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GAMIFY
ONLINE
SAFETY
TRAINING

Presented by:

Leanne Batchelder – VP of Client Relations

Case studies from Roche and
Regis Corporation

ABOUT ME

Mom, wife, writer, pop-culture fanatic, die-hard Colts 

fan, vice president of client relations at Bottom-Line 

Performance.
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ABOUT BLP

A custom learning solutions company founded in 

1995. We focus on eLearning, blended learning, 

curriculum design, mobile solutions, and serious 

games. We also specialize in needs analysis and 

project management.

WHY
ARE
YOU
HERE

?

“We a re  deve lop ing  sa fe ty  

t ra in ing  and  a re  no t  su re  what  

t ype  o f  t ra in ing  i s  needed. ”

“We know we need  sa fe ty  t ra in ing  

to  be  more  engag ing  bu t  a re  no t  

su re  how to  do  so . ”

“We a re  unsure  abou t  wha t  

gami f i ca t ion is  o r  how to  

app ly  i t  to  sa fe ty  t ra in ing . ”
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What is gamification and why use it?

Roche Safety Group and their challenge

Examples from three Roche safety courses

Regis Safety Group and their challenge

Examples from one Regis safety course

Building Your case, tips and resources

AGENDA
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Q&A 7

GAMES? 
GAMIFICATION?

WHAT’S THE 
DIFFERENCE?
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WHAT WE MEAN BY GAME
An activity that has an explicit goal or challenge, rules
that guide achievement of the goal, interactivity with 
either other players or the game environment (or both), 
and feedback mechanisms that give clear cues as to 
how well or poorly you are performing. It results in a 
quantifiable outcome (you win/you lose, you hit the 
target, etc). Usually generates an emotional reaction in 
players.

Applying game-design thinking to non-game 
experiences to make them more fun and engaging. You 
can gamify online learning through the use of game 
design techniques and game elements to solve 
problems and engage learners. Features such as 
aesthetics, story, conflict, chance, and strategy are all 
game elements designers can be used to help create 
memorable, fun learning experience.

WHAT IS GAMIFICATION?
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• Motivate

• Challenge

• Incorporate fun

• Meet learning objectives

• Provide feedback

• Focus on the DO 

• Minimize the TELL

WHY GAMIFY? TO…

Learning Element Game Elements that Match

Motivation Game goals or challenges, conflict, time, cooperation, reward 
structures  (feedback, points, achievements),  ‐ all help equate 
to the “fun” in games.

Relevant practice Game goal or challenges, rules within game, reward structures, 
game loops

Feedback Pretty much a 1:1 here – reward structures in game supply 
feedback. “Game loop” also supplies feedback

Retrieval later Lots of ways games help with retrieval: Context, story, desire for 
repeat play, emotion attached to game play.

THE MORE DETAILED ANSWER…
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Provide frequent, spaced intervals

Provide multiple repetitions

Provide immediate feedback

Use stories

STRATEGIES FOR LONG-TERM 
RETENTION
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Our Partner: Roche Diagnostics 

• OSHA-Required training topics

• Include OSHA requirements; match to learning 
objectives

• Employees required to take annually

• E-Learning = checkbox activity

The Roche SHE Group’s 
Challenge
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Current State of Safety Training

Example 1

From “Read & Understood”

to “What Should You Do?”
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The Course: Building Evacuation

• Nutley, NJ campus of 25 
buildings

• Alarm systems and 
evacuation guidelines 
vary by building type

• Required training = Read 
and Understand

• Guidelines outdated and 
difficult to use

The Gamified Course
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Building Evac Course Approach

• Outcome focused

• Scenario-driven

• Highly visual, less text

• Learner help: Ask Frank 
and Process Job Aid

• Three challenge levels

What Should You Do Now Challenges
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Learner Help and Feedback

Example 2

The Power of Theme and

Characters 
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The Original Course: HazCom

• Required course

• Click Next to Continue

• Text-driven

• Linear, very controlled

• Post-test

HazCom Course Approach

• Agile and iterative: 
Prototype to Design 
Proof to Alpha

• Activity-driven

• Use of Learning agent

• Superhero theme and 
storyline

• Challenge: Become a 
Safety Sidekick
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HazCom Design Proof

The Gamified Course
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Example 3

Tailored Learning, Levels vs

Modules, and Video “Tells”

The Course: Bloodborne Pathogens

• Required course

• Click Next to Continue

• Text-driven

• Linear, very controlled

• Post-test
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The Gamified Course

Minimize the Tell
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Results

Our Partner: Regis Corporation
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• Health and safety training delivered to 40,000 salon 
employees and managers in instructor-led format 
only

• Eager to try online learning but implementation 
across salons difficult given one computer per salon

• Need improved learner experience with high 
engagement and modular approach

• Learners from a multitude of different salons—where 
products, customer types, and branding differ

Regis Corporation’s Challenges

• Multi-course design and 
prototype using 5-minute 
learning “bursts”

• We created the first few 
courses; Regis created 
courses with our support

• Provided an eLearning 
template catalog with 
multiple screen layouts

• Illustrated, magazine-
style look-n-feel

Our Approach



18

Online Template and Image 
Catalog

Magazine Style Look & Feel
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Illustrations: Fun and Relevant

Example 1

Slips, Trips, and Falls
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The Gamified Course

Slips, Trips and Falls

• Scenario-driven
• Consequence 

based with 
immediate 
feedback

• Highly visual, less 
text

• Motivating 
challenges

• Audio or transcript 
option
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Activity Driven… With Consequences

Activity Driven… With Feedback too
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Activity Driven… With Relevance

Activity Driven… With Stories
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Results

BUILDING YOUR CASE
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The Business Case for Engaging 
Safety Training

1. Online learning = easier to show OSHA 
compliance

2. Engaging learning = create a culture of safety, 
not a culture of compliance.

3. Illustrations = more transference to different job 
sites.

4. Activities and “game elements” = safe practice 
opportunities.

GAMIFICATION TIPS
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• Play and evaluate lots of 
digital games before you 
design your next course.

• Select one course as a 
pilot.

• Start with learning 
objectives, then match 
game elements to the 
course goal.

• Create practice activities 
for each objective. 
Consider sketching!

• Aesthetics and theme 
dramatically affect desire 
to complete a compliance 
course. 

• Fantasy has high appeal –
even to “corporate” 
learners.

Gamification Tips:

Provide frequent, spaced intervals

Provide multiple repetitions

Provide immediate feedback

Use stories

STRATEGIES FOR LONG-TERM 
RETENTION
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When Remembering Really 
Matters: Learning Strategies 
for Long-Term Retention

By Sharon Boller

STRATEGIES FOR LONG-TERM 
RETENTION

Additional Resources
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What do we know, anyway?

• Our sweet spot: engaging 
safety training for Fortune 
500 clients.

• Approaches and concepts 
in this presentation are 
“lessons learned” from 
dozens safety training 
initiatives we have 
supported

We’ve learned from experience
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Our capabilities
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Instructional and Informational Design

Multimedia (animation, video, audio, etc.)

Games and mobile learning

Web application development

Project management

Performance needs analysis

GET IN TOUCH

leanne@bottomlineperformance.com

317-861-7281

www.bottomlineperformance.com


