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Theoretical Considerations of Gamification Research
in Organizational Theory: A Systematic Review
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AR, BRI B 5 -
b, FRIIER R,

% (PBL) |

i (SDT) »3#HEEIC

HOHEH - R EEEHOA Y 772 V70 F v —

ITAT =V a VROV AT T4 v LY 12— AT
SHOPEABHL 28D TH B, 7r—3
NOXHRND T — L BEROEH &L BRI N D5,
ICWET S 27 R Eh T 5, ket
HOENB DD, HALXILOLPIX I =X LDNHICEHE-THED,

T4 =y aidr—»al
FA VRN VEWS RNy — 45
THFE TR BRI AR & L CH O e B

FIEHERR v 2 2 4 F v 7B & ORGGER A OMSHA L OBEPHEE K-> Tnb, %

Por =374 0=V a3V
2 v A0 FICI3ERS L
%iﬁ%%%ﬁ%&bf%%b,

i@%?f&&®£ﬁﬁ% SZ BT XA, FEBEOST x —
<, Wil & ISR ET 2 S 7T 5. X510, PBL
A > TNENEHE O ZHEFELTLES HEFHOBE S

ST g, MEROFEKIZB N T, WEIARA / N—2 3 V2T 5120, (8 AR
PGt &0 S HNNREIO LT NEMOE 2 E0 5 Z LRk I Tnd, 72, ANWE

B (HRM) OSUIRCHRASRHHEICHHA 2 4T,
Fatt) 27 3 EEIh W, HHmthis LT, r¥—3
i 2 X =X, 79 T+ — 8K HB T3
MBS HER SN T 5,

LCHEBEL T B &S %

B D B4 ME Ul 7 i
T 4= a YR OBE A
Bl . FLTY XLERDA VT Tk

L LT, SHROMEZIZMEAAL XD HH» 6 F— 4 - kL NN LR X 5 BB

b5, iz, THEREEBRILT S
2 LT~ vk illiEnoEm & Ofs

Rat S fEOREE, MRk MifE G 2B b 2 1 R RGET O E AL,
DD RO END,

X—J—K:»r—3745—-vav, VATVT 4y L Ea—

1. FU&IC

r'—37 4 —3 3 (gamification) 13,
[ = LT ¥4 v OERE 7 — £ DSOSk
I35 Z & (Deterding et al., 2011)
LEFRSIND, ZOBEZIT 2010 FHiHIZT
MG ONR E B DIRYD, BEY, v —
rF 4T, WY AT AHOST RIS
MEDERM SN TE 72, REMIRGIC VT
b, WEHEBDEFX—Y g VAL (Sailer et
al., 2017), #HARFEH DML (Landers, 2014),
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HER A 1TE OWEYEL (Morschheuser et al.,
2017), X HIIFMIMMAFEDOHEE (Roth,
Schneckenberg, and Tsai, 2015) &Wo 7%
BRENRTT =37 4 75— 3 Y OWEH K
HEhoo5 %,

Koivisto and Hamari (2019) 2 &k #1113,
F—37 47— a3 VIZET 5 ST
2019 - F TIT 819 HIZ¥EL T3, LAL
BS, BAMIRO K BOE IR L
THh, WHcBIsr—3I747—vav
WERR & U CHIER ISR A IRz & &
FoTWbd i 5,
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AREOHME, BEHBEEROHS2 57 —
ST 47— 3 VIO RN & Sk L
Yo — %470, LUFO 3 DOOF4EIZE £
T EiZH DB,

RQL : EMSRIc B I3 —3 74—
g YIFRIE W e B PRER ) R
YL T &= 72,

RQ2 : MifkicH 2 r—3I 74 0r—v 3 v
DFGEEFZROI L E D & 5 R
AR L TS0,

RQ3 : BEAEHFZEI2 13 2 25 B 22 A DS TAE
L, SHODEZMRT Y 2 v 40
RSN DD

EDDIARFL, BEFLY E 2 =2
BIAAL TIPS —3T 45— av/m
MR &R, $abbr—3I747 -V 3
v IFEEET, MRS, MENBIRICV
DEREE-OLD %%, #IEH2» 6L 5
ZEaHNET S,

2. \ARFAE

AU ¥ 2 —1Z, Tranfield, Denyer, and Smart
(2003) DY AT T 4 v LEa—TFHEIC
HEPLL 72, RBXIR T — 4 X— 2 & LT Web
of Science, Scopus, Google Scholar % f#
L, BEREEIE9EEE Cid "gamification” AND
" OR "management" OR
"employee" OR "workplace" OR "HRM" OR
"organizational learning”" OR "knowledge
sharing") %, HARETE [F—3I 74 75—
v a2 ¥ | AND ([#l#%] OR [#¥ ] OR [#E
¥H]| OR [A#MEK]) &AL 2. B
LHRIE 2010 4F- 1 H2 5 202543 HE T
L7z, MIBOR S A 2010 fFIC50E L 728
Hix, ©¥—3I7 47— 3 VBEEH Deterding
etal. (2011) O FKdm L& 22 & L Tl
W siamON R e L TES L, BEMROE
R AR U 72028 Z ORI 5 72
¥ T» % (Koivisto and Hamari, 2019) ., #%

