Getum vid forritad hamingju?

Gamithra Marga
Happiness Strategist // CCP Games
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island helllar - laerdi islensku a netinu

28.03.2017 Oskar bor Halldorsson

Um aramaétin héf nam i VMA 17 ara stulka fra Eistlandi, Gamithra
Marga, sem ekki er i frasogur faerandi nema fyrir pad ad adur en
han hof nam sitt i skélanum hafai hin upp a sitt eindeemi — med pvi
ad finna allt sem hun gat fundid a netinu sér til halpar - leert pad
mikid i islensku ad hun skilur brédurpartinn af pvi sem vid hana er
sagt. Hun a lengra i land med talmalid en pad kemur smam saman
og somuleidis malfraedin.

.Eg hef verid afar upptekin af islandi i mérg ar. Eg minnist pess a3 i
oktober 2012 las éa mikid um island oa for ad hlusta & islenska
/ an i tvigang komia til
__kpokaferdalagi um landid i
“letjast & skolabekk hér.
fékk husaskjol a Akureyri
vegna pess ad hann bydur upp a fjolbreyttar namsleidir. Pad er nakvaemlega pad
tlandi séu framhaldsskolarnir sérhaefdari en i afangakerfisskélum eins og VMA hafi
amsbrautum og pad hofai mjog til sin. ,Eg er mjog anaegd i skélanum og reyni ad
~8get,” segir Gamithra en foreldrar hennar og t6lf ara brédir bua i hofudborginni Tallinn

Gamithra Marga.

8lkid," segir Gamithra og vonast til pess ad geta lokid studentsprofi ur VMA.

g asvid. Forritun er eitt af pvi sem héfdar mjog til hennar og fyrr i bessum manudi ték
hun patti forrltunarkeppnl framhaldsskélanna med tveimur nemendum ur Menntaskélanum & Akureyri og lenti sameiginlegt
lid skélanna i 6dru saeti | keppninni, sem verdur ad teljast afbragds arangur. Keppnin foér baedi fram i Haskolanum i Reykjavik
og i Haskoélanum a Akureyri og var pessi mynd tekin i HA. Gamithra situr fyrir midri mynd. Han t6k einnig patt i forkeppni fyrir

Syn, stefnur og :
Stjérnun skolan:
Starfsfolk
Réttindi og skylc
Gaedahandbok
Erlend samskipt
Innra og ytra ma
Myndasofn

Atvika- og slysa:
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2019
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navember decar



Gamithra keppir i forritun

< o) Hiusta })

23.03.2018

Gamithra Marga, flarnemi vid MTR, nadi pridja saeti i
Forritunarkeppi framhaldsskélanna um sidustu helgi.
betta er lidakeppni og var hun i lidinu Saetar
Kartoflur med Fridriki Njalssyni og Sigurdi Orra
Hjaltasyni fra Fjdlbrautaskélanum vié Armula og
Taekniskolanum. Forritunarkeppninni er skipt i tvaer
deildir eftir erfibleikastigi. Gamithra og félagar hennar
voru i Beta deildinni sem er su erfidari og atlud
nemendum sem eru lengra komnir eda hafa god tok
a forritun og treysta sér til ad leysa krefjandi verkefni.
Pad er Haskolinn i Reykjavik sem heldur
Forritunarkeppni framhaldsskolanna.

Mynd Haskélinn i Reykjavik www. ru.is/haskolinn

Gamithra Marga er fra Eistlandi. Hun flutti til islands i arslok 2016. Adur haféi han Izert talsvert i islensku & netinu
og hefur na nad prydilegum tékum a malinu. Fjolskylda Gamithru byr i Tallin héfudborg Eistlands en adur
stundadi hun nam i haskolaborginni Tartu.
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Fyrsta stelpan til
ao sigra i for-
ritunar-
Keppninni

Gamithra Marga er fyrsta stelpan til ad
sigra i Forritunarkeppni
framhaldsskélanna. Hun vard
astfangin afIslandi pegar hunvar 13
ara og flutti hingad frd Eistlandi pegar
hinvar 17 ara.

Ingunn Lara Kristjansdottir
ingunnlara@frettabladid.is

Fostudagur 29. mars 2019
KI.13.25

DEILA 4] v

K

Gamithra Marga vard astfangin af [slandi pegar hun var 13 ara Haskolinn i Reykjavik

Forritunarkeppni framhaldsskolanna allt fra stofnun fyrir 20 arum.

