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PROJECT TITLE Gamify Growth and Governance in Analytics 

PROJECT TYPE Development and Experiment

DESCRIPTION Gamification for improvements of Processes, Documentation, Training and Behaviours which can lead towards 
development in the Talent Pipeline for the Department.

Analysts will be awarded badges for demonstrating positive skills and completing steps of the process.
Skills from the Talent Pipeline can be collected and added to the Agent's PDP, which can be used for promotion 
reviews.

Completion of tasks of a process to encourage engagement of specific tasks

Completion of Jira Tickets, Peer reviews

Challenges and Hackathons

Mentorship and Workshops

A summary is provided weekly/daily to drive ongoing engagement with the process.
Select a Sample of staff to trial the process. Hypothesis if successful using Regression Models and T tests

Project Proposal Summary
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AIM

Design, integrate and evaluate a challenge and leaderboard gamification framework to boost Analyst engagement, accelerate upskilling and improve measurable 
performance and promotion readiness across the Operations MI Team. 

SMART OBJECTIVES

Objective Specific Measurable Achievable Relevant Time-Bound

Weekly 
Challenge 
Participatio

n

Analysts to 
complete > 1 gamified 

challenge weekly

Track Completion percentage of 
Analysts completing targeted 

engagement

Historically 50-60% voluntary 
engagement, 80% is realistic with 

incentives. 

Drives Buy-in to new 
processes and 

boosts engagement

Achieve 80% 
weekly 

participation by 
Month 2 and 

sustain through 
Month 6

Jira Ticket 
Closure 

Rate

Increase average 
weekly ticket closures 

per analyst

Compare baseline (65 average/week) 
to pilot group average each week

15% uplift in ticket completion aligns 
with small workflow improvement per 

analyst

Improves process 
efficiency and 

validates 
gamification 

productivity gains.

Reach 15% 
increase (75) 

closures per Week 
by Month 6 End. 

Training 
Module 
Hours

Boost individual 
training completion 
hours in targeted 

domains

Log hours via Badge system, monitor 
total hours per analyst.

Raising from 7.5 hours to 12 hours in 
6 months requires less than 1 hour 

additional 

Supports upskilling 
and prepares 
analysts for 
promotion.

Ensure each 
analyst logs More 
than 12 hours by 

Month 6

Competenc
y Badge 

Attainment 

Analysts earn badges 
in: 

Documentation•
Coding•

Visualisation•
Project 

Management
•

Stakeholder 
Management

•

Count Percentage of Participants with 
all 5 Badges.

70% badge completion rate is 
achievable with monthly mini-

hackathons and peer workshops 
along with Learning and Development 
days provided for self-learning once a 

month. 

Validates skill 
development and 
feeds into PDP for 

Promotions and 
Promotion packs.

Achieve over 70% 
full badge 

attainment by the 
end of month 6. 

Promotion 
Readiness 

Score

Improve Analysts 
promotion rubric 
scores in PDPs 

Measure percentile score changes from 
baseline to Month 6 using the 

department rubric. 

A increase of 20% will align with 
typical PDP improvements under 

guided development

Directly links to 
gamification to 
tangible career 

progression

Attain an uplift in 
Score average by 

over 20% by Month 
6. 

Q1 - Aim and Objectives
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For this project, the research aims to evaluate a gamified challenge and leaderboard framework designed to improve analyst engagement and development. There are 
several research philosophies that can be considered when designing a study. 

Figure 1 – The Research Paradigms [1] 

Ontology refers to the nature of reality (What is considered real in the research context). Positivist ontologies treat reality as objective and external, while 
interpretivists view it as socially constructed [2]. Epistemology examines the process of acquiring and validating knowledge. Axiology deals with values in research, 

whether seeking value neutrality or acknowledging the influence of researcher values in shaping outcomes [3]. 

Pragmatism is a philosophical middle ground which prioritises the research question and its implications over adherence to a singular ontological or epistemological 
stance. Feilzer [4] and Gillespie[5] argue that mixed-methods research underpinned by pragmatism is ideal when exploring complex, real-world phenomena. 

Pragmatism allows the researcher to navigate this complexity by using “what works” as a criterion for selecting methods, rather than being bound by rigid 
philosophical traditions [6]. In software and data engineering contexts, pragmatism is the dominant paradigm because it allows researchers to blend subjective user 

insights with objective performance data, supporting a more comprehensive evaluation of innovation [7]. 

In the scope of this project:

Ontology: Would determine the study’s effectiveness as an objective fact or a subjective experience. 

Epistemology: Leans towards understanding if the knowledge sought is through measurable data or experiences/interpretations.

