Game, set and match
[bookmark: _GoBack]Buzzwords come and go, but there's one at the moment that's taking the world by storm and looks set to stay. This word, which rolls off the tongue as easily as it reads on the page, not only describes a process but a whole approach and mentality, while simultaneously conjuring up images in the mind of fun and excitement. The word is 'gamification' and it's set to reform culture, business, and education!
So what is it and how does it work? Put simply, it is the application of game-design principles in non-game contexts. In other words, gamification is engagement: a transformation where any task, no matter how menial or mundane, can become interesting and motivational. 
A very real benefit of gamification is its huge positive impact on behavior and its ability to offer radical solutions to cultural, social, and economic problems, by helping us shed our reluctance to do things that we might otherwise dislike or dread. For example, companies such as Recyclebank have created compelling and interesting gamified systems to encourage people to recycle more and engage in green activities. In Sweden, gamification elements have been tested to make people more law-abiding citizens.
That so many amazing and varied things can come about as the result of simple games is really quite extraordinary, and shows the remarkable power of gamification as a social tool. This unique ability could play a part in making us receptive to important changes within ourselves, society, and the planet as a whole. Tolstoy famously said that ‘everyone thinks of changing the world, but no one thinks of changing himself.’ Perhaps gamification, with its emphasis on self-improvement, gives us the opportunity to do both, at once!
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