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ABSTRACT:

Employee engagement and performance are highly affected by the environment at the organization. HR practitioners have always dwelt on practices that help
engage employees physically, emotionally, and cognitively. Today technology is an ineluctable process of organizations. Practitioners always try to bring tech-
driven practices that help them provide an engaging environment, and gamification of HR processes is one such initiative with businessdriven aspects that could
help engage employees. Every manager has the responsibility to motivate and engage their employees. Disconnected employees show lower productivity and
exhibit higher truancy. The Traditional approaches to increasing employee engagement include giving workers more freedom, a higher sense of belonging and
purpose, and additional growth opportunities. The article highlights cutting-edge research from behavioural science to help managers effectively incorporate
gamification elements in their workplace. The study focuses on employee reward programs because compensation and benefits are the top factors people consider
when pursuing new jobs, and it is an underutilized way to boost employee engagement.

Keywords: Employee Engagement, Employee Performance, HR Practices, Gamification, Technology-Driven, Motivation, Productivity, Reward
Programs, Compensation and Benefits, Behavioural Science

Introduction

e  Employee engagement is the most influential factor determining organizational performance. It's about productivity, it is about job satisfaction,
and it is about retention. Traditional engagement activities do not sustain excitement or motivation, and they generate poor performance and
increased attrition. Gamification has emerged as one of the modern strategic HR tools for engaging employees and maximizing their motivation
through game mechanics in non-game environments.

e  Gamification of Human Resources includes leaderboards, points, badges, challenges, and rewards inserted in different processes such as
recruitment, training, performance management, and employee recognition. These game-like elements will help organizations create a fun and
exciting work environment, which will very much encourage people to work towards their goals and make even monotonous tasks exciting.
This research is aimed at investigating how gamification enhances employee engagement in SRI SPR BIOLOGICS PRIVATE in creating the
relevant behavioural constructs and to examine the extent to which gamified reward systems enhance productivity.

e  With the continuous development of organizations, embracing technology-driven engagement methods has become inevitable. HR experts
can leverage findings from behavioural sciences to energize the workplace through professional development and business success by keeping
employees engaged and motivated.

Importance of Gamification in HR

e  Boost employee motivation and engagement.

. Improve learning and development via interactive training programs.

e  Foster healthy competition and collaboration among employees.

. Increase productivity and performance through structured systems of rewards.

. Prevent employee turnover through a good work environment.

. Provide real-time feedback and recognition.

. Provide meaningful shaping of company culture and effective goal alignment of employees with organizational objectives.
e  Toattract and keep the best talent in this field of experience that is indeed at the forefront.

Objectives of the Study

. Understand the role of gamification and employee engagement at SRI SPR BIOLOGICS.
. Discover which key factors affect employee behavioural aspects.
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e  Evaluate the impact of gamification on employees' performance and productivity.
e Assess the effect of gamified reward systems on HR practices.
e  Propose recommendations for the application of gamification measures.

Literature Review

e P. Venkatesh and Dr. A. Narasima (2023) defined how motivational and sabbatical strategies, especially leader boards and rewards, can
enhance motivation and job satisfaction, thus producing more engaging increments of work and improved performance. !

e  Ananta Neelima (2022) describes how HR departments use gamification to improve employee retention and productivity, thereby showing
that structured game mechanics also positively affect workplace culture.?

. Chris Perrey, Nicole Amanda Celestine, Brenda Scott-Ladd, and Catherine Leighton (2024) studied the psychological mechanisms behind
gamification and demonstrated that point systems and challenge tasks enhance intrinsic motivation among employees.©!

e  Sattvic Mohanty and Prabu Christopher B (2023). Explained how gamified HR software enhances learning and development programs, leading
to higher employee engagement.

e  D.Johnson etal. Sailer & Homner (2023) noted that gamification techniques build fun work environments and relieve stress among employees,
thus adding positively to their satisfaction. [

e L. Bizzi (2022) defined how gamification elements, including badges and realtime feedback, work to enhance the performance appraisal
systems. [l

e  Atreyi Kankan Halli (2024) notes the importance of gamification in engaging remote employees, ensuring connections, and motivation amidst
virtual teams.[7]

e  Dr. Sneha Chaurasiya & Utkarsh Kumar (2023) explored about interactive and competitive training methods improve skill retention and
reduce employee turnover.!

