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Part III Section B

Directions: In this section, you are going to read a passage with ten statements attached to it. Each
Statement contains information given in one of the paragraphs. Identify the paragraph from which the
information is derived. You may choose a paragraph more than once. Each paragraph is marked with a

letter. Answer the questions by marking the corresponding letter on Answer Sheet 2.
When Work Becomes a Game

A) What motivates employees to do their jobs well? Competition with coworkers, for some. The promise

of rewards, for others. Pure enjoyment of problem-solving, for a lucky few.
AR T TEMEF S —E A KR, EERSENES. R —LAKR EXRVERST, d20>
HFIZE NS, ERRRIRAYSEE R,

B) Increasingly, companies are tapping into these desires directly through what has come to be known as
"gamification": essentially, turning work into a game. "Gamification is about understanding what it is
that makes games engaging and what game designers do to create a great experience in games, and
taking those learnings and applying them to other contexts such as the workplace and education,"
explains Kevin Werbach, a gamification expert who teaches at the Wharton School of Business at the
University of Pennsylvania in the United States.

M R A B IEEBIS AR X A5 T E ISR X LA R AR U2 IE TR k. "Xk
UK TR AL EEWS | 1, LA T M E R R eE H B AYAL, RS X R
M FREIEbBIES, ELANERIZTIHE, SRR Y =R AF Xl Fhf E AT it E 2 Kevin
WerbachfZfEE.

C) It might mean monitoring employee productivity on a digital leaderboard and offering prizes to the
winner, or giving employees digital badges or stars for completing certain activities. It could also
mean training employees how to do their jobs through video game platforms. Companies from

Google to L'Oréal to IBM to Wells Fargo are known to use some degree of gamification in their
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D)

E)

F)

G)

workplaces. And more and more companies are joining them. A recent report suggests that the global
gamification market will grow from $1.65 billion in 2015 to $11.1 billion by 2020.

B REEREEAFHH T Lini R TEF HH AR E RHER M & N E SR Tk
HFHENEr. AR EBEIR A FaHIRTaI5EiI{E. MGoogleFlL'Oréal, 5
ZIBMFIWells Fargo ;XA FIEBLATEER AP EFRMIZ RIS MER, MEERBEZHIATIE
EIINE(]. REN—DIRE 2R EKFAL TGN 201 5F/916.5(Z3ETEKEI2020F8 11112
7T,

The concept of gamification is not entirely new, Werbach says. Companies, marketers and teachers
have long looked for fun ways to engage people's reward-seeking or competitive spirits. Cracker
Jacks has been "gamifying" its snack food by putting a small prize inside for more than 100 years,
he adds, and the turn-of-the-century steel magnate(E3k) Charles Schwab is said to have often come
into his factory and written the number of tons of steel produced on the past shift on the factory
floor, thus motivating the next shift of workers to beat the previous one.

IR LRIBLSFH AR, Werbachiid, RKEBLIE AT, SHREARMBIT—EESHEEBILIRER
MIIS KR TERARER. {Bkh3TiR, Cracker JacksTEEERFMNINR TR L BB 10025
PrsE, MmERERHE 2 32ANEkE L Charles Schwab& B EFHBA T Ak E5 T E—IDR4E
FEROSNERTEEL, TR F—EDRE TABERT—IDXR,

But the word "gamification" and the widespread, conscious application of the concept only began in
earnest about five years ago, Werbach says. Thanks in part to video games, the generation now
entering the workforce is especially open to the idea of having their work gamified. "We are at a
point where in much of the developed world the vast majority of young people grew up playing
video games, and an increasingly high percentage of adults play these video games too," Werbach
says.

B N X MALSIX—S 2. BRIRIINAALYERFRIA HIEF R Werbachii, #8513
T AR NIRIZASX — AP LR AR R, " FfIE T X — AL
FERIAHFRIREBD X BXZEHFRE ARSI FIE P AAEESRAY, T B HuX L AR A
ek, "Werbachi,

A number of companies have sprung up—GamEffective, Bunchbail and Badgeville, to name a few—
in recent years offering gamification platforms for businesses. The platforms that are most effective
turn employees' ordinary job tasks into part of a rich adventure narrative. "What makes a game-like
is that the player actually cares about the outcome,” Werbach says. "The principle is about
understanding what is motivating to this group of players, which requires some understanding of
psychology."

