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Who am I ? 

• Viodegame journalist  

• Chapter coordinator of IGDA Japan 

 jobs on the side 



What is IGDA? 

• International Game Developers 

Association 

• It was established at U.S. in 1995 and 

Japan chapter started in 2002 

• The largest non profit organization for 

game developer in the world (about 

10,000 members)   

• MISSION: Share information and 

development Community in industry  



textbook 



What is my 

occupation? 



House husband! 





Agenda 

• Outline of Japanese serious game and 

gamification 

• Gamification examples 

• What is the essence of it? 

• Extra examples and new trend 

• Roll up 



Outline of  

Japanese serious game and 

gamification 
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Definitions 

gamification 

Gamification is the use of game design techniques, 

game thinking and game mechanics to enhance 

non-game contexts. 

serious game 

A serious game is a game designed for a primary 

purpose other than pure entertainment. 

wikipedia 



Japanese serious game 



serious 

entertainment 

b2b b2c 

Wii Fit 

DDR 

Wii Fit DDR Amecica’s 

ARMY 
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measure? 



Gamification Gamification 

Serious game 

Serious game 



Gamification Examples  
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#01 Thunderbird corporation 

 Kyowa Hakko Kirin Co.,Ltd. 





#02 Happiness Quest 

Coca-Cola(Japan)Company,Limited 







#03 Muji Life 
Ryohin Keikaku Co., Ltd. 





#04 CINQSMILE 
CINQSMILE Inc. 





#05 manavee 
manavee 





#06 bestmania 
emotio 

 





What is the essence of it?  
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No badges,No Gamification? 



CAST: 

Fulltime    2,000  

Part time 18,000 



card exchange 

badges 

gifts 



Need of Play Technology × 

Videogame 

Human 

Activity 

Game 

Elements 
× 

Gamification 



Advance of technology  



The future of Gamification 

42% 53% 

Positive Negative 

5% 

No answer 

http://www.pewinternet.org/Reports/2012/Future-of-Gamification.aspx 

http://www.pewinternet.org/Reports/2012/Future-of-Gamification.aspx
http://www.pewinternet.org/Reports/2012/Future-of-Gamification.aspx
http://www.pewinternet.org/Reports/2012/Future-of-Gamification.aspx
http://www.pewinternet.org/Reports/2012/Future-of-Gamification.aspx
http://www.pewinternet.org/Reports/2012/Future-of-Gamification.aspx


？ 



Extra Examples 
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#07 Toirets 
SEGA 

 

The rate of Advertisement  

recognition 84% 

The rate of re-challenge  90% 

about 300 locations 



Urologic Disease in Japan 

• Overactive bladder  12.4%(40+) 

• Enlargement of the prostate 80%(-80) 

Some of them wouldn’t go to hospital. 



medical enlightenment 

It was fun 89.8% 

interest in urinate 92.6% 

1st time to know own amount of urine 92.6% 

interest in urinate condition  81.5% 

urinate condition isn’t normal 33.3% 

test of your condition exactly  77.8% 

The 100th Annual Meeting of the Japanese Urological Association 

27 male who play Toiretts, include 20 persons who are above 70 old 



#08 NX710 
Clarion Co., Ltd. 

Home Electronics & game elements 



Eco Drive Mode x GAME-NICS 



#9 eSports play ground 
EUREKA COMPUTER Co., Ltd. 



Roll Up 
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summary 

• Gamification is more active than serious 

game in Japan 

• 9 examples  

• Not only web but also physical world  



Service, Product Genre Game mechanics 

Thunderbird corporation Eduacation&PR Rank, Badge… 

Happiness Quest Promotion Rank, Badge… 

MUJI Promotion CMS 

CIMOS HRMS Rank, Badge 

manavee Education Rank 

bestmania UGC Rank 

Toilets Adover Game minigames 

NX 710 Home Electoronics GAME-NICS 

eSports ground Amusument VR 



suggestions 

• design based on business model 

• User, goal and game mechanics 

• cross boarder, break barrier 



ono@igda.jp 

Thanks! 

mailto:ono@igda.jp

