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THE ROLE OF INNOVATIONAL TECHNOLOGY IN EMPLOYEE
MOTIVATION AND RETENTION

Employee motivation is an essential factor for managerial consideration due to
its paramount effect on the organizational productivity and durability of cooperation.
One of the influencing reasons is the historical shift of employee status change from
the labor force to individuals adding to the organizational value through their
personal agenda. Managers do not solely acknowledge employee contributions but
also their needs and goals. New factors, conditions, and expected trends can change
the employee role even further.

Currently, companies start to recognize the importance of retention and invest
in employee development. Even though it depends on the industry, companies have
higher benefits from the long-term employee cooperation over searching for the new
stuff. It includes additional costs in HR, marketing, education, and the time-
consuming process of acquaintance with staff and responsibilities. That is why
innovative technology and Al helps in employee relationships. The potential use
incorporates the interface between the employer, employees, and the company's
desired culture [1]. Al can give a unique competitive advantage, engage employees in
the decision-making process and provide them with a qualitative reason to stay at the
company.

One of the particular and recently developed technologies for simultaneous
motivation and retention involves gamification. As it is understandable from the title,
it aims at providing employees with the game interface during work.

Since games associate with:

- interest
energy,
challenges,
competitiveness,
real-time assignments,
reward for the efforts,

it can have a direct relation to employee productivity.

Also, it gives freedom to the managerial imagination in motivating employees
and assisting with goal attainment. They can design unique assignments and tasks
correlating to the organization or department. As in the game industry, each one can
have a specific structure differentiating it from the other. This way, employees can
follow their progress in a specially designed application or program. The visual
representation guides them through daily tasks and shows their immediate
accomplishments. Employees can evaluate their contribution and productivity at a
specific moment in time.

It substantially boosts motivation since employees can see how much is left till
the desired goal or reward. It also diminished their contact with managers for the
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individual data progress. Instead of waiting for the monthly assessment or distracting
the manager from other responsibilities, they can access the required data at any
given moment. An important note is that employees can change their goals based on
access to data. For instance, an employee plans to achieve a quantitative goal on
sales. At the same time, a glance in the productivity log allows understanding that the
qualitative goal is more attainable for this specific month. Without the data or its
control, employees can unsuccessfully try to achieve the quantitative goal, while the
actual data allows them to adapt to the situation while receiving benefits.

Another factor is that gamification can increase the connection between
employees, which positively affects retention and motivation. Generally, people stay
at a company longer when they have relationships with employees, prioritizing
connection over the financial gain at another place. In turn, gamification allows the
creation of a collaborative networking environment [2]. Not only do employees have
shared leadership and common purposes, but they can also interact with each other
due to the network engagement.

Relatedly, the personal interest in the game triggers individual motivation [2].
It enhances engagement, improves efficiency and effectiveness. On the practical side,
the concept of gamification can support fundraising as achieved in real-life trials,
including the case of IHobo launched by the homelessness charity Depaul [2]. Its
results include increasing awareness of the issue while enjoying the high popularity
of the platform. Employees can contribute to organizational productivity or to its
social responsibility while collaborating in a comfortable, convenient, and
informative prototype.

Moreover, gamification has application in employee learning and development.

Its characteristics include:

- Flexibility - time and content.

- Individual achievement - rewards, badges, progress.

- Shared collaboration - communication, support, leaderboards.

- Increasing levels of complexity - help in overcoming obstacles.

Innovative technology provides a gradual guide through studying.

Research on its implementation in the education industry proves that it
generates a conducive environment for learning and increases the perception of
information [3]. Opportunities for learning and development range from monitoring
progress and use to the prolonged memory of acquired knowledge. To sum up, with
the development of market forces, trends, and technologies, managers use new
applications in motivating and retaining employees. Al and gamification are suitable
tools with unique capabilities to design prototypes according to organizational needs.
Managers can use it for varying purposes, including developing existing employees
or hiring new ones.

Bibliography:

1 Xavier, Job.  Artificial Intelligence (Al) and HR. 2017,
https://www.researchgate.net/publication/318671979_Artificial Intelligence Al and

HR


https://www.researchgate.net/publication/318671979_Artificial

67

2. Sgueo, Gianluca. “G Gamification.” The Palgrave Encyclopedia of Interest
Groups, Lobbying and Public Affairs, Palgrave Macmillan, Cham, 2020, pp. 1-4,
doi: 10.1007/978-3-030-13895-0.