" . . %
("organization

_3_

IZDWTE, KLY 2 —fEEE FHRATH
AR TATEN2mMOMAE TEAET
5782025 3 HE L7,

RAFETI, B &S+ — 7 L,
it Z procedings, ¥ & Ui &
L, EHEDE (book chapters), 7 —F
N —=3 =, JEETER AR L 2, S
i (thematic analysis; Braun and Clarke,
2006) (KD E, Ml S hesaiE (1)
EBDEFXR=V g TV =AU},
(2) #fkEE & a4, (3) HRM A OIS
H, (4) BtRImHEE, (5) HAIZ B 20
ZdE, O 5 DO FEMEBIC A FEHL 72,

3. F—=374 75— arDERELBEHER

3.1 E&EE DS HEMAVER

7—3IT7 47— 3 VRO,
DR O EBETI A SCIRIZ & > TR S v Tuv
%, Deterding et al. (2011) % ACM Mind-
Trek Conference IZE W T, ¥—3I7 4 7 —
Vavk [F-bTHA VORERE T — LU
NOXNRIZHEH T 5 Z & (the use of game
design elements in non-game contexts) | &7E
Lz, ZOEFKE, YVTAT =4, F—
LEEE TUA TLTFHA VEDXKAE 2D
DI > THIEL L 7253T, 25O
SR R L 72,

ZDOEZPOLIEFITH L, Huotari and
Hamari (2017) 3% - 2~v—r 54 v 7
DA & RSN 25 FE R &2 il A 7z,
S35 —=3740—=Ya vk [7F— 0K
DIBDT T+ —F YV AZK>TH - 2%
st L, HHE O Z il 2 Sc b4
%71+t Z (Huotari and Hamari, 2017, p.
25)] LEF LIz, TOMERII, HitED
AT 2 ERH S A 25 2 KB & o
DEHAEBIT X ETEETH 5.

% 72 Hamari et al. (2014) 3 24 D IEE
ZeaNRELZLE 2 =280, =3
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TAr—va VIMREDOHREE 264
FT, ZOMEP RIS AKATTHZ & %
NL 72, Z D%, Koivisto and Hamari (2019)
D8I FL ¥ 2 —1d, BH A HLHYIEHIFH
WThs 0, Mhr—3I747—vavn
IZREAEFHR TH D L LT0D, Z
IZBA# L C, Seaborn and Fels (2015) i,
S, & 7= B 1 BEER AN DO RO K AN Z
DB OHFLIEERTh 5 &ML 72, DLk
Diam 2 NT & 12, BEMMEROMERIZk
FEr—3747— /ayﬁ%d,@%%c
BIGERNZ L T B L IEE 0,

32 F—LEROYEER

F=3I74 =¥ a VTR S HEBICKR
RIENTNE 7 —4%KIE, WbWwd [PBL
=9 #] (points, badges, leaderboards) T

%, Werbach and Hunter (2012) 1%, 7 —
LR & KK (components), X H =2 2

(mechanics), # 4 7 3 2 Z (dynamics) D
SHEREICHPE L C % 0, Hunicke, LeBlanc,
and Zubek (2004) O MDA 7L — 49 — 2%
(Mechanics-Dynamics-Aesthetics) &, 7 — 4
%ﬁ@ﬁﬁbyfabfﬁ<%%éhfné
Lo Lans, ZIICEBRETINEHE L
A & %, PBL O 720 i
—3I74 = a VIR EEKE [HRA v
FER] ICBEMET S 20 EFATNS,
Deterding (2015) »it¥IL 2k 512, FA
YRRy VeV R E I X = o
ZAZWIR D ER T 2L, F— LT A v
DOARETH 555, ERd 28R, ARENZE
F—us7L A LS lliie RRbETNS,
MfGERIZ AU, 20 Z LAk LHENIC
Ham S e NEMA, H£H, Mk ~Lro%
Mz R4 v b4 ver T Tk
ORI EAME L T L F 5 WA RE X
N5, =37 47— a Vi HlkGE &
DA EWD 57291213, PBL @A 72 [
W] F=ATFYA VEER, BIAISYIEERIZ XS
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R, BIICXBIY -2V,
TV AIZ KB ZRERDIZR & 5 7z
TWERR, bV 2 A4 F V7B E RGN
BRRICED S HERN B R P BETH A 5.

HRBIL—LT—7

41 BHCRTHEROZE L ZORA
HO R EHE (SDT; Ryan & Deci, 2000)
3, REMEEGRICETI2r -3 747 —V 3
UIFPRIZ B T 22 BRI A T H 5o
SDT &, B (autonomy), FHHERE (com-
petence), BHRM: (relatedness) &Wv9 3D
DIEARRPOLIRICR D T2 AN FE B D %
MEFF - B3 5 & FIRET 5. Sailer et al.
(2017) %, FEBEZFEwmL, 4507 —
LERA SDT D 3 R & Vi d % 4
EMEEL 7z, BARIIZE, Ny Y o) -4 —
R=F - NT =2V 255 7OMBEENH
EROFTRIZAHG L, 734 — - BKRDOH %
Z k=) =« F=LAA4 OMAEEDBERYE
DI A S 5 Z LRz, —J, H
A RSN REREDOHHE) 126
DRFUIMRFE 5 0 IZIFffERE S hd, Bt
EFIET B 720D — ABHEIEHTIZEMT
BRI DB TH S T EARE I TN 5,
L2LAENRS, SDTHRFr—3I74 05—V a3
v LN DDLPERZE B DO BRI & &K 0 KBS
ST 5 —F7T, RBELKI N TV,
SDT IEABHNZAEA L AL DL X 7 =
X LEilih T 2R THD, =3I 74 75—
g VRO HIE R STIRIS VD IS A £
7 (embedded), R ALEVPITEF S,
MEHBRRIS WDk 2 58 & KITF 212D T
3, HEMNICHENTH D, F—3IT7 47—
Vg v ANOWEEOAPEEEDZE L
T, ThHhHEEE RO ERIVERER L —
T A OB BPIRE & 725§,
SDT DL v Z» 53R A v, ZOEIE
MUk ER A7 O PEER I & (2 ofﬁméhéﬁ
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Aok e =
R1 T LERCHOCREER

