Employee Gamification



Learning Objective

 What is gamification?

 Why companies use gamification?

* How can gamification help in recruitment and selection?
 What is employee engagement?

e Use of gamification in employee engagement.



ICT interventions for work engagement

« |CT-driven work engagement interventions — classified on
three levels of effect:

» Hedonic: ICT-driven WEI used to induce positive and pleasant
experiences;

« Gamification
« Eudaimonic: ICT-driven WEI used to support individuals in reaching
engaging and self-actualizing experiences;
 focus on the well-being and mental wellness of employees.
« Social/Interpersonal: ICT-driven WEI used to support and improve the
connectedness between individuals, groups, and organizations.

« focus on facilitate connectedness between employees on individual, team, as
well as organizational level.



P .
UBG MD‘bI’E to Im - -\f‘\d
News Bites @ limit? Users
PU S€l Healthy g
arer 1 EGMDI;,I]E USers in g Em'"de"'alen
\ a naia s
ﬂb&EE&\a cn Playing beyong six hours ;tSITEd 'eCeving hegjyy, reming
. V. regd INders |,
n o ) e Chie- _ More aITing th
om E\t“?‘:t\ a‘-\'\\\'\g _ e AY A € ‘-3—_\‘:?‘:\“‘l & them from
" hel on\iné 2 " Indian gamers are missing work, sleep, meals: Report
Gt £.A3 e% \“y‘e ’ S g
_a 20N9 : e g A Mar 27, 2019 11:13
Feb - B’G an “\_Q G“\\{\E @ . . . . : :
ks 1O puU TS nto Gamers in India are spending nearly seven hours each week plaving online games, with
T‘“a*‘_ me and € ore 23.4 % plavyers admitting to be playing for more than seven hours each week and 11.4 %
“ﬂe\ie “m_\;eaﬁ m more than 12 hours a week, according to the report. read more
pat Yo .
ay dare
ag\’\’\‘ﬂ p028 S wifye
. baﬂ 5 C\ e{\\:\‘al V'
\e \na\d oy 8 LOnS €0
Mo® e B0 aryact d sh ga’n e
P\)Bﬁ axea\-‘w aﬁat A “eCE‘:?E“ o - they " OUId be b FOrtn it
3 “ *\E T\ "_ ere " ®
acti® L A2:A2 \ex‘ﬂe‘"p“ gar® ¢ R SUrprige,., an Sis
, 2013 T\ cov  Anio e [0r some |Ltu,,7 Uke o Whe ed
pr 12 et dia “tm\m‘b - - of Sussg,  Prince N
oUB N ove nIne Saig the 3 arry Calley
me““m“g ad m@\:ﬁ waming addiction has been listed as a mental health condition for Me shOUId
e the first time by the World Health Organization. e ba"hed ,



Gamification

* |dentify
« Conceptualise
* Integrate

Non-game Environment



Gamification

Use of game design elements in non-game contexts

Creating more game-like experiences in non game contexts

Reverse-engineering what makes games successful and grab it into business
environment

The use of game mechanics and experience design to digitally engage and
motivate people to achieve their goals

Gamification is using game-based mechanics, aesthetics and game thinking to
engage people, motivate action, promote learning, and solve problems
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Gamified Systems

® Traditional IS:
® Utilitarian

® Hedonic

® Gamification — combination of both

® Productivity through fun



GAMIFICATION GOALS

® Increase engagement ® Encourage testing

® Increase awareness habits

® Boost adoption ® Improve skills
practices ® Increase persuasion

® Develop creativity ® Promote collaboration

® Ease the fixing process ® Improve training




Employee Engagement

 An engaged employee as one who is satisfied, committed, involved, and
enjoys a feeling of empowerment at workplace.

