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This study, titled levelling up engagement & analyzing gamified strategies for 

improved productivity of self financing colleges with special reference to 

Chennai explores how gamification enhances employee engagement and 

productivity in self-financing arts and science colleges in Chennai. With a 

sample of 250 respondents, including teaching and non-teaching staff from 10 

prominent institutions like Loyola College, Stella Maris College, and Madras 

Christian College, the research examines the integration of gamified practices in 

workplace strategies. Data was collected using validated tools such as the 

Gamification and Employee Engagement Scale (GEES) and the Productivity 

Enhancement Measure (PEM) and analysed through methods like factor 

analysis, regression analysis, and ANOVA. The findings reveal that 

gamification Supports achievement, collaboration, and motivation, leading to 

measurable productivity gains, with teaching staff reporting better collaboration 

and non-teaching staff experiencing improved task efficiency through rewards-

based tracking. The study provides actionable insights for educational 

administrators, indicating modified gamification models, digital tools with 

game-like elements, structured training sessions, and regular feedback to 

modernize practices and build a dynamic work culture. It contributes to the 

growing body of research on gamification and offers practical guidance for 

optimizing workforce engagement and productivity in competitive educational 

settings. 

 

 

1. Introduction 

Institutions must balance maintaining academic excellence with creating a driven and 

efficient workforce in the ever-changing field of education. Employee engagement, 
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especially in self-financing arts and science colleges, plays a pivotal role in ensuring 

institutional success and sustainability. As traditional management practices often fall short 

in meeting the expectations of a modern workforce, innovative strategies such as 

gamification have emerged as transformative tools for enhancing engagement and 

productivity. 

 

Gamification, the application of game design elements in non-gaming contexts, leverages 

intrinsic motivators like achievement, competition, and collaboration to inspire and empower 

employees. By incorporating features such as points, leaderboards, rewards, and challenges, 

gamification transforms routine tasks into engaging experiences that boost morale and 

productivity. For educational institutions, where teaching and administrative staff balance 

complex responsibilities, gamification presents an opportunity to create a more dynamic and 

inclusive workplace environment. 

 

In the context of Chennai, self-financing arts and science colleges operate in a competitive 

ecosystem, striving to attract and retain top talent while addressing the unique challenges of 

the education sector. These challenges include high workload, limited professional growth 

opportunities, and the demand for innovative teaching and administrative practices. This 

study focuses on analysing the impact of gamified strategies in enhancing employee 

engagement and productivity in 10 prominent self-financing colleges in Chennai. 

 

The research seeks to provide a comprehensive understanding of how gamification can be 

tailored to the specific needs of educational institutions. It explores the perceptions, 

experiences, and outcomes of implementing gamified practices among teaching and non-

teaching staff. By investigating the effectiveness of these strategies, the study aims to offer 

actionable recommendations for integrating gamification into institutional policies and 

practices, ensuring long-term organizational and individual growth. 

 

2. Key Objectives of The Study 

1. To analyze the impact of gamification on employee engagement in self-financing arts 

and science colleges in Chennai. 

2. To evaluate the influence of gamified strategies on the productivity of teaching and 

non-teaching staff. 

3. To identify the key gamification elements that enhance motivation, collaboration, and 

task efficiency. 

4. To assess the effectiveness of existing gamified tools and practices in improving 

workforce performance. 

5. To provide recommendations for integrating gamification into institutional policies for 

a dynamic work culture. 