BIBT =37 47—V 3 VIFROMGN 5
[C& T 2EFRCERKORBRFX R

F—LER T S h 5 LEEECK AHZX L
Ny Y AR (Competence) | SEROTIRUL - BEREM Z L KGE
J—F—FK—F Ahe (Competence) | #EZMHR A i U 7= 3 AR RO 43t
TINK — Bt (Relatedness) | FICUREL - AR 2ok W AFAE R DAY
YiEg - 2 b= — B (Relatedness) | & A 27 ~NOFEKRT T - I IE %O MK
F—LAA4 b BIfRYE (Relatedness) | #E&MID &30 DY - W IT B O IEHE
Ta7 4= HZEv4 X | B (Autonomy) FEIROEH - HOERO L
UTIEA LT 4 =Ry | FEE (Competence) | BIFFAYZMESSIEH - 2 F L1ty LM

MPF + Sailer et al. (2017) DPEGGHIFHAIA 127D & FHFK. Iilin X OFEGATR TIZ, GREEE BIFIEIZHIE T 3 77— 4
HERDORUIZLFEE 11728 DD, FFFIENDSPRIGRH E T DIZIZZHF X TG ORISR BT TS B,

Bhd Db,

42 70-EHmEZOHENER

7 1 — PlEE (Csikszentmihalyi, 1990) &
T2, F—=3I740 05— 3 VIFRIZBWTA
S ENZBGRNIEOVEDOTH 5, 7
T — (flow) &Ik, ALPEINIESHAL,
H ORI 2 2k 5 12 S LT
5RO LDIREA TS T 5,
Csikszentmihalyi IZ K4S, 7w —IREIX
OWHER HEE, @RIFNZ 7 4 — K3y 2,
OREEDINHERE & 17 %75 D 2 F O, &
W) EESRER 7z Az e FIZAER LR TV
L¥Nb, INEOHEFMHETr—LTH AV
DFHEFHWEAMEEZAELTED, 57— 3
747 —v 3 vtk 5 HIERGE, UV T7LH
A LT 4= PNy o, BNy 8 L

Do’”ﬁ%ﬁ%@ IR L SR &
BoT&E, T5 LMamiEs2imic

Hamari and Koivisto (2014) &, 71— @*E}E
BET—3IT7 47—V 3 VRO FAE
IEAL, Ju—IRERX T —3I 74 75— 3
YV EHHRI T Y =V X v N OBIRE BT
5ZLERM L, 512 Liu, Santhanam,
and Webster (2017) 1%, ¥ —3I 747 —¥ 3
MbEN72EWRY 2T A DOEGHEMFED 720

GRS A A SR L, £ OHTHERIR
(utilitarian) B35 & E20 (hedonic) BY5-
DHiEM B TR &2 P IZIC i A2 720 [RIMSRH A
SDT R 7 u—Mimsd LH A WAL LT
HORAATEY, BESTOBRHRMZ2EAL S
HOPUEMER &, HEANOWRARBROE % It
A5 70 —HaemaficiEodT5sZ &
T, Y—3I747—vaViFREBRY 27
LW DR E R L 72 TR RO,

4.3 BESTHER T OMOEED (TR

HiEe PR (goal-setting theory; Locke
& Latham, 2002) #4&H L /=52 éﬁﬁﬁ% L&
MEhoob 5, HERERGX, OBEMKRN
#Oﬂﬁﬁﬁﬁﬁ,a%ﬁﬁﬁ?@%&ﬁg
XD LEVETAKMELZES Z 8, OZ DR
WBHEANDZ Iy P AV L, T4 —=F)Ny
7, BUSHRIZ K> THREEh3Z L, %
Hi% i & 5 FEAEANIZ AT & oz b
METhd, r—374 75—y aviibds
V=== F, Ny URERE, #EH L
WoZz X=X LIE, FXIZIIE DS
F—3 b b L HIEEAKMEDOTDR, HIEEE
ANDT Iy b AV O, M &
74— NNy o O ZFEHEICSE L Lid
DIE L UTHERMNICHER T3 Z L8 T
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5, Z9 L7@EH» 5, Landers, Bauer, and
Callan (2017) 1%, V) — & —K— N2 H R
EOWHEELEa Iy P XV M EFRDDEI L
EHMUETHEAINT =7V A WET S
Z &ML, MMA T, Hamari and Koivisto
(2015) 1F ¥ i 32 & € 7 L (technology
acceptance model; TAM) Z3EHL, 7 — 3
T4 =Yy %= 2Ok HEIX
Z, A EINARHEEELE LN DD
FERE S B L T 5,

