
НАУКОВІ ЗАПИСКИ Серія: Педагогічні науки Випуск 174 
 

 

166

2.  Lypetskyi, O. P. (2010). Osoblyvosti 
formuvannia piznavalnoi samostiinosti pidlitkiv u 
protsesi doslidnytskoi diialnosti. [Features of formation 
of cognitive independence of teenagers in the process of 
research activity]. Kyiv. 

3.  Onoyko, Yu. Yu. (2011). Osoblyvosti 
orhanizatsii naukovo-doslidnoi roboty z heohrafii sered 
uchniv starshoi shkoly (na prykladi Maloi akademii 
nauk uchnivskoi molodi. [Features of the organization 
of research work on geography among high school 
students (for example, the Young Academy of Sciences 
students)]. Kirovograd. 

4.  Onoyko, Yu. Yu. (2012). Metodychni aspekty 
rozvytku tvorchoi osobystosti uchnia v ramkakh roboty 
sektsii heohrafii Maloi akademii nauk. [Methodical 
aspects of the development of a student's creative 
personality within the framework of the section of the 
geography of the Small Academy of Sciences]. 
Kirovograd. 

 
ВІДОМОСТІ ПРО АВТОРІВ 

ОНОЙКО Юрій Юрійович – кандидат 
географічних наук, доцент, доцент кафедри 
географії та геоекології Центральноукраїнського 
державного педагогічного університету імені 
Володимира Винниченка. 

Наукові інтереси: методичні аспекти 
організації наукової творчості з географії серед 

школярів. 
МОВЧАН Сергій Васильович – викладач 

кафедри географії та геоекології 
Центральноукраїнського державного педагогічного 
університету імені Володимира Винниченка. 

Наукові інтереси: формування екологічного 
світогляду учнів, використання геоінформаційних 
технологій у навчанні. 

 
INFORMATION ABOUT THE AUTHOR 

ONOYKO Yuriy Yuriyovych – Candidate of 
Geographical Sciences, Associate Professor, Aassociate 
Professor of the Department of Geography and 
Geoecology of Volodymyr Vynnychenko 
Centralukrainian State Pedagogical University. 

Circle of scientific interests: methodical aspects 
of organization of scientific work in geography among 
the schoolchildren. 

MOVCHAN Sergiy Vasylyovych – Teacher of 
the Department of Geography and Geoecology of 
Volodymyr Vynnychenko Centralukrainian State 
Pedagogical University. 

Circle of scientific interests: the formation of 
ecological interests in students, using of GIS-
technology in training.  

 
   Стаття надійшла до редакції 17. 02. 2019 р.  

           Рецензент – д.п.н. професор Калініченко Н. А.  

 
 
 

UDС  378: 371.            PETRENKO Viktoriia Oleksandrivna –  
Candidate of Pedagogical Sciences, Associate Professor 

Department of Pedagogy, Foreign Philology and Translation 
Simon Kuznets Kharkiv National University of Economics 

https://orcid.org/0000-0001-7209-5107 
e-mail: viktoria.petrenko@gmail.com 

BUTKOVSKA Natalia Oleksandrivna –  
Senior Lecturer Department of Pedagogy, Foreign Philology and Translation 

Simon Kuznets Kharkiv National University of Economics 
https://orcid.org/0000-0001-8834-3574 

e-mail: nbutkovska@gmail.com 
 

THE ROLE OF GAMIFICATION IN STUDENTS’ ENGAGEMENT  
IN THE CONTEXT OF HIGHER EDUCATION 

 
 

Formulation and justification of the 
relevance of the problem. Today’s students of 
higher education grew up with digital technologies 
and live in the technological environment. They 
are the Digital Generation (D-Generation) who 
has developed the inductive learning style and 
tends to be knowledge makers. Thus, teachers are 
facing new challenges and have to solve important 
issues related to the adaptation of the learning 
process towards students’ needs, preferences and 
requirements. Teachers have to use different 
teaching methods and approaches that allow 
students to be active participants with strong 
motivation and engagement to their own learning. 

Modern pedagogical paradigms and trends in 
education, reinforced by the use of ICT 
(information and communication technology), 
create prerequisites for use of new approaches and 
techniques in order to implement active learning. 
Gamification in education is one of these 
techniques used to effectively improve the 
existing teaching-learning process and to engage 
students in it.  

