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ABSTRACT 

Electronic human resource management (HRM) in businesses is significantly impacted by gamification. It 

gives employers an opportunity to draw in and keep workers while also converting repetitive tasks into 

engaging activities and boosting staff productivity. HR procedures like hiring, training, adaption, motivation, 

performance management, and staff appraisal have all benefited from the use of gamification techniques and 

tools. Employee development, training costs, and engagement can all be improved by gamification in HRM 

systems. Employee motivation and engagement are raised, training effectiveness is increased, and employees' 

critical capabilities are developed and enhanced. For the purpose of hiring, gamification can also be used to 

draw in and evaluate qualified IT candidates. General benefits of gamification in electronic HRM include 

higher productivity, loyalty, and job happiness. The study of effective search tactics for SLRs in the 

management sciences has produced methodological patterns pertaining to transparency and replicability. An 

alternative method is to examine previous literature review articles on the subject matter to generate keywords, 

which lessens prejudice and guarantees transparency and comprehensiveness. This approach has been tried 

and tested in the domain of operational risk management, making it easier to come up with keywords for a 

multidisciplinary strategy. Furthermore, organizing a literature evaluation is crucial for expanding knowledge 

and choosing journals for a theoretical basis in fields like energy management. Information seekers in 

management research might find guidance by following a methodical approach to doing a literature search on 

web-based databases. The aim of the current study is to do a literature review on the topic of role of 

gamification in electronic human resource management. 
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INTRODUCTION 

The application of game features outside of games is known as gamification.[1] It has been used in a variety 

of industries, including social media, online communities, education, and consultancy. [2] Through game 

features like story, challenge, progression, and feedback, gamification has been shown to engage and 

encourage students in higher education.[3] A gamification platform, where badges were awarded based on the 

assessment of other employees, was utilized in a consulting firm to encourage staff to put in more work [4]. In 

order to improve user engagement, brand awareness, and loyalty, gamification has also been applied in online 

communities and social media platforms.[5]  

Electronic human resources management 

Using technology to support successful and efficient HR procedures, the field of electronic human resources 

management, or e-HRM, is one that is quickly developing [6]. It includes carrying out the duties of the human 

resources department through the use of computer systems, interactive electronic media, and communication 

networks [7]. Implementing HR policies and practices with the help of E-HRM has benefits including more 

efficiency, lower administrative expenses, and better service provision [8]. Corporate entrepreneurship has 

been found to benefit from it, and it can help organizations become more entrepreneurial [9]. Decision-making 

and departmental cooperation have been demonstrated to be enhanced by E-HRM in the hotel sector [10]. 

Generally, digital HRM enables businesses to handle and retain information more effectively, change with the 

times, and execute.[11] 

The relation between gamification and electronic hrm 

In the area of human resource management (HRM), the concept of gamification is being used more and more 

[12]. It is the process of converting non-gaming events into stimulating and captivating activities by utilizing 

game mechanics and aspects [13]. Selective, training, adaptive, motivating, performance management, and 

staff appraisal are just a few of the HRM procedures that have been discovered to benefit from gamification 

[14]. In addition to improving employee development, it can draw in and keep talent and raise staff productivity 

[15]. Furthermore, gamification can lower training expenses and boost staff participation in training initiatives 

when used to HRM.[16] Proper method and tool selection, together with alignment with the company's HR 

management philosophy and culture, are necessary for the successful integration of gamification into HRM 

systems.[17]  
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Understanding Gamification in Electronic Human Resources 

In electronic human resources (HR), gamification is the use of gaming features to non-gaming aspects of HR 

procedures and processes.[18] In order to accomplish business objectives, it seeks to boost worker productivity, 

draw in and keep talent, and inspire worker action [19]. Gamification has the power to improve employee 

engagement, motivation, job happiness, and productivity while also making mundane work less boring.[20] 

Additionally, it can help disseminate an organization's missions and beliefs among staff members and enhance 

the organization's public image [21]. Gamification may have both intentional and unforeseen effects on 

employees' motivation and creative output, therefore its integration into HRM systems should be carefully 

evaluated [22]. Further research is required to fully understand the innovative technology of gamification in 

HRM.[23] 

In today's digital age, gamification has emerged as a powerful tool in various domains, including electronic 

human resources. 

