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Common to the construction industry, distinct parties of different backgrounds 

and disciplines were assembled to complete a project. Despite being unfamiliar 

and sharing little in common except the project’s goal, this ad-hoc syndicate 

was expected to effectively communicate the expectation of the project’s 

stakeholders. While it was possible for project parties to get along and 

gradually form an effective relationship, contrasting interests and values were 

the norms, which resulted in conflicting attitudes and behaviour. Among the 

most critical constituents of a successful relationship, trust was identified as 

the fundamental building block to allay conflict or cushioning its impacts it. 

Through advancements in project management thinking in recent times were 

able to offer pragmatic solutions to relationship issues in construction, it 

appeared that digital transformation was not widely inculcated in the 

approaches. Against this backdrop, this paper aimed to gain insightful 

disclosure on digital development that promotes and accelerates trust-building 

in different contexts. This is methodically carried out by identifying and 

reviewing 100 pieces of relevant literature from the Scopus database, followed 

by deductive content analysis to observe the interplay between digital 

development and trust in a wider context. The analyses revealed two types of 

digital approaches having bright prospects for infusion in construction which 

are Gamification and Virtual Reality (VR). The outcome from this analysis 

provides the much-needed departing point for humanizing digital development 

in construction and signifies a paradigm shift in dealing with trust issues in 

construction. 

http://www.jistm.com/
https://creativecommons.org/licenses/by/4.0/?ref=chooser-v1


 

 

 
Volume 6 Issue 24 (December 2021) PP. 125-130 

  DOI: 10.35631/JISTM.624013 

Copyright © GLOBAL ACADEMIC EXCELLENCE (M) SDN BHD - All rights reserved 

126 

 

 

Keywords:  

 

Construction, Relationship, Trust, Gamification, VR  

 

 

 

Introduction 

The temporal nature of construction industry characterized by one-off project locations, one-

off project teams and one-off design solutions led to a very fragmented communication (Ali, 

2010). Besides, the existence of cultural differences and geographically constraints worsened 

the communication effectiveness, which in turn increased the degree of difficulty to reach a 

common ground. As a result, the decisions within the team are made on an ad-hoc basis rather 

than a consensus. Consequently, this triggered an adversarial relationship and poor trust among 

the construction parties (Matilda Bernehjält and Carlbom, 2020). To certain extent, establishing 

an adequate level of trust among the construction parties is still considered far reaching in the 

current project environment. 

 

While it is possible for project parties to get along and gradually form an effective relationship, 

contrasting interests and values are the norms, which results in conflicting attitudes and 

behaviour. Among the most critical constituents of a successful relationship, trust is identified 

as the fundamental building block to allay conflict or cushioning the impacts of it. Though 

advancements in project management thinking in recent times have been able to offer 

pragmatic solutions to relationship issues in construction, it appears that digital transformation 

is not widely inculcated in the approaches. Accordingly, this invokes a question of whether 

digital development can improve trust, taking heed from application in various other sectors 

and the prospects it can offer for construction. Against the backdrop, this paper aims to gain 

insightful disclosure on digital development that promotes and accelerates trust-building in 

different contexts.  

 

Methodology  

This study explored the literature to establish the extent from which a research needs could be 

conceptualized. It starts with a preliminary literature review to explore and identify the 

significance of the topic and the state of the art. Once the preliminary review is done, relevant 

articles, journals, and reports were gathered with the aim to gain insightful disclosure on digital 

development that promotes and accelerates trust-building in different contexts. This is 

methodically carried out by identifying and reviewing 100 pieces of relevant literature from 

the Scopus database, followed by deductive content analysis to observe the interplay between 

digital development and trust in a wider context. This paper reports the outcome from the 

systematic review carried out using the VOS viewer as the tool to establish the literature state 

of the art.  

 

Research Trend and Map 

Figure 1 shows the research trend map in the field of construction based on publication 

published in Scopus database. The figure is generated with the keywords related to 

“construction industry” and “trust”. Generally, the higher the frequency of keywords, the larger 

the size of node. In contrast, the lower the frequency of keywords, the smaller the node. It is 

note-worthy that ‘game’ does exist within the margin of construction research field. The small 

node transforms an information that the particular research field of ‘game’ is considered 
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immature when it comes to the context of construction industry. Hence, this necessitates studies 

to be conducted on that area.  

