
 

Mohamed Bahgat 

Gamification & Gaming in Coach Training 

ACTO 2016 



2 2 

DEVELOP HUMAN DEVELOPERS 

 
  

 
www.segateam.com 

 

www.facebook.com/segateampage 

www.linkedin.com/company/segateam  
 

/2mbahgat 

These are  social media links  
For more information ŀōƻǳǘ ǘƘŜ ǎǇŜŀƪŜǊ άMohamed Bahgatέ 

http://www.segateam.com/
http://www.facebook.com/segateampage
http://www.linkedin.com/company/segateam
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Gamification And Gaming In Coach Training Levels 

Gmaifi- 
wahhhh? 

Level 1  

Why 
Gamification 

Level 2  Fun Theory 

Level 3 
Game 
Elements 

Level 4  

Gamification 
vs Gaming  

Level 5  
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What do you know about gamification? 

Do you play games? What are they? 

participants profile? 

Planning  

Data 
Collection  

Data Analysis 

     
Presentation 

Hello game  
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How to win? 

Accuracy  

Collaboration  

Creative presentation 
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Debriefing 

VInsights and positive feedback about the overall process  

VYour feedback on the product 

VWhy did you feel it is a game? 

VWhat are the game elements that we used? 
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What is Gamification? 

ÅGamification is the use of game elements and game design thinking in 
non-game contexts to: 

ÅEngage people 

ÅChange behavior 

ÅMotivate action 

ÅPromote learning 

ÅSolve problems 

ÅAnd yet more .. 
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20% 

Level Completed 
  

Level 
 1 
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Gamification And Gaming In Coach Training Levels 

Gmaifi- 
wahhhh? 

Level 1  

Why 
Gamification 

Level 2  
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Why Gamification? 
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Why Gamification ? 

Real 
tangible 
benefits  

Speed  

motivation 

collaboration 
ς

competition  
achievement 

Engagement  

Participation  
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Gamification in learning  

When to use Gamification in learning 

ÅIn the Field of learning, Gamification can 
be used to enhance the learning 
experience for any learner. It is very 
ŜŦŦŜŎǘƛǾŜ ǿƘŜƴ ƛǘΩǎ ǳǎŜŘ ǘƻ ƳƻǘƛǾŀǘŜ 
learners, influence behavior and actions, 
effective feedback and driving innovation. 

G
a
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ca
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n
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n
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e
a

rn
in

g Motivate learners 

Influence Action & 
Behavior: Feedback 

Drive Innovation 

Skill Building 

Knowledge 
Acquisition 

karlKapp :the gamification of learning and instruction-field book 



Gamification 
in training 
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Motivation 
 

ÅVery effective companies were two times more likely to include Gamification in 
their sales training programs as opposed to companies that were not rated as very 
effective 
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Motivation 

Even more interesting, respondents whose organizations included 
Gamification in their training programs were almost twice as likely to rate 
the use of gaming principles in the design of their coaching program as 
important to its success.  

http://www.trainingin
dustry.com/blog/blog-
entries/salespeople-
coaching-and-
gamification.aspx  

http://www.trainingindustry.com/blog/blog-entries/salespeople-coaching-and-gamification.aspx
http://www.trainingindustry.com/blog/blog-entries/salespeople-coaching-and-gamification.aspx
http://www.trainingindustry.com/blog/blog-entries/salespeople-coaching-and-gamification.aspx
http://www.trainingindustry.com/blog/blog-entries/salespeople-coaching-and-gamification.aspx
http://www.trainingindustry.com/blog/blog-entries/salespeople-coaching-and-gamification.aspx
http://www.trainingindustry.com/blog/blog-entries/salespeople-coaching-and-gamification.aspx
http://www.trainingindustry.com/blog/blog-entries/salespeople-coaching-and-gamification.aspx
http://www.trainingindustry.com/blog/blog-entries/salespeople-coaching-and-gamification.aspx
http://www.trainingindustry.com/blog/blog-entries/salespeople-coaching-and-gamification.aspx
http://www.trainingindustry.com/blog/blog-entries/salespeople-coaching-and-gamification.aspx
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Gamification and Coaching  

Does this sounds familiar to us as coach trainers , or 
other coaching areas? 

Gamification 
aim 

Sustainable 
behavioral  

change   

focused on  
human 

behaviors   

Coaching 
aim  
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About the speaker 

Coaching  
Active 

Facilitation&gamification  
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Gamification 

Educational Gaming 

Experiential Learning  

Organizational Coaching  

Why SeGa? 



