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First published 2012 by Left Coast Press, Inc.
Includes bibliographical references.

Contents; Foreword - Robert J. Jackson; Acknowledgements; Part I.
Replica Set Purpose and History - Al W. Schwitalla; Overview of the
Project; Documenting Replica Choices; Bead Reproduction Process; Part
Il. Replica Set Typology and Commentary - Randall T. Milliken; Naming
Beads is no Substitute for Metrics; The 1987 Typology and 2007
Modifications; Rethinking Temporal Significance; Bead Description:
Attributes and Indices; Olivella Specifies Differences ; Typology and
Replica Set Examples ; Bibliography
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Gamification and consumer engagement : creating value in context of
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Includes bibliographical references.

Introduction -- The concept of shared value in the context of newest
marketing theories -- Consumer engagement in the context of value
creation -- Expression of the concept of gamification in the context of
ICT development -- The conceptual model of gamification-based
consumer engagement in value creation -- Research methodology of
gamification-based consumer engagement in value creation in the
context of ICT development -- Research results of gamification-based
consumer engagement in value creation in the context of ICT
development -- Conclusions and further research directions.

In the context of rapid ICT development, this book focuses on how
gamification affects consumer engagement and can be used to create a
shared value for customers and companies. Based on the constructs of
shared value, consumer engagement and gamification, it creates a
conceptual model and a research methodology to enable empirical
testing and provide complex empirical research findings. The book
demonstrates the use of game elements and the motivation to play
games as a means of achieving a psychological effect, i.e., consumer
engagement manifested through gamified activities and brand
engagement. This joint empirical study, by an expert team, concludes
that the analysis of consumer perceived value in the context of
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engagement in gamified activities should distinguish between not just
the theoretically identified company/brand-related economic,
emotional, functional and social values, but also between engagement-
related social and functional values.
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2-35768-085-7

1 online resource (132 p.)
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Dans les lieux de culture et de savoir, les bruits du monde s’entendent,
s’écoutent. Dans leurs propos, dans leurs sensibilités, dans leurs
mémoires, la création artistique comme la recherche scientifique
transforment et performent une conscience du monde et celle d’'étre au
monde. Par le geste et la parole, le récit prend corps et fait sens,
résonne et raisonne. L'écho provoqué par les comédiens, metteurs en
scéne, chorégraphes, réalisateurs, hommes et femmes des mondes de
I'art et du spectacle redessine les formes de notre regard sur le monde.



