REFERENCES

Alahdivéla, T. Oprescu, F., Jones, C. and Katsikitis, M. (2014). | PLAY AT WORK—ten principles for
transforming work processes through gamification. Frontiers in Psychology, 5.

Anderson, D. Huttenlocher, J. Kleinberg and J. Leskovec, (2013)"Steering user behavior with badges", In
Proceedings of the 22nd international conference on World Wide Web, Rio de Janeiro, Brazil, pp. 95- 106.

Baddoo, N.and Hall, T. (2002). Motivators of Software Process Improvement: an Analysis of Practitioners’
Views. Journal of Systems and Software 62, 85-96

Baddoo, N.and Hall, T. (2003). De-motivators for Software Process Improvement: an Analysis of
Practitioners’ Views. Journal of Systems and Software 66, 23-33

Baddoo, N.and Hall, T. (2004). Software Process Improvement Motivators: An Analysis using
Multidimensional Scaling. Empirical Software Engineering 7, 93-114

Baddoo, N.and Hall, T. Beecham, S.(2008). Motivation in Software Engineering: A Systematic literature
Review, Information and Software Technology, 860 - 878

Bao, C. and Nizam, I. (2015). THE IMPACT OF MOTIVATION ON EMPLOYEE PERFORMANCE IN
THE ELECTRONICS INDUSTRY IN CHINA. International Journal of Accounting and Business
Management. 3. P 29-45.

Basanth Kumar, K. (2013). A Method to Engage Employees Using Gamification in BPO Industry. Services
in Emerging Markets (ICSEM), 2012 Third International Conference

Beecham, S. (2007). Motivation in Software Engineering: A Systematic Literature Review.

Bhatnagar J. (2007). “Talent management strategy of employee engagement in Indian ITES employees: key
to retention”, Employee Relations Vol. 29 No. 6 , pp. 640-663

Bhattacharya S. (2005). “Challenges for Indian Companies in the Financial Services KPO Business”, Crisil
Young Thought Leader Series

Blohm, I and Leimeister, J. (2013). Gamification: Design of IT-Based Enhancing Services for Motivational
Support and Behavioral Change - Alexandria

Bogdan V (n.d.). Human aspects, gamification, and social media in collaborative software engineering
Changing Perspectives, (2013), Paris, France, pp. 763-772.

Cheong, C. Cheong, F and Filippou. J (2013)."Quick Quiz: A Gamified Approach for Enhancing Learning",
In Proceedings of Pacific Asia Conference on Information Systems, Jeju Island, Korea.

Daniel J. Dubois. (2013). Understanding gamification mechanisms for software development
Denny, P. (2013). “The Effect of Virtual Achievements on Student Engagement”, In Proceedings of CHI

Desai, M. Majumdar, B. and Prabhu, P, G. (2010). “A Study on employee engagement in two Indian
businesses”, Asian Journal Of Management Research

Deterding, S and Dixion, D. (2011). Gamification: Toward a Definition. In CHI *11 Gamification
Workshop. ACM

53



Dominguez, J. Saenz-de-Navarrete, L. de-Marcos, L. Fernandez-Sanz, C. Pagés, and J.-J. Martinez-Herraiz.
(2013). "Gamifying learning experiences: Practical implications and outcomes”, Computers & Education,
63, pp 380-392.

Dong, M. Dontcheva, D. Joseph, K. Karahalios, M.W. Newman, and M.S. Ackerman. (2012). “Discovery-
based games for learning software”, In Proceedings of the 2012 ACM annual conference on Human Factors
in Computing Systems, Austin, Texas, USA, ACM, pp. 2083-2086.

Downes-Le Guin T, Baker, R, Mechling, J, and Ruylea, E. (2012)."Myths and realities of respondent
engagement in online surveys", International Journal of Market Research, 54(5), 1-21.

Eickhoff, C.G. Harris, A.P. de Vries, and Srinivasan. P. (2012). “Quality through flow and immersion:
gamifying crowdsourced relevance assessments”, In Proceedings of the 35th international ACM SIGIR
conference on Research and development in information retrieval, Portland, Oregon, USA, ACM, pp. 871
880.

Elizabeth C. Metzger. (2016). Applied Gamification: Creating reward systems for organizational
professional development

Falcone, P. (2006). “Preserving restless top performers: keep your top performers engaged so they don’t
jump ship once job opportunities arise”, HR Magazine

Farzan, R and Brusilovsky, P. (2011). "Encouraging user participation in a course recommender system: An
impact on user behavior", Computers in Human Behavior, 27(1), pp. 276-284.

