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Abstract

Human resources are the most valuable asset any organization can have. In order for the
organization to accomplish its mission, human resources that are fully equipped with knowledge,
capabilities, skills, experiences and which have the motivation to demonstrate the organization’s
desired behavior is the key. The objective of this article is to present how “Gamification”, learning
innovation, can be applied to the business context to change behavior of employees to the desired
outcomes and strengthen their capabilities to work efficiently towards a company’s goal. In the midst

of today’s intense competition and ever-changing business environment along with the movement
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of Thailand’s economic structure towards innovation-driven economy (Thailand 4.0), human resource

management in business sector needs to adapt accordingly. Thus, corporate leaders should be

aware of the importance of modern human resource management theories and strategically design

initiatives which can motivate the personnel to work productively towards the organization’s goals.

Consequently, leaders can apply the concept of gamification as learning innovation for human resource

development in the organization. In addition, this article has gathered ideas about the key elements

of gamification, the application of gamification in human resource development, and examples of

organizations which have successfully applied the gamification theories for their human resource

development. This research enhances the understanding of gamification theory and acts as a guide

for the organizations” management and human resource departments to use as a basis for strategic

planning to improve the organization’s human resources.

Keywords: gamification, learning innovation, human resource development
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