Аnalysis of recent research and 
publications. In the field of education, the 
concept of gamification has been a topic of 
intensive study over the past decade. Dodero et al. 
state that in its most common acceptation, 
gamification uses game-based elements, 
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mechanics, aesthetics and game thinking in a non-
game context in order to engage people in a non-
game activity to motivate action, promote 
learning, and solve problems [4, 6]. As Kapp 
argues «an explicit goal of gamification is to gain 
a person’s attention and to involve him or her in 
the process you have created. Engagement of an 
individual is a primary focus of gamification» [9]. 
Among other authors who worked in this area are 
Deterding, Dixon, Khaled, Nacke, Veltsos, 
Kiryakova, Stott, Neustaedter, Seaborn, Fels and 
others. The majority of researchers emphasize the 
advantages of gamification in the teaching-
learning process as it improves the existing 
tutorial system and develops the student’s learning 
autonomy [10]. 

The purpose of the article is to study and 
present the nature and benefits of gamification as 
a modern pedagogical technique to engage 
students in the teaching-learning process. 

The main material of the study. The 
definition of the notion engagement is rather 
multidimensional and controversial as the notion 
can be applied in the wide range of contexts. 
Researchers state that student engagement is 
crucial for learning and can be achieved for all 
learners. In this article, we limit our context to 
teacher-student(s) or student(s)-student(s) 
interactions in the classroom of higher education 
via the computer-mediated mode. Philp et al. 
assert that engagement is a state of heightened 
attention, comprehension and involvement [13]. 
The notion engagement is recognized through the 
interdependence of cognitive, emotional, 
behavioral or social dimensions [13]. Cognitive 
dimension is characterized by sustained attention, 
constructive thinking, concentration on the task 
fulfilment, cognitively focused participation in the 
learning process as students attempt to reach the 
highest level of comprehension on a specific area 
of study. The indicators of positively engaged 
students are students’ positive reactions 
(enthusiasm, interest, and enjoyment) while 
performing the in-class activities. Students’ 
emotional disengagement involves boredom, 
anxiety, frustration, reluctance to participate in the 
interaction. Behavioral or social dimension is 
characterized by students’ willingness to be 
involved in curricular and extracurricular 
activities, affiliation to teachers and peers [13].  

Da Rocha Seixas et al. point out the 
following students’ engagement indicators that 
can be observed in numerous studies of scholars 
and give the general idea of the notion «student’s 
engagement»: autonomy (the ability to study at 
home independently and to make decisions 
without the teacher’s intervention); performance 
of in-classroom activities; the student’s friendly 
interactions with groupmates and teachers; timely 
delivery of the activities; participation in in-class 
discussions or explanations of the subject; the 

student’s collaboration with groupmates, even if it 
is not teamwork; high initiative while cooperating 
with groupmates during teamwork; demonstration 
of intellectual curiosity by questioning the teacher 
about the studied subjects; organization of the 
environment (student maintains the classroom 
always clean and organized); enjoyment and 
satisfaction (the student performs the activities 
because he/she considers them fun to do) [3]. 

Researchers argue gamification in education 
can be identified by four essential features: 

1. Freedom to Fail. Game design often gives 
students multiple attempts to restart a game at the 
most recent «checkpoint» if they were 
unsuccessful in completion of the task. It shifts the 
focus from the final results to the process of 
learning and provides students’ with on-going 
self-assessment. Students are more aware of the 
consequences of their bad-reasoned solutions and 
tend to explore content more thoroughly and 
produce more creative decisions.  

2. Rapid Feedback. Rapid feedback is crucial 
in the learning process as it helps the student’s 
achievement of the task. Students are promptly 
apprised of their progress in the game with 
information about points, lives, and levels. Thus, 
students apply new skills and retain knowledge to 
accomplish a purpose and produce the intended 
results. The teacher’s response to the student’s 
progress in the game activity is also of decisive 
importance with respect to the expected learner’s 
outcome. Teachers monitor students’ progress and 
accommodate students with prior experience 
giving them advice, assigning students to adequate 
tasks or offering multiple ways to reach the goal. 

3. Progression. Progression of students is 
linked to scaffolded instruction, the game 
dynamics of «the interest curve», «just in time 
teaching». 