 

Electronic human resources is among the fields where gamification has shown to be a potent instrument.[24] 

In addition to fostering a lively and interesting work atmosphere, it can raise employee sense of autonomy, 

competence, and relatedness [25]. Through the use of gamified platforms, stakeholders can virtually experience 

what it's like to be in a relationship with an organization.[26] This opens up new possibilities for participatory 

storytelling and gives insight into the culture, identity, and basic values of the organization [27]. Training and 

development procedures, including working with the personnel reserve, are among the processes in personnel 

management where gamification can be applied [28]. Incorporating gamification into HRM can improve 

motivation, job satisfaction, and productivity, reduce monotony in jobs.[29] 

Incorporating Play: Boosting Engagement through Gamification 

Engaging employees and increasing productivity are two benefits of gamification in a variety of 

environments.[30] In order to incentivize users to engage in desirable activities, non-gaming apps can be made 

to incorporate game principles and dynamics through gamification [31]. As traditional approaches may not 

engage students emotionally, it can be especially useful in e-learning [32]. As demonstrated in the instance of 

medical sales agents, gamification can enhance user engagement and learning results in offline training 

programs [33]. Students' engagement levels increased and their performance on knowledge and skill 

evaluations improved when gamification elements were added [34]. When traditional tactics present 

difficulties, gamification might be utilized in higher education to boost student engagement and teamwork.[35] 

Gamification has the potential to improve learning outcomes and engagement across a range of scenarios.[36] 
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Leveraging Game Mechanics to Enhance HR Processes 

Gamification is a technique that makes use of game mechanics to improve HR procedures. [ 37] It has been 

shown to boost employee engagement and motivation, as well as staff productivity [38]. Many HR procedures, 

including hiring, training, adjustment, motivation, performance management, and staff appraisal, can benefit 

from gamification [39]. Businesses can boost employee engagement, lower training expenses, and enhance 

staff development efficiency by adding gaming components into these procedures [40]. Gamification's efficacy 

in HR procedures is supported by important motivational theories as Operant Conditioning, Goal Setting 

Theory, Need Satisfaction Theories, and Flow.[41] Gamification can also assist in resolving issues with 

employee engagement and motivation in a variety of HR domains, such as hiring, training, team development, 

and administrative.[42] 

The Impact of Gamification on Talent Acquisition and Retention 

 

Retaining and acquiring talent is positively impacted by gamification [43]. As a result, customer satisfaction 

and organizational performance are raised [44]. It also aids in staff engagement and competency 

promotion.[45] Employees are motivated and their requirements, whether internal or external, are met when 

ordinary chores are gamified into engaging and meaningful activities [46]. At the individual, work, and 

organizational levels, it also improves employee engagement.[47] To improve employee motivation, retention, 

and involvement, gamification can be applied to a variety of personnel management procedures, including 

training and development, employee adaption, and candidate selection.[48] It saves installation time and 

expense, decreases the number of routine tasks, and improves transparency and understandability of 

processes.[49] Employee retraining and turnover can be addressed using gamification of training, which offers 

a variety of training options and supports.[50] 

Enhancing Employee Training with Gamification Strategies 

Strategies for gamification have the potential to improve employee training by raising engagement and intrinsic 

motivation [51]. Organizations can link extrinsic and intrinsic motivation by implementing gamification 

features like experience points and progress bars, which will improve training outcomes [52]. Additionally, 

gamification can help workers improve their soft skills, which include resilience, cooperation, decision-

making, and openness to change [53]. Perceived utility, perceived usability, and social impact are among the 

factors that affect employees' acceptance of gamification in training and development initiatives [54]. 

Incorporating gamification into employee training can help with reskilling and turnover while also fostering 

teamwork, career development, and employee retention [55]. Furthermore, gamification and big data analytics 

combined can enhance worker performance, especially for heavy equipment operators in mining 

companies.[56] 
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Using Gamification to Improve Performance Management 

For IT administrators looking to enhance performance management systems, gamification presents a viable 

option.[57] Research indicates that it has a favorable effect on employees' perceptions of the organization, 

workplace pressures, and the performance management system, which in turn affects their overall job 

performance.[58] To improve student motivation, engagement, and performance in higher education, 

gamification can also be used [59]. Web-based gamification has been demonstrated to be an effective means 

of enhancing student conduct and discipline in the context of performance assessments [60]. Better learning 

outcomes have been achieved in engineering courses by using gamification to build interesting learning 

environments and boost motivation [61]. Furthermore, gamification can be used to oversee assignments and 

projects for academic credit, encouraging learners to finish their work by the due date and enhancing 

performance [62]. 

