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APPLICATION OF THE GAMIFICATION PRINCIPLE 
AND ITS ROLE IN THE EFFECTIVENESS OF EDUCATION 

 

Abstract. The paper intends to focus on a vital topic of educa-
tional technology in the modern era, gamification, which refers to the 
idea of using and employing game elements in the process of tea-
ching and learning in more ease and effective way. Dividing the 
game into a group of elements and returning them to their original 
components makes it easier to employ these elements, each one by 
one, in the most appropriate place in the framework of the educa-
tional process in general, thus allowing specialists, teachers and re-
searchers to expand the scope of employing these elements in all 
topics and with all stages. In the past, educational games were used 
with specific classes, specific stages and specific topics, but after the 
emergence of gamification the overall concept has changed, the scien-
tific application process is not limited to specific topics or fields. In 
general, the aim of research is to build a scientific perception of how 
to use gamification in teaching. Search limits are based on the theo-
retical foundations of gamification and how to employ it in the teaching 
processes. 
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ПРИМЕНЕНИЕ ПРИНЦИПА ГЕЙМИФИКАЦИИ 
И ЕГО РОЛЬ В ЭФФЕКТИВНОСТИ ОБУЧЕНИЯ 

Аннотация. Представлена одна из актуальных технологий 
обучения – геймификация, сопряженная с идеей применения игро-
вых элементов в процессе преподавания и обучения. Описан про-
цесс разделения игры на группы элементов и возвращения к исход-
ным компонентам, что облегчает ее использование специалистами, 
преподавателями и исследователями в рамках образовательного 
процесса в целом. Отмечено, что в прошлом обучающие игры при-
менялись только на отдельных занятиях, при изучении отдельных 
тем, но с появлением геймификации их использование не ограничи-
вается только отдельными темами или областямии, определенные 
рамки существуют только на теоретическом уровне и в выборе меха-
низма геймификации в учебном процессе. 

Ключевые слова: геймификация, обучающие игры, элек-
тронная образовательная среда, мотивация, процесс обучения, 
стратегия, деятельность. 

 
The world today is witnessing a period of rapid technological deve-

lopment at all levels. Therefore, researchers in the field of education strive 
to keep pace with this development. As technology has been included in 
education significantly over recent years, the methods and strategies of 
teaching followed have been applied to suit the development of the times. 
The main purpose of education and learning is not to collect information 
and fill it in the mind of the recipient but quite the opposite, to develop the 
cognitive ability, improve ways of thinking and incorporate styles. Innova-
tions help learners to interact with their environment, discover the prob-
lems they face, solve them, and obtain a meaningful education. 

The Internet is considered one of the most important means of mo-
dern technology that has the greatest impact in many fields, including the 
field of education, as it helps spread education easily and made it available 
to any learner in any place and at any time. It also contributes to making 
learners an active and positive role in building and producing information 
after their role was limited in the past to the fact that they would only be 
receiving the information. 

The Internet provides an opportunity to organize training based on dis-
tance learning technologies. Now everyone understands that Internet has co-
lossal information capabilities and no less impressive services. But we must 
not forget that no matter what properties this or that means of teaching, the in-
formational-subject environment possesses, didactic tasks, the peculiarities of 
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the cognitive activity of students, conditioned by certain goals of education, 
are primary. The Internet with all its capabilities and resources is a means of 
realizing these goals and objectives. Therefore, first of all, it is necessary to 
decide for the solution of what didactic problems the resources and services 
provided by the worldwide network may be useful [11, с. 71]. 

In light of the spread of e-learning, many educational technological 
applications have appeared on the Internet. These applications vary from 
among the general, specialized, free and private payment. This type of 
educational environment forms an alternative to the traditional physical 
environment. It can be said that the capabilities of technology contribute to 
the development, management and evaluation of the learning process. 

In a time of rapid development, the methods and strategies of educa-
tion in the electronic environment have also evolved. Some have achieved 
remarkable success, even if the application is partial and implicit in the 
education curriculum. When we refer to these strategies, it is necessary to 
refer to gamification. 

The origins of non-gamification as a term in digital circles date back to 
2005, but the term was not widely adopted until the second half of 2010. It 
should be noted that the elements of game design have been used in contexts 
other than games to stimulate and increase user activity, maintain the speed 
of learning and gain momentum for learning under the name of “gamifica-
tion”. Its applications can be used in education, health, etc. Also, there are 
alternative reality games which take the essence of everyday life in depth, 
through which interaction with the real world takes place [6, p. 10]. 

In this context, S. Deterding and others [6, p. 9] believe that the gamifi-
cation strategy is based on using the technology of games and games thinking 
about applications other than playing with the aim of involving learners in the 
educational process, to continue playing and using the same elements in 
a non-game context, to influence behavior in different educational contexts. 

The use of gamification in education is somewhat new, and educa-
tional websites also benefit from the use of game elements in order to mo-
tivate their users and help them participate in a greater and successful way. 
Websites are able to maintain the spirit of racing for their users and 
strengthen communications between them by using gamification elements. 
The use of gamification applications, in general, stimulates and improves 
students’ commitment to their lesson activity and often gamification has 
a positive effect on the process of learning and success [4]. 
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It has been noticed a continuous increase in the number of users of 
social games in recent years, as many have shown their interest in measu-
ring the potential of innovative educational materials. Gamification can be 
described as a new concept that aims to use elements from video games in 
applications other than games as education is an area with high potential to 
apply this concept because it seeks to encourage the motivation and par-
ticipation of people [10, p. 348]. 

