www.ijcrt.org © 2019 IJCRT | Volume 7, Issue 2 May 2019 | ISSN: 2320-2882

Study of Gamification Techniques in Recruitment
and Employee Training

Dr Kiran S. Khairnar
Assistant Professor, School of Management
D. Y. Patil University, Navi Mumbai, India

Abstract: Gamification techniques have gained significant attention in recent years as a means to enhance employee recruitment
and training. This study aims to explore the impact of gamification on the recruitment process and the effectiveness of employee
training. By analyzing current literature and case studies, this research paper aims to provide an in-depth understanding of how
gamification techniques can be utilized to improve recruitment strategies and learning outcomes. The paper will also investigate
the various gamification strategies used in recruitment, such as interactive job simulations, gamified assessments, and virtual reality
experiences. Furthermore, it will examine the application of gamified learning modules, serious games, and digital badges in
employee training programs. Through a comprehensive review of existing research, the potential benefits and challenges of
implementing gamification in recruitment and employee training will be thoroughly examined. This paper aims to contribute to the
existing body of knowledge on gamification by providing valuable insights for HR professionals, recruiters, and training managers
looking to leverage gamification techniques to enhance their practices. For the survey purpose, we have selected the Mumbai region
companies’ employee.

Index Terms - Gamification Techniques, Recruitment, Employee Training, Interactive Job Simulations.

I. INTRODUCTION

In today's rapidly evolving business environment, organizations are constantly seeking innovative ways to attract, engage, and retain
top talent. One such innovation that has garnered significant interest in recent years is the application of gamification techniques in
the realms of recruitment and employee training. Gamification involves the integration of game mechanics and design principles
into non-game contexts, with the goal of increasing user engagement, motivation, and learning. The use of gamification in
recruitment and employee training holds great promise in addressing the challenges associated with traditional methods. By
leveraging elements such as interactive simulations, gamified assessments, virtual reality experiences, serious games, and digital
badges, organizations can create more immersive and engaging experiences for both candidates and employees. These techniques
have the potential to not only attract a wider pool of candidates but also to enhance learning outcomes and overall employee
performance. This paper aims to delve into the current landscape of gamification in recruitment and employee training, offering an
analysis of the various strategies and their potential impact. By doing so, it seeks to provide valuable insights for HR professionals,
recruiters, and training managers looking to harness the power of gamification to optimize their talent acquisition and development
efforts.
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Figure 1. Benefits of Gamification in Corporate. [5]

In recent years, organizations have increasingly turned to gamification techniques to revolutionize their recruitment processes.
Interactive job simulations have emerged as a popular strategy to assess candidates' skills and competencies in a more dynamic and
engaging manner. These simulations not only provide a realistic preview of the job role but also allow candidates to demonstrate
their abilities in a simulated work environment. Furthermore, gamified assessments have proven to be effective in evaluating
candidates' aptitude and cognitive abilities while offering an enjoyable experience. With the integration of game elements such as
challenges, levels, and rewards, assessments become more interactive and can capture candidates' attention more effectively than
traditional methods. Virtual reality experiences have also gained traction as a way to immerse candidates in realistic job scenarios,
providing a unique and engaging preview of the role and the organizational culture. By allowing candidates to navigate through
virtual work environments and perform tasks, organizations can gauge their suitability for the role in a more practical and engaging
manner.

On the employee training front, gamified learning modules have been instrumental in transforming the way organizations deliver
training programs. Serious games, which simulate real-world challenges and decision-making scenarios, have proven to be effective
in enhancing employee engagement and knowledge retention. These games provide a safe environment for employees to apply their
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skills and knowledge in practical situations, thereby improving their learning outcomes. Moreover, the implementation of digital
badges as a form of recognition for completing training milestones has motivated employees to actively participate and excel in
their learning endeavors. The visual representation of badges not only serves as a source of motivation but also fosters a sense of
accomplishment and pride among employees. By tapping into the potential of gamification in recruitment and employee training,
organizations can not only modernize their talent acquisition and development efforts but also elevate the overall experience for
candidates and employees alike. This shift towards more interactive and immersive experiences has the potential to reshape the
future of HR practices and learning and development strategies.