Scaffolded instruction is based on 
L. Vygotsky’s theory of child’s «zone of proximal 
development» – the area between what the child 
can accomplish without the assistance of the adult 
and the level the same child can achieve having 
been aided [20]. 

In modern pedagogy scaffolded instruction is 
also applied to gamification. Students as players 
move from the simplest level (the one where the 
teacher is responsible for the student’s 
performance) to the most complicated level (the 
one where the student assumes the most of 
responsibility for achievement and become an 
independent doer). 

Beed at al. consider five steps of scaffolding, 
such as [1]:  

1. Teacher modeling. The teacher performs 
the task explaining to the student how to 
accomplish it. 

2. Inviting students’ performance. The 
teacher «frames» the future activity of the student 
that means the teacher models the student’s 
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performance of the task, gives him/her a strategy 
to do it and provides the student support. 

3. Cueing specific elements. The student 
performs the task guided by the teacher’s 
instructions who is identifying the key elements of 
the strategy. 

4. Cueing specific strategies. The teacher 
names the strategy of performance and the student 
fulfils the task alone. 

5. Providing general cues. The teacher 
encourages the student to perform the task with a 
request.  

«Just in time» teaching equips students with 
the necessary knowledge to succeed in the game. 
«Just in time» teaching is a modern pedagogical 
strategy based on the Web pre-instruction 
assignments, student(s)-student(s) and teacher-
student(s) interactions. To meet the requirements 
of the students and prepare them better for in-class 
interaction and the dynamics of the game, the 
teacher sends students the Web assignments and 
then collects students’ responses prior to a lesson. 
As Novak states, «…their responses form the 
foundation on which they eventually build a more 
complete understanding, possibly approaching 
that of an expert on the subject» [12, p. 64]. «Just 
in time» teaching occurs in a classroom and 
benefits all parties, students and teachers. The 
strategy facilitates students’ engagement in the 
game and their reflection on the learning process 
as they synthesize and apply prior and new 
knowledge. Teachers improve students’ 
performance by correcting their mistakes, 
modelling how to learn from mistakes, 
commenting students’ on-going progress, 
fostering cooperation and collaboration between 
students and teachers. 

«The interest curve» demonstrates students’ 
attention to the game (the high and low points) 
and prompts the teacher how to sequence the 
events to retain students’ engagement and hold 
their attention. 

4. Storytelling and narrative. Games use 
narrative to provide students with experimental 
knowledge that involves problem-oriented 
experiences [2]. Students are engaged in the 
imaginary world that can closely mirror their 
future professional activity ranging from case 
studies to simulations and presents students with 
problems to solve rather than lists of facts.  

According to Robson et al., in order to create 
engaging experiences through game features on 
educational context, it is necessary to consider 
three gamification principles of the game 
functioning: game mechanics, game dynamics, 
and aesthetics.  

In game design, «aesthetics» describes the 
desirable emotional responses (e.g., fantasy, 
submission, fellowship, discovery) evoked in 
players when they interact with the game. Game 
dynamics or game flow helps players to distract 

from their routine life and problems as 
participants concentrate on their progress from 
one game mission to the next one(s) and they can 
lose their self-consciousness, stop worrying about 
other things, feel enjoyment and happiness. Thus, 
gamification provides positive experiences for 
engagement and enjoyment. 

Game mechanics is the relationship between 
different game-based elements that makes any 
game engaging [3].  

Scholars indicate that the most common 
game based elements are the following [3, 9, 10]: 
abstraction of concepts and reality that reduces the 
time to grasp the concepts as extraneous factors 
are removed; points, scores that are used to 
encourage competition and track individual 
progress; levels that demonstrate the player’s 
status; reward structure that comprises challenges, 
trophies, badges/medals, and accomplishments 
that represent the player’s achieved goals and a 
rewarding system of the game; virtual goods that 
are one of the incentives that the player can use to 
increase his/her status and prestige and to create 
his/her your own identity; classification table, 
ranking, score table that present and rank the 
player’s progress and can increase completion 
among players; self-expression required by some 
people to express personality; conflict, 
competition, cooperation are linked to the player’s 
(dis)satisfaction; instant feedback that builds 
engagement and designed to evoke the correct 
thoughts, behavior, actions.  

