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Our History — A Story of Discovery & Pivots

Incubated by:
py—'r, TN @% Strategic LOBs
INCUBATION 251
L CENTRE . * Performance Amplification
THE | BB ~+ Amplification of individual
i performance & organizational
géN 3 outcomes focusing on end-to-end
B employee experience and

performance management

w THE GAMIFICATION COMPANY was born * Behavioral Transformation

¢ Drive behavioral transformation at

. e } * Developed deep expertise Behavioral sciences, ! both organizational and societal
Neuroscience of Play & Technology led gamification levels with our highly engaging,
i solutions in B2B & B2C spaces intuitive, and plug-and-play
.+ Developed deep expertise in Appreciative Inquiry & Value * Amplification of organization & individual performance gamified learning solutions
Creation Process led Organization Development Consulting * Amplification of learning outcomes focused on social transformation.
— Pm_f 5[10\/0\ *  Culture transformation programs C Amplificat'iorl of core bu§iness processes . i o
£ e E;L::;:r « Transformation & Growth Engine Development * Nation building & Behavioral transformation at a societal c Gamlflcatlon COE .
: : : o Talent Assessment Centres 3 level 1 * Build a Gamification Centre Of
* Talent Management Programs & Journeys Excellence — Consulting, NPI &
* Succession Planning & Hi-Pot Journeys } ‘ High Value bespoke projects
*+ Executive Coaching ‘
* Instructional Design
Gamified Platforms H Gamification Centre Of ] H Gamifica.tion ]
Excellence Consulting
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Rooted in helping companies and individuals improve performance
through innovative learning methods based on a strong expertise in

Behavioral Sciences - Appreciative Inquiry, Value Creation Process,
Psychometric Assessments etc.

Gamification Principles — Neuroscience of Play, Octalysis Principles
Organization Development Practices
Management Development Program Design & Delivery

Behavioral Sciences led Instructional Design

OUR UNIQUE

End 2 End capability to conceptualize, design, develop and deliver
complex digital as well as offline products and solutions

P O S I T I O N I N G Transformation & Growth Engine Framework —Johnson Controls

India Engineering Center

Customer Obsession Culture Transformation Program — Standard
Chartered Bank

Gamified Smart Device based Learning module on Urban Waste
Management System — Bee’ah

Values & Behaviours Cascade Program — Deutsche Bank

Business Transformation in Engineering & Construction Industry
using Gamification — Larsen & Toubro

Willingness to partner, invest and amplify the program

©TGC Technologies Pvt Ltd.



Gamified PLATFORMS

Gamifying Employee Engagement & Organization
Performance - Coroebus™

nGage™ - Gamified Assessment & Learning Platform
Gamified Learning Management System - M*OST™
Gamifying Call Center Performance Management -

Game of Phones

Gamifying Call Center New Hire Training - CubiCall

Cascading Organization Values - SeTU™ Digital

©TGC Technologies Pvt Ltd

Our Lines of Businesses

Gamification COE

Gamified Customer Obsessed Culture
Framework - Contact Center Focused
Gamification Strategy Consulting
Gamification Solution and Product Ideation,
Storyboarding & Design

Gamification Ul & UX Design

PLAY TO LEARN™ Series

Pop-Up Learning Café
Learning Based Board Games - SeTU™ &
Socratease - Problem Solver

Toolkit™

Gamified Psychometric Assessments

Custom-made Gamified eLearning Modules
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https://coroebus.in/gop-users/#/login
https://n-gage.in/NgageNewServer/#/?org_id=30
https://www.m2ost.in/M2OST_Console_PriME
../Product Videos/Game of Phones Video.mp4
../Product Videos/Cubicall Video.mp4
https://www.n-gage.co.in/setu_game/login
../Product Videos/Censio Games.mp4

