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Presenter Notes
Presentation Notes
DANA:
"Gamification" is the term given to the use of game design elements outside of games themselves. The Gamification of volunteer roles and tasks is here, and as #LeadersOfVolunteers we can understand and enjoy the ride on this wave of change, or be left behind, sputtering and struggling in the wake


Dana Litwin,CVA

Dana Litwin Consulting
“Priceless Advice” web series

Dana Litwin, CVA, is a globally recognized strategic advisor, speaker, and advocate for civic service. Since
2002 she has guided organizations in California's Silicon Valley and nationwide to produce breakthrough
volunteer and community engagement programs. Dana is the creator of the YouTube channel “Priceless
Advice for Leaders of Volunteers”, served as President of the Association of Leaders in Volunteer
Engagement (AL!VE), and is a founder and facilitator of the National Alliance for Volunteer Engagement.
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Todd McMullin

Technologist, Consultant,
‘Co-founder Extraordinaire’

Todd graduated in non-profit management and has 25 years experience as a technology consultant
for community organizations. He is the co-founder of a United Way chapter, a local Volunteer
Center, The Disaster Help Network, The Congress of Volunteer Association Administrators, and the
Association of Leaders in Volunteer Engagement (AL!VE).
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S
Learning Objectives

1) Apply game theory to volunteer roles,
recruitment, retention.

2) Incorporate aspects of playful
competition for high engagement.

3) Plan how and where to get skilled
volunteers for gamification plans

VSys One — Volunteer Management Solutions



Presenter Notes
Presentation Notes
DANA:

1) Apply game theory to volunteer roles, recruitment, retention 
2) Incorporate aspects of playful competition and cooperation for higher engagement and team-building throughout your agency 
3) How and where to find tech and specifically highly-skilled volunteers to support a gamification strategy 



Game On!

Simple >>>> Complex
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Practical >>> Technological

-
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Games are an undeniably vital part of a society. Whether you are part of a competitive eSport team, love the sound of shuffling cards, or play Monopoly with the family, the act of participating in a game is something almost universal. 

What we tell you about in this session can be applied in simple and practical ways, or more complex, and with or without using technology. Todd and his kids have a great, practical example (to TODD)



B
Is Your Volunteer Environment FUN?

Volunteer —)
Environment
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Let’s use an analogy. This is my trampoline with my daughter, Hollyn, representing our volunteers. At first it was just a basic trampoline and my kids had fun jumping on it. But, of course, I wanted them to jump more so they’d gain skills, health and fun. 




.

Can Your Volunteers Control Their Experience?
Strobe Lights

Bubble Machine

Fan Controls

Wti0g

Gamification Control Center
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So, I decided to add some elements to their experience and give them control of these. As you can see here they can now activate … 

The base activity is still the same but now the amount of time they spend on the trampoline has gone up 5x and they love it far more. 




®
Are They HAPPY With The Result?
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As you can see here, they love playing in the bubbles and turning on / off the showers, mist, fans, lights and music. They’ve gone from a one-dimensional experience to a multi-sense immersion experience… and there’s a huge difference between these two psychologically. We’ll be discussing this in more depth later on. 
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So, by watching my kids play I learned that they loved the control as much as the activity, maybe even more so. This is IMPORTANT! We all know that volunteers are well educated, intelligent people.  They seek to be empowered through their service. By giving them opportunities to engage with and influence their environment you make that happen AND help them have FUN.


What Motivates Us to Play?

TIME LEVEL
L0 (0= S 0[0]|

PLAYER |

NEW GANE

PRESS -START
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Thanks Todd! With advances in technology now allowing for many aspects of our daily lives to become infused with gaming elements, are our motivations for playing becoming an important and relevant part of who we are? 



Everything is About Clicks!
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 Brand Awareness
(Agency Mission)

* Fundraising

* FUN = Connection
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So, we know what motivates people to play but it’s also important to understand that your organization benefits. Play creates brand loyalty, increases fundraising and improves retention of both volunteers and employees. Big corporations now spend millions of dollars to integrate elements of play into workflows, operations and relationships. We can do even more with volunteerism because the people we work with have already demonstrated how much they WANT to be present and engaged, just by showing up. 



Step 1: Fun-ify!

 Deécor

« Zoom Backgrounds

 Goofy Awards/Certificates

* Funny (tasteful!) hashtags on
Social Media
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Before we dive into the more involved aspects of gamification we decided to give you a few fast ways to quickly change the mindset of volunteers when they interact with your program. This sets the stage for the games to begin. 