Hun deilir fyrsta seeti med Bjarna Thor Karasyni i lidi peirra Bits Please
en pau eru nemendur ir Menntaskélanum i Reykjavik og Menntaskélanum &
Trollaskaga.

G amithra Marga er fyrsta stelpan til ad vera i vinningslioi

Gamithra flutti til fslands fra Eistlandi pegar htin var 17 ara.

,Eg pakkadi nidur d6tinu minu i tvo bakpoka, sagdi skolanum minum ad buast
ekki vid ad sja mig aftur og flutti til islands,“ segir Gamithra.

Gamithra fékk styrk fra skélanum til ad taka patt i forritunarkeppninni en hin
vinnur med skola vegna framfaerslukostnadar a Islandi. Hiin segir kerfid a
Islandi virka fyrir sig. Hiin geti klarad namid a sinum eigin forsendum i fjarnami
sem hun segir pegilegra en venjulegur dagskoli.

»Dagskoli hefur aldrei verid fyrir mig, ég parfad geta leert 8 minum eigin hrada;
einnig gerir pad miklu audveldara ad vinna med skoéla par sem fj6lskyldan min i
Eistlandi hefur aldrei haft efni @ ad adstoda mig med brjaladan islenskan
framfaerslukostnad.”

Gamithra er flutt aftur til fjolskyldu sinnar i Eistlandi timabundid og klarar
menntaskolann i flarnami.

Fréttin hefur verio uppfero.
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adact Home

Game-based lead generation
and marketing campaigns

Adact gives you the freedom to create your marketing

campaigns in minutes — involving zero code in the process.

Let us show you how Adact works!

Request a demo

Testimonials [ Contact us ]

¢ adact

Welcome to your Adventure!

time te croate your st comy
Let's get ready to rumble!

(® CREATE ¥7 FIRST CAMPAIGN
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Teymid samanstendur af systkinunum
Gamithra Marga, Johann Marga
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vinatta =
proximity *
(frequency + duration) *
intensity

“The Like Switch”, 2015, Jack Schafer, Ph.D



while !trust:
fear_of_conflict = True

“The Five Dysfunctions of a Team”, 2002, Patrick Lencioni



while !trust:
fear_of_conflict = True
while fear_of_conflict:
lack_of_commitment = True

“The Five Dysfunctions of a Team”, 2002, Patrick Lencioni



while !trust:
fear_of_conflict = True
while fear_of_conflict:
lack_of_commitment = True
while lack_of_commitment:
accountability_avoidance = True

“The Five Dysfunctions of a Team”, 2002, Patrick Lencioni



while !trust:
fear_of_conflict = True
while fear_of_conflict:
lack_of_commitment = True
while lack_of_commitment:
accountability_avoidance = True
while accountability_avoidance:
inattention_to_results = True

“The Five Dysfunctions of a Team”, 2002, Patrick Lencioni



funCtion get—things—done(taSk) “Getting Things Done”, 2001, David Allen



function get_things_done(stuff):
if 'actionable(stuff):
incubate(stuff) || store(stuff) || eliminate(stuff)

“Getting Things Done”, 2001, David Allen



function get_things_done(stuff):
if l'actionable(stuff):
incubate(stuff) || store(stuff) || eliminate(stuff)

else {
stuff = project
for task in project:
if length(task) > 2min: finish(task)

“Getting Things Done”, 2001, David Allen



function get_things_done(stuff):
if l'actionable(stuff):
incubate(stuff) || store(stuff) || eliminate(stuff)

else {
stuff = project
for task in project:
if length(task) > 2min: finish(task)

if delegate_possible(task):
waiting_for.append(task)
delegate(task)

“Getting Things Done”, 2001, David Allen



function get_things_done(stuff):
if 'actionable(stuff):
incubate(stuff) || store(stuff) || eliminate(stuff)

else {
stuff = project
for task in project:
if length(task) > 2min: finish(task)

if delegate_possible(task):
waiting_for.append(task)
delegate(task)

else:

if specific_time_needed(task): add_to_calendar(task)
else: next_actions.append(task)

“Getting Things Done”, 2001, David Allen
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def hamingja():
return ???