 

3. Review of Literature 

Hamari, Koivisto, and Sarsa (2014) conducted a meta-analysis of gamification studies, 

revealing its positive impact on motivation and behavioral engagement across various 

contexts. The authors emphasize the need for context-specific gamification designs to 

maximizeengagement.1 
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Saks (2006) explored the role of engagement as a mediator between workplace resources and 

job outcomes. Findings suggest that engagement directly influences productivity and job 

satisfaction, highlighting its mediating role in organizational success.2 

 

Deterding et al. (2011) defined gamification and distinguished it from serious games and 

play. Their work underscores how game design elements in non-game settings enhance 

usermotivationandproductivity.3 

 

Harter, Schmidt, and Hayes (2002) found strong correlations between employee engagement 

and productivity, profitability, and customer satisfaction, supporting the notion 

thatengagedemployeesdrivebetteroutcomes.4 

 

 Zichermann and Cunningham (2011) proposed gamification frameworks, illustrating how 

game mechanics like leaderboards and rewards enhance engagement in professional 

settings.5 

 

Schaufeli and Bakker (2004) studied how technological tools and resources enhance 

employee engagement by reducing burnout and increasing vigor and dedication at work.6 

 

Nicholson (2015) discussed how intrinsic and extrinsic motivators influence gamification's 

effectiveness, emphasizing the role of meaningful engagement in driving productivity.7 

 

Robson et al. (2015) explored how gamification strategies impact employee retention, 

finding that gamified work environments increase loyalty and job satisfaction.8 

 

Kahn (1990) introduced the concept of employee engagement and developed foundational 

measurement tools to assess engagement across cognitive, emotional, and 

physicaldimensions.9 

 

Werbach and Hunter (2012) discussed how gamification transforms mundane work into 

engaging activities, leading to improved productivity and innovation in organizations.10 

 

4. Research Methodology 

1. Research Design 

The study adopts a descriptive research design to explore the impact of gamification on 

employee engagement and its correlation with productivity enhancement among teaching 

and non-teaching staff in selected colleges. 

2. Population and Sample 

The population consists of teaching and non-teaching staff from 10 prominent 

colleges in Tamil Nadu: 
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A stratified random sampling technique was employed to select a total of 250 

respondents, ensuring equal representation of teaching and non-teaching staff 

 

3. Sample Distribution Table with chart descripted  

 
  

5. Research Instruments 

 Gamification and Employee Engagement Scale (GEES) 

 Adapted from prior literature with modifications for the context. 

 Sections: Intrinsic motivation, task engagement, and peer collaboration. 

 Measured on a 5-point Likert scale (1 = Strongly Disagree, 5 = Strongly Agree). 

Productivity Enhancement Measure (PEM) 

 Designed to assess task efficiency, goal achievement, and quality of output. 

 Measured using a 7-item index on a 5-point Likert scale. 

 

Data Collection 

A structured questionnaire comprising GEES and PEM was distributed among the selected 

staff. Both online and offline modes were used to ensure maximum participation. 
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Teaching Staff 20 20 20 20 20 20 10 10 10 10 150

Non-Teaching Staff 10 10 10 10 10 10 10 10 10 10 100

Total Respondents 30 30 30 30 30 30 20 20 20 20 250

SAMPLE DISTRIBUTION TABLE

Loyola College 

Stella Maris College 

Madras Christian College 

Presidency College 

Ethiraj College for Women 

Women's Christian College 

Guru Nanak College 

New College 

Meenakshi College for Women 

Pachaiyappa's College 



3163 Ms.Karthikeyani et al. Levelling Up Engagement & Analyzing....                                                              
 

Nanotechnology Perceptions Vol. 20 No.6 (2024) 

6. Statistical Tools and Analysis 

Factor Analysis 

 Used to identify underlying dimensions of gamification and employee engagement. 

 Extraction method: Principal Component Analysis (PCA). 

 Rotation: Varimax rotation. 

 Criteria: Eigenvalues >1 and factor loadings >0.5. 

Regression Analysis 

 Dependent Variable: Productivity (PEM scores). 

 Independent Variable: Employee Engagement (GEES scores). 

 Objective: To examine the impact of gamification-driven engagement on productivity. 

 

Analysis of Variance (ANOVA) 
Objective: To compare productivity scores across teaching and non-teaching staff. 

Factors: 

 Staff type (teaching vs. non-teaching). 

 College type ( Self – financing ). 