Research Gap

Although much research has been done on gamification in HR, it has not been comprehensive regarding its effect on employee engagement in particular
industries. Previous studies mostly centred on general gamification applications, and not much empirical research on efficacy in pharmaceutical and
chemical manufacturing industries has been done. This study focuses on measuring gamification influence at SRI SPR BIOLOGICS PRIVATE, thus
filling the gap.

Further, there is also no holistic model on how gamification can be employed in HR activities. Although it has been stated that such gamification
approaches provide the advantages of use, the literature does not provide actionable models for different organizational designs. Besides, the attitude
towards using gamification by employees, such as resistance and adaptation, was not fully explored.

Ultimately, through bridging the above gaps, the work would yield valuable insights into gamification in HR and provide an evidence-based prescription
to optimize employee engagement and performance.

Need for Study

. *The need to undertake this research stems from the rise in relevance of employee engagement in today's business environment; traditional
HR practices can hardly continue keeping employees motivated in the long run, hence the need for novel methodologies such as gamification.

. Solver of Engagement Issues - Disengaged employees render an organization less efficient and produce a high turnover. Gamification is a
very fascinating remedy to reawaken lost fervour.

. *Behavioural Science Wisdom: Psychological insight strengthens the foundation upon which effective gamification plans will be developed
that are consistent with employee motivations.

. *Using technology-based human resource practices will call for new engagement strategies that appeal to and satisfy the needs of the tech-
oriented employee.

. *Impacting Measurement Effectiveness: Formally implemented reward systems could almost completely increase employee performance and
satisfaction with their jobs.
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Problem Statement and Challenges

Employee engagement has its focus on the associated benefits; nevertheless, very few organizations have kept up with contemporary on the work
processes. These contemporary ways fail to harmonize with evolving expectations of the workforce, hence diminishing motivation and triggering high
turnover.
e  Lack of Technological Integration: Companies do not adopt gamification as there are costs associated with implementation and resistance to
change.
e  Employee perception problems arise as not all will embrace gamification; some will look upon it as unnecessary or an added distraction.
e Measurement Difficulties: It is still unclear how exactly to measure the direct impact of gamification on productivity and performance.
. Organizational alignment must be balanced between the organizational effort versus what the organizational goals are and what employees
want.

Methodology:
Research Design

This is another mixed-methods study looking for the effects of gamification on employee engagement at SRI SPR BIOLOGICS PRIVATE, with the
collection of both quantitative and qualitative information. This study, therefore, widens the understanding of how effective gamified HR practices.

Sources of Data

Primary:

Survey questionnaires: conducted on the employees and HR personnel in SRI SPR BIOLOGICS PRIVATE, asking about engagement, motivation, and
performance.

Interviews with HR managers regarding barriers and benefits of the gamification implementation.

Observations: Watching how employees respond to gamified HR practices.

Secondary:

Academic journals & research papers: criteria involved in reviewing past studies regarding gamification in HR.

Industry reports: Reports on gamification-related trends in employee engagement.

Company documents: Internal documents related to employee engagement and reward system policies.

Data Analysis Techniques

Quantitative Analysis (Statistical Methods)

1. Descriptive Statistics — to summarize survey data concerning measures such as mean, standard deviation, and percentages. 2.

Inferential Statistics o Hypothesis Testing

H1: Gamification relates to employees' performance
H2: Incentive-based gamification strategies cut the levels of productivity.

