
GAMIFICATION 

GAMIFICATION is the objective-oriented use of games in daily practice. 
Game elements contribute to the acquisition of knowledge and new 
insights.
GAMIFICATION is key in the translation of new beliefs and knowledge 
into lasting behavioral change. Even when people are convinced, have 
the skills and actually show the behavior, they often fall back into old 
patterns. GAMIFICATION takes care of the reconditioning of behavior 
by means of positive reinforcement. The desired outcome is immedi-
ately rewarded within the game.
GAMIFICATION includes online and offline activities to which game ele-
ments are added in order to stimulate behavioural changes.
Behavioural changes are essential in challenges such as

• change management
• team development and support
• welcoming and onboarding of new team members

Oculus Insights makes use of GAMIFICATION in, for example:
• LeadOut Leadership Game, a business simulation that 
 addresses aspects of good teamwork and good leadership, and 
• Leadership challenge, a training course to develop leadership  
 skills in a challenging environment.

Oculus’ GAMIFICATION programmes revolve around improving the 
performance of the entire team and achieving meaningful behaviour-
al changes in the workplace. This requires the right knowledge, good 
feedback, reflection on one’s own actions and practice of the desired 
behaviour.

Topics that can be covered are;
• Communication techniques
• Working with values
• Dealing with difficult situations
• Core qualities
• Giving and receiving feedback
• Team responsibility
• Making clear agreements

By means of various game mechanisms, players or participants acquire 
the necessary knowledge and skills to accomplish work-related tasks. 
The game is challenging, results are immediately visible and coopera-
tion with colleagues is necessary to obtain the best results.

Our online GAMIFICATION contains various game elements that can be 
adapted to your personal requirements.
The most important elements are;

• Game world: different themes are possible
• Avatar: each participant plays with his or her own avatar
• Assignments
• Quizzes and battles
• Rewards

GAMIFICATION is about ‘employee development’. 
An ‘employee development and change Program’ should: 

• Be about understanding but even more about ‘ACTING’
• Be done as a TEAM: Learning & helping others to learn
• Provide practical insights on BASIC BRAIN & BEHAVIOR MECHANICS 
• Lead to MEASURABLE GOALS & impact on the WORKFLOOR
• Be LIGHT-HEARTED, rather than hard-faced
• Provide personal and PRACTICAL TOOLS & INSIGHTS
• Strengthen vitality and RESILIENCE 

GAMIFICATION
≠

GAME

GAMIFICATION
≠

SERIOUS GAME



An example of a training program translated to a game.

‘Vets Team Up!’  

Personal leadership & teamwork program

What? 
A learning and change program for veterinary practices, aimed at im-
proving teamwork, personal resilience and communication skills. 

Why? 
Veterinarians, technicians and other employees are generally very in-
volved, knowledgeable and motivated. Nevertheless, research shows 
that staff turnover is relatively high in many practices. Even more 
alarming: 1 in 7 veterinarians experience a burn-out in the first 10 
years after graduation. With female veterinarians this is even 1 in 5 
veterinarians in the first 5 years after graduation.*
Research shows that better regulation of the amount of work, work 
speed, steering on clear tasks, responsibilities and recognition of pro-
fessional autonomy reduces these percentages. 
Vets Team Up’ is a custom program, aimed at:

• The optimal support of veterinary practices;
• Offering new tools and insights; 
• Improving professional skills. 

How? 
A ‘blended’ program, with group trainings, coaching and an overarch-
ing online ‘game’. 
GAMIFICATION:  

• Connects all components of the program;
• Ensures proper preparation for training sessions;
• Strengthens relevant knowledge (sources) and skills;
• Reinforces social learning by sharing insights and goals;
• Reinforces giving and asking for feedback;
• Gives new insights, which are translated into clear and 

 measurable (behavioral) goals;
• Delivers fun and motivation, by offering challenge, surprise and  
 showing and rewarding progress over and over again.

*Source: The art of staying engaged, Nicole Mastenbroek 

Terms and conditions
What?

• In consultation with the management of the practice(s) invol 
 ved, a suitable period will be chosen, during which the 
 participants will follow the program for eight weeks, including 
 preparation and closure. 
• Prior to the program, a kick-off is given by the Management  
 with an explanation of the ‘what, how and why’ of the 
 program. 
• In preparation for the first training, the participants complete  
 an engagement survey. A few months after the end of the 
 program, this survey will be filled out again, to measure the 
 difference in the experience of work pressure, mutual 
 cooperation, communication and job satisfaction.

Why?
• During a period of 6 to 8 weeks, a boost can be given to a 
 lasting development in knowledge, skills and behavior. 
• The creation of a common higher goal, carried out by the MT,  
 motivates learning and development.
• Asking for a 0-measurement and a 1-measurement gives 
 measurable results of effectiveness.

How & Who?
• MT involved in planning & kick-off.
• Training program is provided by Oculus Insights.
• Per program, 8 to 10 participants can participate, leaving   
 enough room for social interaction and mutual coaching. 
 There is also plenty of room for individual attention.
 Training, Coaching & Online learning



What?
• A total of three training sessions will be given.
• Each training session is used to provide new insights and 
 practical useful models.
• During and after the training the group will be challenged to  
 make the translation to their own practice.
• At the end of each training session, the participant concretizes  
 their own, individual behavioral goals, which are recorded in  
 the game. 
• Training sessions are reinforced by personal coaching 
 conversations and online learning.

Why?
• Training veterinarians, technicians and other employees on soft  
 skills.
• Providing space for feedback & reflection.
• Strengthening teamwork and team responsibility.
• Giving a clear start and conclusion of the learning sprint.

 
How?

• The duration of the training sessions is half a day. 
• Training sessions are ideally held on location, at a central 
 location. 
• After 2/3 of the program there will be a personal coaching 
 conversation.
• In the other weeks there is an average of about one to two  
 hours per week actively working with the material through the  
 online game.

De Game
What?
An online game as a central place where all data and content of the 
program can be easily retrieved and personalized. The Game is acces-
sible via browser (desktop or mobile) and meets the most important 
security standards.
Why?

• To strengthen the translation from ‘insight to doing’. 
• The assignments and Knowledge Challenges reinforce new in 
 sights and skills, through a mix of online video and audio 
 fragments, quizzes and knowledge battles. 
• In this way, learning not only becomes relevant, but knowledge  
 sticks better and we increase mutual pleasure and connection. 

How?
The Game will be played for six weeks. The participant will get a score 
for it:

• Sharing concrete behavioral goals;
• Filling in reflections on these own goals and corresponding 
 actions; 
• ‘appreciating’ the actions of other participants;
• Playing Knowledge Challenges;

     

Demo video:
https://vimeo.com/245726536


