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Research presentation IKEA

Solve-ation: Rick, Mario, Jeroen, Nadia, Alberto
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Research!
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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?

iy, ‘V
.

g

Problem statement



IKEA brand and culture Target group
Recrwtment methods I\/Iarketmg methods




_Desk research
_Field research
_Observations
_Interviews
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How did we conducted the research on these topics?




What we're the main findings of our research?
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IKEA brand & culture
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Needs & Wants

Salary ’ _ -
| 74

Company Culture ‘ '

Personal development |
Promotion opportunities ’

Career/Challenging '

) | | Y n°Students
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Target group needs & wants




Interviews: 24 students
Average age: 23.5 y.0.
Faculty: Logistic
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Target group awareness
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“The rlght people the r:ght place the rlght
time.”, “When talking about logistics, IKEA is in

.

"= need of managers that also like to operate.” %
’

-Mandy van Du:venboden Recrmter at IKEA
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How does IKEA reach these students at the moment?
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How can we reach these logistic students in an easy
and effective way?




Digital storytelling & gamification






Digital Storytelling

The power of digital storytelling
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Example of digital storytelling



What is gamification?



Employ game mechanics Increase engagement
to non-game activities levels between two parties.

Provide rewards to encourage Players obtain a greater
users to stay engaged sense of accomplishment

The power of gamification
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Example of gamification
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What do we want to communicate?




Summarize the main findings

_ Let the IKEA culture and brand shine through.

__ Show logistics world.
7 (>

_ Let them know that IKEA is an interesting employer.

_ 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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Summarize the main findings
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How are we going to continue?
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What can you expect on our next presentation?







