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We can include in this list  the 
famous song “A Spoonful of 
Sugar” from Mary Poppins, a 
clever way to get kids to do 
their chores. They have so 
much fun working that they 
think it’s play.

In ev’ry job that must be done
There is an element of fun
you find the fun and snap!
The job’s a game

The Future

Sperry & Hutchinson began 
offering stamps to U.S. 
retailers in 1896. Shoppers 
could then exchange filled 
books for prizes, including 
housewares and other items, 
from the local Green Stamps 
store or catalog.

The concept of gamification isn't new but the term describing it is. Some authors 
may vary which place took gamification before 2002 when the term was coined, let's 
take a look back on history and the most flashy moments before it.

Tim Pickard explained in 
Bussiness.com how 53 
percent of technology 
stakeholders said that by 
2020, the use of gamification 
will be widespread.

This and five more statistics 
can be seen here
https://www.business.com/articles/5-s
tatistics-that-prove-gamification-is-the-
future-of-the-workplace/ 

• Gamification in Education
https://www.learndash.com/gamification-in-education-stats/ 

http://www.elearninglearning.com/2016/gamification/statistics/?o
pen-article-id=4925304&article-title=5-predictions-about-gamificati
on-in-learning&blog-domain=spongeuk.com&blog-title=sponge-uk 

• Gamification in E-learning
http://www.elearninglearning.com/2016/gamification/statistics/?o
pen-article-id=4479083&article-title=gamification-in-e-learning---ar
e-you-game-for-it-&blog-domain=paradisosolutions.com&blog-title
=paradiso 

What does the future look like?
Can you make a guess?

(1980)
Thomas Malone publishes 
“What Makes Things Fun to 
Learn: A Study of Intrinsically 
Motivating Computer Games.” 
http://cci.mit.edu/malone/tm%2
0study%20144.html 

(1990)
A new generation of gamers is 
born, thanks to NES Nintendo.

https://www.youtube.com/watch?v=vLkp_Dx6VdI 

2002 - 2003
The term gamification was 
coined by Nick Pelling when 
describing his work as a 
consultant for making 
hardware more fun.

(2007)
Bunchball creates Dunder Mifflin 
Infinity, a gamified website for 
the TV show The Office. It 
receives over 8 million page 
views in six weeks.

http://www.bunchball.com/ 

(2008)
The first documented use of 
the term gamification was 
used in a blog post by 
Bret Terrill.

http://www.bretterrill.com/search/label/gameification 

(2009)
Foursquare, the technology 
company that uses location 
intelligence to build meaningful 
consumer experiences and 
business solutions, released 
the gamification “blueprint” of 
badges, leaderboards and 
points.

(2010)
According to Google Trends, 
the concept of gamification 
took off this year.
https://trends.google.es/trends/explore
?date=all&q=gamification

(2011)
The term becomes really 
popular. It’s added to Gartner’s 
hype cycle. 
http://www.gamification.co/2012/12/1
1/following-gamification-through-gartn
ers-hype-cycle/ 

(2012)
• Gartner predicts 70% of 
Global 2000 organizations will 
have at least 1 gamified 
application by 2014.
• Coursera: 45,000 people 
enroll in Professor Kevin 
Werbach´s online gamification 
course.
https://www.coursera.org/learn/gamifi
cation 

(2015)
The market growth of 
gamification was expected to 
reach the $1,707 billion in 
2015 and the 5,500 billion in 
2018. The biggest market is 
expected to be the North 
America, followed by Europe.
https://elearningindustry.com/top-gami
fication-statistics-and-facts-for-2015 

https://es.foursquare.com/


