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Abstract

Although digitization brings important possibilities, implementing its
technologies in practice can be challenging. One of the current major
developments in this field is to discover the potential of gamification for the
empowerment of knowledge-based companies. Based on this, the current
research was conducted with the aim of identifying the qualitative
components of gamification implementation in the working environment of
knowledge-based companies. This research has a qualitative approach,
through in-depth semi-structured interviews, it has compiled and validated
the conceptual framework with thematic analysis method. The statistical
population includes experts and experts of knowledge-based companies,
among whom 12 people were selected by purposeful sampling and
participated in this study. The number of samples follows the rule of
saturation. The findings of the research show that concepts were identified in
the form of 4 main themes, including the acceptance process with 2
organizing themes, promotion strategies with 4 organizing themes,
development and design strategies with 4 organizing themes, evaluation and
implementation platforms with 3 organizing themes Gamification actually
provides various possibilities to increase the motivation of employees for
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knowledge-based activities. But to reveal its potential, it needs a suitable
environment.

1. Introduction

In the last decade, a growing trend towards gamification activities and
information systems has been observed to motivate positive behaviors
to adapt to users' needs. The growing process of gamification of fields
such as education and marketing has become powerful and has opened
its way to the environment of companies, especially knowledge-based
companies. Therefore, this study examines the impact of gamification
on the different roles of employees of knowledge-based companies
and their behavioral patterns and "visualizes" different communities
that have appeared in a company but have not been noticed before.
These observations, in turn, can show the adjustment of the working
methods of knowledge-based companies.

Research Question(s)

How can gamification become an innovation in the knowledge-based
field? What consequences will the adopted solutions have for
improving the performance of knowledge-based companies?

2. Literature Review
Gamification is a way to enhance knowledge management with game
design elements to increase user interaction, content creation and
satisfaction (Durinik, 2014). Understanding the fundamental
characteristics of the impact of gamification on knowledge work may
be important for the future development of expert and intelligent
systems, which are increasingly used to support knowledge work in a
variety of ways. First, embedding gamification in the design of expert
and intelligent systems may help to organically implement such a
system in work practices, for example by addressing issues of
inappropriate  use (Spanellis et al, 2020). Secondly, the
implementation of expert and intelligent systems can be supported by
using gamification, and this potential advantage can be enhanced by
knowledge-based workers who are generally accustomed to
gamification (Gonzélez et al., 2016).

Since in knowledge-based companies, managers are considered as
one of the main decision-making factors, having their innovative
features and capabilities has an impact on the improvement and
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success of the knowledge-based company's efficiency. Therefore, it
can be said that innovation is considered to be the most key and
important factors of companies' profitability (Lopez-Nicilas &
Merono-Cerdan, 2011).

3. Methodology

This research is based on the purpose of applied research and based on
the approach of qualitative research. The statistical population studied
in this research is managers, experts and experts of knowledge-based
companies. Therefore, the selection of people was made based on the
purposeful sampling of 12 people and the respondents are familiar
with gamification technology and have records in this field. Sampling
adequacy follows the rule of theoretical saturation. Brown and Clark's
(2006) 6-step thematic analysis method was used to analyze the
interview text.

4. Results
Analyzing the research data in three stages of basic themes,
organizing themes, and overarching themes finally led to 71 basic
themes, 10 organizing themes, and 4 overarching themes, which
include all the emerging themes, which are shown in the table below.
mentioned.

Table 1. Coding results (source: findings of the current research)

Main

Themes Sub-Themes Optional codes of primary themes
level of participation and cooperation of employees,
S the commitment and responsibility of employees in
Pé:(')%\'/ﬁ’jégen cre_ating_ game-like knowledge, the loyalty and
workers in satisfaction of knowledge management employees,
gamification the level pf menta! gnd_occupatlor_lal involvement of
Admission people in gamification, readiness to accept
process knowledge management.
Informational | knowledge-oriented approach in attracting and
and employing people, the impact of the culture and
educational atmosphere of the knowledge organization, the
mechanism of | creation of educational and learning facilities for
gamification | gamification, the fundamental design of the
knowledge information and knowledge system.
Promotion Game Posifti\_/e gttitude of _knowledge managers tOV\_/a_rds
al kn_owledge gamification, fpr_e5|ght and Io_ng-term vision
strategies maintenance towa_rgis _ gamification, meaningfulness _of
factors gamification for managers support of senior
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Main

