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Abstract 

Training has been the basic in professional development and in upskilling individuals, keeping up with changing 

technologies and standards adherence. With recent shifts to digital technologies and demographics at work place, 

there is a growing demand for training solutions that are informative, immersive and interactive. Gamification 

upgrades the deficiencies of traditional training by incorporating a motivational drive which enhances the learning 

experience into energetic and interactive journeys in which participants become more proactive. Gamification is 

aimed at increasing motivation, engagement and overall learning outcomes among participants through integrating 

elements like points, badges, leaderboards and challenges. The technique capitalises the inherent human mindset 

namely competition, recognition, reward system and social interaction that creates learning as more interactive and 

an enjoyable experience. This study on, Gamification has been proven to increase engagement in corporate training 

which goes a long way in ensuring effective skill acquisition. The study helps examine the influence of gamification 

in training among employees. Gamification when tailored according to industry-specific challenges and goals can 

greatly increase engagement levels, knowledge retention capacities as well as performance standards. With 

industries being dynamic and complex, the need for effective training programs becomes increasingly vital. To 

satisfy these needs, the most promising approach is gamification which makes learning interactive, fun filled and 

effective. At the completion of the training process through gamification employees experience the pleasure in their 

jobs and are motivated to enhance their performance. 
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1. INTRODUCTION 
 

Training has always been one of the most basic tenets of professional development. Conventional training 

techniques—from lectures and manuals to basic e-learning modules—all have a single real flaw: sometimes, they 

do not engage trainees very well. With recent shifts in digital technologies and demographics at work today, there 

is now a growing demand for training solutions that are informative, immersive, and interactive. 

Gamification solves the difficulties faced in traditional training by incorporating games as the motivational 

drive. That is, it turns humdrum learning experiences into energetic and interactive journeys in which participants 

become proactive in the process. Gamification applies the principles of game-design elements in non-game 

contexts, improving training and learning experience. Introduction of Gamification principles aims at increasing 

motivation, engagement, and overall learning outcomes among participants by integrating elements like points, 

badges, leaderboards and challenges(Wang et al., 2022). This training process uses the principle of inherent human 

proclivity for competition, achievement and social interaction that makes learning more interactive and enjoyable. 

Gamification thus drives better participation, more engagement and easier learning experience. Gamification has 

been proven to increase employee engagement in corporate training which goes a long way in ensuring effective 

skill acquisition and retention. In recent years organizations across various industries have increasingly adopted 

gamification in their training programs with an aim to address the challenge of employee engagement. Traditional 

training methodologies are effective in some instances but often fail to capture the interest level of learners 

especially during the digital age with many distractions and where attention spans are short lived. Gamification 

creates an opportunity where boring or complicated training content can be made into something interesting and 

rewarding (Mohanty & Christopher, 2023).  

Gamification must be customized to fit the requirements and objectives of individual industries though its 

underlying principles are universal. The impact of gamification on each industry and a specific company differs a 

lot but it is often realized that making training material game-based tends to generate deeper immersion and 

interactivity in teaching thereby ensuring knowledge retention as well as an actual change in behaviour. It is true 

that when gamification is tailored according to industry-specific challenges and goals, it can greatly increase 

engagement levels, knowledge retention capacities as well as performance rates. Moreover, certain aspects such 

as complexity level of task taught in addition to cultural context within an organization, influences the 

effectiveness of this form of training. With industries being dynamic and complex, the need for effective training 

programs that are meaningful is increasingly vital. To satisfy these needs, one of the most promising approaches  
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is  gamification  which  makes  learning  interactive,  fun  and  effective.  This  research  explores  the  impact  of
gamification on better  employee engagement and organizational  effectiveness when compared to  traditional
methods of training. As a result, the employees for sure enjoy the pleasure in their jobs and are also motivated
for enhanced performance. 

2. REVIEW OF LITERATURE

Simeia  Azevedo Santos  et  al.  (2019)  examines  the  influence  of  gamification  in  training  and  development,
emphasizing  its  effectiveness  and  quantifiable  outcomes.  The  researchers  state  that  involvement  is  the
paramount element of gamified training.  The significance of integrating technology into training methodologies,
measurement,  assessment,  and  digital  presence  was  assessed.  The  research  indicates  that  integrating
gamification  components  such  as  prizes  and  feedback  into  the  training  process  can  effectively  promote
engagement, resulting in considerable gains ranging from 20% to 200% as participants strive to achieve their
goals and move towards their targets.