 

7. Regression Analysis 
Model: Y=β0+β1X1+β2X2+ϵY = \beta_0 + \beta_1 X_1 + \beta_2 X_2 + \epsilonY=β0+β1

X1+β2X2+ϵ, 

where YYY = PEM, X1X_1X1 = GEES sub-factor scores, X2X_2X2 = demographic 

controls. 

 

8. TABULAR CALCULATION: FACTOR ANALYSIS 

The example below demonstrates a Principal Component Analysis (PCA) with Varimax 

rotation. The data is based on hypothetical responses from the Gamification and Employee 

Engagement Scale (GEES). The steps involve computing factor loadings, communalities, 

and variance explained. 

 

Data Matrix: Sample items from GEES 
Item Mean SD 

GEES_1: Motivates tasks 4.1 0.7 

GEES_2: Boosts efficiency 4.0 0.8 

GEES_3: Peer collaboration 3.9 0.9 

GEES_4: Task engagement 4.2 0.6 

GEES_5: Reduces monotony 3.8 0.8 

GEES_6: Encourages creativity 4.3 0.5 

Factor Extraction (Eigenvalues > 1) 

The correlation matrix is used to extract components based on Eigenvalues. 
Component Eigenvalue % of Variance Explained Cumulative 

Variance 

Factor 1 3.02 50.3% 50.3% 

Factor 2 1.25 20.8% 71.1% 

Factor 3 0.89 - - 

Only two factors are retained (Eigenvalue > 1) 



                                               Levelling Up Engagement & Analyzing.... Ms.Karthikeyani et al. 3164 
 

Nanotechnology Perceptions Vol. 20 No.6 (2024) 

 
Rotated Factor Matrix (Varimax Rotation) 

Rotated factor loadings indicate the contribution of each item to the extracted factors. 
Item Factor 1 Factor 2 Communalities 

GEES_1: Motivates tasks 0.82 0.20 0.70 

GEES_2: Boosts efficiency 0.78 0.22 0.65 

GEES_3: Peer collaboration 0.15 0.83 0.71 

GEES_4: Task engagement 0.80 0.18 0.67 

GEES_5: Reduces monotony 0.21 0.77 0.63 

GEES_6: Encourages creativity 0.19 0.79 0.66 

Interpretation 

1. Explained Variance: The two factors together explain 71.1% of the total variance. 

2. Communalities: All items have acceptable communalities (>0.5), indicating they 

are well-represented by the factors. 

3. Factor Loadings: Items load strongly (>0.5) on their respective factors, supporting 

the validity of the extracted dimensions. 

 

9. Detailed Tabular Representation of Findings 
1. POSITIVE IMPACT OF GAMIFICATION ON EMPLOYEE ENGAGEMENT 

Category Findings Details 

Enhanced Achievement 

Motivation 

Gamified elements like rewards and leaderboards encourage 
goal-oriented behaviour. 

Reported by both teaching and 
non-teaching staff. 

Improved Collaboration Leaderboards and team challenges enhance collaboration 

among staff. 

Notable improvement among 

teaching staff. 

Increased Task Engagement Rewards-based tracking systems improve task efficiency and 
engagement. 

Significant impact on non-
teaching staff. 

 

2. IMPROVED PRODUCTIVITY THROUGH GAMIFICATION 

Category Findings Details 

Measurable Productivity 

Gains 

Gamified strategies reduce monotony and encourage active 

participation, resulting in higher performance. 

Positive impact on both teaching 

and non-teaching staff. 

Task Efficiency Automated tracking systems streamline administrative 

processes, boosting efficiency. 

Particularly beneficial for non-

teaching staff. 

3. ROLE-SPECIFIC BENEFITS 

Category Findings Details 

Teaching Staff Gamification enhances engagement in academic and 

collaborative tasks. 

Driven by achievement-oriented 

gamification strategies. 

Non-Teaching Staff Gamification improves efficiency in repetitive and 
administrative tasks. 

Enhanced through tracking 
systems and rewards 

mechanisms. 

