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GAMIFICATION AS THE NEWEST WAY OF PERSONNEL MOTIVATION
Motivation is considered to be one of the main functions of management aimed at motivating people to work effectively, as well as an essential condition for the success of an organization in the context of market economy and economic integration.   
An organization can be successful as based, first of all, on the desire of its employees to work with high efficiency, secondly, on the higher level of organizational commitment of employees, and thirdly, on an increasing level of personnel interest in the high-end results of work and the desire to contribute to the achievement of the strategic goals.
Nowadays more attention is paid to the socio-psychological aspects of motivation, able to create the conditions for achieving high results of production and economic activity of an organization with minimal costs [9, p. 294].
For example, creative and intelligent people have a chance to become an “Apple genius” in the American multinational technology company “Apple Inc.” There was a double benefit from realization of this idea: from the one hand, the head of the company emphasized that only brilliant people work in this company, while from the other, these employees were very proud of their high professional status and did their best to justify the trust of the top-management team [10, p. 30].

Recent research and practical experience has shown that along with application of traditional approaches, there is an objective need for the development and implementation of innovative models of personnel motivation. Among these models, gamification plays a particularly important role.
According to scientific position of Kevin Werbach [2, р. 24] “gamification is related to the use of game elements and clever use of game mechanics in a non-game context”. At the same time, Gabe Zichermann [7, р. 35] emphasizes that “the process of implementation of gaming strategies in business is called gamification”. Due to gamification, it is possible to acquire the experience able to create the necessary sense goals and to strengthen the motivation of employees and customers. Any gamification project is aimed at the use of the available advantages of game mechanics, loyalty programs and behavioral economics to solve the existing critical problems and to increase the interest of employees in a better way”. 
In general, gamification is the newest way of personnel motivation, which allows converting the routine work into the special game process event [1, p. 49].

The desire to have fun is one of the strongest motivators that motivate a person to do something with enthusiasm and to work hard with full dedication. Therefore, as a result of the addition of certain mechanisms and elements of the game to the process of performing different kinds of work and the formation of game thinking among the organization’s employees, it is possible to achieve a high level of their involvement and a corresponding level of enthusiasm in the process of carrying out work assignments. All this will allow to create a favorable educational environment in the organization, which is necessary for the formation of new professional experience and the search for new ways to solve various problems. Gamification includes three interrelated aspects that must be considered: 

· formation of new experience; 

· game interactions (i.e. objects and tools that form this new experience);
· game design (the practice of designing, implementing game elements into non-game processes).
In the present-day context, the interest of organizations in the use of gamification tools and methods in the system of personnel motivation is determined by a great number of factors, including, among others, as follows [3].
First of all, the game is a tool that demonstrates a high level of involvement. At the same time, according to the research results, people’s involvement in games does not decrease with the appearance of new information technologies on the market. On the contrary, different games actively replace other kinds of leisure and are rapidly introduced into many traditionally non-game processes in various spheres of life of modern society. In this regard, the search for opportunities to adapt the potential of games to the solution of critical tasks in the field of personnel management can be considered as a means of increasing the organizational effectiveness as a whole.
Secondly, the symbolism of all spheres of our life leads to the fact that favorable opportunities to receive unforgettable impressions and unique experience are needed for personnel at all levels in organization. Therefore, the experience of implementation of gamification projects in many companies, like “Nike, Inc.”, “IBM”, “Cisco Systems, Inc.”, “Microsoft Corporation”, “Google Inc.” proves once again that gamification is one of the most effective tools for corporate culture development and personnel motivation system improvement that can satisfy the sense of participation in achieving a common goal for each employee.

Thirdly, the various shifts that occur today in the structure of the personnel of many organizations can not but affect the management processes. Features associated with the socialization of representatives of the new generation, their high involvement in new information technologies (primarily social media and online games) necessitate the introduction of new and more understandable elements of the management process.

Fourthly, there is a rapid improvement of information technology and their significant reduction in price for consumers. This factor significantly expands the number of enterprises and organizations that are able to introduce gaming elements and mechanisms into the existing personnel motivation system, since gamification is widely used not only in the activity of large business structures, but also in small and medium-sized enterprises, in start-ups, social organizations and government agencies of developed countries. Additionally, the scope of tasks that are expedient to solve with the help of gamification techniques, is also expanding. For example, the emergence of technologies that allow for tracking of personal data or personal achievements significantly improved the mechanisms of gamification and accelerated their integration into automated personnel management systems.
And finally, an important incentive for active use of gamification concept is the development of new online forms of interaction and teamwork. Consequently, any crowdsourcing project necessarily includes the game elements, as well as the game mechanisms to support participants’ drive strategy, to determine their personal and group ratings and to create a competitive environment for solving various types of tasks [3].

Scientists have proved that using gamification to motivate personnel in an organization, it is possible to significantly increase the efficiency of employees’ activity. To do this, one only needs to use the following forms of gamification [8].