44 HBREETOEREOES REE
NEHMW 7O T4 T

ML TICEwREZELD, Y= 747 —

v g VI & MR O BER AL, AR

B AHONERETH S, 5 LzMEER
FREIZHEA 2R TE D, Cardador et al.
(2017) 13, =374 r—¥ 3 v & MG
v 27 & (performance management systems)
DAk & U THED T % BERI A & FER
U7z, [RlGRSCIE,  DER DRRHS Gt Bl am 4™ s
Z DL OOKERRHE (2 22 - 2K
A—=4) EEBT LI THEOT AL
TEHETIDIIHL, YF—3IT74 -V 3
VIR G & R ISR RO BN
i, 7 — LAEROMNZ T CERET
EXDIELOVEDONELEMRT S T & TEHKD
FIMEHT 5 8m 7, Thbb, r—3
74— 3 VIZBEHSE OB R TR TR
%<, HERERD T 4 — F3y o LRERIE

R2 F—3I747—2a HROEERE - EERHGE - AROHFZOERE

BEY TR AR EE RERHTFR
H e B Sailer et al. (2017); Mekler et al. (2017)
ﬁf%oj Sy 7 v — MG Hamari & Koivisto (2014); Liu et al. (2017)
H REa o Bl G Landers, Bauer, & Callan (2017)

KNGS IAT DL HE

TR AN 7 7 —

Thom et al. (2012); Anderson et al. (2013);
Cavusoglu et al. (2015)

DRV EY

Morschheuser et al. (2017)

MlfkE - e

P37 4= 3 v

Landers (2014); Armstrong & Landers (2018)

FREREE - ALY

Kapp (2012); Silic & Lowry (2020)

4 I R=V gV
it

W1 vs e Traka!

Morschheuser et al. (2019); Scheiner (2015);
Roth et al. (2015)

B Tsaa] - SRS PRPRGR Cardador et al. (2017)

L Rt 27 L Deterding (2019)

PR - #EE BUH 0BG Georgiou & Nikolaou (2020); Nikolaou et al. (2019)

HRM 4% THERBEER E T Murawski (2021); Oprescu et al. (2014)
57l A P Woodcock & Johnson (2018)

ot s i B0 s sk 010
PR Kim & Werbach (2016)

M FEE,
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BEREWNETAMEADA =L ELT
%ﬁ{téhm\éo

29 LB b0k HICHET 5,
B, F=3T7 47— 3 VEBEBRETO
RESECld 4 RSP & L CThED
3722 8T, F=3I7 47— a VMRS
B AMAFOEHEFEEE ED &5 IZHEA - i
FTLIBNEVIfmEHEIZ LM TH
B, I, B I BEEROWH, Ak
BRERODEA, 7 — 2794 VIFHOE A,
WL [ =] ORBORIME WS 4 DD
AW A LEXBI§THZ LT, Sikkr—24

TEROEIR - 3Gt & PLam i 1 B9 2 Murila
AL NTH S, kD, RN

HROMNTid s <, EHMEROBEMALR
74— Ny 2 ORIIKLE VS 2 BMIZIE T
7 BREIRN BRI AR L 2 B,
Deterding (2019) &, #fkr—3I 74 7 —
g VERMSERITA L LT AL L,
frajEsm s EIRT —+F72F+v] & SDT
IZREA L [ABERN T4 V] 2X50IL
7zo LALADS, HIEHEG Yy A44F
Vo MR, FEE AR P R S O LR o 32
PG, IRRE L TFEAETEH IR T
W, 7z 20X, RS A UL, At
FEEDT — 37 4 — ¥ 3 IR P b
s TIEY % | BRIk e LTl h 3
Dh (AR 7T v v 2) %FiTx 56k
ﬁ@@ VA A F VMR, EEERN
ST =Y a VDB AEWNIZEIRDT,
THDPZE - JTHDOFA F I 7 2120t
HED0EHHLD 5, Tholdk, K5EIC
REhEELMHGHN T YT 4 7 Th B,

h:[REUBZE] E[TBE] OTEs

54 =374 —
3Xvv7
ZZETIZHRTE- LS

a OHRICET

, =374

_7_

BT =37 47—V 3 VIRROMEGNE L

=g vORRIZB U CIRBE A b
INZE RN ERGEESED SN TE 1, 0D
I} Sailer and Homner (2020) @ x* & Z3#rid
F—=3IT7 47— a3 VORMBIZEL THIR%E
LU T B, [AIFZEE, FRAIRY S E R,

BIFED TR, TEINEERDOWFRIC W T
S/~ D LR B 5 Z & &S
12U 7-, Hamari et al. (2014) O L ¥ 2 —4Hff
HKCTE, =37 47—V a3 VHiRQIEDR)
RELEDLOD, IRISHERAKATET 5 & fdm
DI T3,

L LAERS, AEAFEHT 20, Z
No OMROFEN ZIERNFETH 5, LB
PR O ) F 5 & ATEII R O B ORI
1325 BB AFAE 9 5, Koivisto and Hamari
(mw)mkﬂﬁvﬁl—é,ﬁﬁ%&%(ﬁ
O, L&, BE) O RTEINER (3
%®ﬂ7t vy A% khE —~ELTIE
OMRAERTEL TS, BETHE, 7¥—
3T =Y aviEALRD [KU K] 2% Z
3 Z LTI IRINAE RN Z 0, FERRIC [§5 2
&) EEZD T EITIEMHICENENWS T
ETHhD, ZORMNEIKRT 5L Z A1,
ARSI T4 r—vavEREY AT A
(LW LU TY, KPITHIE Z R
BEBEDISNT k —~ Y ZANHEHEE T EL &
WHBEME R H B, L) ZENREBEI RS,