Themes Sub-Themes Optional codes of primary themes
managers, having a structured attitude towards
knowledge = management, commitment and
leadership of senior management towards
gamification
Development and improvement based on feedback,
setting up a scoring system and ranking table,

. accurate and correct definition of the concept of
I\gg%?itce;t?oﬂo gam?f!cat!on, clgrifying the_ knowled_ge _ of
gamification, storing the experiences, taking into
account the internal and external motivation of
employees.
Creating a Creating a challenging environment, paying
growth attention to the geographical location, taking into
environment | account social developments, flexibility according
for to the environmental requirements, sharing
gamification | knowledge in the knowledge organization.
Optimizing The integration of knowledge management
the work processes, the empowerment of knowledge transfer,
process of thg existence of g_knc_)wledge management system
gamification sungble for gamlflcatl_on, a sunab_le technological
environment for game implementation.
Paying attention to the aspect of being enjoyable,
Proper design | fitting the design with the characteristics of the
and employees, considering the principles of behavioral
implementatio | psychology in the design of gamification, paying
n of attention to individual and cultural differences in
gamification | the design of gamification, not exaggerating the use
of fun elements and Recreation
Wide and effective knowledge structure, alignment
of gamification with knowledge management
Knowledge- | strategy, flexible knowledge structure with
Developm .orien.ted . implementation_ of gamification, copnection of
ent and orientations in knowledge Wlth_ unreal World,_ allgnr_ngnt_ of
design gamification | knowledge organization goals with _gamlflcatlon,
strategies goaI?b_ase_d gamification, Creativeness  of
gamification plans
Utilization of new gamification technologies,
. utilization of experienced gamification specialists,
iﬁ?g;gﬂ:ﬁfe !nfrastrugtures of te_chnolog_ical knov_vledge anq rich
. information, compliance with security and privacy
requirements | . e : .
for in gamification de§|gn, mfrastrU(_:ture knowledge-
gamification technology planning Appropriate, knowledge

protection and security, continuous updating of
knowledge management texts

Development
of interactive-

The use of gamification consultants in knowledge
management, considering the emotional aspects of
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T’;]Ae?,:]r; s Sub-Themes Optional codes of primary themes
cultural gamification, knowing the target audience of
network gamification, holding gamification brainstorming

sessions, user group orientation in gamification,
culture Knowledge-oriented creation in
gamification design, identification of knowledge
sources
Th Implementation of gamification in a suitable
e
foundation of platf(_)rm, correct and correct use of knowledge
gamification creation, _analy5|s of the execution platfom_\_of
in knowledge gamlflcatlon_, correct ana}lysw of the gamified
. system, achieving the achievements of knowledge
sharing . L
update, having a vision and knowledge map.
Assessme Distribution of required knowledge in different
nt and Improving the | departments, reward and promotion based on
implement knowledge people's knowledge qualifications, satisfaction of
ation management | knowledge organization people with the
platforms system implementation of gamification, synergy of
knowledge using gamification.
Production of | Reducing costs and cost effectiveness, the need for
gamification | information and research resources, enrichment of
knowledge intellectual capital for the implementation of
source and gamification, knowledge and information with the
content experience of knowledge organization experts.

Game knowledge
maintenance factors

‘Work process
optimization

Create a growth
environment

Creating motivation

for gamification

Figure 1. conceptual model
(source: findings of the present research)
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5. Discussion

This research has been conducted with the aim of identifying the
components of gamification implementation in the working
environment of knowledge-based companies. In this context, it can be
stated that knowledge-based companies can, based on the extracted
factors, establish the necessary conditions. To accept, promote, design
and develop and evaluate and implement their activities based on
gamification. Also, according to the factors extracted in this research,
using the correct implementation method of gamification in the
environment of knowledge-based companies is completely different
from other information technology environments. The results showed
that design and training are among the most important factors
identified in the implementation of gamification in the working
environment of knowledge-based companies; Therefore, knowledge-
based companies should plan that the systems should have an
appropriate training stage for learning, identifying and modifying
patterns and act accordingly.

Keywords: Digital Technology, Gamification, Knowledge Based,
Strategies.
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