Axiology: Determines whether the research is approached as value-neutral or if the researcher’s intention to enhance engagement and development is openly 
acknowledged as influencing the study.

Pragmatism: Focuses on using combined methods to solve real-world problems, allowing for both data-driven and experience-based approaches to evaluate the 
efficacy.  

Given the nature of the research, which prioritises actionable insights and measurable outcomes, a pragmatic research philosophy is most suitable. The 
Pragmatism methodology is best suited for this project, as it aligns with the study's goals to quantitatively measure performance metrics for Performance 

Benchmarking and qualitatively understand analysts' experiences with gamification strategies.

Q2 - Research Philosophy
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VALIDITY[1]:

The Extent to which a concept, conclusion or measurement is well-founded. Within research, it measures whether a study or instrument measures what it claims to 
measure. 

Ensure the Awards/Badges and measures reflect skill development. e.g. participation in Peer reviews should assess Analytical thinking and report useability, 
not just likeability.

•

Use SMEs within the design process to ensure all relevant areas of growth are covered. •
Pilot the gamified system with a sample group and gather feedback to ensure the system accurately reflects real performance improvements. •

RELIABILITY [4]: 

The degree to which a measurement or procedure produces a consistent result throughout observation. 

Standardise evaluation forms for Peer Reviews and badge criteria to ensure consistency and reduce variation. •
Provide training for reviewers and mentors to score behaviours similarly. •
Re-administer specific training/tasks after a time period to measure if performance has remained consistent. •

GENERALISABILITY : 

The extent in which the findings from a study can be applied to wider settings, populations or times beyond those studied within the sample. 

Use a sample which represents different teams, experience levels and job roles to ensure the full function is represented. •
Consider cross-function testing between Operations MI and Customer Analytics to assess adaptability. •
Design gamified components which can work for large teams without diluting the meaning. •

ETHICAL CONSIDERATIONS:    

The moral principles and guidelines that should be followed within the study to ensure integrity, fairness and protection of the participants. 

Provide clear details of how data will be collected, used and analysed. •
Before tracking performance metrics or survey participation, obtain informed consent. •
Ensure Anonymity and confidentiality are maintained avoiding public ranking systems which may demotivate users. •
Ensure that gamification does not advantage specific groups to ensure fairness and inclusivity. •

Q1 - Validity, Reliability, Generalisability and Ethical Considerations
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Research Strategies / Data Collection Methods

A mixed methodology is proposed, starting with baseline assessments of analyst motivation, confidence levels and performance. Followed by a staged 
gamification rollout. During implementation, quantitative tracking is combined with iterative qualitative checkpoints to monitor behavioural changes, skill 
development and organisational outcomes. The process will be concluded with post-intervention evaluations of development pathways and governance 
processes. [2] [3] 

Qualitative Data: 

Focus Groups with SMEs to understand how Gamification impacts motivation and perceived fairness.-
1-2-1 interviews with participants on what is working for them, what isn’t, feedback on how gamification is impacting their learning, collab and job satisfaction. 
(Appendix 3)

-

Quantitative Data: 

Jira Ticket Completion Rates-
Peer review counts (if available) -
Badges awarded (and time spent) -
Attendance logs for workshops and mentorship. -
PDP creation vs Completion counts-

Mixed Methods: 

Pre-Implementation & Post-Implementation survey (Appendix 2) : 

Analyst rating confidence in subject areas (Quantitative - Likert scale). •
Team Manager rating Analyst's current performance in subject areas (Quantitative - Likert scale). •
Skills wanting to improve (Qualitative) •
Promotion scope. (Qualitative) •

-

Compare performance metrics from Jira (Quantitative) with insights about motivation (qualitative) -

Q2 - Research Strategies - Data collation
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Appendix 1.1 - Pilot Data Collection Design
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Appendix 1.2 - Pilot Data Collection Design
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Appendix 1.3 - Pilot Data Collection
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Below is a copy of a prototype survey which can be used pre- and post- implementation to collate data. 

The survey is created via MS Forms which permits the user to provide differing questions subject to the 
users answers. This form also records the date the form was completed so improvement in confidence can 
be measured should multiple forms be completed for one user. 

1 - 2 : Answered by All 
3 - 11: Branched to users who have selected Senior Analyst/Manager. (Survey ends at question 11) 
12 - 19: Branched to users who have selected Reporting Analyst. 

