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Game Plan

▪ Who we are and what we do

▪ Overview of game-based and gamification

▪ Case studies

▪ Wrap it up
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About Peregrine Performance Group

▪ 20-year learning industry veterans

▪ Three-time winners of Brandon Hall Research Excellence in Learning 

Awards 

▪ Internationally recognized leaders in 

• Performance consulting 

• Performance-based training design and development 

▪ Wide and deep network of thought-leaders, practitioners, and production 

support personnel
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Our Clients

Aerospace

Bio-pharma

Energy

Entertainment

Finance

Food and Bev

High-tech

Higher Ed

Hospitality

Medical Services

Military

Pharmaceutical

Staffing

Industry



Introduction to Games and Gamification
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Ready, Set…

Name three countries that start w/ the letter “U.” 

Go!

• Uganda

• Ukraine

• United Arab Emirates

• United Kingdom

• United States of America

• Uruguay

• Uzbekistan
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Saatchi & Saatchi (2011) Research 

Percentage of people who would be interested in working for a company 

that offered games as a way to increase productivity:

55%
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Gamification in Action

Musical Stairs

Zombie 

Running Game

Dangerous, Simulated 

Forklift Challenges
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Examples of Games

▪ Billiards

▪ Baseball

▪ Call of Duty

▪ Chess

▪ Cricket

▪ Dungeons and Dragons

▪ Final Fantasy XIV

▪ Grand Theft Auto

▪ Half-Life

▪ Minecraft

▪ Monopoly

▪ Ping-Pong

▪ Plants versus Zombies

▪ Scrabble

▪ Tennis

▪ The Sims

▪ Tic-Tac-Toe

▪ World of Warcraft
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challenge

abstract

rules

players

systememotional 

reaction

quantifiable 

outcome

feedback

interactivity

What is a Game?

A system in which players 

engage in an abstract challenge, 

defined by rules, interactivity and 

feedback, that results in a 

quantifiable outcome often 

eliciting an emotional reaction.

rules
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game thinking

aesthetics

engagement

mechanics

game-basedsolve 

problems

promote 

learning

people

motivate action

What is Gamification?

Using game-based mechanics, 

aesthetics and game thinking to 

engage people, motivate action, 

promote learning, and/or solve 

problems.

rules
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Use of a game

Game-based and Gamification

Game-based Gamification

Integration of games in the 

learning process to teach 

skills, knowledge, and 

achieve learning 

objectives.

Use of game elements, 

mechanics, and thinking to 

engage, motivate action, 

promote learning, and 

solve problems.

Gamification vs Game-Based eLearning: How To Integrate 

Them Into Your eLearning Course Design, Christopher Pappas

The Gamification of Learning and Instruction, Karl Kapp

Addition of game elements to 

non-game situation.

Content is often focused on: 

• Safety policies

• Product specifications

• Customer service practices

• Onboarding new EEs

Commonly used to teach:

• Tradeoffs

• Resource allocation

• Decision-making

https://elearningindustry.com/gamification-vs-game-based-elearning-can-you-tell-the-difference
https://elearningindustry.com/gamification-vs-game-based-elearning-can-you-tell-the-difference
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Game-based Patterns of Play

▪ Competition

▪ Chance

▪ Simulation or role play

▪ State of dizziness or disorder

The Gamification of Learning and 

Instruction, Karl Kapp

Patterns of play are 

often combined
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Gamification Elements

▪ Abstractions of Concepts 

and Reality

▪ Goals

▪ Rules

▪ Time

▪ Rewards

▪ Replay or do over

▪ Levels

▪ Feedback

▪ Conflict, competition, 

cooperation

▪ Storytelling

▪ Curve of interest

▪ Aesthetic

The Gamification of Learning and 

Instruction, Karl Kapp
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Can I? When Should I?

▪ Anyone can design game-based learning and gamification.

▪ When is it worth it?

