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“The future is 
already here – 

it's just not evenly 
distributed”
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De Praktijk





Gamification is:

Geen playification





Gamification is:

“Badification”





Intrinsieke
vs.

Extrinsieke
Motivatie



Gamification is:

Geen invuloefening





Gamification is:

Complex (en duur)



“Using games earnestly 
would mean changing 
the very operation of 

most businesses”







Gamification:

Hoeft niet “leuk” 
te zijn
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