Abstract

The objective of this dissertation is to identify the role of gamification in motivating Polish
Generation Z to perform problem-solving tasks, which are simple and common processes in
organizations. Gen Zers were chosen to test gamification as a motivating tool due to their
immersion in games on their smartphones, which makes games commonplace to them. In

Generation Z, the ‘novelty effect’ of playing a game is weaker than in older people.

Results of an experiment (N=216) and an extended case study (N=858) indicate that
gamification impacts Polish Generation Z’ performance of problem-solving tasks. The
experimental group achieved better results in the search for information, idea generation and
solution design processes. However, their opinions on competition and online communication
tools are divided, which suggests that gamification schemes should offer a variety of incentives

for each participant to customize their experience.

The theoretical contribution of the research is rediscovery of extrinsic incentives, which play a
dominant role in the Discovery phase of playing a game by Polish Generation Z. Although
modern theories of motivation, e.g. SDT, Four-Drive Theory or Motivation 3.0, highlight the
role of intrinsic motivation, this dissertation proves that extrinsic motivation should not be

considered as inferior.

The first practical contribution is determining how effective and useful gamification is in
motivating schemes. Young people’s performance of problem-solving tasks indicates that
gamification, in spite of its drawbacks, enhances everyday simple knowledge-based processes.
Therefore, it can serve as a motivating tool to engage all generations of staff provided it is used

with reference to optional tasks.

The second practical contribution of this research is creating the rules for effective gamification
design. Managers can learn to create gamification projects that will make employees enjoy work

in their organizations.

This research has universal significance by investigating execution of assignments that could
appear in any organization. Thanks to analyzing a common, non-job-specific, knowledge-based
process of problem-solving, it supplies conclusions applicable in any business sector on any job

position.
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