IR HITEZ A 8——X& 16, GamEffective, Bunchballf1Badgeville——/9R R ALIFAL
e, RERNFeBRINAELHESEHUAFEERNEN—ED. "LEESGIIFRAIRE
ETFIRREIEX VSR, "Werbachii, "HRNZEE M AREBMXE IR, X HEXY OIEFE—ER
THE,

Some people, Werbach says, are motivated by competition. Sales people often fall into this category.
For them, the right kind of gamification might be turning their sales pitches into a competition with

other team members, complete with a digital leader board showing who is winning at all times.

Others are more motivated by collaboration and social experiences. One company Werbach has
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H)

)

)

studied uses gamification to create a sense of community and boost employees' morale(Z=X). When
employees log in to their computers, they're shown a picture of one of their coworkers and asked to

guess that person's name.

BYAZ TR Werbachii, SHEARTEFERTIX—K, i1k, SERIFMCT NI RERE
IR E RN S EMMEM R RS B L B E—EERMAEEHMTE. B ANESS
IV ERNAEARIRATERD. WerbachFARITH—RATIERFRMUREIEHKBFHRART TS, HR
TERBRA NS EBE— (LRSS FRERBLEIF T ARNE T,

Gamification does not have to be digital. Monica Cornetti runs a company that gamifies employee
trainings. Sometimes this involves technology, but often it does not. She recently designed a
gamification strategy for a sales training company with a storm-chasing theme. Employees formed
"storm chaser teams" and competed in storm-themed educational exercises to earn various rewards.
"Rewards do not have to be stuff,"” Cornetti says. "Rewards can be flexible working hours." Another
training, this one for payroll law, used a Snow White and the Seven Dwarfs theme. "Snow White" is
available for everyone to use, but the "dwarfs" are still under copyright, so Cornetti invented sound-

alike characters (Grumpy Gus, Dopey Dan) to illustrate specific payroll law principles.

TR —EREFIAY. Monica Cornetti@E—FER TIH KA AT]. BIXPRIEAE
BERNSN. tHREA—FKESFIATRIT T —MNABEKE S ERATELA RN, RTERK XS
EZEERN" AELURNEANEBHEHIFRFLERGEMRE, "RA0EYm, " Cornettili, "3
R LARRENTERE, "5—MIIRXTIRENERTHESELQENENMMNEARNER., "'BE
NE"AIHAEALR A" NEN ERIRF, Bt CornettitliE T A EHEIARIAE(Grumpy Gus,
Dopey Dan)>ixBEERAI T REREN.

Some people do not take naturally to gamified work environments, Cornetti says. In her experience,
people in positions of power or people in finance or engineering do not tend to like the sound of the
word. "If we are designing for engineers, I'm not talking about a 'game' at all," Cornetti says. "I'm

talking about a 'simulation'(123}), I'm talking about 'being able to solve this problem."
BEAREREN AR TEIRE, Cornettitil, ARIBMHAIEZLN ETFNNDUERNAZNEERIETIZ
TRNAFEASRX MR, "WRIHANZA TR FARAAZBEGS XK, "Cornetti

. "SR BRI FIKICHIR BEBARRIXNERE

Gamification is "not a magic bullet,” Werbach warns. A gamification strategy that is not sufficiently
thought through or well tailored to its players may engage people for a little while, but it will not
motivate people in the long term. It can also be exploitative, especially when used with vulnerable
populations. For workers, especially low-paid workers, who desperately need their jobs yet know they
can be easily replaced, gamification may feel more like the Hunger Games. Werbach gives the
example of several Disneyland hotels in Anaheim, California, which used large digital leader boards
to display how efficiently laundry workers were working compared to one another. Some employees
found the board motivating. To others, it was the opposite of fun. Some began to stop taking
bathroom breaks, worried that if their productivity fell they would be fired. Pregnant employees
struggled to keep up. In a Los Angeles Times article, one employee referred to the board as a "digital

whip." "It actually had a very negative effect on morale and performance," Werbach says.