We think it helps if you “fun-ify” your physical environments – once we can all get into them again. So, we suggest you spend exactly $20 at your nearest dollar store purchasing random items. Even if you never put them up in your offices, the shopping experience alone will put YOU in the right frame of mind for game creation. Oh, while you’re at the dollar store be sure to grab a funny hat like the one I’m wearing today. I’ll bet the moment you all saw it today you knew THIS presentation would be different than hundreds of others. That’s the goal! 

**Great fun-ifiers ask themselves questions like this one I heard recently when my client asked: *“Hey, are my volunteer contracts LESS legally binding if I print them on pink paper in a children’s font?” The answer, of course, is NO, but the point is that my client was finally thinking in new, fun ways that volunteers would notice were different.** 



®
Step 2: Create a Challenge Board
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Now, if your program is budget challenged know that you can take the basic steps of gamifying for practically nothing. 1 piece of poster board with the label “Volunteer Challenge Board” can be hung wherever your volunteers will see it. 

Let me use an example of how to use a basic challenge board well: If you’re running an animal shelter program and a volunteer has made the observation of how dog kennels might be cleaned better, then you should put them in charge of doing something about it and suggest that they challenge others to help. The volunteer only has to write the following statement on the Challenge Board: “Hey, I just cleaned the dog kennels better than EVER before. Do you crazy cat people think you can do better? Game on!” Pretty soon you’ll have cats, dogs, people and fur flying everywhere in a frenzy of cleaning that will save the facility money while providing a far better environment for everyone on either 2 feet or 4. Then, if you really want to splurge, put one more posterboard up and label it “Leader Board.” Use it to track whether cats or dogs are winning week by week. 





Step 3: Share Leadership & Goals
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This game creating process is the same as when my kids are put in control of their trampoline experience. Suddenly, THEY are the leaders as well as the participants and THEY are in control of their environment. So, once you’ve started the process by creating environment and basic challenges turn the process over to your volunteers and see what happens. Communicate and collaborate on goals. Dana I just made a separate presentation on the subject of Care Circles, or how volunteers can share in the creation and propagation of results. We’ll put the link to that up on the Voices page as well. 




®
Formal vs. Informal Volunteering

70% of volunteering
worldwide is not connected

to NPOS, NGOS, or
government organizations.
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I want to mention that only about 30% of volunteering around the world is “formal”; part of a program, organization, agency, etc.

70% of all volunteer activities are casual, or informal; just people doing what needs to be done in their communities, in the spirit of mutual aid.

Here are two examples of globally popular, viral volunteering efforts that organically (accidentally) uses gamification. One started out as completely informal; casual, spontaneous. The other has an app designed to empower and create Citizen Scientists.

 



.

#TrashChallenge

« Started at a school in Ukraine, spring
2019

* Millions participating within 6 months

« Can be done by anyone, anywhere,
anytime

 Crosses all languages and cultures
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Let’s show you how gamification can make NEW ideas happen. One day in Ukraine {story of trash challenge}. A recent viral social-media trend, #Trashchallenge, is a prime example of people seeing and solving a problem (litter in public parks and beaches), and turning it into a playful competition. 








S
Gamification as eLearning

NowW

/ \ It's time for your daily lesson.
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The biggest use of gamification outside of actual games is in eLearning programs, like Duolingo.
It’s time to show you one example of how THINKING, CHANGING ENVIRONMENT and ENGAGING volunteers in the process turned normally challenging opportunities into magical fun. All through gamification! 



Tools

Engagement

Learning

Challenge

SKkill

Reward

Achievement

Goals

Organizational
Productivity(Increased Capacity)

NGO WON=
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So, let’s formally introduce a few of the concepts we’ve already been illustrating. Good gamification will lead to improved engagement, learning, challenges, rewards and achievements. It’s the pinnacle of efficient human motivation because it capitalizes on our inherent desire to be connected, happy and productive in teams and it’s EASY to start by just taking a trip to the dollar store, putting on a silly hat, setting up some posterboards and listening carefully to how your volunteers already want to improve things. 

We’re going to take a deeper look at how games help with engagement, learning, rewarding and achievement then we’ll give you a hopefully-inspiring conclusion and do our own listening to YOUR thoughts via the chat room. 


