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Oz

Gilinimiizde isletmelerde kiireselligin ve teknolojik gelismelerin gereksinimlerini karsilamak i¢in i¢ ve dis
stireclerinde baglilik ve motivasyonunu arttirarak is siireglerini iyilestirerek stratejik hedeflerine ulagma ihtiyaci
dogmustur. Bu ihtiyaci karsilamak i¢in Oyunlastirma (Gamification) uygulamalari kullanilabilir. Oyunlagtirma en
temelde oyun tasarimi unsurlarinin ve oyun ilkelerinin oyun dis1 baglamlarda uygulanmasidir. Isletmeler de
stratejik hedeflerini gergeklestirmek icin hedef kitlelerinin ihtiyag ve istekleri dogrultusunda segecekleri oyun
unsurlarini ig siireglerine ve/veya yazilimlarina uygulayabilirler. Bu dogrultuda oyunlagtirmanin bir diizen iginde

uygulanabilmesi amaciyla literatiir taramasi yapilarak oyunlagtirmanin temelleri ve isletmelerde tasarimi ve

uygulanmasi igin 6nerilen adimlar, yontemler ve modeller iglenmistir.
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Abstract

Nowadays, organizations are challenged by globalization and technological developments and in order to
overcome these challenges it is necessary to improve their processes internally and externally by increasing
engagement and motivation. Gamification applications could help organizations in this manner. Gamification is
basically the implementation of game design elements and game principles in non-game contexts. Companies can
also apply game elements they choose to their business processes and/or software to achieve their strategic goals
in line with the needs and requests of target audiences. Thus, a literature review conducted to make sure the
gamification is implemented systematically, and the steps, methods and models proposed for the design of
gamification has been examined.
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Insanhik tarihine bakildiginda caglar arasi gegis cok sik goriilmez ancak bir gegis

gerceklestiginde toplumun her alani yeniden diizenlenir: Devlet politikalari, ticaret, finans,
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