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Abstract

Organisations are increasingly implementing cutting-edge strategies to promote employee
engagement in the quickly changing IT sector, which is essential for preserving output and
job satisfaction. Gamification, or the use of game design concepts outside of gaming
environments to change behaviour and enhance results, is one such technique. This study
investigates the effects of gamification on employee engagement among IT professionals in
Chennai, India’s largest centre for software and technology services. The study examines how
gamified workplace features—Ilike leaderboards, point systems, challenges, and reward
systems—affect worker happiness, motivation, and teamwork. Using structured surveys, 120
IT workers from different companies provided primary data. The significance of variations in
engagement levels according to exposure to gamification was examined using descriptive
statistics and ANOVA.

The results show that higher levels of employee engagement are positively correlated with
gamification. Higher motivation and greater alignment with team and organizational goals
were noted by employees who regularly engage with gamified systems. Statistically
significant changes in involvement between the low, moderate, and high exposure groups
were validated by the ANOVA test. Problems with implementation. The survey also

highlights a lack of personalization and intense rivalry.

All things considered, the research backs the incorporation of gamification into HR and
employee engagement plans, particularly when customized to meet the needs of particular

employee groups and company cultures.
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2 . The Study’s Objectives

2.1 To evaluate the present state of
employee engagement in IT companies
located in Chennai.

2.2 To assess how much gamification has
been used in these companies.

2.3 To examine the relationship between
gamification components and worker
satisfaction and motivation.

2.4 To make practical suggestions for
gamifying in order to increase

engagement.
3. Literature Review

According to Deterding et al.
(2011), gamification is the process of
introducing components such as
leaderboards, challenges, awards, badges,
and points into non-gaming situations.
Research by Robson et al. (2015) and
Werbach and Hunter (2012) shows how
gamification can boost intrinsic
motivation. Although it is still in its
infancy, gamification in IT companies in
India has a lot of promise (Rajan &
Sundararajan, 2020).

4. Research Methodology
e Research Design: Descriptive

e Sample Size: 120 employees from
mid to large-sized IT firms in

Chennai

e Sampling Technique: Stratified

random sampling

e Data Collection: Structured

questionnaire using a Likert scale

e Tools for Analysis: SPSS for
descriptive statistics and

correlation analysis
5. Data Interpretation and Results

The respondents were categorized
according to their level of exposure to
gamification components (low, moderate,
and high exposure) in order to assess the
effect of gamification on employee
engagement. To ascertain whether there
are statistically significant variations in the
degree of involvement between these

groups, an ANOVA test was performed.

The null hypothesis (Ho) is the
following: The degree to which employees
are exposed to gamification does not
significantly affect their level of

engagement.

Alternative Hypothesis (Hi): Employee
engagement varies significantly depending
on how much gamification exposure a

worker receives.



Mubashira et al. /Star International Journal, Volume 13, Issue 8(1), August (2025) ISSN: 2321-676X

ANOVA Table:
Source of Sum of Degrees of Mean F- Significance (p-
Variation Squares (SS) | Freedom (df) Square value | value)
(MS)
Between 245.38 2 122.69 5.87 |0.004
Groups
Within 2489.60 117 21.27
Groups
Total 2734.98 119

Interpretation: The null hypothesis is rejected since the p-value of 0.004 is below the

significance level (o = 0.05).

This indicates that among IT workers who
have had little, moderate, and extensive
exposure to gamification strategies, there
is a statistically significant difference in

employee engagement.

Key Findings: Workers who had a lot of
experience with gamification tools—such
as leaderboards, interactive dashboards,
and badges—reported far greater

engagement levels.
Moderate exposure also showed
improvement when compared to low

exposure, suggesting a positive trend.

Younger workers and those in mid-level

positions seem to benefit most from

gamification.
6. Discussion

The results confirm that, when applied
carefully and in line with business
objectives, gamification significantly
improves employee engagement. In
addition to improving team chemistry and
motivation, it also raises job satisfaction
levels generally. But caution must be used
to prevent coerced involvement or
excessive competition, as these could have

unfavourable effects.
8. Conclusion

According to the study's findings,
gamification can effectively raise

employee engagement in the IT industry,
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especially in fast-paced settings like
Chennai. Gamification has the ability to
produce a more engaged, motivated, and
effective workforce when it is included in
to organisational strategy and tailored to

the needs of individual employees.
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