Gamification and Its Role in Employee Recognition Programs 

Employee engagement and motivation are increased by gamification, which is why gamification is important 

for employee appreciation programs.[63] It gives employees a sense of purpose and appeal by transforming 

mundane chores into meaningful activities [64]. Gamification employs game elements and dynamics, such 

points, achievements, and bonuses, to favorably affect people's desires and behavior [65]. Organizations can 

improve individual, job, and organizational engagement by gamifying employee recognition programs [66]. 

Employee performance is enhanced and organizational outcomes are contributed to by gamification's ability 

to help employees grow their skills and abilities [67]. Furthermore, gamification has the potential to enhance 

employee engagement and collaboration across a range of organizational domains, such as project 

management, team-building, and training [68]. Overall, employee recognition programs can be completely 

transformed by gamification, which is a potent weapon.[69] 

Innovative Approaches to Employee Well-being: Gamification in HR 

An inventive strategy for HR's focus on worker well-being is gamification.[70] In order to boost employee 

engagement and productivity, it entails incorporating gaming aspects into workplace performance and learning 

[71]. Many HR procedures, including hiring, training, adjustment, incentive, performance management, and 

staff appraisal, can benefit from gamification [72]. It has been demonstrated to improve task performance, 

learning, and staff engagement [73]. Gamification has the potential to decrease training expenses, boost 

program participation, and enhance the effectiveness of the staff development procedure [74]. On the other 

hand, little research has been done on how well gamification can help employees enhance their soft skills [75]. 

The design, influencing variables, experience results, and sustainability of gamification in HRD require more 

investigation.[76] 
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Measuring the Effectiveness of Gamification in Human Resources 

Employee motivation, engagement, and productivity have all been found to increase with gamification in HR 

[77]. Regular work can be made more engaging with its help, as demonstrated by studies, which increases job 

satisfaction and lowers turnover.[78] Performance management, staff evaluation, training, motivation, 

adaptability, and recruitment are just a few HR procedures where gamification can be used [79]. Employers 

may raise awareness of their brand, increase application quality, and draw in qualified individuals by 

implementing game components.[80] Comparing the percentage results before and after gamification is 

implemented allows one to determine how effective it is.[81] Furthermore, gamification can help an 

organization project a positive image and disseminate its missions, values, and visions to its workforce.[82]  

 

Future Trends: Gamification as a Staple in HR Technology 

Gamification's potential to boost employee productivity, draw in new hires, and encourage non-gaming 

activities is becoming more widely acknowledged in HRM systems [83]. By gamifying HRM procedures, 

gamification can lower training expenses, boost employee engagement, and improve employee development 

programs' effectiveness [84]. It can help employees recognize their skills and limitations and turn those flaws 

into strengths.[85] Gamification is very helpful in employee training and development [86]. Gamification 

offers an approach to measure technical talents in the context of digital transformation and can be used to both 

attract and evaluate talented IT candidates [87]. Within the topic of human resource development (HRD), 

gamification has also been explored, with applications in task performance, employee wellbeing, and emerging 

settings.[88] 

CONCLUSION 

Electronic human resource management (HRM) benefits greatly from gamification since it boosts worker 

productivity, draws in and keeps talent, and turns repetitive tasks into engaging games. [89] Gamification has 

been shown to improve worker motivation and output, which helps the company reach its objectives [90]. 

Gamification has been shown to be beneficial in HRM procedures like hiring, training, adapting, motivating 

employees, performance management, and staff appraisal [91]. In the end, gamification lowers the expenses 

related to recruiting new staff by enhancing employee engagement, loyalty, and talent management [92]. The 

choice of suitable techniques and resources, as well as the company culture and HR management philosophy, 

are necessary for the effective application of gamification.[93]  
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