22 22 

Challenges facing coach training  

Challenges  

Objective  
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Gamification and Coaching 

ÅThe usage of Gamification in the form of levels, feedback, 
quests, surprise and other game dynamics and mechanics 
helps in creating a reflective and engaging learning 
experiences. 

ÅIt also allows learners to dare to fail safely and succeed 
awesomely with feedback. 
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Reflection Time 
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Level Completed 
  

Level 
 2 

40% 
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Gamification And Gaming In Coach Training Levels 

Gmaifi- 
wahhhh? 

Level 1  

Why 
Gamification 

Level 2  Fun Theory 

Level 3 
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Energizer 
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Fun Theory 

 
                                          
 

¢ƘŜ ǿƻǊƭŘΩǎ ŘŜŜǇŜǎǘ ǘǊŀǎƘ ōƛƴ   132% more trash was collected 
 
 
 
 
 
 
 
 
 
 
 

https://www.youtube.com/watch?v=cbEKAwCoCKw


30 30 

Fun Theory 

 
                                          
 

Piano Stairs  66% more people than normal chose the stairs over the 
escalator 
 
 
 
 
 
 
 
 
 
 
 

http://youtu.be/2lXh2n0aPyw
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Level Completed 
  

Level 
 3 

60% 
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Gamification And Gaming In Coach Training Levels 

Gmaifi- 
wahhhh? 

Level 1  

Why 
Gamification 

Level 2  Fun Theory 

Level 3 
Game 
Elements 

Level 4  



33 33 



34 34 

Game Elements  

 

Progress 
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Badges, Trophies, Achievements 

Trophies, badges, ribbons, etc. are the visible recognition of 
having reached new levels or completed challenges. Challenges 
give people goals and the feeling that they are working toward 
something. Once a level or challenge is completed, participants 
expect some type of recognition for the milestone. As silly as it 
might seem, trophies and badges matter; they are visual markers 
of attainment. 
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In our coach 
training program, 
badges are 
designed to 
define specific 
outcomes in 
specific  learning 
areas.  

Well Prepared 

Awareness Maximizer 

Potential 
Finder 

Development  
Guru 

Questioning 
Guru 

Badges 
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Other badges are designed to motivate learners to 
cooperate with each other, to be committed to the 
program time, or any general achievement during the 
event.  

These badges were used during the car race 
to honor the top 3 players for their progress. 

In another program, the learners were 
simulating a story theme of some 
sailors exploring the sea islands & 
treasures. And they were rewarded by 
these badges for each mission 
completed.  
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Theme  

ÅThe theme in a story is its underlying message, or 
'big idea.'  
ÅIn other words, what critical belief about life is the 

author trying to convey in the writing of a novel, 
play, short story or poem? This belief, or idea, 
transcends cultural barriers. It is usually universal in 
nature.  
ÅWhen a theme is universal, it touches on the human 

experience, regardless of race or language. It is what 
the story means. Often, a piece of writing will have 
more than one theme 
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Learning eXperience Design Course, the learners -or in other words the Sailors- 
lived 3 training days + 6 weeks mentorship,  in a Journey towards the treasure and they 
ƘŀǾŜ ǎƻƳŜ Ƴƛǎǎƛƻƴǎ ōŜŦƻǊŜ ǘƘŜ Ŧƛƴŀƭ ǎǘŀƎŜ ǿƘŜǊŜ ǘƘŜȅ ƳŜŜǘ ǿƛǘƘ ǘƘŜ άtƛǊŀǘŜǎέΦ 

Theme 
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¢ƘŜ aƛǎǎƛƻƴǎ ǿŜǊŜ ǎŜƴǘ ōȅ ŜƳŀƛƭΣ ōǳǘ ŀƭǎƻ ŀƭƛƎƴŜŘ ǿƛǘƘ ǘƘŜ ά{ŀƛƭƻǊǎ ƧƻǳǊƴŜȅέ ǘƘŜƳŜ. 

Theme 
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Dear Great Sailors, 
You have done an outstanding job in past mission, Thank you very much for all your outstanding efforts! 

We really appreciate your hard work and commitment! 
 