Appendix 2 - Pre-implementation Survey

   T3 - Research Strategies Page 14    



   T3 - Research Strategies Page 15    



   T3 - Research Strategies Page 16    



   T3 - Research Strategies Page 17    



   T3 - Research Strategies Page 18    



   T3 - Research Strategies Page 19    



   T3 - Research Strategies Page 20    



   T3 - Research Strategies Page 21    



   T3 - Research Strategies Page 22    



Values Manager Average Analyst Average Overall Average

Testing and Peer Reviewing 2.00 3.00 2.50

Data Analysis 3.63 2.17 2.63

Project Management 2.00 2.83 2.83

Python 2.50 3.00 2.92

Data Visualisation 3.50 2.67 3.08

Decision Making with Data 2.88 3.33 3.13

Data Storytelling 3.50 3.00 3.17

Business Partnership 3.00 3.67 3.42

SQL 4.38 2.83 3.46

LookML 3.50 3.50 3.67

Following completion of a brief analysis of the Pre-
Implementation surveys the Skills chosen for the limited 
trial are:

Testing and Peer Reviewing •
Data Analysis•
Project Management •
Python •
Data Visualisation•

Appendix 2.2 - Pre-implementation Survey Results
29 July 2025 09:10
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Employee Details:
Name: ____________________________________________•

Role/Position: ____________________________________•

Department/Team: _________________________________•

Date of Meeting: _________________________________•

Manager/Supervisor: ______________________________•

Questions: 

1. Daily Experience
How has your day-to-day approach to work changed since taking part of the gamification pilot? •

Which elements of gamification is standing out to you most? •

Are there any features you actively engage with? Any that you tend to ignore? •

Analysts notes:  

________________________________________________________________________________________________________
____________________________________________________________________________

Manager notes: 

________________________________________________________________________________________________________
___________________________________________________________________________

2. Motivation & Recognition
What motivates you to complete tasks or earn recognition in this system?•

Do you feel personally recognised for your efforts or could that be improved?•

Has the pilot made you feel more valued by your team? •

Analysts notes:  

________________________________________________________________________________________________________
____________________________________________________________________________

Manager notes: 

Appendix 3 - Analyst Interview Form
21 July 2025 12:51
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________________________________________________________________________________________________________
____________________________________________________________________________

3. Learning and Skill Development
Have you noticed improvement in any skills since participating in the pilot?•

Are there any new learning opportunities or challenges that you have discovered through this system? •

Which part of your professional development feels most supported by gamification? •

Analysts notes:  

________________________________________________________________________________________________________
____________________________________________________________________________

Manager notes: 

________________________________________________________________________________________________________
____________________________________________________________________________

4. Team Dynamics and Collaborations
Has gamification influenced collaboration across your team or department?•

Have you seen changes in peer support, mentoring or feedback interactions? •

Do you think the implementation has affected healthy competition or created fiction?•

Analysts notes:  

________________________________________________________________________________________________________
____________________________________________________________________________

Manager notes: 

________________________________________________________________________________________________________
____________________________________________________________________________

5. System Design and Clarity
Which features of the system are easy to understand?•

Are there parts of the system that you find unclear or overly complicated?•

What barriers do you see in the adoption of gamification across the department?•

Analysts notes:  

________________________________________________________________________________________________________
____________________________________________________________________________
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____________________________________________________________________________

Manager notes: 

________________________________________________________________________________________________________
____________________________________________________________________________

6. Impact and Recommendations
Overall, how has gamification impacted your job satisfaction and motivation?•

If you could change (add or remove) one element of the initiative what would it be and why?•

Analysts notes:  

________________________________________________________________________________________________________
____________________________________________________________________________

Manager notes: 

________________________________________________________________________________________________________
____________________________________________________________________________
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Quantitative Analysis

Within this project Quantitative analysis uses measurable values retrieved from operational and HR data including Jira ticket completion rates, workshop 
attendance records, badge distribution figures and PDP completion metrics. Descriptive Statistics can be used to provide a summary of changes in productivity 
and engagement comparing results from periods before and after implementation of gamification strategies. Trend analysis can monitor performance changes over 
time across recurring tasks. Inferential statistic methods like T-Tests and ANOVA can be used to explore relationships between variables such as mentorship 
activities and overall performance. 

Qualitative Analysis 

Qualitative analysis methods use the data obtained from interviews and focus groups. The use of thematic analysis, common patterns can be identified regarding 
motivation, perceptions of fairness, collaboration and usability. Content analysis can be applied to the open ended survey responses reviewing frequency and 
diversity of participant perceptions.  With framework analysis findings can be organised to address project goals such as skill development and team dynamics. 

By integrating these approaches the study achieves a well-rounded understanding of feasibility and impact following the introduction of gamification. The combined 
methodology explores quantifiable outcomes but also delves into nuanced perspectives of the studies participants providing robust evidence of the projects 
effectiveness. 