Z DRI LT, Mekler, Brithlmann ft
(2017) DFEEREFZEE, Z OO S %
X5l mbéﬂ%%h1bfwéo&6u
PBL BE A7 + — < v 2 OBl % 5
mEE2—457T, NWRNEEDFICIZAES
WEBERITE P BT L2,
Zhid, PBLIE [&h &L frHc¥s]| 2L
'mﬁM?5b§f£0W<Qm%5f5J:a
IZIZER S WA RH 5, LnWwH 2 LT
Hb, THIESDT ORflA» &5,
7237 = AWEE LRI T\5 PBL
AEE U THPRBNEHED T & U THEREL Tn
52 L ERBIKT S, SDT % ZHECAY 7 Ml A
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ELTHRHALAEDRS, ZDFEED SDT O
B (PREIE D OXR) 2 5 L T
2EVIFIEIE, ERHINRE[LTH S,

2020 FERIZA D, ZOFIHEIEE 512K
IRt b k5127% 572, Bizzi (2023)
WEEREPIAND T — I 7 4 r — 3 3 VO
EIGERMICHRETL, 2 - -2V -V XY
F MRS IS T 2 ANDIFEN R A 5
W57, TNHIER S ERSGEICERS T
5 LTRSS B & R U 72, Tkhide fih
(%m)uf—i747 va VHMEERD
RAIERI ST + —~ v 22 RIET R & ¥t
L,%@ﬁ%#ﬂ%ﬁ-%ﬁ?%@fi&<
D LRI SR AT 5 Z & 2B S 21
L7z, [A#& S (Ikhide fli (2023) &, 7' —
3T 4=V aYENLEZHRM Y 25 L0D7
T —Z VLT )3T v ZOHI -1
JE| ZEERL, IERANHEONRIIAFT S Z
LEREL TS,

F =37 47— 3 VRO 2 %%
77, BHEHTEXHVWHATH 5, Hamari
(2013) E7 4 =L FHEBRIZEWTTY -3
T4 — 2 VRO E AL L, Stan-
culescu ftfi (2016) ERFEANDT 4 =L F 2
AT 4BV FE T 21 >h T v
F=U AV IDOIKTT 2L afERL 7,
Oprescu fli (2014) 2MRE L -2 D 5 HIY,
P 2 HAR, FATHIREZR 7 4 — RNy o, tk
S A I 5 10 JFHANZ, Z OFHTE
%%«@ﬂﬁ%tbf@%%‘ﬁ%méh%

, PRy — I 740 r—v g ViRElo
%ﬁ%ﬂ%i*t?ﬁbfwéﬁﬁ%%an
57259,

6. HFHF - HBFHE - 1/ NX—23a>r

6.1 HMBHE: FY—LEROD [EEME
HiA A ]

HRI 30 F B HEIA L, SRR O

EHEDA VYT 4 TR T S [HEE
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AV Y] IZ&k-> THENICIHFE NPT
Ve ZOXRRICEWTHERTNZHRIE
Thom fi (2012) 12Xk % IBM DR¥EY — ¥ v
Ldy b T =507 —L8HFE (KA vV
M) BREFEHETHL, HEICkbdL, F—4
PROBR LR, ZMBEFFLKT LA, Z
DHIRDOEREI, F—2BWRIFI - EEAIHK
5875y T — LAOERRICHEERIZH
VikEh, TNV R, NS Z &3S E
IZ& 5T [Hlofedk] & LTINS,
MfkaRIcS 2, r—3I 747 —vavid
WOTEFIAEER [V -] Tidn<l, M
A v — DR AER ST SHIENTAL
U CHR§ R E IR 2 mIE LT 5,

& 512, Anderson et al. (2013) %, K#l
B7 =5 OREBLT, /5y a2y

B % HIEICEEE T 5 (steer) BEBEA FF
D Z L& RM LU, [AHIC Cavusoglu et
al. (2015) &, Ny VORI k-oTHFE
MaEMRAARBICHME 228 2WE LT
W5,

EBI, =374 75—V avitkoTa
FrENzr 59 R = Vo T Ty 74—
LDV E 2 —%MU T, 2IMOEMREIEIICIE
LEORPBEDENE DD, ERKOE M
HANOIFITREL T D Z & #MER L 720
22 1P 95 (Morschheuser et al., 2017) .
Zo [Rvs 8] oMEE, ¥—3I747—
Va VIZHEHDLK AV AV M S5 THEER
dim & L Cagak ST g,

62 FJHErL—Z=2T
FEIZBI L TiE, Landers (2014) 237 —
3T 4=y s vEEHMERERIBL, 7 — A
PR FEN I LR D 2 DOREHE AW L
T 5 5 &6 U7z, Armstrong and Landers
(2018) &, r—3 747 —va v iffEO
FLE 2 —I2B0WTZ Uy r =D v b &I
RO EARLOD, r—amWHRLE
HHEOEEBHMEOHTH 5 T & % 1@
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ek B L (=

L7z, 2Oz, =374 =3 Ut
BREF2) T4 AV T T4 TV ZADUGEIS
BRTH DI e ENEREN TS (Silic
and Lowry, 2020) .

