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¡Welcome!

We greatly appreciate that you have decided to make use of our application
and we congratulate your initiative to look for tools that provide your work team
with elements of motivation to give an extra in their work.

At Motivarnos we are convinced that through gamification ("the use of game
elements and game design techniques, in contexts that are not games",
according to the definition of Kevin Werbach, a pioneer in this methodology) it is
possible to greatly increase the productivity and effectiveness of teams and
individuals, and therefore of your company.

The use of the application is quite intuitive, as you will see. However, we have
prepared this short User Manual so that you can see the full scope of it and have
a place to look when a question arises or you want a quick reference.

We are sure you will enjoy Motivarnos.



Log in
To log into Motivarnos, you can access https://prd.motivarnos.com/

This is our landing page.:

https://prd.motivarnos.com/


There you must go to the navigation menu in the upper part on your right and
click on “Log In”:

When you do this, a modal window will open where you must put your access
data to the application (Company, User and Password):

If you do not have an account yet, you can create one by clicking on the link
"CREATE YOUR FREE ACCOUNT":



Additionally, you have the options of logging in with your TALKDESK account or
with your personal or business GMAIL account.

In any case, if you have any inconvenience to access the application, to create
your account or a question arises that you cannot clarify through this Manual,
by clicking on "CONTACT" you can schedule an appointment to attend to you
personally:



Finally, the globe icon at the end of the menu allows you to select the language
of your preference (English or Spanish):



Dashboard
Once you enter the application, you will see its Dashboard, which presents a
brief summary of the activity.

In the upper right corner of the dashboard there is a small menu of icons; There
is also a second menu of icons that make up a Navigation Bar on the left side
and in the center there is a general summary of the points of the month, the
total points, and the accesses by hours and days.
Let's review each part of this dashboard in detail, starting at the top.

In addition to the greeting and your name (which is not in the image, obviously),
you have 3 icons: a bell (which often has a number in a black circle at the top),
a gear wheel and a game control.
By clicking on the bell you access the notifications that the system has for you:



The second option is the cogwheel, which gives you access to the configuration
options of your application:



Each option allows you to customize the application and have access to the
configuration options of your Motivarnos account. Let's see a description of each
of them.

As we said in the introduction, its use is extremely intuitive.

- Diseño:



- Links:

- Update password:

- Credentials:



- Preferences:

- Supervisors:



- Terms and conditions:

Finally, in the bar in the upper right corner, the game command icon allows you
to exit the platform:

On your left side you get the Navigation Bar, which you can display by clicking
on the hamburger menu in the upper corner:



Let's see the detail of each of
its 14 components.

This is where the application
starts, for all practical
purposes. By clicking on "+
USERS" you can create the
ones you need (one user for
each member of your team):



And clicking on the small pencil in the actions column opens the modal window
that allows you to edit each of them:



The place where your team members are likely to spend the most time. It is here
where you can design the tools that help each one to grow and understand
"playing" that they can give and be more.
The first screen allows you to see a summary of the designed trivia.

By clicking on "+ TRIVIAS" and / or on the pencil of "Actions" you can edit the
existing ones or create new ones. The interface is the same in both cases.



Once designed, if you need to change or correct any question in any of the
Trivia, by clicking on "TRIVIA QUESTIONS" you will access the following screen from
where you can do it:

Clicking on the pencil in the "Actions" column will open the modal window for
editing the question and its conditions.



You also have the option to delete the question (s) that you do not want to keep
appearing in any trivia.



Finally, you have 3 additional options that allow you to evaluate the action of the
trivia (shown below): the "ANALYTICAL REPORT OF ANSWERS", the "REPORT OF
CONSOLIDATED ANSWERS" and the "REPORT OF SKILLS".





Badges

As your team members (made up of different “game” Teams) advance, one
way to recognize their effort is through “Badges”.

Neuroscience studies have shown that the achievement of badges in games,
however insignificant it may seem, is a powerful intrinsic motivator (which are
the types of motivators that most move us to action). It is because of them that
for many years the organization of Scouts have used them with profound
success and most of the online games use them for the same purpose, since
the “player” is hooked with the objective of reaching the desired insignia and
performs the actions necessary to achieve it (more sales, more calls, etc.).
From this panel you can create the ones you consider convenient and / or
pertinent, manage them, deliver them and generate a report on these actions.





Metrics

The axiom that says that "what is not measured cannot be improved" is
absolutely true. Hence the need for metrics. From this panel you can design the
metrics that you are interested in quantifying and establish the type of variables
to evaluate, the frequency of their measurement, the measurement parameters,
etc.

By clicking on “+ METRIC” or from the “Actions” pencil you can generate new
metrics or manage the ones you have already designed. We have not
incorporated “generic” metrics because we understand that each organization
is different; That is why we include advice in the design of the best metrics for
yours.



As you may have seen, now the icon of an eye appears in the "Actions" column.
By clicking on it you can access the details of each metric in particular (image
on the next page).

And from "REPORT", generate the corresponding report of metrics for the
analyzes that you consider pertinent:





Challenges

The members of your team can challenge each other to achieve better results
(metrics) or you can pose challenges between members of the same "playing
team".

Once the challenge is set:



You can carry out detailed monitoring of the entire process day by day, if you
wish:



Missions

Similarly, you can set specific "Missions" to the different "players" and challenge
them individually to achieve particular objectives that promote the
improvement of their performance and / or specific skills and attitudes. Private
challenges that allow promoting progress, without involving external observers.

By clicking on "+ NEW MISSION" or on the pencil of "Actions" you will be able to
edit or create the different missions (the same interface for both cases).



And the rest of the members of the gaming teams will be able to vote for their
preferred candidates in the missions.



Bets

Another alternative is the establishment of bets between the members of the
different teams. Healthy and supervised competition clearly improves individual
results and those of the organization in general.

Tournaments

Finally, you can organize tournaments between different teams of players
(members of the different departments or staff of your organization). From this
interface you will be able to design each tournament in detail and establish the
rules, the participants, the type of metric to be used to evaluate the results and
their duration.

As always, the “Actions” pencil allows you to edit tournaments:



And the eye gives you access to the details of the different tournaments in
progress.



Prizes

Of course, everyone who participates in a game, in addition to the badges they
can get, hopes to win a prize. From this panel you can set them:

"+ AWARDS" or the pencil in "Actions" allow you to create new awards or edit
existing ones, respectively (same interface in both cases).

The application allows you direct management (granting or not) of the same:



And generate detailed report of this important recognition section:



Leaderboard

This Bar item allows you to access a general report with all the metrics
generated by the application; all in one place to achieve a holistic vision by
having simultaneous access to the different processes.





Updates

From this item you can manage the notifications that the application will issue
to players, create new ones and edit existing ones.

● The last 3 sections are reports:
● of Transactions or Points / Currencies.
● Feelings (remember that, at the beginning of the game and from the

player's side, each one must report their feelings that day, providing us
with a valuable element to work at the level of emotional intelligence and
for self-evaluation regarding the emotional impact we are having on our
equipment).



● of Notifications to Third Parties.

Point and coins report

Initial voting report (How do I feel?)



Team notifications



In Motivarnos we know that your work and the achievements you can achieve
in it are not a game for you (and neither for us).

We understand gamification as a powerful tool to increase the productivity,
effectiveness and efficiency of the human talent of your organization and we
know that the individual growth of each one of them will lead, by synergistic
action, unfailingly to the growth of the entire organization and consequently to
improving your operating results.

Finally, if you consider that an element was overlooked or a specific point was
not completely clear to you, do not hesitate to contact us and we will gladly
respond to any of your requirements.

The Motivarnos team
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