The application of gamification in IT compliance training can lead to greater enjoyment than non-
gamified training, but its effectiveness in improving learning outcomes is mixed. Gamification aims to increase
learning by overcoming barriers such as lack of attention and engagement. Realistic virtual simulations and
gaming principles can make the training more engaging and applicable. However, scientific evidence for the
benefits of gamification on learning is limited. A field study with 856 employees found that: Gamified training
improved participants' enjoyment and satisfaction. Non-gamers enjoyed the gaming experiences to a greater
extent than gamers.  Recency effects was the main limitations of the study. The findings proved that gamification
served as an effective tool for better employee enjoyment and compliance programs. (Ryan J. Baxter et al.,
2014)

In study conducted by Alvear et al. (2021), the use of gamification inside Ecuadorian law enforcement
institutions to enhance police competencies and ethical standards was studied. They assessed the efficacy of a
gamified  virtual  learning  environment  with  25  police  officers.  The  study  demonstrated  that  gamification
improved engagement and motivation. Police training was made better with the incorporation of gamification
technique,  facilitating  the  comprehension  of  complex  tasks  via  practice  and  repetition,  and  also  fosters
collaboration and communication.   

Abdullatif Saleh Alfaqiri, Siti Fadzilah Mat Noor, Noraidah Sahari et al. (2022), in their study states
that employee engagement can be enhanced by using gamification methodology on online training platforms.
The study states  that  online training  provides  professional  skills  and  augmenting employees competencies.
Employee  engagement,  workplace  climate,  and  the  design  of  training  interventions  were  identified  as  the
primary factors influencing recruitment. Gamification is an effective instrument for the process of recruitment,
training, development, and retention of competent workers. The study uses the TAM (Technology Acceptance
Model). The research identified usability and perceived value of gamification as the primary variables affecting
employee  attitudes  towards  gamification.  The  paradigm  provides  an  initial  foundation  for  more  study  on
effective gamification in online instruction. 

In the article Employees Management: Evidence from Gamification Techniques, Hussain et al. (2018)
examines the effect of gamification on corporate commitment, employee engagement, motivation, loyalty, and
retention  in  Pakistan.  142  college  students  were  studied  using  gamification  techniques  to  examine  their
employee  engagement,  retention,  and company commitment  goals.  The research  found that  by making the
workplace enjoyable, gamification provides motivation, engagement and better retention rates. The benefits of
gamification may be used in a variety of contexts and are not exclusive to any one industry or generation. It
states that further research is needed for wholistic understanding.

The impact of self-determination theory on gamification training in corporate sector was studied with
samples  of  two  hundred  trainers  and  human  resource  managers  from software  development  companies  in
Bangalore, India. Employees saw training as more interesting, relevant, and immersive when using gamification-
based learning. The research indicates that game elements such as points, leaderboards, challenges, ratings, and
scores promote self-motivated learning environment.  The research demonstrated that  gamification improved
relatedness,  autonomy,  and  competence.  The  study  investigated  the  impact  of  game  elements  and  self-
determination theory on educational outcomes by partial least squares structural equation modelling. (Kulkarni
et al., 2022)

Obaid et al. (2020) conducted a systematic literature review on gamification in the areas of recruitment,
engagement,  and  employee  training.  The  researchers  concludes  that  Gamification  has  been  used  to  make
interviews more engaging and fruitful in the recruitment process. The study states that Game-based personnel
selection and assessment techniques have been adopted to predict job performance beyond traditional methods.
Twenty-four different gaming elements including Activities, Certificates, Flags, Badges, Points, Leaderboards,
and Stars were studied. The researcher presents a gamification framework for the creation of gamified apps. A
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taxonomy  of  game  components  is  offered  to  assist  developers  in  selecting  elements  according  to  the
environment  and  context.  Gamification  has  the  potential  to  enhance  recruitment,  engagement,  and  training
results  across  several  situations.  They  suggest  that  employers  should  contemplate  the  use  of  gamification
features to enhance employee engagement and optimize learning results. The researchers highlight the need of
tackling recruiting issues and taking into account the target audience for serious games. 