We are aware of how much the last mission was hard and very compressed in time, but you did a real 
great job and showed your fighting spirit till the end Great Job Everyone! 

aŀȅŘŀȅΧ aŀȅŘŀȅΗ  

¢ƻ !ƭƭ {ŀƛƭƻǊǎΣ ǇƭŜŀǎŜ ǘŀƪŜ ȅƻǳǊ ǇƻǎƛǘƛƻƴǎΧL ǊŜǇŜŀǘΧΦ tƭŜŀǎŜ ǘŀƪŜ ȅƻǳǊ ǇƻǎƛǘƛƻƴǎΗ L¢Ωǎ ŀƴ ULTIMATE 

Emergency State! 
CƛƴŀƭƭȅΣ ǘŜŀƳΗ LǘΩǎ ǘƛƳŜ ŦƻǊ ǘƘŜ Cƛƴŀƭ .ƻǎǎ ƳƛǎǎƛƻƴΗ Lǘǎ ǘƛƳŜ ǎƘƻǿ ƻǳǊ ǇƻǘŜƴǘƛŀƭ ŀƴŘ ƎǊŜŀǘŜǎǘ ŀōƛƭƛǘƛŜǎΗ LǘΩǎ 

ǘƛƳŜ ǘƻ ǎƘƻǿ ƻǳǊ ǘŜŀƳ ǿƻǊƪ ŀƴŘ ǘƘŜ ǘǊǳŜ ǇƻǿŜǊǎ ƻŦ ǘƘŜ [·5 5ŜǎƛƎƴŜǊǎΗ LǘΩǎ ǘƘŜ 5ǊŀƎƻƴ ƻŦ ǘƘŜ ƻŎŜŀƴǎΗ 
The final Project! 

 
 
Mission 8: Shipwreck Reef: 

¢Ƙƛǎ ƛǎ ŀ ǇǊŜǇŀǊŀǘƛƻƴ Ƴƛǎǎƛƻƴ ŦƻǊ ƻǳǊ .ƻǎǎ CƛƎƘǘ .ŀǘǘƭŜΣ ǘƘŜ Ƴƛǎǎƛƻƴ ƛǎ ǾŜǊȅ Ŝŀǎȅ ŀƴŘ ŘƻŜǎƴΩǘ ǊŜǉǳƛǊŜ ŀ ƭƻǘ 
of time but you have to do it on a couple of days so please start it right now: 
¢ƘŜ aƛǎǎƛƻƴ ǿƛƭƭ ǘŀƭƪ ŀōƻǳǘ ǘƘŜ άC[h²έ ǎǘŀǘŜΣ ǿƘƛŎƘ ƛǎ ƻƴŜ ƻŦ ǘƘŜ Ƴƻǎǘ ƛƳǇƻǊǘŀƴǘ ǇǎȅŎƘƻƭƻƎƛŎŀƭ ǎǘŀǘŜǎ 

needed by the Gamification due to the high motivation it leaves the player/learner in. 
In this mission you will have only 1 simple challenge, you will need to download an application called 

άThe Perigee Seven AppέΣ ǘƘƛǎ ƛǎ ŀ ƘŜŀƭǘƘ ōŀǎŜŘ DŀƳƛŦƛŜŘ ŀǇǇΣ ȅƻǳ ǿƛƭƭ ƴŜŜŘ ǘƻ ǳǎŜ ƛǘ ŀƴŘ ŜȄǘǊŀŎǘ ǘƘŜ 
game elements which this app use! 
 

 
Final Boss Mission 9: Treasure Island: 
This is your final mission for the great treasure of the LXD Journey! You will need to combine all the 

Ƴƛǎǎƛƻƴǎ ȅƻǳ ŘƛŘ ƛƴǘƻ м tǊƻƧŜŎǘ ǿƘƛŎƘ ȅƻǳ Ŏŀƴ Ŝŀǎƛƭȅ ŦƛƴŘ ƛǘ ƛƴ ǘƘŜ ά{ŜƴǘŜƴǘƛŀ DŀƳƛŦƛŎŀǘƛƻƴ !ǇǇǊŜƴǘice 
wŜǉǳƛǊŜƳŜƴǘǎ ό¢ƘŜ wǳƭŜǎύέ ǿƘƛŎƘ ȅƻǳ ǿƛƭƭ ŦƛƴŘ ƛƴǎƛŘŜ ǘƘŜ ƳƛǎǎƛƻƴΦ 

 
Good Luck everyone, our life counts on you! Save us from the dragon of the oceans! And Find your 
ULTIMATE Treasure 

Theme 
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This animation video was used to motivate them to fill a survey. 

Theme 

Insert 
video  
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Reference cards  

Session Workbook 

Knowledge booklet  

Theme 
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Story 

 