IR AR R L, " WerbachZ &HiR, IREEIIFRS BENRBRIFINENES SE RV REE
AIRERTERRATEINIRS I AN ERSKEEAL]. B EERIEM THEERTISEEHAN., X
FTANEREFIAAMIERELERINEE CREZHER AT REEEE (UKD .
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WerbachZ 7 inFaRBINfIaRiEiE /| RiEt B REBIENFF XL B IE A ARFHH TERER
FARLAEBEZEN TSR, LRI EEAMTERERER. MEfMARR XIGEER. —L
AFHAAR EMFTAROMNREF D T ERSERE. MENRTSANIR EHE., T (SZUEHR) 19—
BNER —BRTEZHATER N HFEF" . "Ekhir B SMEs=E 7 IFEREE

M, "Werbachi,

K) Still, gamification only stands to become more popular, he says, "as more and more people come
into the workforce who are familiar with the structures and expressions of digital games." "We are

far from reaching the peak," Cornetti agrees. "There is no reason this will go away."

R‘“&Dlﬂ: fibis, R L RS TG, " [ /9l Rk S BB A T S AN RIA T VR At
7. " BAIIEARAERLE,  CormnettiRTAR. "IRBEHAXSIHK.

b3u3alSiea) i

36. Some famous companies are already using gamification and more are trying to do the same.

— a4 A F CAEM AR, E L AT EREMERENERS.
[Ex)] C & (GBS
[$88] MBAT+ESATERSE

[EfiI] Companies from Google to L'Oréal to IBM to Wells Fargo are known to use some degree of

gamification in their workplaces. And more and more companies are joining them.

M Google ZIRGEHE. IBM, EERITEAE], EBCFEERZFER T EMEEAYKL.
mMEESREZHABIIEEINAEL].
[B%5] Some famous companies are already using gamification

Companies from Google to L'Oréal to IBM to Wells Fargo are known to use some degree of

gamification in their workplaces

iul\viizit- R RIVZIE

more are trying to do the same — more and more companies are joining them
B M AGIERIE

[#B]  F | FERESHINT A number of companies have sprung up, tHE"2E)"+"#iHIL"H
Bfic, FEEKRE more are joining, {B GamEffective, Bunchbail and Badgeville

HERAERHETFE AT, 5fRiAa famous companies are already using
gamification"RY" (£ "EEAFT,

A number of companies have sprung up—GamEffective, Bunchbail and Badgeville, to name a few

—in recent years offering gamification platforms for businesses

37. Gamification is not a miracle cure for all workplaces as it may have negative results.

We kAL I AE BT B AR B0 R P 25, 8 R 8 T RE 7= A 1 T 45 R
[&2] J 8 Ga#s)
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[E{iZ] Gamification is "not a magic bullet," Werbach warns. A gamification strategy that is not
sufficiently thought through or well tailored to its players may engage people for a little
while, but it will not motivate people in the long term. It can also be exploitative, especially

when used with vulnerable populations.
Werbach E&ii, ' ARHERA . —MiRBRDEE. REANKRESTEHRIIFK
KR, TTRERRRTEINRSIA, (BREBREASEAA. EXTEESREINE, THZ
HFTERRTSRHAS LAY,

[B%¥5] not a miracle cure for all workplaces — not a magic bullet
VT M RIS
may have negative results — It can also be exploitative

TSRS AL

38. To enhance morale, one company asks its employees to identify their fellow workers when starting

their computers.
RNTRALR,—FKAFER R TAE)S 3 H B 7 AR5 F =
(&%) G B (B
[$#=] ZRBREHHIARSE

[Efif] One company Werbach has studied uses gamification to create a sense of community and
boost employees' morale(Z=<). When employees log in to their computers, they're shown a

picture of one of their coworkers and asked to guess that person's name.

Werbach IR —RABF AR CKEEHI X, RARTITS. RTERABIKAT,
BEEENRA, SHERBHIARNEZ,

[B¥5] To enhance morale — boost employees' morale
shinlE &k
asks its employees to identify their fellow workers — asked to guess that person's name
EAIamaER BRI E
when starting their computers — When employees log in to their computers
VT X afialRit A&
39. The idea of gamification was practiced by some businesses more than a century ago.
FERUESE NS HDRHR OB — BB
[#R] D g caEn
(=] —BZFRIRmElstE
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(5]

(#4<8]

Cracker Jacks has been "gamifying" its snack food by putting a small prize inside for more
than 100 years, he adds, and the turn-of-the-century steel magnate(E3k) Charles Schwab is
said to have often come into his factory and written the number of tons of steel produced on
the past shift on the factory floor, thus motivating the next shift of workers to beat the

previous one.

ftBxh7eid, Cracker Jacks ARIEEBEMN—VNEEKR T BRMELM T —BZ
&, ML Z3TRUNEKESL Charles Schwab EBIREEEH T, B LI~ HANEKIEEL
ERFERE, LAUCER T T AT E—H.