 

 

 

 
 

Figure 1: Research Trend Map  
Source: Vosviewer 

 

Results and Discussion 

In line with the Fourth Industrial Revolution (IR 4.0), the impact of digital revolution has 

opened a new paradigm for the various industries to ensure that technology and people are 

connected (Alaloul et al., 2020). Digital revolution led to a technological breakthrough which 

transformed the different existing fields in the direction of further digitally developed trades 

(Alaloul et al., 2018). Against this backdrop, technological advancement created the possibility 

to increase the utilization of digital approaches to promotes trust in the most varied 

environment and contexts and gamification was one of the examples. There appeared a fair 

amount of literature which cover on the digital approaches that promotes trust in different 

contexts. Table 1 shows other past researchers relevant to the topics and the aspects covered. 

 

Table 1: Past Studies On Digital Approaches That Promotes Trust 

Context Digital 

Approaches 

Finding Author  

Social Gamification Gamification proved to 

increase social 

engagement and creating 

cultural conditions which 

Coronado Escobar and 

Vasquez Urriago (2014); 

Gordan and Jessica (2014); 

Ramadan (2018); 
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impact positively on trust 

of citizens, society and 

community groups. 

Hassan and Hamari (2019); 

Bouchillon and Stewart 

(2020); 

Maltseva et al. (2019) 

Online Gamification Gamification has a 

significant positive 

impact on generating 

online trust  

David and Toke (2018); 

Fathian et al. (2019); 

Gunta et al. (2018) 

 

Fashion Virtual 

Reality  

(VR) 

VR technology can offer 

vivid interactions with 

product and people 

which will generate and 

improve customer’s trust  

Papadopoulou (2006); 

Xue et al. (2020) 

 

Marketing Gamification Gamified review systems 

have positive impacts in 

building trust with 

customers  

Shi et al. (2017); 

Marianna et al. (2019) 

 

Healthcare Gamification Gamification can 

promote engagement 

outcomes such as 

positive relationships and 

trust between physicians 

and patients  

Liu et al. (2020)  

Learning Gamification The results indicate that 

group members were 

more motivated to 

achieve the group’s goals 

and they tended to help 

and trust each other more 

in the gamified group  

Uz Bilgin and Gul (2019)  

Human 

Resource  

Management  

Gamification  

 

Gamified HRM system 

refers to the feedback 

received often create 

reciprocal behavior and 

foster trust which is one 

of the reciprocal benefits  

Silic et al. (2020)  

Source: As indicated 

 

Shown in Table 1, David and Toke (2018) reported that the use of game design elements such 

as points and badges on eBay’s website have a significant positive impact on generating online 

trust. To explain, sellers receive points and badges when the delivery was made on time and 

have a chance to collect points based on customers’ reviews. The points and badges obtained 

by the sellers can represent the degree of their benevolence, integrity and competence which 

reflect their trustworthiness as sellers. Other study by Xue et al. (2020) considered that Virtual 

Reality (VR) technology offered vivid interactions with product and people which  improved 

and enhanced consumers’ trust in fashion retail while a study by Marianna et al. (2019) pointed 

out that gamified review systems had positive impacts in building trust between the hosts and 

guests in marketing. Last but not least, from the healthcare perspective, Liu et al. (2020) 
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considered that the use of game design element such as badges can improve trust between 

physicians and patients. For instance, the number of badges granted to a physician could reflect 

his or her expertise and contribution in the past which provide a basis for assessing his or her 

trustworthiness in terms of reliability and competence. Therefore, based on the findings, it 

appears that technologies able to offer a pragmatic approach in improving trust. Gamification 

is seen having a great potential to be leveraged into construction. 

 

Conclusion 

Based on the previous research reviewed, both gamification and Virtual Reality (VR) have 

been found to be used as trust-building approaches. Mohd et al. (2018) highlighted that both 

approaches served to provide a near real experience in a virtual environment in which 

gamification is much more affordable than VR. Therefore, gamification possess higher 

potential to make its entry, setting as a new interactive and affordable approach, being expected 

to influence the trust level in current construction environment. 
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