Q3 - Quantitative & Qualitative analysis
21 July 2025 11:06
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Artificial Intelligence •
E-tablets•
Air fryer•
Kindle Unlimited •
Smart Plugs•

My Remarkable Pro E-tablet has had the largest impact on my life. Before the tablet, I would carry numerous books with me, Notebooks for work, 
personal and university, along with the novel I would be reading. These notebooks and books have been combined into a lightweight tablet, which 
allows me more functionality. The tablet also provides a distraction-free space that other tablets, such as iPads, cannot provide. There are no 
notifications, no internet browser, just a simple design for focus and writing. 

Generative AI and Foundation Models

Within the insurance industry, generative AI offers opportunities in extracting structured data. From a 
data science viewpoint, these models will enhance automated feature engineering and code creation. 
Insights reporting will become more accessible to non-technical stakeholders. AI will change the way 

businesses such as Admiral interact with data, documentation and decision-making tools.

I felt encouraged to think creatively under the guidance of a previous manager 
who frequently engaged me in open, solution-focused discussions centred on 
enhancing procedures. 
A challenge arose when Personal Injury legislation changed, and we anticipated 
that solicitors' approach to claims would change. I proposed a straightforward 
MS Form where colleagues could record any trends and tactics they noticed, 
with the data being compiled into a centralised spreadsheet which our Fraud 
Department could review. The Suggestion was met with serious consideration 
and was implemented. 
The experience highlighted that creativity extends beyond fanciful concepts and 
is equally about recognising potential for improvements and receiving trust to 
implement them. In the data and analytical workspace, creativity is crucial for 
identifying significant patterns, creating streamlined processes and developing 
tools that address real-life challenges effectively. I anticipate that future roles 
will require creative thinking in designing insightful dashboards, optimising data 
acquisition techniques and facilitating teams comprehension through accessible 
and engaging presentations. 

Unit 1: Topic 1 
21 July 2025 13:39
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The last time I felt creative was when I redesigned my home office 
space with a Japanese-inspired theme focusing on Wabi-Sabi. 
Focusing on soft pink tones with minimal natural wood furniture 
to create a sense of warmth and balance.

The process was long, thorough and intentional. It made me feel 
confident in my creative instincts as I trusted my ideas. It also 
connected me to the space where I work and study, making me 
more focused and relaxed. 

Unit 1: Topic 2
21 July 2025 13:41
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Unit 1: Topic 3
21 July 2025 13:41
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Colleagues participating in a gamified analytics 
process will demonstrate a greater number of skills 
required for promotion than colleagues who have 
not. 

Participants in the gamification project will show a 
statistically significant increase in task completion 
rates. 

Unit 1: Topic 4
21 July 2025 13:41
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Qualitative Question:
Describe a time you helped 
someone find a book they 
didn’t know how to search 
for? 
Quantitative Question: On a 
scale of 1 to 5 how confident 
are you with using library 
classification systems to 
organise materials? 

Unit 2: Topic 1
21 July 2025 14:34
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Unit 2: Topic 2
21 July 2025 14:34
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Remarkable pro Tablet:
Substitutes a traditional notebook, combines e-ink display with 
stylus tech for handwriting feel. Adaption of the e-reader with a 
focus on productivity. Modifies the user interface by removing 
distractions. Put to another use by professionals for focus reading, 
annotating documents and also acts as a sketch pad. 
Loop Earplugs:
Substitutes - disposable foam earplugs, Combines - Noise filter with 
comfort. Adapts hearing protection for social use and sensory 
sensitivity. Modified materials by being hypoallergenic and 
reuseable. Put to another use by neurodivergent individuals and 
concertgoers. Eliminated stigma and discomfort of traditional 
earplugs. Repositioned as a lifestyle accessory rather than a safety 
tool. 
AR learning environments: 
Substitutes textbooks and whiteboard learning. Combines physical 
space with digital overlays, adapts entertainment AR for 
educational use. Modifies learning pace and allows real time 
interaction. Put to another use - Tooling can be used for medical 
training, museum education and field based learning. Eliminates 
reliance on imagination and reduces barriers to spatial and visual 
learners. Rearranges classroom settings to be exploratory and 
learner led. 

Unit 2: Topic 3
21 July 2025 14:34
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Unit 2: Topic 1
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Unit 3: Topic 1
21 July 2025 14:34
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Unit 3: Topic 2 
21 July 2025 14:34
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Unit 3: Topic 3
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Unit 3: Topic 4
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   Appendix Page 43    



Unit 4: Topic 1
21 July 2025 14:34
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Unit 4: Topic 2
21 July 2025 14:34
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Unit 4: Topic 3
21 July 2025 14:34
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Unit 4: Topic 4
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