The idea of gamification was practiced by some businesses more than a century ago <

Cracker Jacks has been “gamifying” its snack food by putting a small prize inside for more
than 100 years

century=100 FHIEERE

E | EEREALHATEES only began in earnest about five years ago, {BiRfI2" 5%
WX MASBERMNATEAXE, BRZEIE"; MRAGE"more than a century ago”
BFRE R, METEER, FEEHRKER.

But the word “gamification” and the widespread, conscious application of the concept only began

in earnest about five years ago

40. There is reason to believe that gamification will be here to stay.

HEBMGEREREE S KAFE.

[EX]
[$ti=2]

[Efiz]

(5]

(#4eR]

K e e
IS IR

Still, gamification only stands to become more popular, he says, "as more and more people
come into the workforce who are familiar with the structures and expressions of digital
games." "We are far from reaching the peak," Cornetti agrees. "There is no reason this will
go away."

fitiid, REULL, EEUKRUSHAENF RIS SRANAENRT, FRICRSTE
BRI, Cornetti B "FHANTKBARRE", "RBEREEXSHEX"

gamiﬁcation will be here to stay — There is no reason this will go away

E-WERTENFHE
There is reason to believe that — We are far from reaching the peak
AIRFIRTRIE XY WS
C . C ERBAMIHIEK grow from $1.65 billion in 2015 to $11.1 billion by 2020, {BXR
IR ERIMEEFIIN, FAE K B S SRR, ASEK IR
i, FRAGEMNE SE FRHNECHERS, AR SERSDEIIEFES.

A recent report suggests that the global gamification market will grow from $1.65 billion in 2015 to
$11.1 billion by 2020
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41. Video games contributed in some ways to the wide application of gamification.

R U R E R 8 U7 T (R T I RRAL I T R

[&R] E & &

(SH=] EBFeXEn) T iR E

[EfZ] But the word "gamification" and the widespread, conscious application of the concept
only began in earnest about five years ago, Werbach says. Thanks in part to video games,
the generation now entering the workforce is especially open to the idea of having their
work gamified.
B2 Werbach i, "I X MILARMIX—ESRI 2. BRAINA, RORERFR)
AEIEFHR. MOEmTBFIE, EEHARZRIX—AR TR R E /T
FHL.

[B%¥5] Video games contributed in some ways to the wide application of gamification -

Thanks in part to video games, the generation now entering the workforce is especially open to

the idea of having their work gamified

ESREENRE X ik

the wide application of gamification — the widespread, conscious application of the concept

EM AR

[#4eB] K K ERERStH#E%) more and more people come into the workforce who are

familiar with the structures and expressions of digital games, {BiESEEMAFRE
—"2" L ERACERIT, FRIAS contributed 213ERS, AI'ERER T, S KER
" & AMER—B R4,

gamification only stands to become more popular, he says, “as more and more people come into the

workforce who are familiar with the structures and expressions of digital games”

42. When turning work into a game, it is necessary to understand what makes games interesting.
TN TAE B2 U 3R A 0 BB R R 4 (i AR i

[&=] B & (3385)

(H=] EFER A TEBEaR

[EfZ] "Gamification is about understanding what it is that makes games engaging and what game
designers do to create a great experience in games, and taking those learnings and applying
them to other contexts such as the workplace and education," explains Kevin Werbach, a
gamification expert who teaches at the Wharton School of Business at the University of
Pennsylvania in the United States.
EYERIARF XA F AU ER Kevin Werbach iR : "Ntz l, 2IEH
REEHAILERRSIA. ERRITHEF R EEHBRE, AEEXERIEAE
7. LEFHEMZRSD. "
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[B¥5] When turning work into a game — Gamification is about
EAfEIEIRRIRE X
it is necessary to understand what makes games interesting <
understanding what it is that makes games engaging
EXFERER+ESHE