Farzan, R. DiMicco, J.M. Millen,D.R. Brownholtz, B. Geyer, W. and Dugan, C. (2008). “When the
experiment is over: Deploying an incentive system to all the users”, In Symposium on Persuasive
Technology.

Farzan, R. DiMicco, J.M. Millen,D.R. Brownholtz, B. Geyer, W. and Dugan, C. (2008). “Results from
deploying a participation incentive mechanism within the enterprise”, In Proceedings of the twenty-sixth
annual SIGCHI conference on Human factors in computing systems, Florence, Italy, ACM, pp. 563-572.

Fitz-Walter,Z. Tjondronegoro,D. and Wyeth, P. (2011). “Orientation passport: using gamification to engage
university students”, In Proceedings of the 23rd Australian Computer-Human Interaction Conference,
Canberra, Australia, ACM, pp. 122-125.

Flatla, D, R. Gutwin, C. Nacke, L,..Bateman, S. and Mandryk, R, L.. (2011). “Calibration games: making
calibration tasks enjoyable by adding motivating game elements”, In Proceedings of the 24th annual ACM
symposium on User interface software and technology, Santa Barbara, CA, USA, ACM, pp. 403-412.

Francga, C, Gouveia, T, Santos, P, Santana, C and Silva, F. (2011). Motivation in Software Engineering: A
Systematic review update: 15th EASE International Conference on Evaluation and Assessment in Software
Engineering

Goel D. and Thakur P. (2007). “India: An Attractive BPO Destination Marred By Alarming Attrition
Insights into the Causes, Impact and Mitigation Actions”, Global Service Delivery Advisory Services, TPI

Grant, S. and Betts, B. (2013). "Encouraging User Behaviour with Achievements: An Empirical Study”, In
Proceedings of the 10th Working Conference on Mining Software Repositories, San Francisco, CA, USA,
pp. 65-68.

Gustafsson A, and Bang, M. (2008). “Evaluation of a pervasive game for domestic energy engagement
among teenagers”, In Proceedings of the 2008 International Conference on Advances in Computer
Entertainment Technology, Yokohama, Japan, ACM, pp. 232-239.

Hakulinen, L. Auvinen, T. and Korhonen, A. (2013)."Empirical Study on the Effect of Achievement Badges
in TRAKLAZ Online Learning Environment", In Proceedings of Learning and Teaching in Computing and
Engineering (LaTiCE) conference, March 21-24, Macau, pp. 47-54.

54



Halan, S. Rossen, B. Cendan, J. and Lok, B. (2010). “High Score! -Motivation Strategies for User
Participation in Virtual Human Development”, In Proceedings of the international conference on Intelligent
Virtual Agents, Springer Berlin/Heidelberg, pp. 482-488.

Halloluwa, T., Dhaval V, Hakim Usoof, K. and Hewagamage. P. (2017). Gamification for development: a
case of collaborative learning in Sri Lankan primary schools — Springer.

Hamari, J and Koivisto, J. (2013). “Social motivations to use gamification: an empirical study of gamifying
exercise”, In Proceedings of the European Conference on Information Systems, Utrecht, The Netherlands.

Hamari, J. Koivisto, J. and Sarsa. H. (2014). “Does Gamification Work? -- A Literature Review of Empirical
Studies on Gamification” - IEEE Conference Publication.

Hamari,,J .(2013). “Transforming Homo Economicus into Homo Ludens: A Field Experiment on
Gamification in a Utilitarian Peer-To-Peer Trading Service”, Electronic Commerce Research and
Applications, pp. 236- 245.

Herranz , E. Colomo-Palacios, R. , Antonio de Amescua and Yilmaz, M .(n.d) Gamification as a Disruptive
Factor in Software Process Improvement Initiatives

Herranz, E. (2015). Gamiware: A Gamification Platform for Software Process Improvement

Horvat, R.B., Rozman, I. and Gyrks, J. (2000). Managing the complexity of SPI in small companies.
Software Process: Improvement and Practice 5, 45-54

Jayasinghe, U. and Dharmaratne, A. (2013) Game based learning vs. gamification from the higher education
students' perspective - 2013 IEEE International Conference on TALE

Jinadasa, L. & Wickramasinghe, V. (2005). IT Industry Labour Turnover: The Reality.
Jung, J, H. Schneider, C. and Valacich, J. (2010). “Enhancing the motivational affordance of information
systems: The effects of real-time performance feedback and goal setting in group collaboration

environments”, Management Science, 56(4), pp. 724-742.