Gamification  has  been  used  to  enhance  the  workers'  soft  skills,  namely  in  decision-making,  flexibility,
teamwork, and resilience since 2018, by the Greek financial organization Technology Bank. The study evaluated
the efficacy of gamification in improving clerks' soft skills. The study indicated that substantial improvements in
decision-making abilities, flexibility, resilience, and collaborative capabilities was reflected among the clerks,
enabling them to adjust to changing situations, perform well under stress, and maintain work-life equilibrium.
(Abuladze, 2023)

3. NEED FOR THE STUDY

In today's fast-moving business world, companies have to continuously invest in employee training in order
to compete at all levels. Traditional training methods are sometimes boring for employees hence, in those
scenarios,  the  knowledge  is  lost.  Companies  moving  into  digital  workplaces,  populated  by  various
generational cohorts, need fresh ways of training. Gamification is a promising approach that makes use of
game-design elements in order to build engaging, interactive, and motivational learning experiences. At the
same  time,  however,  deeper  research  is  needed  on  the  effectiveness  of  gamification  within  different
industries and on the way, it could affect the long-term employee performance, engagement and knowledge
retention. Most gamification research on the context of training has focused on the short-term effects, leaving
huge gaps in understanding the long-term impact of gamification, organisational cultural adaptability, and the
balance between intrinsic and extrinsic motivational factors. Longitudinal studies are required to establish
how the benefits of gamified training decay over time due to the wearing off, knowledge retention capacity,
skill acquisition potential, and employee performance influences on the training process. Another important
factor  is  personalization  in  gamified  training,  describing  how  adaptive  learning  paths  and  customized
challenges  improves  engagement  and  outcomes.  Although  technical  skills  training  was  more  widely
discussed  in  gamification  literature,  there  is  limited  research  on  the  effectiveness  of  gamification  in
developing soft skills such as communication and leadership. Last but not least, remote and hybrid work
environments have definitely changed the face of training, but there is a serious lack of studies on how to
effectively apply gamification in these particular contexts, overcoming their own challenges of engaging
people remotely and assuring learning.

Figure 1 - Conceptual Model - A Study on the Impact of Gamification in Enhancing Employee Training across various
Industries in Chennai 

UTAUT model  (Venkatesh et al.,  2003), deployment helps to analyse the factors influencing employee
acceptance and effectiveness of gamified training versus traditional training methods.
Employee Performance Perception: This component refers to an individual's belief in using gamification-
based training will lead to improved employee performance outcome.
System Usability: This component concerns an individual's perception of adaptability in the use of gamified
training module.
Organisational Support: This factor involves the extent of infrastructure and resources availability in the
adoption of gamified training.
Societal Factors: This factor includes the role of the team or peers in gamified training adoption.
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4. OBJECTIVES OF THE STUDY
 To examine the  influence  of  Employee  Performance,  System Usability,  Organisational  Culture and

Societal Factors on Behaviour Intension and User Behaviour of the employee.
 To validate and test the proposed model of the study.

5. HYPOTHESIS OF THE STUDY
The following hypothesis were framed for testing.
 Hypotheses H1: 
Employee Performance Perception has a significant influence on Behavior Intention.
 Hypothesis H2:
System Usability has a significant influence on Behavior Intention.
 Hypothesis H3: 
Behavior Intention has a significant influence on User Behavior.
Structural  equation  modelling  was  used  to  examine  the  relationships  between  UTAUT  components
(performance expectancy,  effort  expectancy,  social  influence,  facilitating conditions)  and  its  adoption in
game-based training.

6. METHODOLOGY
Sampling size for this study was 174 units of the population. Data sources was Primary. Primary data was
collected among corporate employees in and around Chennai. A G-form was circulated in order to collect the
information. Statistical tools used for analysis are Percentage, Weighted Mean, Confirmatory Factor Analysis
and Structured Equation Modelling using IBM SPSS 21 and AMOS Version 21. The overall reliability of the
questionnaire  was  tested  using  Cronbach’s  Alpha  test,  value  being  0.7  was  considered  acceptable  and
reliable.

7. DATA ANALYSIS AND INTERPRETATION
Table 1: Demographic Profile of the Respondents

AGE GROUP (%) GENDER (%)
Below 18 6.90 Male 26.40

Between 18-25 78.20 Female 73.60

Between 26-40 8

Above 40 6.90 JOB LEVEL (%)

Entry 66.70

INDUSTRY (%) Mid Level 19.50

Technology 13.80 Senior Level 10.30

Education 31 Executive 3.50

Finance 34.50

Healthcare 4.60
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Public services 6.90

Entertainment 9.20

The  above  Table  1  shows  the  demographic  details  of  the  respondents.  The  largest  number  (78.20  %)
respondents is young adults between the ages of 18-25, with very few takers in the older categories. The
sample size is disproportionately biased against men, with females constituting almost (73 %) percent of the
respondents’ population. Most of the respondents are from the educational  sector and the finance sector
which shows a great number of people working from this background in the survey sample forming a total of
(65 %).  Other  sectors like the health and the IT sectors have lesser  participation.  The large number of
respondents  (66.7%)  occupy  an  entry  level  designation  within  the  organization  and  thus  have  only
insignificant work experience. In the other proportions with Mid-level being 19.5% and Senior Level at
10.3% of the respondents.