[$4SB]  F | F EREREH FERLEOERER" The principle is about understanding what is
motivating to this group of players, BIERFEG VIR ALK IA". B
F ERR9X5EAIE motivating to this group of players ((HXEfi=E&E{ER) , 2
BRI BB TR RN ; M B 22 makes games engaging (1L AS
5IA) BIRARE N —TFRASERIE FCRIE X AT, K3 B B,
The principle is about understanding what is motivating to this group of players, which requires

some understanding of psychology

43. Gamification in employee training does not always need technology.
BRI RHERFABZFTEREAR.

[8=x] H & Gasm)

[{ism] RTIEIREDEERA

[EfZ] Monica Cornetti runs a company that gamifies employee trainings. Sometimes this involves

technology, but often it does not. ... Gamification does not have to be digital.
Monica Cornetti RE—FIBR THH)) AL E, BRBRERA, BEEHA
F. ... A R EFERT,
[825] Gamification in employee training does not always need technology «
Sometimes this involves technology, but often it does not
MERNARNSEE R
does not always need technology — Gamification does not have to be digital
BESHE+H AR EFE
44. The most successful gamification platforms transform daily work assignments into fun experiences.
BRI &R B E THEESFERZAFTBER.
[#%] F & (Ga#is)
(=] SATINTESIEEEIEEREERG

[EfZ] The platforms that are most effective turn employees' ordinary job tasks into part of a rich

adventure narrative.

EEMATBL SR THHEE T ESZA—RFEERNEN—D.
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[BZ5] The most successful gamification platforms «— The platforms that are most effective
LN i
transform daily work assignments < turn employees' ordinary job tasks
iR 5 & AENE R
into fun experiences < into part of a rich adventure narrative

TSRS AL

[#] H H BthE B TIETSAE BIbE Employees formed “storm chaser teams” and
competed in storm-themed educational exercises, {EFE1ERZ employee
trainings SE{REE)IAE), A2 gamification platforms, [FRAGE platforms, ki
I3 F EZ,

Monica Cornetti runs a company that gamifies employee trainings

45.1t is necessary to use terms other than "gamification" for some profession.
X F 5 L B A 06 B A P I AL BASR B R TE

[&%] | & GEgEN)

[HR] FTFELER R RRIAIE

[Efif] "If we are designing for engineers, I'm not talking about a 'game' at all," Cornetti says. "I'm

talking about a 'simulation'(8), I'm talking about 'being able to solve this problem."
Cornetti iid: "WNRIHNIZATREIMIKIT, FARTHARE Tk 1XMA, Foai &'
1 BEB R RIX M.

[225] use terms other than “gamification” < I1'm not talking about a 'game’' at all
BERAENFE
use terms other than “gamification” < I'm talking about a 'simulation'(123}})
HARENEAE
for some profession — If we are designing for engineers

LRI ELRER

PARAGRAPH MAP - E% E 5K

11 PMERIE ST H 4

BE—EES + ZBREEXDERN [EREN] , EZRREEMIIIES.
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FihrE): RITETIHEEFHNRERE, JIETRF:. K. BRERIB=M5)
M, ATEINFRAL TR,
(g =FEIFE

IEXEN gamification (FEkft) , FFH Wharton BB EZR Werbach 45 AN B ARTE
RS I ANEEZSRITFEIBEITE. HEFTE.
= pjsg. Werbach TENGHENAL

PIEHERMAERTPREMMGE (TS, fE. UTEEl) | FR8
Google, Bk, IBM. EEIRITEFANTICHER, MLEHZEEEE, RIAEIE
ESURES/ ) N

ke B AERBESHIHIE

BHFERESHIEETT—AE. BEEA. ZNEMESLREERSNERARELH
M50, FHEH Cracker Jacks —EZHFRIRNZ R AFIINGELESL Charles Schwab
AT RS20 HEGIF.

Rdia . EEERIRYRANESEGRE

FRFE A" gamification"—a R EBRMNEAXRARERFRIAEIERIT
—RHNERG, W ITIERIIR A IEERES.
Erdma EBBFRE—ENERS

FEF iRk

IEEEM RN EE T (GamEffective, Bunchbail, Badgeville) , FigHE&ES
WO SEIBEE LHESZER—R'FENERNE", SeE2VEFIER.
FRsa IBEBRIFERERNE

XOMRRT—F = (WHE) SiFMERY, siEESHEHHTEIURIL,
FERERAR, AEf—RATEERBERENLRA THHARSZRFLUERITER.
e BREBINPPARESR

Monica Cornetti @E—ZFRMMR TR AIAT);, IR AKIRIEAR, 278
XS EREER)IF0 B E AT A0 T & EEZ) M F,

et IREEHMEERIIRORE N ERR
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I BEEYRMUAES I XMT—BRBRERE. WS, ITRTESRE; EXNL
FEIMATE ik, Y HRHL 2 AR,
{5 adra XS TARIMERTFRIESL