2020 FERICA B &, ZOMEBOM AT X
27 Ty B, Khodabandelou et al.
(2023) F¥EEHXMRTOTr =3I 74 75—V 3
VDYVATFIT A 9 IV a—&iTWY, TT
A< - IFL-FTT4vLDIEEDOT
7 4+ — & v X %% L 7z, Bitrian et al.

(2024) &, B —3I 74— 3 VAME
E(EBOHCNEAEY, B#itr) T+

TEIOWFIZHG $5 2 & 2FEIEL 7=
Capatina et al. (2024) I REFED 7 — 3
T 47— a YOoSRIERIRE, ARk, TS
BATDO 3 DOMREZFRIFIZED S 5 Z & &N
L72ZEERLTWSE, 26 DMAEI

F=3747—vavifEnEss [HL
S oftimce Ex 69, MRk MR A
LT3 TEERD S22 L2mEL TIN5,

6.3 1/ ~N—2 3 RE: HAHBEED
BFHE S h - EEM

AWFEORE = OEE ML, WHhnr—
2T 47— 2 VORRY Tk T/l
ENTEZRICH Db, ZO@mMICZBILT,
Morschheuser et al. (2019) O 7 4 —JL F3&
BRI, WhIMNEET ARG & ik L T3
MEDOAL L THMOBEA &m0 5 Z & &N
LTk, Scheiner (2015) & £72, 7 —
LEREBZINBELZIE ST S8 DD, 747
TOBIZIZPBL 2 A 3Gt 2 H 552 L
Z 3685 L 72, Roth et al. (2015) &, [HE8k
HEE) (ludic drive) | 2 FERD A / X—2 3
YA YA Y MSRRIISHA T E B T RENE
N bHEFEL K,

W11 &R OREEHERD R D ERIIIAH T
%6o§<®ﬁ%mf—\747 vavE
Wi, VA K- FRHEAT vy F L0
I Tt R P A G EROHfE L LTwW5b, L

_9_

BT =37 47—V 3 VIRROMEGNE L

ML, BGLEIcn i, BAREET 7=
T& < 148 (collaboration) AMifE &I o I
RThdLRMEhdZ &L (Adler
and Heckscher, 2006), # M7 — I 7 4
r—3 g YHRHEROH VA A (knowledge
hoarding) #HiET 2V 2213, AEMA%
T E LN X =3I T4 r—v 3 VOKK
DHMEFIET 5. Jaikod Morschheuser et
al. (2019) OFIREIE, HASIRIZIE U723
FHRBEOBEIR D, Bl 25928 LOEIF/Z 5T
ié: <, %ﬂﬁ@fﬂﬁLEUiﬂj} 7= X“L\ IZBb B

ZOZOfﬁfJ( z A_a)ﬁﬁ,'f—i ié% _3%@
BB TN5, Schmidt, Manske, and Flatten
(2023) 37 =374 0 —vafLEhizu
A ) R=2 3 VALORIRICIED R E %
KIF$Z L, ZULTZORRNT — A NKRER
(gameful experience) 2k > T TEhB &
ZHEGR LU 72, Gimenez-Fernandez et al. (2021)
X, A= A4 /) R=v 3 VEEOLDHD

=374 7= 3 VORI AZE PR
L, flfkZEfo 3 BeRE (ol - #247 - L)
W THRLEEZr =374 —Yav - T77
O—FREMTHHI L mimCT\b, 7=
Abril et al. (2024) 134 / N—v 3 v 71
Y ZDKBREIZ BT BREERIZ T — 3 7 4
= aVvFLETLILERL TS, T
NEOWZIE, =3I 74 05—-aveA)
N—¥ g Y OB HM A B ORET
3L, MBZEREO L4+ 32 2108 Bb
DHGEMMETH B Z L B L T3,

7. AWEFEE (HRM) NDOIicH

71 AMBREEA

AN I B O IR T i, Sailer and
Homner (2020) & #X & 7t 7S EE 27 %
RHEL TS, BRI r—I 7405~ 3
VWHME R MIEFTRE Tld & 5 2R A 8 3%
REEDZLOIET Y 252 HL TS,
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Georgiou and Nikolaou (2020) I, IB5e%
M =37 40— 3 VEHIIIR U CHEER
DEZEFLEIDLHEN LB EZRNT T &%
e L72—J, Nikolaou et al. (2019) 13,
=37 47— a Vil OERIRRE % M
ERRE R FHEAE RN T DD, FO VMl St
AR ORI & FIEETH D, BFLY
F—=3I7 47—V a YIERBIOFHI & 0 &
B0 TIIANI EAHL ML,
ZORRIE, 7= 747 =¥ a VaHliA usE
BB AWGE L 5 52— T, EEORENE
BE (kD37  —= v Z 7)) 120 T,
PERAU L FERMN 2T REME A TRIB L T 5,

Z Ofirld, Landers and Sanchez (2022)
ko T BTk Eh T3, 51
=L N— 2 (game-based), ¥ —3I 7 4 r—
v 3 Y (gamified), 7 — LME%EF (game-
fully designed) @3 O>D 7 & & x v b FHA
ZHAMEICXAIL, 2 hOikEt R & 7Y
PEMGEDE 2 RPE L 72, 2 OMESHERIL,
EELEIC BT 2753747 —v a3 v0ik
s [ — L2BROMN] L) RER 5K
WL EE 59, HIERMNZARGENME &My L
9 BRdE A DHEEEN L L DDH B T
LERLTND,