Detecting the relationship between gamification elements and employee engagement through Correlation & Regression Analysis

3. SPSS & Excel Analysis: Used for organization and analysis of survey data.

Qualitative Analysis (Thematic Analysis)

1. Content Analysis: Through content analysis of interview responses, effective gamification themes will be identified.
2. Compare and contrast differences in engagement between employees using gamified HR systems against those who do not.
Analysis

Hypothesis Testing

o Hypothesis 1: Gamification significantly impacts employee performance.
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. Hypothesis 2: Incentive-based gamification strategies enhance productivity levels.

Data collected will be analysed to test these hypotheses, evaluating the effectiveness of gamified HR initiatives in improving workplace engagement.

Table 1:
Employee Engagement Gamification Motivation by Incentives Structured
Level (1-5) Success (1-5) Gamification Importance Gamification
(0-2) (0-4) Effectiveness
(0-4)

1 4 0 0 0 0
2 3 0 1 1 1
3 4 1 0 0 0
4 4 0 2 2 2
5 3 2 2 3 2
6 4 0 1 3 3
7 5 3 2 4 1
8 5 0 0 3 4
9 1 3 2 2 4
10 4 0 2 0 2

In the table, an attempt is made to analyse how gamification affects employee engagement. Positive correlation is implied with employees who are rated
high in gamification (3-5), typically falling higher on the engagement ratings (4-5). Gamification motivation (2) alone has a strong impact on engagement;
along with planned gamification (4), performance is improved. Employees who appreciate incentives (3-4) also reflect higher engagement. However,
some employees are disengaged, regardless of gamification, implying the existence of other variables. In general, well-planned gamification maximizes
employee motivation, engagement, and performance and is an indispensable HR strategy for present-day workplaces.
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According to the line graph, the relationship between the effectiveness of gamification, employee engagement, gamification success, the importance of
incentives, and motivation in ten employees is depicted. Employee engagement rises with effectiveness as well as the success of gamification, displaying
that well-sustained gamified systems positively encourage employee participation. On the other hand, the importance of incentives as well as motivation
keeps fluctuating, thus exhibiting individual differences among people on how they react toward rewards and engagement methods. While some people
become highly engaged with only gamification, for some, it will take a few more incentives. The graph has further revealed the difference in preferences
of the employees, thus emphasizing the necessity of a blended approach to gamification complemented with individualized approaches in motivation.
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Stacked Bar Graph:
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Description:

This stacked bar graph indicates the cumulative contribution of gamification, incentives, success, and motivation to engagement. The uptick in values
indicates that these factors contribute significantly to increasing engagement, signifying that the proper gamification boosts performance and motivation
amongst employees.
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From this bar chart, it seems that engagement, gamification effectiveness, motivation, significance of incentives, and efficacy of formal gamification are
compared with one another. Thus, higher engagement leads to better outcomes in gamification and incentives. The differences in employees show that
they have distinct motivations and reward preferences salient point here is that the right gamification methods become crucial.
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Comparative analysis:

Table 2:
Gamificati on Avg Engageme Avg Motivati on Avg Structured
Success Engageme nt | nt Std Dev Motivatio n by Std Structured Gamificati on
Level Level Gamificati on Dev Gamificati on Std Dev
Effect
1 3.71 11 0.8 0.78 2.94 1.33
2 3.66 0.97 1 0.85 2.69 1

The table shows that employees who are well engaged in gamification, that is, the first level of success at gamification quite high in report average
engagement of employees at 3.71, this is followed by level 2 with an average engagement of 3.66. An average increasing success due to gamification that
can be seen in this study is up from 0.8 to 1.0; the effectiveness of structured gamification is measured at 2.69-2.94. Standard deviations indicate variation,
which suggests structured gamification plays a vital role in engagement and motivation level improvement.

