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Marketing is…Making Meaningful Connections

• Get Up

• Get a Marker

• Meet People

• ONE PERSON Signs Their Name to ONE Square

• You Need at Least 4 or 5 DIFFERENT NAMES to WIN

• First to Complete a Row (Up/Down or Diagonal) WINS!







“Integrating elements of 
gamification in education 
taps into the intrinsic 
motivations and 
competitive instincts of 
students, making the 
educational journey both 
enjoyable and 
compelling.”

A 2012 study proved 
that intrinsic motives 

affect staff 
engagement three times 

more than extrinsic 
motives, which use 

rewards or incentives as 
motivation



of Gamification 
in Education



1. POTENTIAL FOR OVEREMPHASIS ON COMPETITION
2. RISK OF DIMINISHING INTRINSIC MOTIVATION
3. CHALLENGES IN PROPER IMPLEMENTATION
4. ACCESSIBILITY AND EQUALITY CONCERNS
5. OVERSIMPLIFICATION OF COMPLEX SUBJECTS

GAMES
ARE NOT

WITHOUT 



Designing a learner-centric experience
By tailoring the educational 
activity(ies) to meet each person's 
diverse needs, interests, and 
abilities, we ensure that learning 
becomes a personal journey, where 
challenges, rewards, and feedback 
are customized to enhance 
engagement and efficacy. By putting 
students at the heart of the learning 
process, respecting their individual 
learning styles, we foster a deeper 
understanding and sustained 
interest in the subject matter!



Target Audience

OmniChannel

Experiential 
Content



TARGET AUDIENCE







ADVOCACY!



Designing a learner-centric experience

By tailoring the 
educational activity(ies) 
to meet each person's 
diverse needs, interests, 
and abilities, we ensure 
that learning becomes a 
personal journey













Hey! We played the game today in both sections of my 
social media marketing class and they loved it! They 
really enjoyed crafting the “stories” to tell about the 
buyer’s journey & they were pretty creative. 
They wanted to play again so I’d say it was a success!!
They thought the info on the persona cards were good 
and they liked that some products were specific and 
some were more ordinary. 

I actually changed my lesson on customer journey 
mapping so they’d be better equipped to play and I think 
that not only helped them for the game but for the 
process as well. They usually have a hard time 
understanding that concept so that was super helpful to 
me as a teacher and I probably wouldn’t have sought to 
make that change had we not played this game! 

   - Jamiee Shipley, Troy NY



Professor, that game was awesome! I wasn’t 
totally engaged in the earlier part of the lesson 
bc I tend to glaze over with PowerPoint slides, 
but the group activity with the cards was super 
helpful- and competitive! I was cracking up the 
way some of the teams were insisting they 
earned a card while the rest of the class was 
telling them to sit back down lol. I’m not sure I’d 
ever want to be the judge though! I hope we play 
it again soon. Did you really invent it?

   - Kristen Mena, Senior 
Capstone
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