®
1: Engagement

Tech engagement = quantity of
players, hours of play, eyeballs on
ads.

Volunteer/community engagement =
quality relationship building.

) ')/ ‘W‘ r“j\“ !
J}I/é%/{zfv{w SO WX «\“\\3\
cummmswm\m
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User Engagement definitions by gaming industry = Eyeballs on ads, product purchases, growing numbers of audience to infinity and beyond! “Hooking” repeat customers and building brand loyalty. High engagement for gamers = higher numbers of people, users and the hours they spend in the game.

Engagement of volunteers = Little bit of overlap in that we collect data like hours and number of people, BUT important difference is the depth of relationship and connection to the cause (mission of the agency), and the growth of audience or talent pool is defined by the mission of the agency. It might be 5 minutes for a remote micro-opportunity (Be My Eyes app as an example), or 5 hours to pull weeds, or 5 weeks, months, years, etc. 

You can advertise a game-feel to the role or task, or let it be revealed organically. This style of crowd-sourcing  engagement is naturally empowering, and fun with a friendly sense of competition. 

***ASK VOLS WHAT SUCCESS LOOKS LIKE TO THEM, SELF-SET GOALS, AND ACHIEVEMENTS***



S
2-3: Learning & Challenge

“A game is anything that &=
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A “game” is really anything that engages two or more people with one another for a purpose and it always involves fun. Good games start with a ‘practice round’ that helps participants learn the rules. Your first attempts to jump-start gamification in your programs may lead to some confusion, strange looks, managerial skepticism and a sense of awkwardness. Don’t let this discourage you! In time people will rise to the level of the challenge you are throwing out and start engaging spontaneously and organically. When they get into a gaming mindset they’ll start looking forward to coming in, learning new skills, participating with improvements and challenging others to do the same. It’s both inherent and natural. The practice round will turn slowly into a fun, organic competition where everyone is engaged, happy and productive. Just give it time! 


o
4: Skill

“Skill is the unified force of
experience, intellect, and
passion in their operation.”

- John Ruskin
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A big part of the motivation to continue playing any game is an increase in skill sets. With video games, that is usually very specific to the game rules, but in volunteer roles, “gamifying” skills has real-world applications for career paths, education, and good old fashioned fun. 

More time on tramp = greater athleticism, skills, health, balance… 


B
5-6: Reward and Achievement

There's a difference between
formal and informal recognition

Whose Winning THI ,,
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Gamification rewards are as informal and fun as the play itself. Awarding points and badges are classics and can lead to what the video gaming world calls “leveling up.” In our world that can consist of giving them leadership roles on teams, mentoring opportunities or train-the-trainer promotions that are based on how well they’re doing in the games. 

At your annual volunteer recognition dinner you can also announce the winners of games and competitions but do it in a fun way. Our goal in gamification happens out in the lobby before the ceremony begins as volunteers laugh, reminisce and congratulate each other informally before sitting down to be quite-properly recognized for being volunteers. The dog and cat camps will – with great enthusiasm – self congratulate themselves and challenge one another to yet another year of competitions while recruiting the other animal camps onto their respective teams. Management will be shocked and can cut back on custodial costs, therefore funding your programs better through nothing more than fun. 

GAME ON Folks!



'S
7: Goals

SHARED GOALS

Let the volunteer who saw the problem
create the goals (aka “challenges”)
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***ASK VOLS WHAT SUCCESS LOOKS LIKE TO THEM, SELF-SET GOALS, AND ACHIEVEMENTS***


Remember: Todd’s kids spent 5x as much time on tramp after they could influence and control the experience. 



®
8: Organizational Productivity

You can’t make this
work in a vacuum!
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If you are not already collaborating with HR, development, and other departments, suggest gamification strategies throughout the agency as a fun, new way to increase capacity, efficiency, and organizational productivity.

If you need help figuring out how all of these work together then give us a call!




B
Work and Play
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The relationships between our work preferences and our motivations for playing with others, and to see when viewing a volunteer as a ‘player’ in an environment is beneficial. Also be aware that not everyone will be “into it”, so allow room for different levels of participation while maintaining consistent and fair recognition of team (paid an unpaid!) accomplishments.



B
This is HAPPENING!

Get on board or get
left behind!
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This IS Happening folks. TrashChallenge and others like it show that the power of play is a force to be reckoned with and harnessed, but it needs our experience to focus it on needs that run deeper than trash pickup. 

