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Core elements

• Discover 20 key objects from the Group Archives that tell 
Prudential’s story – augmented by 81 supporting objects 
on the same themes

• Immersive, interactive experience – choose a character to 
explore the sights and sounds of our rich history across an 
illustrated canvas

• Incorporates gaming elements – playing games and 
exploring all objects results in reward of bonus material

• Desktop and mobile platforms (tablet and phone)
• Multi-lingual – translated for five key Asian markets
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• Encourages engaged, immersive participation 
• Questing element
• Personalised competition (points and leaderboards)
• Hidden bonuses and rewards 
• Problem solving and games

What is gamification?



• Questing navigation through ‘Man from the Pru’ avatar
• Points scoring system
• Sharing experience (Twitter, Facebook and email)
• Rewards (‘Pru History VIP’) and hidden bonuses
• Games
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