Application Diversity

% STARTUPRENEUR
7+ AWARDS

Recogrsing Indka's Future Business Leaders

Core .
Engineering | el & . Tobacco

Hospitality

Employee Engagement Customer Engagement Business Process Improvement
ﬁICICIBank ) @LARSEN&TOUBRO BESTSELLER" S ity
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ive Solution - EmpXaas

Retaining You Finding You A neuroscience of play
’

behavioral sciences, and data
TGC ‘Employee Experience as a sciences led Phygital Solutions

Keeping you Signing You Service’ Program Framework : Designed to
Engaged =P amplify employee experience
and organization performance

Getting You
Onboard
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EmpXaaS Employee Engagement Framework: Holistic or Modular

Employee Lifecycle

Business Process

Finding You

gnhing You Up

Getting You
Onboard

Keeping You
Engaged & Happy

Growth &

Retention

Campus Outreach

Offer - Joining
Engagement

New Hire Training

On Job Learning

Culture &
Behavior
Transformation

N

Competency
Based Hiring

Joining
Documentation

On Job Training

Performance
Management

Competency
Development

Gamified
Engagement

Onboarding &
Induction

Learning &
Development

Reward &
Recognition

Cross-Skilling &
Upskilling

Business Value
Realization

Measure of Success

TGC Solution

%

Hiring Reach & Efficacy
Brand Building

Employee & Brand
Engagement

Employee Day 1
Readiness

Employee Productivity &
Engagement

Employee Succession
Planning & Retention

%

Quality of Hire
Cost of Hire

Drop Out Rate
Reduction

Employee Productivity
Index

Employee Engagement
Business KPIs

Attrition Rate
Leadership Pipeline

J
J
J
J
J

N

SKILLMUNI

EMPOWERING FUTURES

AccliMate”

Onboard | Partner | Sustain

2

O

COROEBUS

Gamifying Engagement and Performance

PLAY TO LEARN™ Series
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Business Lines & Approach PMMW
Consulting & DESIGN

SoLUTIONS

Taking development to the grassroots

PriME Series

* Foundational Programs — Diversity & Inclusion,
* Appreciative Inquiry based experiential workshops

« Leadership Accelerator — First Time Manager, /\ v » * Neuroscience of Play based Pop-Up Learning Café

Leading Hybrid Teams & Stakeholder Management m— % — i’ﬂ@nﬁi - * Gamified Digital Platform based delivery

Nee”

Service+, Customer Service Essentials,

* Leadership Advantage — Growth Mindset,

Psychological Safety & Women in Leadership * Transformation & Growth Engine Development

* Hi-Pot Development Program

* Succession Planning Program
* Competency Mapping & Job Role Definition

* Talent Assessment Center Design & Development

leadership training

SKILL-LAB Programs

* Competency Programs — Cognitive Flexibility,
Critical Thinking, Data based decision making
» Skill based programs — Negotiation Skills,

Influencing Skills, Conflict Management, Time

Management etc.

Delivery MEDIUM

©Paathshala Learning Solutions Pvt Ltd



OUR LADY QUEEN OF THE MISSIONS SCHOOL

¢
@ Park Circus, Kolkata.

@ 1CICI PRIDENTIALS S/

“STARTUPRENEUR

AWARDS

Recognising inda’s Future Business Leaders

SG Analytics
.:“ Life's Possible

G Birlasoft’

dRazorpay

Johnson //))I(’

Controls

ESSAR’

American Embassy School

°SBI Life

INSURAN(I:
With Us, You're Sure

Treat'g%ort
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Nuyoco
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Our Promotors

BESTSELLER’
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BUSINESS PROCESS PARTNERS

9

Lila Poonawalla
Foundation
Leading Indian Ladies Ahead

LAY,
VERIC

§340 bee'sh

dash::

TATA
DIGITAL
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LARSEN & TOUBRO
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Deutsche Bank

7




GAMIFICATION

C O Gamifying Behavior. Amplifying Outcomes

Let’s make the world a better place, together.
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