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ABSTRACT

Workplace gamification (WG) uses video games to make work or
organizational human resource development more interesting and gratifying,
motivating and inspiring employees to learn and improve working conditions. In
practice, employees use specially designed workplace game applications (apps).
Marketing and educational gamification has been researched, but WG remains to be
fully studied.

Quantitative research was wused to differentiate changes in WG
components according to organization and purpose. The four-drive model of
employee motivation, self-determination theory (SDT), cognitive evaluation theory
(CET), and Self-Determination Theory: SDT and its sub theory Cognitive Evaluation
Theory: CET and mood management theory were used to detect correlative
differences within components depending upon organization and gamification
objective. 341 samples were employees in the Bangkok Metropolitan Area (BMA) with
WG experience. Data was gathered by online questionnaire. Correlation coefficients
among questions within independent variables were analyzed for each component.

Results were that social aspects, cooperation, and tasks associated with
objective organizational components were most influential, in decreasing order of

importance. Organizational type affected interior team differentiation; multiple need
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satisfaction, long-term strategy, and holistic feedback, in decreasing order of
significance. Competitive objectives affected differentiation within each component

to a lesser degree.
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