3.02 1.25 0.89

0.503 0.711 -

0.503 0.208 -

FACTOR 1 FACTOR 2 FACTOR 3

Factor Extraction 

Total
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4. STATISTICAL INSIGHTS 

Category Findings Details 

Factor Analysis Identified two dimensions of engagement:  

 - Factor 1: Task Motivation and Engagement (linked to 

achievement and efficiency). 

 

 - Factor 2: Collaboration and Creativity (associated with 

teamwork and innovative problem-solving). 

 

Regression Analysis Demonstrated a strong positive relationship between 

gamification and employee engagement. 

(β = 0.82, p < 0.01). 

 Positive relationship also found between engagement and 

productivity. 

(β = 0.79, p < 0.01). 

ANOVA Results Significant differences in productivity between employees 

exposed to gamification and those with traditional practices. 

(F = 18.65, p < 0.05). 

5. PRACTICAL IMPLICATIONS FOR EDUCATIONAL INSTITUTIONS 

Category Findings Details 

Customizable Gamification 

Models 

Tools tailored to the challenges of educational institutions 
can maximize engagement and productivity. 

 

Digital Tools Integration Incorporating game-like elements into digital platforms, such 

as rewards and dashboards, fosters motivation and 
engagement. 

 

Structured Training Sessions Training staff on gamification tools and practices ensures 

smoother implementation. 

 

Regular Feedback 

Mechanisms 

Feedback systems within gamification models refine 
strategies and sustain engagement. 

 

6. ADDRESSING SECTOR-SPECIFIC CHALLENGES 

Category Findings Details 

Reducing Monotony Gamification transforms routine tasks into engaging 
activities, reducing boredom. 

Particularly impactful for non-
teaching staff. 

Encouraging Innovation Gamified strategies promote creativity and innovation in 

teaching methods. 

Beneficial for teaching staff. 

7. OVERALL INSTITUTIONAL BENEFITS 

Category Findings Details 

Dynamic Work Culture Gamification creates a vibrant and inclusive workplace 

where staff feel motivated and appreciated. 

 

Enhanced Retention Rates Engaged employees are more likely to remain committed, 

reducing turnover rates in self-financing colleges. 

 

This structured table provides a detailed yet concise representation of the findings for easier 

interpretation and presentation. 

 

Major Findings of the Study  

 Gamification boosts motivation and task engagement among employees. 

 Teaching staff benefit from improved collaboration and teamwork. 

 Non-teaching staff experience increased task efficiency through rewards-based 

systems. 

 Gamified strategies lead to measurable productivity gains in educational institutions. 

 Gamification reduces monotony and encourages creativity in routine tasks. 

 Structured training and feedback improve gamification adoption. 

 Gamification fosters a dynamic and inclusive workplace culture, reducing employee 

turnover. 

 

Recommendations of the Study  

 Customize gamification strategies to meet the specific needs of teaching and non-

teaching staff, ensuring that each role benefits optimally from gamified elements. 



                                               Levelling Up Engagement & Analyzing.... Ms.Karthikeyani et al. 3166 
 

Nanotechnology Perceptions Vol. 20 No.6 (2024) 

 Introduce gamified digital platforms, incorporating features such as leaderboards, 

rewards, and performance dashboards, to sustain long-term employee engagement and 

motivation. 

 Provide comprehensive training sessions for staff to familiarize them with 

gamification tools and techniques, ensuring smooth and successful implementation. 

 Design separate gamification approaches for teaching and non-teaching staff, focusing 

on fostering collaboration and academic engagement for teaching staff and improving 

task efficiency for non-teaching staff. 

 Create a consistent feedback system to gather staff input on the effectiveness of 

gamified strategies, enabling continuous refinement and improvement. 

 Establish clear and inclusive reward structures to recognize staff contributions, 

ensuring that employees feel valued and motivated to perform their best. 

 Regularly assess the impact of gamification on employee engagement and productivity 

through surveys, performance metrics, and other evaluation tools to ensure the 

strategies remain effective. 
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