It can be said that the main idea of gamification is to use the motiva-
tional power of games for purposes appropriate to education. The goal here 
is not entertainment as in the original game but rather work to create an 
appropriate atmosphere of fun and education that contributes to education 
and increases the effectiveness of the larger group of learners. Gamifica-
tion has been implicitly included in the curriculum of schools to improve 
peace and interaction in the classroom. 

As the main goal of gamification is to increase the number of partici-
pants by using some game techniques such as leader boards and feedback, 
which makes learners feel more ownership as it gives learners better guidance 
and helps them achieve themselves in order to reach the desired learning [8]. 

Research in this area shows that people with high motivation are more 
successful in school, and get promotions in their jobs. Successes in running 
their businesses are more than those with low motivation, and those with high 
motivation tend to choose medium-difficulty and challenging missions. 

The low motivation of students towards learning is noticeable and 
seen as one of the things that are common in educational settings during 
many practices that come from students, such as being absent from school 
without a reason and lack of focus during learning, delays in doing home-
work, frequent complacency, and frustration at school. M. Cluck [3] states 
that studies have shown that motivation to learn is a widespread problem 
among schoolchildren. 

This behavior aroused the minds of the specialists to try to explain 
what made the games more exciting and interesting than learning and how 
it can be invested in the educational context. 

I. Glove [7] attempted to explain it by noting that most gamification 
activities involve three main parts: goal-focused activity, reward mecha-
nisms, and progress tracking. It is what it creates attraction, suspense, and in-
teraction. This reinforces, as M. Cluck [3] points out, the scientific studies 
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and emphasizes that focusing on changing teaching methods can improve 
student motivation and that the use of rewards such as grades, verbal praise, 
and tangible rewards may enhance a learner's natural curiosity. Therefore, 
the metaphor of game element in education will improve the educational 
process and make it more attractive and impact on students' learning. 

O. Dreon and D. Polly [5, p. 85] state that the implementation of gami-
fication in educational settings remains a relatively new practice, this educa-
tional output can be effective in teaching and creating enriching content and 
help with problem solving, invites collaboration and increases communica-
tion skills. It is reinforced by R. Jared and P. J. Rich [9, p. 318] who say that 
a large proportion (77.7 %) of participants in the organizational behavior 
course reported that, in general, the educational stimulus environment with 
the elements of gamification increased the perceived motivation. 

The importance of gamification lies in achieving the required educa-
tional goals. Because gamification conserves teamwork among students, helps 
them adhere to and discipline, gives more freedom and reduces boredom, 
leads to high results S. Carmichael [2] and makes the materials more enjoyable 
and the results are higher than the average comparing to traditional education. 

Gamification is a concept capable of increasing students' motivation 
towards learning and providing them with different and varied knowledge 
and skills to develop their thinking towards modern learning with new 
thinking. However, the meaning of gamification must be defined and it is 
necessary to evaluate games, identify their benefits and drawbacks, dis-
cover their applications, and build an understanding of the basis [1, p. 140]. 

Thus, one can use gamification in development of creative thinking skills 
because of its positive role in the education process and raising thinking skills. 

This method is in line with the psychological foundations of learners 
and their tendency to play and get bored quickly from long school tasks, as 
educational games lead to an increase of their motivation and interaction with 
the games, in addition to that to encourage students and attract their attention. 

Gamification strategy is suitable for the level of the learner and con-
tributes to the development of their creative thinking. 

This strategy contains many shapes, graphics and images that have 
a positive effect, and interactive audio and visual materials. 

Teaching using gamification has a clear effect on developing students' 
creative thinking skills, so design educational games and learning using 
gamification strategies may allow students to pass on educational experien-
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ces about the way of playing. Besides, gamification is a new method that dif-
fers from the prevailing methods of teaching, raised motivation. 

The student is about fluency in ideas, which led to the development 
of creative thinking for them and made them more capable to produce di-
verse, multiple and original ideas, taking into account several educational 
principles, namely, observance of capabilities and feedback, motivation, 
social dimension, transportation and evaluation, also includes important 
elements for refinement of student personality, which is the elements of 
gamification that include achievement, appointment, symbolic image, be-
havioral momentum, comfortable productivity, rewards, consecutive in-
formation theories, evaluation and feedback. 

Gamification is a guarantor to make students more flexible and fluent, 
as well as spreading the spirit of competition and participation among them, 
and pushing them towards teaching in a way that is all exciting, encouraging 
them to produce original and different ideas. It is also working to increase 
productivity of students and changing the direction of their thinking from the 
usual to new and varied patterns, without addition to provide students with an 
abundance of feedback, which contributes to improving their responses to the 
electronic educational games. Correcting students’ answers and providing 
them with an explanation is out of the ordinary, and clarifying the most impor-
tant points for them in time faster than other school activities. 

From the above, two things stand out. The first, the urgent need to 
search how to motivate students to learn, and the second, a rising trend – 
gamification – includes specific techniques that have motivated students in 
contexts other than direct education. Therefore, the problem how to use 
gamification elements to increase students' motivation to learn is a research 
gap. It needs research input and investigation. 

The aim of the research is to build a scientific perception of how to use 
gamification in teaching public education curricula in order to determine the most 
used ones to facilitate their employment and drop it in the educational context. 

Search limits are based on the theoretical foundations of gamification 
and how to employ it in the teaching processes, that suites with the educa-
tional levels with inclusion of gamification elements directly. 
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