Kaltio, T., and Kinnula, A. (2000). Deploying the defined SW process. Software Process: Improvement and
Practice 5, 65-83

Kamasheva. A, V. (2015). Usage of Gamification Theory for Increase Motivation of
Employees,Mediterranean Journal of Social Sciences.

Kanwar, Y. P. S., Singh, A. K. and Kodwani, A. D. (2009). “Work-life Balance and Burnout as Predictors of
Job Satisfaction in the IT-ITES Industry”, Vision: The Journal of Business Perspective 13(2), 1-12

Law, F,L., Kasirun, Z, M. ,and Gan, C, K.(2011). Gamification towards Sustainable Mobile Application. 5th
Malaysian Conference in Software Engineering (MySEC)

Li, W. Grossman, T. and Fitzmaurice, G.“GamiCAD. (2012). a gamified tutorial system for first time
autocad users”, In Proceedings of the 25th annual ACM symposium on User interface software and
technology, Cambridge, Massachusetts, USA, ACM, pp. 103-112.

Luthans, F., and Peterson, S. J. (n.d), “Employee engagement and manager self

Macey, W.H. and Schneider, B. (2008). “The Meaning of Employee Engagement, Industrial and
Organizational Psychology”, pp 330

Margaret-anne, S. Leif, S. Brendon, C. Alexy Z.and Fernando F, F. (2014). The (R) Evolution of social
media in software engineering.

55



Montola, M. Nummenmaa, T. Lucero, A. Boberg, M. and Korhonen, H. (2009). “Applying game
achievement systems to enhance user experience in a photo sharing service”, In Proceedings of the 13th
International MindTrek Conference: Everyday Life in the Ubiquitous Era, Tampere, Finland, ACM, pp. 94-
97.

Niazi, M., and Ali Babar, M. (2007). Motivators of Software Process Improvement: An Analysis of
Vietnamese Practitioners’ Views. In: Proceedings of EASE 11th International Conference on Evaluation and

Assessment in Software Engineering

Oscar, P, Garcia, F, Brisaboa,N and Piattini, M, (n.d).Gamification in software engineering — A systematic
mapping

Paula, B and Dragolea, L (2011). The Gamification as a tool to improve risk management in the enterprise.
Ratnayaka, M. (2012). Virtusa Official Blog, Enterprise Gamification: Engaging the Millennials
Ratnayake, M. (2015). Virtusa Official Blog, Why businesses should develop a robust gamification strategy

Richardson, I. and von Wangenheim, C.G. (2007). Guest Editors’ Introduction: Why are Small Software
Organizations Different? IEEE Software 24, 18-22

Ruginis, R. (2013). Gamification for productive interaction: Reading and working with the gamification
debate in education

Schacht, S. (2014) The Project World — Gamification in Project Knowledge Management
Schwartz, E. (2007). “Attrition on the Rise”, Infoworld,
Sebastian, D (2011). Gamification. using game-design elements in non-gaming contexts

SLASSCOM. (2016). Sri Lanka Advantage | SLASSCOM. Retrieved from https://slasscom.lk/sri-lanka-
advantage

Smith, L. and Baker, R(2011). "Getting a clue: creating student detectives and dragon slayers in your
library", Reference Services Review, 39(4), pp. 628-642.

Thom, J. Millen, D.R, and DiMicco, J. (2012). “Removing gamification from an enterprise SNS”, In
Proceedings of the ACM 2012 conference on Computer Supported Cooperative Work, Seattle, Washington,
USA, ACM, pp. 1067-1070.

Tommaso, D. S. Andrea, M. Michele, L. and Ebrisa, M. (2017). How to gamify software engineering - IEEE
Xplore Document

Unger, K (2013). Increasing Employee Productivity through Gamification and Blended Learning

Vargas-Enriquez, J. Garcia-Mundo, L. and Genero, M. (2015).” A Systematic Mapping Study on Gamified
Software Quality”

Verner, J, M. Babar, M, A. Cerpa, N. Hall, T. Beecham, S.(2014), Factors that motivate software
engineering teams: A four country empirical study,Journal of Systems and Software,Volume 92, pp 115-127

Witt, M. Scheiner, C. and Robra-Bissantz,S. (2011).“Gamification of Online Idea Competitions: Insights
from an Explorative Case”, INFORMATIK 2011 - Informatik schafft Communities 41. Jahrestagung der
Gesellschaft fur Informatik,, Berlin, Germany.

Yilmaz, Murat and O'Connor and Rory (2016). A Scrumban integrated gamification approach to guide
software process improvement: a Turkish case study

56