To start with, it is a competitive form of communication, based on the motivation of employees through various competitions, the main topics of which are closely related to urgent problems or goals of an organization. This form provides for the creation of various contests and competitions, within which the important tasks can be solved.

For another thing, it is the victory form of gamification, which is based on the interest of employees in the game process, within the framework of which it is envisaged to perform certain tasks of the organization. The main difference of this form of gamification is that at the end of the game process all employees will be the winners. At the same time, the socio-psychological climate and the general atmosphere in the organization will be rather positive and conductive to coordinated work of employees in the organization.  

And thirdly, it is the aesthetic form of gamification, which is based on familiarizing employees with the main goals and tasks of the organization. By the way, these goals and objectives should coincide with the interests and desires of the employees of the organization. As a clear example, here we can cite the typical situation when any employee can get a medal, a letter of commitment or a small gift for overfulfilling a sales plan [8].
When implementing this method of personnel motivation in modern organizations, it is possible to apply all three forms of gamification, as well as one of them only. However, as the foreign practice shows, the maximum effect can be achieved only by combining all three forms of gamification.

In addition to the above-mentioned forms of gamification, Western experts identify some mechanisms for using this promising new approach to personnel motivation. These mechanisms can be described in the following way [6]:

· rating of the winner – this forces players to come back again and again to the computer game and to replay its levels to improve the achieved position in the ranking;

· status, which plays an extremely important role in computer games, therefore, a player can not leave the game without achieving the highest status and rating (in modern organizations this can be the status of the best or most disciplined employee, or even the indispensable recognition by other employees; 

· achievements in the form of tangible and intangible reward;
· behavioral impulse.

Despite the benefits provided by the use of gamification in the system of personnel motivation, its implementation is rather slow. That is why nowadays a small part of enterprises abroad (17 % only) are engaged in the use of gamification opportunities. In Ukraine, the percentage of the use of gamification in the personnel motivation system is even lower. According to the latest sociological survey of HR 
specialists [5], only 6 % of respondents are well acquainted with the specifics of gamification and actively use its tools in their professional activities. During this survey, another 17 % of respondents stated that they know about the existence of gamification in the workplace and the rest 77 %, who make up the majority of this sample, answered that they first heard about such a concept.
According to the last research of recruitment companies in Ukraine, during which 400 employees and 108 heads of companies from different regions of the country were interviewed, 27 % of Ukrainian employers have never heard of gamification before, and 60 % of the respondents have never encountered it in their workplace [4]. Thus, the potential of gamification in the field of personnel management is underestimated by both domestic and foreign specialists. According to Gartner’s prediction study, by the end of 2018, about 50 % of foreign companies will use various gamification tools in their business processes [5].

It should be borne in mind that the use of gamification tools and techniques in the work with personnel requires an understanding of human psychology, as well as some new knowledge and skills of using specific gaming techniques in a non-gaming context. In this regard, we believe that in the near future enterprises and organizations will require managers with relevant competencies.
In general, gamification can become an effective alternative to the traditional tools of personnel motivation system in the coming years, as it can create unique experience of employees, provide additional sense and direction of their activities, increase motivation and involvement of employees in the work process and generate profit for an organization.
Taking into account the results of our research of gamification, its forms and mechanisms of use, we consider it expedient to highlight the following advantages and disadvantages that will occur in organizations when this new method of personnel motivation is used directly.

For example, the main advantages of using the tool of gamification tool in an organization include the following 
ones [3]:

· replacing the routine work by the game process;

· the ability to involve all employees in the main business processes of the organization in order to find the best ways to solve certain problems;

· the possibility of developing creativity and extraordinary thinking among employees;

· the possibility of self-realization of employees;

· increasing the level of employees’ interest in solving certain tasks;

· the possibility of increasing the cohesion of the work collective in the joint solution of important tasks of various fields; 

· the ability to visualize the achievements and progress of employees.

· In turn, the main shortcomings of the implementation of this process in the activities of the organization are as follows:

· a superficial character;

· the concept of gamification does not take into account the fact that the use of this method of organizing activities in the workplace may not be appropriate for some persons;

· short-term effect;

· the development of competition between employees, which can lead not to the achievement of the organization’s goals, but to the weakening of the corporate spirit as a whole.
Thus, summing up, it can be said that gamification is really one of the latest methods of personnel motivation, which can give the desired result for the top-management team of the organization, if certain requirements are met. 

The practical application of this method largely depends on the age structure of personnel, as well as its basic needs. Only a deep understanding of employees’ wants, needs and motivators is able to determine the possibility and necessity of implementing this method in the existing system of personnel motivation.  
However, taking into account the experience of European and American leading companies, as well as the emergence of a trend towards the rejuvenation of personnel, it must be emphasized that the nature of gamification development and the variety of its forms will undoubtedly improve the efficiency of all employees and the efficiency of business processes as a whole.
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