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Campus audience is evolving….  

● Generation Me
● Digitally Addicted
● Socially Synched 
● Brand-bassadors
● User Generated
● Seeking Status



Tech like 
Yodeck 
solved this!















48% believe digital screens are important or very 
important to their Campus Communications Strategy



● 6,500+ students
● 7 locations throughout So. California.
● 66 bachelor’s & 40 master’s degrees
● 24 certificates, 8 credentials 
● 9 doctoral programs
● Learn more at apu.edu

http://apu.edu/


66 screens across 
all Campuses

Digital Signage at APU  

31 registered users 
(21 non-IT users)

● Student living areas
● Classrooms
● Administrative areas
● Campus store
● Menu boards



Have you considered…
Network implications?  VLANs? WiFi vs. Wired?

Content Generation?

Individual player management / Ease of Use?

Screen control/Power scheduling?







Gamification has a bigger role to play



Making Gamification Work 

1 Interactive Content: quizzes, touch screens, augmented reality

2 Rewards: points, badges…milestones, achievements etc

3 Competition & Collaboration: leaderboards, teamwork, incentives

4 Story Telling: narratives, plot solving, stimulate creativity

5 Adaptive: personalized learning experiences, remote / present



Examples of Gamification



Artificial Intelligence
Friend or Foe?



AI in Education

● Teaching Aid
● Assistance Speed
● Context / Adaptability
● Targeted Support
● Personalization

● Potential Bias (AI Training)
● Errors (No Checks)
● Student Isolation
● Teacher Substitute
● Cheating!



Digital Screens & AI

Personalized Messages 
Targeted comms to 
individuals and/or groups 

Dynamic Content
Based on environment, e.g. hot 
weather, so wear sunscreen / hat 

Easier & Quicker to Deploy
Automatically generate new 
templates for Campus use case 



Why Yodeck





More Information