J  Werbach & : HFRHAARREER, RITAYSXIRISEHASTHFE], Bt
REFERTIHEFHTEAG, RTRIBFFHEAREL LN, M2RRTIEALETE,
BREEHNK.
f5afe BERRRIAEFHET

K HEERE: WERTHFHERHIASFEEENRG, FRARSEMRIT, Cornetti tB
IR IERENE, [RBEEEK.

fmatra IRBITE,. AeiEk

SENTENCE INSIGHTS -« fJ 1 #ik

13 F)H BB R R

TMEROSERANOFERTN—PNENE. SWNEERE. oSS
BEEREME. _/REEFENTTERT,

Increasingly, companies are tapping into these desires directly through what has

come to be known as "gamification": essentially, turning work into a game.

BEL, ZFE14]
AOEDFEEEEFE BE EE Z2ME@HEEKE. BZURE directly, MIRIERE
through...). EALE UKRBRENGIHNENERIREE. 552 through 5|SEINEREEEIRERR

BEIENG LUK E SERNRMIERR XL RS AT E NN ZERNEREENSR )IGMNE
BE.

It could also mean training employees how to do their jobs through video game
platforms.

CE, #2f]

TESahiA + ahARRE + sl BB FEENEEN NS RSETRAEN, BT HRERR
KA gt IR a R, EREEENEREIEGE,
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And more and more companies are joining them.

CB, #H44]

XM ERIETEL + £iE + HTHEE + RIS NIRERERER, WEELEHN. EEXMEH
InfFfE, sEEEIAEEEIRAR.

A recent report suggests that the global gamification market will grow from $1.65

billion in 2015 to $11.1 billion by 2020.

CB, ZE54]

"BIAEE + FTURSEIREANBIE + that NG BEIHFEXNARRENIRIANER, EiE
XFEEE, 1ERBE "report shows", "study suggests". "evidence indicates" —KGF&RREHE
IR

Thanks in part to video games, the generation now entering the workforce is

especially open to the idea of having their work gamified.

EE, ZH24]

"BEANDEREREEE R LR FERIMSEE FRE HEE SR RE NSNS, B8
XERFE, BB RERRNRIERGF.

"We are at a point where in much of the developed world the vast majority of

young people grew up playing video games, and an increasingly high percentage of

adults play these video games too," Werbach says.

BB, #534)

FEIENG + BIENDEIFRIETRIRIE + EIENDRFFIEE, RINAFAIEHRFEFHR A
NFEAFAET, EEETERIBEIAERISEDRIDHTH

For workers, especially low-paid workers, who desperately need their jobs yet

know they can be easily replaced, gamification may feel more like the Hunger

Games.
JB, %44

FTFHIES. SHRENDSESHEE). MDFEXNSEHE, SHEDERS, (FASHSHSE
BilgHREEMITIER.
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Still, gamification only stands to become more popular, he says, "as more and

more people come into the workforce who are familiar with the structures and

expressions of digital games."

KB, #14
as5 | SHIRRE A EMAIEN D IIREEIE N DRI/ RAETIEEPRIEMEI, E@Hstand to
doFEBNAELER GRARMLRE EREEUAETR

"We are far from reaching the peak," Cornetti agrees.

KBt #52%)
EETBREMNERREEMMESTE, RIENIEASIRERNERABEINE B
PHRBR, TERISFEMRS, RAE

Some famous companies are already using gamification and more are trying to do

the same.
2 36 8 {1

FHEDMBTE, BE— N EIAY "try to do" 4548, XRIEFZPIFEENNTR. EEXM
IRBIERE, TREIAERAXGFEMRERA.

When turning work into a game, it is necessary to understand what makes games
interesting.

A2 T

“itis + IZAIA + to do"Fl'what..."S|HAIIAB/NIDERER, BTHDNMIEELE HMAYERELE
18, ERXEAONG, TRIARERGFEMREHE,

The most successful gamification platforms transform daily work assignments into

fun experiences.