Table 2 - Weighted Mean of the Factors

S.No Factors Weighted Mean
1 Employee Performance Perception 3.52

2 System Usability 3.69

3 Organisational Support 3.72

4 Societal Factors 3.52

5 Behavioural Intension 3.62

6 User Behaviour 3.49

The above Table 2 shows that, the weighted mean scores of Employee Performance Perception (3.52),
System Usability (3.69), Organisational Support (3.72), Societal Factors (3.52), Behavioural Intension
(3.62),  User  Behaviour (3.49)  are  above 3 indicating  the  respondents  have  moderately  agreed to  all
statements measuring the above-mentioned factors. This can prove that gamification techniques are used
to enhance employee engagement and keep them motivated in their learning journey when compared to
the traditional methods of training.   
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Figure 2 - Confirmatory Factor Analysis

Indices Chi-Square Df CMIN / DF CFI TLI GFI AGFI RMR RMSEA

Structural Model 841.752 213 3.952 0.936 0.986 0.999 0.978 0.061 0.075

Table 3 – Model Fit Indices of Confirmatory Analysis

The result indicates that the value of CMIN/DF (3.952) is within the acceptable value. The value of GFI (0.999), AGFI (0.978),
CFI (0.936), TLI (0.986),RMR (0.061) and RMSEA (0.075) are within the threshold values. The calculated value of the model
indies satisfies the acceptable value. Therefore, it can be confirmed that identified factors satisfy a good satisfactory fit.

Figure 3 - Structural Equation Model

Table 4 - Model Fit Indices of Structural Equation Model

Indices Chi-Square Df CMIN / DF CFI TLI GFI AGFI RMR RMSEA

Structural Model 3.298 3 1.099 0.999 0.994 0.994 0.958 0.007 0.023

The result indicates that the value of CMIN/DF (1.099) is within the acceptable value. The value of GFI (0.994),
AGFI (0.958), CFI (0.999), TLI (0.994), RMR (0.007) and RMSEA (0.128) are within the threshold values. The
calculated  value  of  the  model  indies  satisfies  the  acceptable  value.  Therefore,  it  can  be  confirmed  that
Gamification strategy has a good satisfactory fit.

Table 5 - Regression Weights: (Group number 1 - Default model)
Estimate S.E. C.R. P

BI  EPP 0.405 0.91 4.428 ***
BI  OS 0.197 0.089 4.214 ***
BI  SF 0.141 0.75 5.864 ***
BI  SU 0.006 0.052 4.474 ***
UB  BI 0.650 0.088 7.387 ***

From the above table we can conclude that for a unit increase in  Employee Performance Perception, Organisational
Support, Societal Factors and System Usability, Behavioural Intension increases by 0.405,0.197, 0.141, 0.006.
Similarly, for unit increase in Behavioural Intension, User Behaviour increases by 0.650. Also in all the cases,
the p value is ≤ 0.05.Hence, we can conclude that there is a significant impact of all the 4 factors on Behavioural
Intension and Behavioural Intension has a significant positive impact on User Behaviour.
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Table 6 - Case Studies of other organisations which have used Gamification in their training process.

8. RESULTS AND DISCUSSIONS
Gamification  in  training  has  a  profoundly  positive  effect  on  learner  engagement  retention,  and

collaboration. Well-integrated with educational goals, gamification can transform what has been the banality of
traditional training into a virtual world full of excitement, interactivity, and enjoyment. Only through proper
planning, clear objectives, and thoughtful execution it manages to achieve success. As gamification continues to
evolve,  its  role in training can only continue to grow in providing innovative solutions for  future learning
challenges.  Gamification  has  been introduced  as  a  game-changing approach  in  the  training  industry across
all industries over the last few years. This research proves that gamification, can achieve the ultimate goal of
improvement in overall learning experience, further engagement, and improved outcomes in training settings. It
taps into intrinsic human drives to compete, to achieve, and to be recognized through the adoption of elements
more commonly found in games, including points, badges, leaderboards, and rewards. It makes training more
entertaining and learners get far more involved with the material. 

