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Problem statement

How can we improve the IKEA Employer Brand,
increase its brand equity and generate more

interest in a career at IKEA among high educated
logistic students and graduates?
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Summary Main Findings

_ Students have no insight about the logistics world at IKE
_ Seek ways to interact with the logistic students.
_ Digital storytelling and gamification as tools to communicate.

_Interactive marketing to get their attention.
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The Concepts —~
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Time Framed Question




Time Framed Question
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Interactive Journey







Campaigns and Rewards
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|KEA Pencil




Social Media
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Trip to Sweden




Interview with IKEA recruiter
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