7.2 EEEIR

38 P o fH 3% T L, Cardador et al.
(2017) HELEAHEGRAEBE R LT 5,
FlEiid, 7 =374 0 —va v HRFOH
OGO WEM  (“something old”), #Hiév
EARBRERZDE A (“something new”), 7 —
LT A VIEPEO G A (“something bor-
rowed”), WO & [27 —] OEEORIH,
(“something cool”) &I 4 DDA H =X 4
U CHEMIICRET I LI E L, H
RS, =3I 747 =¥ 3 V2SEKD 5
EE/MEL 72D, MEARFEEASZDTS
B3R E D 5 5 2 L WIRINICE
HENTWB, Murawski (2021) (XEKHD
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ke & T nES, B, NP0
VA BEARL TR EFIRL TS,

8. F—3T 44— aLAOHH: [EL
& OBEE

=37 4 — g ST BRI Sk
&, KAIL T3 DODOMED SRk Eh T b,
AHEITIE, 06 ORPEIZH > TS &2 281
FTHELEBII, o OIHAMEN OB S
JTCREL, =747 =Y a3 VOKREN
W cdh 27807 — 21k, gk, Mg
WTET B E U THAIICHEE S h 5 R &
ThHBHILEFRT S,

8.1 DIRFEIHLY 1 BIE LR OB
F=3IT7 47— a Aot LT
Hanus and Fox (2015) &, ¥ —3I7 4 7 —
v 2 VO PBLERTH 2 MBI ORRME & &
SICNFEMEIE D, WEE, 7+ —~v v
AT 72 528 e AT 2 & A Mg i
U7z, ZOHIRIE, Decietal. (1999) @
TV = A =V INRICET B 4 25T
N7z, BB CHIRE S 72 S0 i 23 7
WEED 2885, L) RREIH L
BANTH 5, MR, Zhidsr—
374 =Y a YHHELOMENHEE (SDT
12K BNBERED T DOER) A HSBRT
20 HEFIEERLTWS, SDT 24
DOWTEHEI SN T DY 2T 45, FEIC
FEEERNC K B AR & U THERET 5
ZEIZBAD, =37 40— 3 VO
NT VE—2A =V 73R4 MU TNFENT)
WO EMEST OTHENE, r—3I 74
=g vEBUZAEEROR EE VS AR
DOREE I 7o MRERE AR 0 U TR A Bk %
oz icnb, LrLENE, ZOFFE%
WIITENRT B 22 DT OERIZ R 72+
TIE%HL, F'—3I74 70— 3 VOFEEIE
AT A RO ERITT Y 22K
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EhTnd,

82 #HEFAIHMY  MREBERDA 7
TANTTFv—

T8 0D G am 2SRRI A RS 6D < INFERI L
HTH 570U, KRN & 55 6
F—37 40— a3 v OREFEE RS #
a8 R 2 T b, Woodcock and Johnson
(2018) Ey7MHEFE A A @M L, 7 — 3
T4 = VIR E THELW] §
DIZ RN 5 Z & CRIAAlE O HEH A Bk
TE2AHNZALTHS LU, I Whit-
son (2013) I3, EfWFROBS» S 75 — 24
A = ZHEREN A AR LT T — &
DEFEEIEFELT S 0Lz, Zhs ot
FiE, r—=3I7 47— a DL OWENR
ZEBUIZPE 2 T 2 i & BEHI I 2 & i
LDOTH 5,

ZHLBHNE, 7T v b7 — ARED
SRIZF DT 5% 5 4:8i{E 3%, Rosenblat
and Stark (2016) @ X 512 Uber 27 — 3
T4 r—va Y REREMHLTE 745 —
OfTE =R L OO AR E & 0D RE
MM L TR Z L E2EHT2EDR,
Curchod et al. (2020) 12Xk %, 7 F v b
T+ =T —=JIlBFET7LINVZIIy T -
VAVAV NS =37 45—V a VERD
WA DRI NI OIEIHREEEA TS Z
EEWHOENIZLZZ8DEEND D, FRIC
Curchod et al. DfZEIE, ¥ — I 74 7 —
g v ERFRRHEIBIGROME S LT L 72
THYBMEDOEDTHY, Z ORFLHIEA
HGR D FWRIZBE L DDH 5 Z L 2R T H
Py Pk ->Tha,

B2 2020 RIS AD, F—=3IT7 47—
Vv EEM - TAT) X3y v EHODAE
T2 REEEICER TN S,
Duggan et al. (2020) ¥ x3/ 3I—-Ilk
FAET7LTY) X3y 2 EBO HRM WF7EaRE
ERRILL, WEROBEMABERGES T T v b

7 % — LTINS OIS RS A e L
T#% D, Newlands (2021) iZ¥s a1/ I —
IZBE7LTY) X3y ZEEH % Lefebvre @O
ZE PG A2 O T L, 79 Z V22 A N
MPIZHEIRRIOFEE U TRk S 5 2 %G
U 7z, [AIBRIZ Vasudevan and Chan (2022) (%
Uber F 74 N—DREZEELIIOL A F I
ZEMETL, FI7A45—2Hik 3280 256
MElEClde<, Y=3I74 75—V 3 VHEHE
2 WRIE YISV - (DS 2 REEIRY 2T R T
HBHZEEHENIZL TS, Uber IZEH#E
L7=## & L T Cram et al. (2022) (%, Uber
DTNTY) X3y ZEHPETAN=-DT Y
ANV ZIZRIESREEFAEL, 7 -3
T 47— g YEIRMBIEE O LR E A
WREEIDAN=ZLHEWES I LT,
THTYZLIZET B E LT,