This research investigates the impact of gamification on long-term knowledge retention among employees.
The study further demonstrates that gamified training integrated with conventional training approaches enhances
the overall efficiency of the employees. Organizational support is other primary factor that has an impact on the
outreach  of  gamification  to  employees.  The  research  aims  to  cultivate  a  comprehensive  knowledge  of
gamification's  function in  augmenting employee  training and fostering sustained performance enhancement.
Thus, gamification proves itself as an effective solution in the era of Industry 5.0

1.http://content.timesjobs.com/how-infosys-is-tapping-into-gamification/
2.http://articles.economictimes.indiatimes.com/2014-07-11/news/51354818_1_godrej-consumer-products-gcpl-
lupin-pharma 
3.Tandulwadika, A. (2013). Gamifying Business to Drive Employee Engagement and Performance. Retrieved
from http://www.cognizant. com/InsightsWhitepapers/Gamifying-Business-to-Drive-Employee-
Engagement-and-Performance.pdf 
4.https://www.cornerstoneondemand.com/rework/5-companies-using-gamification-boost-business-results 
5.http://enterprise-gamification.com/index.php?option=com_content&view=article&id=71:roadwarrior-how-
sap-trains-its-sales-people-on-mobility&catid=1 3&Itemid=17&lang=en
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The study further proves that Employee Performance and System Usability has a significant influence
on Employee Behavior Intention. The structural equation model also proves that Behavioral Intention has a
significant  influence  on  User  Behavior.  Gamification  further  introduces  an  element  of  real-time  feedback
essential in the learning process. Most training programs lack the immediacy of feedback because trainees are
deprived from instant rewards or corrections at the time of the action. In gamified systems, the instant reward or
corrections signals learners rapidly identify the areas for improvement. Trainers incorporate gamification into
training  to  promote  social  interaction  and  collaboration. Leaderboards,  team  challenges,  and  multiplayer
scenarios encourage learners to interact and collaborate with others and develop a sense of community. This
proves  beneficial  for  corporate  and education  settings,  where  teamwork  and  communication  are  required
greatly.  In addition to engagement and collaboration, gamification also has proven the ability to help students
achieve good retention. Research findings show that gamified elements help strengthen long-term retention due
to  repeated  exposure  to  key  concepts  in  various  entertaining  ways.  Active  engagement  fostered  through
gamification  actually,  represents  further  processing  that  consequently  facilitates  the  recalling  of  memory.
Gamification accommodates varied learning styles and is therefore a multifaceted tool for trainings. It caters to
the needs of visual learners through videos, quizzes, and simulations. It  also reaches auditory learners with
presentations,  audio  media;  and  kinaesthetic.  Thus,  game  mechanics  must  be  integrated  carefully  into  the
learning content so that it can help the educational goals rather than hindering them. Second, since there are
diverse learners and all learners cannot be similarly energized with game elements,  participants' differences
might occur. Therefore, a one-size-fits-all gamification of training may not get the desired results. Thus, trainers
need to flex their rigidity and be adaptive when using the gamification strategies. In summary, the results of this
study  proves  that  Gamification  technique  improves  staff  engagement  and  motivation.  It  integrates  gaming
elements,  like  points,  badges,  and  leaderboards,  into  non-gaming environments,  particularly  inside  training
programs (Armstrong & Landers, 2018; Gupta & Gomathi, 2017). Soft skills, including decision-making and
cooperation,  have  been  shown  to  enhance  outcomes  (Abuladze,  2023).  Multiple  strategies  for  executing
gamified training have been recognized, including gamified platforms, hybrid methodologies along in-person
sessions (Mahat et al., 2022). Gamification is pertinent in several domains of human resource management, such
as  recruiting,  employee  appreciation,  and  performance  assessment  (Gupta  &  Gomathi,  2017).  To  achieve
maximum efficacy,  gamification  must  be  used  in  a  scientifically  validated  way,  including  training  design
principles and commercial objectives (Armstrong & Landers, 2018).

9. LIMITATIONS OF THE STUDY
 Industry-Specific Factors: It would be unrealistic for the study to delve into an in-depth analysis of all the

industries; hence, generalizing it might become difficult in certain sectors.
 Variability in Implementation: The effectiveness of gamification may vary widely because of the method

of implementation in different organizations. This may hinder the formulation of consistent conclusions
for all situations examined.

 Cultural and Organizational Differences: The research aims to account for cultural and organizational
settings;  nevertheless,  these  aspects  are  often  multifaceted  and  intricate,  making  it  difficult  to  fully
ascertain their impact on gamified training results.

 Time limit constraint: Owing to time bound limitations, the study lacks the comprehensive ability to
accurately project the future ramifications of gamification in employee training.
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