Pareto chart:
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Description:
The chart diagram shows a Pareto chart of various measures presumably related to user performance or interaction. The blue bars correspond to average
values for several elements: Avg Engagement, Avg Structured, etc., with Avg Engagement being the highest and Motivation Std being the lowest.
Meanwhile, the orange line represents a cumulative percent up to 100% that denotes the contribution of each element towards the whole. Graphically
represented are Avg Engagement and Avg Structured as being the most important, following the Pareto principle that a few factors account for the bulk
of the effect.
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Description:
Two series have been compared against seven measures of engagement and gamification using a horizontal bar chart. Series 2 (orange) has generally
higher values than Series 1 (blue) in most categories, especially for "Avg Engagement Level" and "Gamification Success Level." Again, "Avg Structured
Gamification Effect" shows striking differences with Series 2 acting as the winner: the one that worked better. Higher values were reported for Series 1
for "Structured Gamification Std Dev" and "Motivation Std Dev." The chart displays the relative performance of both series on these factors of
engagement and gamification, highlighting the strengths and weaknesses of each series.
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Description:

The graph displays two contrasting series across seven different gamification and engagement areas with vertical data presentation. Series 2 (marked in
orange on the graph) attains very high values on most of the various areas, with "Avg Engagement Level" and "Avg Structured Gamification Effect” on
top. On the other hand, Series 1 (marked in blue on the graph) attains much lower values in these two areas. In comparison, Series 1 demonstrates slightly
higher scores on "Engagement Std Dev" and "Structured Gamification Std Dev." The interpretation from the graph is that Series 2 enjoyed generally
higher engagement and structurally more effective gamification than Series 1, while Series 1 has greater variance in engagement and greater variation in
structured gamification results. The study observed that gamification positively influences employee motivation, thereby increasing engagement levels
and, ultimately, workplace performance.

Findings:

®  Gamification Boosts Employee Engagement

It was found that gamification strategies such as leaderboards, points, and challenges boost employee engagement significantly, making it
work, using the work as well as building an interaction with rewards.

®  Heightened Motivation & Productivity

Those employees who were part of gamified HR processes were likely to have increased motivation and higher productivity levels, while
the incentive-based gamification strategies proved to be the most effective in sustaining motivation.

® The Beneficial Effect on Learning and Development

Gamified HR software is beneficial for better training and development programs. Employees using gamified learning tools retained more
skills and exhibited a higher level of knowledge application.

¢  Employee Turnover Reduced

According to this study, gamification is an essential feature for retention of employees that contributes to making a fun-filled and exciting
working environment where there is less stress and promotes a sense of belonging.

° Inherent Need for Personalization and Continuous Improvement

Despite being good, the study accentuates how these different gamification strategies are tailored to meet the needs of the employees and
their continuous improvement based on feedback from the employees.
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Recommendations:

Gamification Strategy Personalization: Gamification strategies should consider the interests and job functions of employees.

Integrate Gamification into HR Systems: Integrate gamification capability into existing HR systems to ensure seamless implementation.
Real-Time Feedback Mechanisms: Enable tracking of engagement levels using real-time analytics and adjust when necessary.

Varied Reward Programs: Implement both monetary and non-monetary rewards to appeal to diverse employees.

Educate Employees: Conduct campaigns to raise awareness among employees on the benefits of gamification to reduce resistance.

Ongoing Improvement: Continuous reviews and improvements of the gamified program will be done through employee input and performance
data.

AL S

Conclusion:

The study emphasizes the crucial role of gamification in promoting employee engagement, motivation, and productivity organization-wide. It was found,
utilizing a mixed-method of quantitative analysis (surveys, statistical assessments, etc.) and qualitative insights

(interviews, content analysis), that gamification strategies, such as rewards, leaderboards, and incentive tasks, are highly engaging for employees and
instil dynamism into the work environment. The study also confirmed that workers engaged in gamified system processes were highly motivated,
committed, and satisfied with their jobs. Positive results of statistical testing correlate gamification to employee performance, thus signifying that well-
structured gamification features increase motivation while decreasing boredom at work. Moreover, HR experts believe that structured challenges,
feedback loops, and rewards based on performance results lead to better retention and productivity of employees. However, the study mentioned
challenges such as over-dependence on extrinsic rewards and the requirement for customized engagement strategies. The study has proven that
gamification serves as a good tool in present-day HR management for creating a dynamic and engaging work culture. The organization should opt
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