Remember, 70% of all volunteering is “informal”; mutual aid, spontaneous action because someone, somewhere, sees something that needs to be done, and no one else is doing it. Our profession, more than any other, should be capitalizing on the FUN factor because the raw motivation for engagement runs through every volunteer naturally. Just putting up those poster boards - be they virtual or physical – will start gamifying your program. Listening to your volunteers and helping them cross-engage one another in solutions they devise will take you to the next level. By then you’ll see that the whole process will have taken on a life of its own. Volunteers will start their own friendly competitions and challenging one another to help in ever-increasing cycles of giving powered by the FUN… dare we say JOY of interacting with one another in your program. 

So, whether you put your that silly hat you bought at the dollar store - whether metaphorically or literally - paying attention to HOW your volunteers WANT to interact (and improve the world) is the beginning. We look forward to hearing how you do it!


B
#PeoplePower
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How to tie together the threads of best personnel management and leadership practices that agencies, government, and businesses struggle to embed (such as values, purpose, personal development, coaching, and recognition) with the competitive and engaging nature of gamification. None of us work well in a silo! Using gamification to innovate programs and inviting collaboration with other departments looks good for your own professional development. If your agency culture is very silo’d, incorporating gamification, and even inter-department games, can be a way of breaking down those barriers and shifting to a more cooperative company culture.




You can find qualified volunteers to do
complex tech tasks even if you do not
understand it.
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Addressing technophobia and other barriers to using gamification as a strategy; cost of new apps or training. Are you comfortable with new technology?

If YES, great! If “NO”, don’t let that stop you! You can find qualified volunteers to do complex tech tasks even if you do not understand it.




Recruit Gamification Team
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We mentioned our Gamification Starter Kit earlier. It really can be that simple. But, you can also choose to build a more sophisticated program anytime just be asking yourself the usual program development questions of who, where, and how. Yes, AND, if you want to recruit a team, or integrate technology and social media in new ways, or just take the project off of your plate then these same steps will help. 


B
Recruit Gamification Team
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Recruit/retain tech-savvy and specifically highly skilled volunteers to build a gamification plan. Remember, you don’t have to be an expert in gamification to find one! We’ve found that the most creative minds for developing people games can be found in the acting community of any city. You probably have 2-3 thespians as volunteers already and don’t know it. You can also reach out to local motivational speakers, improv groups or even faith-based leadership. For the tech folks we always recommend younger students at your local college or university who understand both gaming and technology. They’re not hard to find! 

Basically, anyone you think is good at connecting people with people will have the skills you’re seeking. 




'S
Recruit Gamification Team

Current Talent Pool

Tech Co/CSR Partners

Online Community

University IT/Computer Science
Track

e ALL work can be done remotely
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Recruit/retain tech-savvy and specifically highly skilled volunteers. Start by surveying or asking your current talent pool of volunteers, and describe the gamification goals. This can also help build excitement and early buy-in from your team – everyone wants to feel valued and herd! If none of your volunteers have these interest or skills, they can help get the word out of recruitment.

Hopefully you use VMS to tracks individual skills, so it might just be running a search report in your database. Depending on response, expand your targeted recruitment to universities and tech companies or any other CSR and community partner agencies. 




B
Recruit Gamification Team
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Your new team can work remotely but have very real skills. If you don’t find local talent, it’s a big wide world. Just like any other project management flow, set up some Zoom(etc.) meetings to check in, set SMART goals based on their input and timeline, and trust your expert gamification team to do their work.



#PeoplePower

VSys One — Volunteer Management Solutions



Presenter Notes
Presentation Notes
DANA:

The center of gamification is always – people, and the point is FUN. The gamification tools you use can be simple, or complex, or analog, practical, technological, but if the FUN and human-centered, social connection isn’t there, it won’t work.

Don’t be distracted by the newest or shiniest things – some of the best games are the oldest in civilization; marbles, dice, checkers, chess, cards. The elements of learning and overcoming challenges together is the most important part of the experience.


Game on!

Sharing o=uv
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Our future should be community-based. There is a lot of value in people getting together and sharing knowledge and best practice. The most significant social, environmental and economic challenges we are facing need us to think in terms of systemic change and managing complexity together.

TODD:
Are your ready to play?

Together: GAME ON!



Thank-you!

Our contact info:

Todd McMullin
tmcmullin@vsysone.com
518.407.3134

Dana Litwin
dana@danalitwin.com
415.823.4779
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