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› Innovation culture and its constitutive values are recognized as key to improve innovation 
capabilities, but they remain difficult to manage. 

› Novel facilitation methods need to work with values in a more profound and holistic way, 
providing a collaborative, experiential and practise-oriented mode of intervention. 

› Gamification is one particularly well-suited approach to address culture-related challenges to 
innovation and to facilitate values-based innovation.

› However, an overview of existing formats and proven methods, as well as design and 
implementation guidelines are missing.

“Culture eats strategy for breakfast”



1. What are the current needs of leading European firms for dealing with cultural challenges to 
innovation through the use of gamified methods?

2. What are the core insights and gaps in the academic literature on gamification to deal with 
culture-related innovation challenges and facilitate values-based innovation?

3. What are actionable guidelines for design and implementation of gamified methods for 
addressing culture-related innovation challenges and facilitating values-based innovation?

Research Questions



A. Exploratory needs analysis through 26 expert interviews with managers and innovation 
experts from six leading European firms that are industrial partners in the GAMIFY 
Knowledge Alliance (a Science Conglomerate, Telco, Metering, Insurance company, Airline 
and Bank). 33 experts and consultants from outside the consortium were interviewed. 

B. Twofold, systematic literature review: First, an initial set of 202 research papers sourced 
from SCI, SSCI and SHCI “ISI - Web of Knowledge” database on gamification and innovation 
(between 1900 and 2019),was narrowed down to 8 articles including the keywords “culture” 
OR “values” and addressing the concepts in a relevant context. Second, a review of ISPIM 
conference, symposium and innovation forum papers (between 2009 and 2019).

Research Approach



1. Cultural issues related to an ongoing organizational transformation (Metering, Telco)
2. Lack of customer centricity (e.g. overemphasis on technology) and/or difficulties in 

understanding customers’ needs (Metering, Insurance, Airline, Telco)
3. Innovation is hampered by companies’ industry-specific risk aversity (Insurance, Bank, Telco)
4. Lack of tolerance to failure (Science Conglomerate)
5. Lack of collaboration culture (e.g. silo thinking, impaired cross-functional collaboration) (Telco)
6. Innovation aversity in the mindset of employees (i.e. rejection, scepticism; Insurance, Airline)
Further challenges, not directly representing cultural issues were seen in pressure for short-term 
objectives and immediate profit, time and/or resource constraints, lack of coordination and 
systematic processes, and lack of alignment between innovation efforts & market needs

Industrial perceptions of cultural innovation challenges (A) 



› Promoting experimentation in a safe environment 
› Establishing a common ground of understanding
› Breaking down silos 
› Facilitating cross-functional collaboration
› Promoting personal relationships 

Industrial perceptions of future potentials for gamification (A)



› Dilemma games to sensitize for and to establish a shared understanding of organisational 
values (Breuer et al., 2019; Gudiksen & Sørensen, 2017).

› Gamified workshop facilitation methods that guide through the collaboration process and 
ensure that initial values-based framing (Breuer et al., 2019).

› Ideation games that promote collective creativity, collaboration, experimentation and risk taking 
(Patrício, 2016; Parjanen & Hyypiä, 2019).

› Gamified crowdsourcing platforms to enhance the engagement and motivation of employees 
and other stakeholders (Morschheuser et al, 2017; Roth et al., 2015; Zimmerling et al., 2019).

› Design games to facilitate dialogue between designers and other stakeholders (e.g. users) 
about product-related values (Bang, 2009).

› Agile retrospective games to improve a shared understanding of values and project-related 
objectives in small group development (Jovanović et al., 2016). 

Types of games addressing cultural challenges (B)



› Boundary conditions: Fit to company strategy, Sufficient support from middle and top 
management, Time and resource expenditures 

› Requirements constrain the design process: Providing clarity about purpose and real-world 
impact, Ensuring fit to employee target groups, Avoiding misleading incentives, Co-developing 
with employees to foster adoption; Ensuring professional moderation

› Trade-offs and considerations with respect to design elements or process: Adjusting task 
complexity, Careful use of competition, Leveraging intrinsic motivation, Using physical tools

Selected Design and Implementation Guidelines (A & B)



› Insights on gamification for dealing with challenges in later stages such as prototyping, 
evaluation and implementation (14 out of 17 articles focus on framing and ideation).

› Insights on the variability of how different game elements or combinations of game elements 
are perceived by different types of users, teams and organizational cultures.

› Methods and guidelines, how to facilitate “bottom-up” formulation and management of values 
based on values of employees and other stakeholders.

› Additional systematization and a conceptual framework, e.g. proceeding from recurring 
innovation challenges to gamified interaction formats and design patterns. 

› New games, organization- and situation-specific applications and comparative empirical 
research to better understand, design and utilize gamification to manage what we care about. 

Gaps from the literature and need for future research



Thank you for your attention! 

For further information please check:
https://www.gamify.site/ 
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