


Meet Monica Cornetti

Monica Cornetti works with individuals and organizations who 
want to learn how to think playfully to achieve uncommon 
results. 

A gamification speaker and designer, Monica was repeatedly 
rated #1 among the “Gamification Gurus Power 100” by RISE 
from 2015-2020, and this year was recognized as #1 in the 
Most Influential Women in Gamification who have created a 
legitimate impact in the gamification industry.

Monica is the President of Sententia, Inc. and leads the 
company’s education and design projects at Sententia 
Gamification. She is also the Gamemaster of GamiCon (the 
annual international conference for the gamification of learning) 
and Head of Faculty at the Gamification Academy. 

She is  the author of the books Lipstick Lessons, What Were You 
Thinking?, Totally Awesome Training Activities Guide: Put 
Gamification to Work for You, and co-author of Deliberate Fun: A 
Purposeful Application of Game Mechanics to Learning Experiences.

She is a graduate of Seton Hill with a BA in psychology, and The 
University of Houston-Victoria where she earned a Masters 
Degree in Economic Development and Entrepreneurship.

Monica is hired for her skill as a gamification speaker and 
strategist and is considered at the top of her field in 
gamification design for corporate training and adult education. 

When she is not busy changing learning with gamification, 
Monica can be found “researching” gameplay with her 
grandchildren.

https://www.gamifiedlearningacademy.com/
https://www.sententiagamification.com/
https://www.gamifiedlearningacademy.com/


Imagine…

• If everyone in your 
workplace was a little more 
playful and a little more 
delighted?

• What kind of psychological, 
physiological, and 
productivity impact would 
this have?
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How can we use gamification to engage employees?

To help our team to be successful in their work? 

To achieve great things in our organizations?



Gamification
Gamification is NOT 
designing or playing 
games.

It is the process of 
applying game elements, 
game mechanics, and 
game thinking in a non-
game context to solve 
real world problems. 
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Increase in employee 
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result of gamification 
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Improved productivity 
because of 
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How Gamification And IoT Work Together

Mostly, gamification is used to push behavioral changes. 
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Increase Adoption • Promote Retention • Boost Performance 

GAMIFICATION IN THE WORKPLACE





Duolingo, is an online gamification interface that 
allows a person to learn or enhance their 

understanding of a language. 







THANK 
YOU

Monica Cornetti
Chief Engagement Officer
www.SententiaGamification.com

Connect  With  Us On Soc ia l  Media


