

We also discuss possible scenarios
of how gamification could evolve
in the future and make an impact
on the business of our clients.
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