
Copyright © 2025, IGI Global. Copying or distributing in print or electronic forms without written permission of IGI Global is prohibited.

101

Chapter 4
Promoting Inclusivity:

Corporate Social Responsibility 
in Game-​Based Learning and 

Professional Employment

Vaishali Deepak Sahoo
 https://​orcid​.org/​0009​-​​0001​-​​8118​-​​2509

Vishwakarma University, India

Deepak Ranjan Sahoo
 https://​orcid​.org/​0000​-​​0003​-​​4013​-​​2422

MIT Arts, Design, and Technology University, India

ABSTRACT

Corporate social responsibility (CSR) initiatives have expanded to encompass a 
wide array of endeavors aimed at fostering inclusivity across society. This chapter 
delves into the role of CSR in promoting inclusivity within the realms of game-​based 
learning and professional employment. Through an examination of existing literature 
and case studies, this chapter underscores the significance of CSR endeavors in 
fostering a more inclusive environment for diverse populations, including individ-
uals with disabilities, minorities, and marginalized groups. Game-​based learning 
and professional employment stand out as domains with profound implications for 
social and economic impact. This thematic analysis explores the intersection of these 
two areas and their contributions to broader social and economic outcomes. By 
integrating methods of game-​based learning with inclusive employment practices, 
businesses can play a pivotal role in advancing social equity while simultaneously 
enhancing organizational performance and fostering innovation.
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1. INTRODUCTION

Corporate Social Responsibility (CSR) has become an integral aspect of modern 
business practices, with companies increasingly recognizing their role in contrib-
uting to social and environmental sustainability. In recent years, the focus of CSR 
has expanded to include efforts aimed at promoting inclusivity and diversity within 
the workforce and beyond. This chapter explores how CSR initiatives can support 
inclusivity in two interconnected domains: game-​based learning and professional 
employment.

Game-​based learning has emerged as a promising approach to education and 
training, leveraging the engaging and interactive nature of games to enhance learn-
ing outcomes. Similarly, fostering inclusivity in professional employment involves 
creating opportunities for individuals from diverse backgrounds to thrive in the 
workplace(ECGBL 201711th European Conference on Game-​Based Learning, 
2017). By examining the intersection of CSR, game-​based learning, and professional 
employment, this chapter aims to provide insights into how businesses can drive 
positive social change while also benefiting their bottom line.

Research indicates that game-​based learning bolsters engagement, critical thinking, 
and problem-​solving, creating interactive learning spaces. It is linked to lowered 
training expenses and better information retention. Thematic analysis highlights 
its positive impact on job readiness and performance, suggesting transformative 
implications for workforce development and education strategies. The literature 
work broadly categorized on the below aspects:

• 	 Corporate Social Responsibility: Corporate Social Responsibility (CSR) 
refers to the voluntary actions that businesses take to address social, envi-
ronmental, and ethical concerns in their operations and interactions with 
stakeholders. CSR initiatives can take various forms, including philanthropy, 
environmental sustainability efforts, ethical sourcing practices, and diversity 
and inclusion initiatives(What We Know and Don’t Know About Corporate 
Social Responsibility: A Review and Research Agenda -​ Herman Aguinis, 
Ante Glavas, 2012, n.d.). By integrating CSR into their business strategies, 
companies can enhance their reputation, build trust with stakeholders, and 
contribute to positive social impact.\

• 	 Inclusivity in Professional Employment: Creating an inclusive workplace 
involves fostering a culture where individuals from diverse backgrounds feel 
valued, respected, and empowered to contribute their unique perspectives as 
mentioned by the (Arnab & Clarke, 2017) and talents. Inclusive employment 
practices encompass recruitment and hiring strategies, employee training and 
development programs, and organizational policies that promote diversity 
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