• Tasks, skills taught require practice

• Outputs require higher level cognitive abilities (e.g., application, analysis, or 
evaluation of content)

• Consequences of failure are high

Game-Based Learning: When It’s a Worthy 

Investment, Karlea McCoy

https://www.learningsolutionsmag.com/articles/2163/game-based-learning-when-its-a-worthy-investment
https://www.learningsolutionsmag.com/articles/2163/game-based-learning-when-its-a-worthy-investment
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Steps for Adding Games or Gamification to a 

Learning Initiative

1. Play games just for fun.

2. Play learning games.

3. Put the instructional design first.

4. Link your learning design to game design.

5. Incorporate scoring and rewards.

6. Create a prototype

7. Play, test, and improve your design (iteratively, incrementally)

8. Finalize the product.

9. Implement the product. TD: Game Time, Karl M. Kapp, 

Sharon Boller

https://www.td.org/Publications/Magazines/TD/TD-Archive/2017/01/Game-Time


Case Study – SAP Early Talent Game
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Meet Sarah

She is…

➢External hire with up to two years post-

graduation and nonprofessional experience

Expecting from the workplace to: 

➢Facilitate Learning of new knowledge and skills, 

continuously

➢Provide options for fast career advancement
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Goal

▪ Global, scalable end-to-end program for a uniform support of Early 

Talents 

▪ Accelerate the development of incoming Early Talent hires with a 

memorable, and impactful experience

▪ Build a pipeline of future leaders

Attract, Engage, Retain
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Projected Results

The interface of the 

game is really cool 

and interactive. 

It helped - identify what 

fields the company works 

in, see how it has helped 

common people in their day 

to day life, and showcase 

various customers.

I found as I progressed further, that 

the information was very 

comprehensive, and there was 

information and skills that I had not 

encountered before.
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Challenge – What would you do?

Technology 

Familiar to the developer

- OR -

One of the company’s products 

that isn’t fully developed
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Challenge – What would you do?

Content

How to organize a great deal 

of diverse content:

▪ Strategy

▪ Culture

▪ Products

▪ Tools

▪ Industries

▪ Soft Skills



Food Transportation Power/Electric Money/Finance

❑ Introduction: What’s the Big Idea?

❑ Discover xxx customers

❑ Describe the role of a mentor and 

mentee

❑ Use Jam

❑ Complete Go-Dos

❑ Articulate the XXX Story

➢ Game: rebus fruit buckle puzzle

➢ Message: innovation

❑ Discover XXX customers

❑ Explain XXX’s Strategy

❑ Communicate via Lync

❑ Communicate using standard forms 

of business comm. at XXX

❑ Communicate via Email

❑ Develop intercultural awareness

➢ Game: scenario based, match 

people to modes of transportation

➢ Message: XXX customers’ 

customers, drive down to the 

individual level

❑ Discover XXX customers

❑ Understand Early Talents’ 

expectations

❑ What is XXX XXX, the Cloud, key 

products

❑ How We Run

❑ Be inspired by Design Thinking

➢ Game: power-grid connecting  

alternative energy sources

➢ Message: forward-thinking 

organization taking global 

responsibility

❑ Discover XXX customers

❑ Use the Talent Journey Jam

❑ Explain the ITM process

❑ Identify your unique skills

❑ Create a development plan

➢ Game: crypto-puzzle, decrypt 

images and codes

➢ Message: digital

Health Government Environment Technology

❑ Discover XXX customers

❑ Create and deliver meaningful 

presentations

❑ Effectively use Success Map 

Learning

❑ Participate in Talent Check-In 

Building resilience

➢ Game: scenario-based, collect real-

time data to drive action.

➢ Message: real-time analytics lead to 

change

❑ Discover XXX customers

❑ XXX who is who and org chart

❑ Use XXX documents

❑ Influence without authority

➢ Game: tbd

➢ Message: impact, influence and 

collaboration

❑ Discover XXX customers

❑ Embrace change

❑ Create a development plan with 

your Manager

➢ Game: resource-balancing arcade

➢ Message: problem solving 

considering your environment

❑ Understand our key customers, 

key industries and lines of business

❑ Identify XXX products and solutions

❑ XXX brand and imagery

➢ Game: text-based adventure + 

culminating puzzle

➢ Message: it is ok not to know 

something. Admit the gap and 

embrace your strengths.

Game Structure – non-exhaustive content list
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Challenge – What would you do?