55 4.4 F5 R

XA EE + afid + KIS + SRNEND NOREER, HEEhEEHN. ZRETIITZE
REXMRIERTR S RIE.
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It is necessary to use terms other than "gamification" for some profession.

ji

im

55458 B

"Itis + iZEIA + to do" BRIBEIFEENNFMG, FRHAMERXRABRHRELIN, EEXM
Mg, 1ERBE| "It is important to..". "It is difficult to.." —SKE)FEMREE,

&

HIGH-FREQUENCY - L 3 /5 45 i

A5 B I 99 ANFAE U 2% H 5 A

THRRREARERPHI, N2 WENK HEETISME (ExEnERP
NEFEIALDTF 8) . B NAREARRE HIWRBSZERERGM, [RETEEIZA
RN, S AESERAIE.

gamification o employee 1
n. At (FEIERER A R R N AL ) nER, /T
R4 R - Hff 23 5 14 R - EHFE 194 6
digital = motivate s
adj. #=HY v. 2R

7 X B 75 6 A5 X - EfE 33
reward & platform &
n. A n. 5
A4 R - BRE 56 R4 R - EHfE 24 5
workplace s player 1

n. T{EZAR n. IE&R

3R - HRfE 48 KR3R-EE17 9
actually 1 design

adv. SEfr b, F|LE (ATHESHINRER) n. &t

A2 R - HRE 148 5 AR R B 1324
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engage s

v. 25 MNH
A2 R -Efi 57 69

increasingly s

adv. Bkl H & ARTIE N0

K2R -HE 53 6

shift &
v. 785l

K2R -HE49 6

concept &

n. B

A2 R - EfE 38 6

productivity s

n. &R
A2 R - EfE 30 6

principle s

n. JRR, /ERY
A2 IR - Ef 26 6

theme s

n. EA
A2 R -Ef 149

would

aux. (will BOiEE=) BE, &

AR - HfR 466 4
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negative &
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strategy s
n. ZRBg
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billion s
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K2R -BHEM G

application s

n. EAiB
A2 R -Ef 3049

understanding

n. IERE MG
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workforce &2

n. (—EE—XR) S, FMAHL
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coworker &
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effect 1
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Bl


https://english-exam.lazynote.cn/cet4/words/engage/?f=p
https://english-exam.lazynote.cn/cet4/words/negative/?f=p
https://english-exam.lazynote.cn/cet4/words/increasingly/?f=p
https://english-exam.lazynote.cn/cet4/words/strategy/?f=p
https://english-exam.lazynote.cn/cet4/words/shift/?f=p
https://english-exam.lazynote.cn/cet4/words/billion/?f=p
https://english-exam.lazynote.cn/cet4/words/concept/?f=p
https://english-exam.lazynote.cn/cet4/words/application/?f=p
https://english-exam.lazynote.cn/cet4/words/productivity/?f=p
https://english-exam.lazynote.cn/cet4/words/understanding/?f=p
https://english-exam.lazynote.cn/cet4/words/principle/?f=p
https://english-exam.lazynote.cn/cet4/words/workforce/?f=p
https://english-exam.lazynote.cn/cet4/words/theme/?f=p
https://english-exam.lazynote.cn/cet4/words/coworker/?f=p
https://english-exam.lazynote.cn/cet4/words/would/?f=p
https://english-exam.lazynote.cn/cet4/words/effect/?f=p

tend &
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expert s
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global &

adj. Bk
AE1TR-EF 814

performance »:

n. F&

ARE1IR - HiE 66 6

effective &
adj. BEY, ©IER

ARE1IR-E# 63 19

ower 2
n. I
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solve »2
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contribute &
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recently 1
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replace 1

v. B, B (BHEEIRR)
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educational
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ARE1TIR B 456

states a:

n. Ex
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n. KZ#, KEBo
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display =

v. BT
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available

adj. AR5/
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easily

adv. ZS#B
A1 R -E 47 5

boost s

=

AiE1IR - B 46 9

generation &2
n.—CA

KRR B 44 9

specific s

adj. B4ARY
A1k - Bl 4269

working

adj. B T{FRY
AR -BEH 394

enhance &

v. 12
KRE1IR B 376
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thus &2
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directlg B1
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outcome  :

n. 558
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adj. TFM
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stuff 1
n. ZRFG
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hunger

n. 91
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transform s
v. (FADIERHSIET (AR 3T
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context s
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thanks 1
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tap &
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fellow &
n. 4K
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