* Health Surveys at Workplace
« 71% of the working population is actively thinking about changing jobs
« Mental Health America and The Faas Foundation (2017)
* India is leading the list of most stressed population in the world with
workplace stress as one of the primary cited reasons
« Cigna 360° Well-Being Survey (2018)



Benefits of Employee Engagement

* Decreased turnover

* Top talent retention

* Less sick leaves

* Recovery from work related stress and bad mood spells
* Proactive

 Less prone accidents

* Better work attitude and improved performance

* Increased employee Loyalty
* Less likely to face burnout

« Organisational citizenship behaviour



Using Enjoyment to address Engagement

« The engaged block is where the activation
and pleasure elements are maximized to
provide an excited and happy employee.

* Enjoyment forms an important part in
successfully engaging an employee.

Pleasure

« Gamification can induce the element of
enjoyment necessary by means of the
game mechanics and dynamics it employs.

Activation



Other Employee Engagement strategies

 Direct benefits such as high salary, periodical bonuses, holiday gifts, earned
vacations, and health insurances

* Team building activities

« Social engagement

« Corporate social responsibility (CSR)

« Corporate wellness programes, skill training, feedback sessions, work from
home initiatives



Components of Gamification

* Elements - the “specific forms that mechanics or dynamics can
take”

* Mechanics - “the basic processes that drive the action forward and
generate player engagement”

« Dynamics - “the big picture aspects of the gamified system”



Elements

« To gamify an environment, components are used which have been
derived from gamed or relate concepts and called game elements.

* The game elements form the basic form the gamification concepts
take and are used as the means of gamifying an environment



Elements

Achievements Countdowns Levels Rankings

Activity Feeds Dashboard Likes Ratings
Awards Duels Medals Reviews
Badges Faster Eggs Milestones Rewards

Betting Feedback Missions Stages
Challenges Forums Naiezrian Storyline
ar Gifting Paths e

Checkpoints Groups Progress Bar Titles
Collectibles Goals Points Trophies

Leaderboards Quests Virtual Goods

Locked Content




Game Mechanics

* Game mechanics is defined as the mechanisms that emerge out of
using game elements.

* These include rules, regulations, and game features that are
present in the gamified environment.

» The mechanics overall drives the gamification process and
engages the user through game elements.

« Examples - point systems, ranking systems, punishments, social
interactions, profiles, themes, narratives etc.



Game Dynamics

* Game dynamics are the reactions that emerge as a response of the
Implemented game mechanics.

* They are desires and the source of motivations that lead to the
response emotion.

« Examples of dynamics — reward, status, achievement, self-
expression, competition, collaboration, altruism



How gamification works?
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How gamification works?

N(.eeds Self-determination Theory
Fulfilment

Need achievement theory

Maslow's hierarchy of needs
Aesthetic Experience




Pitfalls

* |t has been estimated that more than 80% of all implementation
fail due to poor design of gamified environments.

 Participants
* Context
* Goal



Beeblock: Applebee’s use of Gamification to engage employees

« RMH Franchise Corp. was founded in 2012 with a business plan to acquire
and operate Applebee’s Neighborhood Grill & Bar restaurants.

« RMH faced high employee turnover. Attrition costs are high in the restaurant
industry, as team members that work well together and employees that are
trained according to franchise and corporate standards cannot be replaced
quickly and cheaply.

 Retaining staff and preventing constant turnover are two of the most
significant challenges in the restaurant business.

« The franchisee experienced 120 percent annual turnover, and it cost $400 to
$10,000 to replace individual employees, depending on seniority.

« The average turnover for hourly-employed restaurant workers was 120%)!



Beeblock: Applebee’s use of Gamification to engage employees
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Beeblock: Applebee’s use of Gamification to engage employees

 Prior Absence of any sort of modern rewards and recognition program to

motivate its largely millennial employee base.
 To reduce turnover, RMH Franchise Corporation, which operates more than
130 Applebee’s restaurants, implemented “Bee Block,” a gamified website for

Applebee’s hourly employees.



Motivation

 "We needed a program that allowed us to do that" says Robin Jenkins,
communications and employee engagement manager at RMH Franchise,
owner of 173 of Applebee’s roughly 2,000 U.S locations.

