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Serious Games: a game designed 
for a primary purpose other than 
entertainment 
 
Gamification: applying game-design 
thinking to non-game applications to 
make them more fun and engaging 
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How can fun and games  

be used to  
influence  

sustainable choices? 



HERE’S THE PROBLEM… 
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IS THIS FUN?  



EFFECTIVE? 



 
Practically Green helps the 
world’s leading organization 
inspire healthier and more 

sustainable choices 



KILLER COMBO: CONTENT, SOCIAL & GAMIFICATION 



OVER 400 WORK, HOME & COMMUNITY ACTIONS 



TRACK PROGRESS & CELEBRATE ACCOMPLISHMENTS 



COMPARE & SHARE ACROSS THE WHOLE COMPANY 



OR COMPETE AGAINST OTHER GROUPS 



ACCESSIBLE FROM ANYWHERE 



CASE STUDY: SEVENTH GENERATION LAUNCH 

CREATING BUZZ AT LAUNCH! 

ASHLEY ORGAIN, CORPORATE CONSCIOUSNESS 

“We’re	
  using	
  Prac/cally	
  Green	
  to	
  mo/vate,	
  inspire,	
  and	
  track	
  our	
  
employees	
  on	
  goals	
  and	
  objec/ves	
  around	
  the	
  LEAD	
  program,	
  and	
  
love	
  that	
  it	
  integrates	
  with	
  the	
  incen/ves	
  we	
  already	
  have…”	
  

95% signed up 
50%+ Monthly Active Users 

Over 8,200 actions taken 
316,000 gallons of water saved 



CASE STUDY: ENERNOC 

COMPARING GROUPS 

EnerNOC employee email exchange 

“Dear	
  Finance,	
  
You	
  are	
  so	
  going	
  down.	
  How	
  about	
  we	
  sweeten	
  the	
  pot	
  a	
  liHle	
  and	
  
say	
  the	
  winners	
  get	
  served	
  a	
  pancake	
  breakfast	
  by	
  the	
  losers	
  aJer	
  all	
  
the	
  dust	
  seHles?	
  Ops	
  is	
  killing	
  both	
  of	
  you!”	
  	
  
	
  

80% signed up 
45%+ Monthly Active Users 

Over 26,000 goals set 
299,999 kwh saved at home and work 
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OTHER EXAMPLES: BUILDING DASHBOARD NETWORK 



OTHER EXAMPLES: GREENBEAN RECYCLE 



OTHER EXAMPLES: ZIMRIDE 



DISCUSSION TOPICS 

1. Can	
  these	
  tools	
  be	
  used	
  for	
  occupant	
  
engagement?	
  

	
  
2. Cau>onary	
  tales?	
  	
  Success	
  Stories?	
  