Meijerink and Bondarouk (2023) »'HRM 7
LT ) X0 [ itk (duality) ] %6 C,
TOTY) AL AR A RIS 5 & RIREH
7 A ERBE D FTREME 2 & B < &S PHERHY
PuilA %8R L, Behl et al. (2022) (X [ —
3T 4=V aryeF st (gigification) |
ZWOLMIC R L U, Alak R — 2 PR GR
(knowledge-based view), ¢8IV /75—
A v B, HCOWRERER & e U 2ok
WMAZEPER L7z, 2o OZERRE, 7= 3
74— a v RO TIBIR & P
% [HlEENA Y T7IA T Fv—] &LT
BBEL 5 % Z & 2R ISR S 5 ¢ DT
b0, F—=3I7 47— 3 VIFEIHHIRR
EF7% (critical management studies) & %4

THWREMEZ R L T\ 5,
9. MADZERESEDIATRE

DEoimsHEs, Avea—-256%E
T BMZEDZE %, 2 DODRERREE LT
BT 5,

B—1L, DL RALDEANDRED Th
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%, (LA EDOWIFIIMEANL L DR % ]
HELTBD, F—287 =2V X, X
{LDEE, KIS &0 o 7o MR 7 g
TOHHIE K TH S (Cardador et al.,
2017) =374 5=V aunF—LsA
F IV h B DB ERIETH, D
B IR T 2 Dh, BB WOIEMEHAROFR
s T2t e 502, kGRS -
TR ZERINTH D 5035, FEIEMIZITA
fEfHCdb %,

B ORENBEE L, ey - filE
FISROBER B ER ENERETH A5, Wf
FRORFZEEDY v TNIZFKE DIV THD,
FM I b & A T 70 S Lo B O k7
HyHe i3 8 TR 5 i Ty (Koivisto and
Hamari, 2019), PBL fREDOME S KA L L
THETH Y, PEEREI®D 5B IRED LD
WONT — LT ¥ A Y EROMEHIAE L T
5Z M E N T3 (Deterding, 2015;
Mora et al., 2017) .

10. #&5R

Aif5EE, 3ODV Y —F -y T AF 3V
DX, REEHBICE TS5 -3 7 ¢4
F—va VROV ATV T4 v L a—
EAT o 72e T OFER, MUiXHK O A
SDT 7% & 3 & o fHikGm o B Em ek A 12 ff B
LTWBZ &, FENIZEOR RIS 2 IE
NS GEET S 2 &, 7 LT~ o ailikin
DG & DIEAHEORETH 5 Z & %W

S5MIU7, DhZEEE A, LTD3 D08
RAEVRT 5,

Bz, [Eraszk]l & [T528] O
MG REEDS B S N D725 5., X &30S
& 2 DEECR L ATEI RO — B U 2250
EOEL, F—3IT7 47—V a3 YHRERIINR
BRAAZ T HATEIERITIERE M 21 L A
Felzm Rt 2 Re 4 5, Z DT,
F=3IT7 47— a v OFEENNROIE ML
ICHEAET AMETH D, SHOMFRITITEIN
BOR % i@l § 2 3RO RIS R &
Thb,

%I, IR OIS E BT H
%, Morschheuser et al. (2019) 2SR~ L 7214
TIREET OB L, V) — & —FK— FRMEA
7 v F V7RO E T 5 % < ORI
FARAN 5 TE %285, FERENTIERE
IZBWT, BMFMTr—3I7 47— 3 VA
WDOMHVAARZWR S %) 2213, € OikEt
BEIRDPHREOMAEAE * 7 = 2 A 12D B HK
WEHERIETH D T L EERT B,

BT, MR S REROSE A LRSS
DEMTH S, LD, SDT HE I 27 aill
MmO HERANOREX, Y—3I 74 75—V 3
v OMERN RS T h 2HE(L T a v 2, WS
BIfRDER, Ml b & & oBM% R A
12K LT3, HIEHE, vy AXA4Fy
oM, AN A B8 L - MRk
UL D BEEHIZ B D 7252 R S R DFRRE T
b, r—=374 05—y a RIZESTR
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(BEXH)
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(Abstract)

This paper presents a systematic literature review of gamification research within the field
of organizational studies, elucidating its theoretical foundations, empirical outcomes, and
future challenges.

Although gamification is generally defined as the application of game design elements in
non-game contexts, scholars have pointed out the risk of an overreliance on superficial ele-
ments, such as points, badges, and leaderboards (PBL). Integrating gamification with
frameworks specific to organizational theory, such as institutional theory, sense-making theory
remains a significant challenge.

In organizational practice, evidence suggests that cooperative designs are more effective
than competitive mechanisms in enhancing the quality of contributions to foster knowledge
sharing and innovation. From a critical perspective, sociological concerns have emerged argu-
ing that gamification operates as a mechanism to obscure labor exploitation and serves as an

infrastructure for surveillance and algorithmic management within the platform economy.
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In conclusion, future research must expand from individual-level analyses to team- and
organizational-level perspectives. Furthermore, this paper advocates for the identification of
design conditions that reinforce sustained behavioral change, a greater emphasis on coopera-
tive designs conducive to organizational value creation, and the integration of gamification with

macro-level organizational theories.
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