> hamingja()
> 7/10



def hamingja():

return avg([
orka,
samvera,
markmid,
skemmtun,
ro,
peningar,
oryggi,
framleidni

1)

> hamingja()
> 7/10



breytur = {
orka: 4,
samvera: 7,
markmid: 9,
skemmtun: 6,
ro: 7,
peningar: 7,
oryggi: 9,
framleidni: 8

}

def hamingja():
return avg(breytur)

> hamingja()
> 7/10



def orka():
return ???

> orka()
> 3/10



breytur = {

nering: 5,
hreyfing: 1,
svefn: 6
}
def orka():
return avg(breytur)
> orka()

> 4/10



"We do not rise to the level

of our goals. We fall to the

level of our system."

“Atomic Habits”, 2018, James Clear



function hreyfing():



function hreyfing():
for dagur in tvar_vikur:
hlaupa()



function hreyfing():
lofa_mémmu()

for dagur in tver_vikur:
hlaupa()



function hreyfing():
lofa_mémmu()

for dagur in tver_vikur:
hlaupa()
verdlauna(sma)

if hreyfing(): verdlauna(mikid)
else: refsa()



function hreyfing():
lofa_mémmu()

for dagur in tver_vikur:
hlaupa(5km)
verdlauna(sma)

if hreyfing(): verdlauna(mikid)
else: refsa()



function hreyfing():
lofa_mémmu()
einfalda()

for dagur in tver_vikur:
hlaupa(5km)
verdlauna(sma)

if hreyfing(): verdlauna(mikid)
else: refsa()



function hreyfing():
lofa_kzrastanum()

for dagur in tver_vikur:

labba(7000)
verdlauna(kaupa kaffibolla)

if 'hreyfing(): borga(3000*(mistok-2))



Tweet open-source-person / gamithra_mood
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/¥ qamithra-bot
gamithra's mood at 10:00 today:

& health: 8.0

b self-worth: 8.0

& gratitude: 9.0
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S belonging: 6.0

Q future: 8.0

L present: 7.0
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,. focus: 5.0
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date: 15.09.2020
o talked to Tim about open APls and player-made tools
o looked at what | have achieved in two weeks and structured myself

a bit better
talked to Mike Azariah about the Bus

started reading The Gamer's Brain

@ HP: 7

# flow: 7

W safety: 8

@ purpose: 8
I& social: 7

* excitement: 8

ul progress: 5

date: 14.09.2020
o finished all career agents and set a new home base in EVE with my
new corp

e gathered all reading material | have been given

o worked on potential player interviews

W HP:6

% flow: 5

W safety: 8

@ purpose: 8
I social: 6

* excitement: 7

wl progress: 6

date: 11.09.2020
» finished business career agent

o played through military career agent and made a friend

* looked at project discovery

@ HP: 4

% flow: 6

W safety: 8

@ purpose: 8
1% social: 5

* excitement: 6

ul progress: 6
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forritunarleg hugsun e. computational thinking
> nidurbrot e. decomposition

bera kennsl a mynstur e. pattern recognition

aftenging lausnamynstra e. pattern abstraction

honnun reiknirita e. algorithm design

VvV V V
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> found entry level job post
> 3-5 years experience needed



The Authors of FREAKY: NOMICS
OFFER TO RETRAIN YOUR BRAIN

Freakonomics
Stephen D. Levitt &
Stephen J. Dubner

The Moral
Economy
Why Good
Incentives |
Are No
Substitute

for Good
Citizens

SAMUEL BOWLES

The Moral

Economy
Samuel Bowles

The FIVE

DYSFUNCTIONS
ofa TEAM

PATRICK LENCIONI

The Five
Dysfunctions

of a Team
Patrick Lencioni
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The Dictator’s
Handbook

Bruce Nesquita &
Alastair Smith

THINKING,

FAST .. SLOW

-

DANIEL
KAHNEMAN

Thinking, Fast
and Slow

Daniel Kahneman

Getting Things Done

New York Times

David Allen

Anall-new

edition

Getting Things
Done
David Allen

Tiny Changes,
Remarkable Results

James Clear

Atomic Habits
James Clear

Factfulness
Hans Rosling



béka mig i kaffi:
gamithra.com/time

sja hvernig mér gengur:
gamithra.com/mood

Gamithra Marga
twitter: gamithra_marga
email:
hringja: +354 7645707


mailto:marga@gamithra.com

verkefni