Engagement

Keep Early Talents interested
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Node Code
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Mini Games



© 2016 SAP SE or an SAP affiliate company. All rights reserved. 33Internal



Peregrine Performance GroupPeregrine Performance Group

Gamification

Storytelling Context

Engagement Guidance

Curation



Case Study:

Marriott Arab Guest Loyalty Drivers
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Case Study – Marriott Arab Guest Loyalty Drivers

Situation

▪ In the United Arab Emirates (UAE), 

Arab guests spend the most

▪ Marriott finding it harder to attract 

and retain Arab guests

▪ Commissioned a study of Arab 

guest loyalty

▪ Uncovered 8 loyalty “Hot Buttons” 

or “Loyalty Drivers”

▪ Need to communicate and train 

employees on Arab guest Loyalty 

Drivers
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Case Study – Marriott Arab Guest Loyalty Drivers

Organization Challenges

▪ Multiple hotels being built in UAE region

▪ 1000s of employees

▪ Biggest hotels have 1000+ rooms

▪ 10+ Restaurants and bars

▪ Multiple shifts

▪ Most employees have

some high school education or less

▪ Majority of employees are not from the 

Arab States or even the Middle East
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Case Study – Marriott Arab Guest Loyalty Drivers

Training Challenges

▪ Efficient delivery to all employees

▪ Needs to be used in multiple forums and 

situations

▪ “Trainers” are scarce, managers are many

▪ Start with arrivals and food & beverage

▪ Something that can be replicated easily for 

other cultures and hotels

▪ “Hot button” content plus Arab culture 

content
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Challenge

Most employees have a high school education or less

▪ KISS principle – Keep it simple

▪ As few components as possible

▪ Try and keep the language level low

▪ As few rules as possible
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Challenge

How to organize the Arab loyalty and culture content

▪ Scenarios presenting situations

▪ By Loyalty Driver

▪ By role
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Challenge

How to organize the Arab loyalty and culture content

▪ Supporting cultural information

organized by topic in an

Associate’s Guide
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Challenge

What should be the goal of the game (or how do you win)?

▪ Complete all scenarios for each loyalty driver
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Challenge

How can the other players be 

involved during a player’s turn?

Two levels of play

1. First time player

• Player answers scenario

• Other players offer their answer

• Player can choose their answer or 
another player’s answer

2. Experienced player

• Players answer without help from 
other players
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Case Study – Marriott Arab Guest Loyalty Drivers

Solution

▪ Game-based learning

▪ Scenarios developed using the 8 

Loyalty Drivers as the foundation

▪ Managers lead the games

▪ Participants hunt and peck 

culture information in the 

Associate’s Guide to respond to 

the scenario

▪ Two levels of difficulty

• First-time

• Experienced
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Case Study – Marriott Arab Guest Loyalty Drivers

Solution

▪ Materials can be used in 

other ways

• One-on-one coaching

• Pre-shift meetings

• Large group game play

• Large/small group 
presentations

• Role play

• Self-guided
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Sources

▪ Gamification vs Game-Based eLearning: How To Integrate Them Into 

Your eLearning Course Design, by Christopher Pappas – eLearning 

Industry, April 20, 2015

▪ Game-Based Learning: When It's a Worthy Investment, by Karlea 

McCoy – Learning Solutions Magazine, December 14, 2016

▪ TD Game Time, by Karl M. Kapp, Sharon Boller, January 1, 2017

▪ The Gamification of Learning and Instruction: Game-based Methods and 

Strategies for Training and Education, by Karl M. Kapp

https://elearningindustry.com/gamification-vs-game-based-elearning-can-you-tell-the-difference
https://elearningindustry.com/gamification-vs-game-based-elearning-can-you-tell-the-difference
https://www.learningsolutionsmag.com/articles/2163/game-based-learning-when-its-a-worthy-investment
https://www.td.org/Publications/Magazines/TD/TD-Archive/2017/01/Game-Time
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How to Get This Presentation

peregrinepg.com/learning-games



Peregrine Performance Group

Contact Info

Joe Halpin

joe@peregrinepg.com
Terry Teplitz

terry@teplitzlearning.com

Russ Powell

russ@peregrinepg.com