« Starting in 2013, Applebee’s implemented a gamification system. The
company’'s Nitro product aims to help servers and staff sell new and
supplemental menu items, as well as learn about workplace rules and safety,
and then earn points and win prizes for making progress.

* “It's not just about money but an opportunity for employees to earn status,
more power and motivate them to have short term goals.”



What is BEEBLOCK?

 Beeblock website
e Beeblock TV

 The program motivates its staff through a system of competition and
rewards.

« Employee would log into the system using a smart phone or a tablet.

« The objectives involves fulfilling certain tasks in exchange for points and
badges.

« Employees who rack up enough points can win prizes, ranging from Applebee
gear to products such as Xboxes and iPads.

* Voluntary
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What is BEEBLOCK?

* When logged in, employees can

manage their profiles
Storyline/Timeline - review their own data
Newsfeed — Activity of other emplyees
participate in challenges/missions — which are automated and broadcast
In real-time via “Bee TVs" placed strategically throughout restaurant
workstations.
« Tasks might include selling certain special menu items that Applebees
introduces from time to time.
Employees can also earn points by successfully completing quizzes on
company rules and best practices.
* For example, kitchen staff might be asked to determine when is an
appropriate time to wash hands during a shift.



What is BEEBLOCK?
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What is BEEBLOCK?

« Collaboration and Competition

RMH Afbiebees

TODAY'S TOP RESTAURANTS BY POINTS
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What is BEEBLOCK?

» Real-time Dashboards - BeeTV

FRANCHISE |
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BEEBLOCK

« Make a wish — challenges around charity

« By tapping into the motivations of its hourly workforce, Applebee’s improved
employee engagement, and showed a significant reduction in turnover.

“| just wanted to say that | love the new Bee Block app. It’s really an
1|
feel like when | go to work now it’s exciting and we’re in a game and not only
are we taking care of customers but

and it really makes it fun!! It just makes
things more exciting!”

“I'm really enjoying this new contest - great idea and a
for your work in




Going Beyond Engagement

* Increase check average

* Future Potential
« The system could be used to identify potential managers and to
encourage servers to improve their customer service ratings.
 Evaluation and Feedback
* Levels connected to employees
* Guest Surveys
« Social Media elements — User Interactions
 Like, comment, challenge, collaborate
« Connect to facebook, twitter



Points for discussion

« Beeblock uses gamification to engage hourly employees. How will the
system be different if we want to engage knowledge workers?

* Goals - short-term/long-term
* |nvestment Justification

» Data sources

e Culture

 Dashboards



Gamification
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HR gamification

« Employee engagement
« Team building

« Rewarding staff

* Promoting wellbeing

* Charity events

* Recruitment

* Onboarding and training



Gamification in Recruitment and Related Areas

 Selection and Application Process
* Assessment

« Onboarding

 Training



Gamification in Recruitment and Related Areas

Domino’s:
Pizza Hero



Gamification in Recruitment and Related Areas

e Domino’s: Pizza Hero

* Siemens Plantsville

* My Marriott Hotel

* Cryptic puzzles by Whirlpool




Gamification in Recruitment and Related Areas

\ The US Army gamified recruitment.

»

America’s Army was more successful
than all other recruiting programs
combined.




Gamification in Recruitment and Related Areas

 Jeu Facteur Academy by Formapost

Formapost is a French postal service company, which had to struggle a lot with retaining
its employees.

They launched the game, Jeu Facteur Academy. This game allowed players, who are
mostly potential candidates, to “live” 1 week as a newly hired postal carrier.

This game included situations such as getting up early, learning postal work and even
learning about ethics while on the job.

This gamification effort found immense success immediately.

The attrition rate went down from 26% to 9%, after the introduction of this game.

It also helped with new candidate interviews and the overall hiring process.

It was observed that the new hires were better prepared for the job and asked better
questions after having played the game.
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