Il. LITERATURE REVIW

2.1 Understanding the Impact of Gamification in Recruitment

The application of gamification in the recruitment process has shown promising results in engaging and attracting potential
candidates. Gamified assessments, interactive job simulations, and virtual reality experiences have been effective in not only
evaluating candidates' skills but also providing a realistic preview of the job role and organizational culture. The use of gamified
elements has also been linked to increased applicant satisfaction and a more positive candidate experience. (Janék et al., 2016)

2.2 Gamification in Employee Training: A Closer Look

In the realm of employee training, gamification has offered a dynamic and immersive approach to learning. Serious games and
gamified learning modules have been widely adopted to enhance employee engagement, retention of knowledge, and skill
development. Digital badges have also proven to be effective in motivating and recognizing the achievements of employees within
training programs. (Facey-Shaw et al., 2018)

2.3 Benefits and Challenges of Implementing Gamification Techniques

While there are evident benefits associated with gamification in recruitment and employee training, such as improved engagement,
enhanced learning outcomes, and a more appealing recruitment process, there are also challenges to be considered. These may
include the initial cost of implementing gamified solutions, ensuring scalability, and maintaining the balance between fun and
educational content. (Darina, 2017)

This study will delve into these aspects, providing a comprehensive understanding of the potential benefits and challenges of
incorporating gamification techniques in recruitment and employee training. Through an in-depth exploration of case studies and
existing literature, this research aims to provide actionable insights for HR professionals, recruiters, and training managers,
empowering them to make informed decisions in leveraging gamification for their practices (Ferreira et al., 2017).

1. METHODOLOGY

To comprehensively understand the impact of gamification on recruitment and employee training, a mixed-methods research
approach will be adopted. This research will encompass both quantitative and qualitative methodologies to obtain a holistic
understanding of the subject matter.

Quantitative research will involve the use of surveys and data analytics to gather insights into the effectiveness of gamification
techniques in recruitment and training. Surveys will be distributed among HR professionals, recruiters, and employees who have
undergone gamified recruitment and training processes. The data obtained from surveys will be analyzed to identify trends, patterns,
and correlations related to the impact of gamification on recruitment and employee learning outcomes.

Qualitative research, on the other hand, will involve in-depth interviews and case studies with organizations that have successfully
implemented gamification in their recruitment and training processes. Through qualitative analysis, key themes, challenges, and
best practices related to the application of gamification techniques will be identified. The qualitative data will provide nuanced
insights into the experiential aspect of gamification and its influence on employee engagement and performance.

Additionally, a comparative analysis will be conducted to evaluate the differences in the effectiveness of traditional recruitment and
training methods versus gamified approaches. By comparing and contrasting the outcomes, this research aims to provide a
comprehensive understanding of the advantages and limitations of gamification in the context of recruitment and employee training.
For the survey purpose, we have selected the Mumbai region companies’ employee.

IV. RESULTS AND DISCUSSION

The findings of the research study revealed significant insights into the impact of gamification on recruitment and employee training.
Through the data collected from surveys, it was evident that gamification techniques in recruitment yielded higher levels of
engagement and interest among potential candidates. The analysis of survey data also indicated a positive correlation between the
use of gamified assessments and the identification of candidates with the right skill sets and competencies for specific roles.

In addition to recruitment, the qualitative analysis of interviews and case studies demonstrated that organizations implementing
gamified training programs witnessed increased levels of employee engagement and performance. The immersive nature of
gamified learning modules and serious games was found to enhance the retention of training materials and improve the application
of learned skills in real work scenarios.
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THE EFFECTS OF GAMIFICATION ON EMPLOYEES
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Figure 2. Effect of Gamification on Employee.

72% of people say gamification motivates them to do tasks and work harder on the job. 90% of employees say gamification makes
them more productive at work. On average, employees experience a 48% engagement increase with a gamified work experience.
Comparative analysis between traditional and gamified recruitment and training methods highlighted the advantages of gamification
in terms of attracting top talent, assessing competencies, and fostering a learning environment conducive to employee development.
The data indicated that gamification not only improved recruitment outcomes but also contributed to higher retention and application
of training content, resulting in more proficient and motivated employees.

V. IMPLECATIONS AND RECOMMENDATIONS

The implications of these findings underscore the potential of gamification to revolutionize recruitment and employee training
practices. HR professionals, recruiters, and training managers can leverage gamification techniques to create more appealing and
effective processes for attracting and developing talent within their organizations. The recommendations derived from this study
emphasize the importance of investing in gamified strategies to enhance recruitment and training initiatives.

Furthermore, the research study identified the need for organizations to carefully design and implement gamification with a focus
on aligning game elements with specific recruitment or training objectives. Customization and personalization of gamification
experiences were noted as critical factors in maximizing their effectiveness.

VI. CONCLUSION

In conclusion, the comprehensive research methodology adopted in this study has provided valuable insights into the impact of
gamification on recruitment and employee training. The findings underscore the potential benefits of integrating gamification
techniques and emphasize the need for continuous exploration and refinement of these strategies to optimize their impact on
organizational talent acquisition and development. This research contributes to the existing body of knowledge by providing
actionable insights for HR professionals, recruiters, and training managers, enabling them to make informed decisions about
leveraging gamification to enhance their practices in recruitment and employee training. While this study has shed light on the
advantages of gamification, there is a need for further research to explore the long-term effects of sustained gamified recruitment
and training processes. Future studies could also delve into the potential challenges and limitations associated with gamification,
thereby providing a more comprehensive understanding of its implications for organizational practices.
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