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APPLICATION OF GAMIFICATION IN CSR ACTIVIES: A CASE STUDY OF GARBAGE BANK
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Abstract

Corporate Social Responsibility (CSR) is companies integrate social and environmental
concerns to gives benefit back to the community. The problem is that some of the CSR project
is a voluntary which is no reward. Such problem has decrease the retention of participants overtime
and impact on the sustainability of the project. Gamification is applied game mechanic to motivate
project participants by making them feel fun, interest, and pursue the goal. The experiment was
test with 2 high schools which has 100 of participants from each school. The first school operates
the project traditional way while the second school operates project through the application that
implement with Gamification. The result shows that the ratio of participants’ retention from the
second school is 79% which is greater that the first school 18% and the result from others

evaluation are better in every fields.
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