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How can we create more pleasant and positive work N =89 (582, 31) .
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Which roles do gamification and flow experience
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optimally demanding [6]

contexts [1] * Flow Intensity

* Flow Frequency [9]
* Subj. performance
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* Growing trend [2]
but rarely used in .
manufacturing [3; 4]

Theoretical approach when
designing gamification [7]

Positive effects on well-
being and performance at
work [8]

e Suitable as training tool .
in assembly processes [5]
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No significant interaction between
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Higher during gamified than non-
gamified assembly, t(86) =-2.50,
p =.007 (one-tailed), d =-0.532.
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No significant interaction between
assembly run and group, F(2.89,
216.73) = 0.549, p = .642.
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Discussion and Conclusions
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