3. Pathak, Shipra, and Shalini Aggarwal. “Gamification in Education
Industry.” Journal of Contemporary Issues in Business and Government, vol. 27, no.
1, Mar. 2021, pp. 1-7. Retrieved from
https://cibg.org.au/index.php/journal/joumal/article_8495 528121cad7504f93a7253b
95ee3dd78d.pdf

XpankiH O.M.
[ep>xaBHUI YHIBEPCUTET IH(PaCTPYKTYpW Ta TEXHOSOT I,

BUKOPNCTAHHA CNCTEM LUTYHYHOI O IHTEJIEKTY OJ1A
MPUNHATTA YTPABTIHCbKX PILLUEHb

CucteMn WITYYHOTO iHTENEKTY, 3a BU3HAYEHHSM, OpPIEHTOBAHI Ha BYMHEHHS
JeAKUX  «iHTeNneKTyasibHUX» fih. B KiHUeBOMY MiACYMKY, BCe Pi3HOMaHITTS
MOX/IMBUX X MPaKTUYHUX peanisaui nepecnigye ABi MeTW: LONOMOrTW NOANHI B
NPUAHATTI pilleHb abo 3aMiHUTK Ti B NMEBHUX cUTyauisx. Ha CbOrofHillHiA AeHb
CUCTEMMU LUTYYHOrO IHTENIEKTY B MEHeI>XMEHTI BUKOPUCTOBYIOTLCA 1A aHanily Ta
MOHITOPUHIY Be/IMKUX 06CAriB fAaHWX, B TOMY u4uCAi - aHaidy acouiauin,
KNnacTepHoro adasnisy, Knacugikauii 06’eKTiB, CUCTEM HajaHHS PeKOMeHAauin 3a
npeueieHTamMy, a TakKoX B aBToOMaTu3auii PYTUHHMX oOnepauin, cuctemax
nonepesKeHHA Ta Po3B’sA3aHHA 3a4a4, Lo MOXYTb OyTK aBTOMAaTU30BaHi.

Hait6inbws BigoMMMM  NpUKIagaMmm  BUKOPUCTAHHA  CUCTEM  LUTYYHOrO
IHTENEKTY B MPUIAHATTI PilLIEHb €:

CUCTEMUN KOHTEKCTYyas/IbHOI peKkamu, LWo 6a3yloTbCad Ha anroputmax
NnpeLeieHTHOro 3B 3Ky Ta FreHepyeTbCS CUCTEMaMW IHTENEKTY «Ha 6a3i nogibHoro» i
TUM camMuM 306i/blUye e(PEKTUBHICTb CrMOBIlLEHb, OCKINIbKM KOXEH PeunnieHT
OTpUMYyE iHopMaLito, Lo € LiIKaBo caMe NoMY

CUCTEMM aBTOMATU4YHOIO po3Mi3HaBaHHA Ta nNpoTuAii Woho Kibep-
BTOPrHeHb, WO [03BOMAITL CMiBPOGITHMKAM BiffdiNiB TEXHONOTMIN Ta CayXo6
IH(hopMaLiiHOT 6e3nNeKn CBOEYAcHO pearyBaTu Ha CUTyauii, WO BMMaratoTb SKOMOra
LUBUALLIOrO pPO3B’A3aHHA. B OKpemux BuNagkax TakKi CUCTEMU MOXYTb OyTu
MOBHICTIO aBTOHOMHMMM Ta B3araji He BMMaratu peakuii aamiHICTPaTUBHOIO
TEXHIYHOro nepcoHany

CUCTEMU TMPUMAHATTA pPilleHb LLOAO0 Y3rOMpKeHHA-HeY3ro)KeHHS pilleHb
BiJHOCHO HafaHHA (PiHAHCYBaHHA, WO BUKOPUCTOBYKOTLCA B OaHKIBCbKMX Ta
npuBaTHUX (PiHAHCOBMX YCTaHOBax Ta BUKOPUCTOBYKOTLCA A1 006pOOKM BENNKOIO
06cAry gaHux (KpeauTHi icTopii, (haKTopu pU3nKy, 06CArn oXoaiB peunnieHTa)

MOLIYKOBI CUCTEMM, LLIO BWUKOPUCTOBYKOTb LUTYYHUA iHTENEKT AN
KOHTEKCTYa/IbHOI0 MOLWYKY, a TakoX MOLWyKy 3a MnogibHMmu 3anutamu. B Tomy
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