
EVALUATING THE EFFECTIVENESS OF 

GAMIFICATION SUPPORTED BY AI AND ML 

TECHNOLOGIES IN EMPLOYEE TRAINING 

PROGRAMS OF THE IT SECTOR IN SRI LANKA 

 

 

Sandasika W.A.P 

 

229136N 

 

 

Degree of Master of Business Administration in Information Technology 

 

 

Department of Computer Science and Engineering 

 

University of Moratuwa 

Sri Lanka 

 

 

August 2024 



EVALUATING THE EFFECTIVENESS OF 

GAMIFICATION SUPPORTED BY AI AND ML 

TECHNOLOGIES IN EMPLOYEE TRAINING 

PROGRAMS OF THE IT SECTOR IN SRI LANKA 

 

 

Sandasika W.A.P 

 

229136N 

 

 

The dissertation was submitted to the Department of Computer Science and 

Engineering of the University of Moratuwa in partial fulfilment of the requirement for 

the Degree of Master of Business Administration in Information Technology. 

 

Department of Computer Science and Engineering 

 

University of Moratuwa 

Sri Lanka 

 

August 2024



i 
 

DECLARATION 

I declare that this is my own work and this thesis does not incorporate without 

acknowledgement any material previously submitted for a Degree or Diploma in any 

other University or institute of higher learning and to the best of my knowledge and 

belief it does not contain any material previously published or written by another 

person except where the acknowledgement is made in the text. 

Also, I hereby grant to University of Moratuwa the non-exclusive right to reproduce 

and distribute my thesis/dissertation, in whole or in part in print, electronic or other 

medium. I retain the right to use this content in whole or part in future works (such as 

articles or books). 

 

Candidate Name:                  Sandasika W.A.P 

Signature of the Candidate:  ………………………………. 

Date:              ………………………………. 

 

The above candidate has carried out research for the Masters thesis under my 

supervision. 

 

Supervisor Name:                  Dr. Sunimal Rathnayake 

Signature of the Supervisor: ………………………………..                                       

Date:                                              ……………………………….   

 

  

07-Aug-2024

12/08/2024



ii 
 

COPYRIGHT STATEMENT 

I hereby grant the University of Moratuwa the right to archive and to make available my thesis 

or dissertation in whole or part in the University Libraries in all forms of media, subject to the 

provisions of the current copyright act of Sri Lanka. I retain all proprietary rights, such as patent 

rights. I also retain the right to use in future works (such as articles or books) all or part of this 

thesis or dissertation. 

 

 

------------------------------- 

 

  

07-Aug-2024



iii 
 

ABSTRACT 

The employee training programs are being revolutionized, especially in the IT industry, by the 

incorporation of gamification supported by Artificial Intelligence (AI) and Machine Learning 

(ML) technology. This study aims to assess the effectiveness of these gamified training models 

in Sri Lanka’s IT industry. Leveraging the Technology Acceptance Model (TAM), the 

research investigates how subjective norm (SN), perceived usefulness (PU), and perceived 

ease of use (PEOU) impact behavioral intention (BI) to engage with gamified training 

programs. 

Quantitative analysis approach was adopted, beginning with a comprehensive literature review 

to identify key factors affecting employee engagement in gamified training. These factors 

include rewards and recognition, competition, autonomy, progress tracking, interactive 

content, real-time feedback, personalized learning paths, and social influences. Following this, 

empirical data were collected from a diverse sample of IT professionals in Sri Lanka through 

surveys. The hypotheses are tested using Pearson’s correlation and regression analyses 

techniques. 

According to the results, a significant positive relationship between independent variables 

(PU, PEOU & SN) and dependent variable (BI) is identified. Specifically, the analysis shows 

that perceived usefulness and ease of use significantly enhance behavioral intention to engage 

with gamified training programs. At the same time, social influence also plays a major role in 

shaping these intentions. The regression models explain a significant proportion of the 

variance in behavioral intention, confirming the applicability of TAM in this context. 

The study concludes that to optimize training effectiveness, organizations should focus on 

designing gamified training programs that are perceived as useful and easy to use and foster a 

supportive social environment. These insights are particularly relevant for the IT sector in Sri 

Lanka, providing a framework for implementing more engaging and effective training 

strategies. 

 

Keywords: Gamification, Artificial Intelligence, Machine Learning, Technology Acceptance 

Model, Employee Training 
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