There are a variety of ways to introduce 
gamification in higher education to make learning 
more engaging: the game-based rewarding system, 
video games integration in the class curriculum; 
competition, and other pedagogical techniques, 
such as leveling up [5, 11]. 

The game-based rewarding system. For each 
assignment completed, students are awarded with 
points and badges or grades to track progress and 
encourage perseverance. Students’ letter grades 
are determined by the amount of points they 
accumulated at the end of the course, in other 
words, by how much they have accomplished. It is 
also necessary to implement a class-wide rewards 
system; encourage a spirit of familiarity and trust 
between students by setting up a rewards system 
where students achieve something as a team. That 
way, students are working to master the material 
together instead of competing, and the highest-
achieving students will help those around them.  

Educational video games integration in the 
class curriculum. Video games fulfill the 
following students’ needs: the need to be a 
decision-maker, the need for competency and the 
need for relationships. Many video games are 
focused on the concept of teamwork and 
cooperation that develops a student’s social 
responsibility as he/she does not want to let the 
team members down. Games also allow the 
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curiosity and the learning to continue after classes. 
Students are given a sense of action in games, they 
control the choices they make, and the more 
actions students have, the better students do. 
Immediate feedback and small rewards are 
external motivators. 

Competition. Everyone wants to see his or 
her name on the leader board. It made students 
demonstrate their understanding of a problem and 
demonstrate their knowledge of the material and 
participate without having to raise their hands.  

In classroom leveling up students slowly 
build their intellectual strength. In a game, they 
level up. It’s a clear promotion, and the 
recognition they receive for achieving the next 
level which is extremely rewarding. In most 
games, higher levels are reached by 
accomplishing tasks that reward a player with 
experience points. 

There are many tools for gamification. Some 
of them are web-based (e.g., cloud services) and 
do not require installation of special software and 
allow access at any time and from any location. 
Among the most popular gamification tools are: 
Socrative, Kahoot!, FlipQuiz, Duolingo, Ribbon 
Hero, ClassDojo and Goalbook. BadgeOS™ and 
its add-on BadgeStack, a free plugin to WordPress 
that automatically creates different achievement 
types and pages needed to set up badging system. 
Mozilla Open Badges Project is a project which 
goal is to enable the identification and recognition 
of acquired knowledge and skills of students 
outside the classroom – results of informal 
learning. Via Mozilla's Open Badges project 
anyone can issue wins and display badges through 
shared technical infrastructure (Mozilla Open 
Badges). 

Moodle is one of the most popular learning 
platforms that allow teachers to manage online 
learning. Moodle is among those LMS which 
develop and offer features aiming to facilitate 
gamification of the learning process. Some of 
Moodle gamification capabilities are: user’s 
picture/avatar; visibility of the students’ progress; 
display of quiz results; levels, feedback, badges 
and leader board. There are different ways to 
implement gamification in Moodle. The system 
features – automatic data processing and tracking 
of students’ progress along with completion 
tracking and conditional activities are the base for 
gamifying it [8]. 

However, gamification has received its fair 
share of criticism. The opponents of gamification 
in education argue that students should be 
engaged in the teaching-learning process by self-
motivation, not by some external tool. It is also 
mentioned that games stir a little competition 
among students or that students focus more on the 
game rather than the course matter [7]. These 
criticisms have merit. There are a lot of 
gamification efforts leading to those outcomes. 

However, those games are believed to be badly 
designed, not because gamification or using 
games in education is inherently a bad practice. 

Conclusions and prospects for further 
researches of directions. Gamification is one of 
the most effective pedagogical techniques that can 
be implemented in the teaching-learning process 
as it enhances students’ engagement and makes 
positive changes in students’ behavior and attitude 
towards learning. The results of the change have 
bilateral nature – they can affect positively 
students’ learning outcomes and create conditions 
for an effective learning process.  

Further research is aimed at the study of the 
effectiveness of using gamification for the foreign 
language learning.  

 
REFERENCES 

1.  Beed, P. L., Hawkins, E. M., & Roller, C. M. 
(1991). Moving learners toward independence: The 
power of scaffolded instruction. The Reading 
Teacher, 44(9), 648. Retrieved from http://proxy.uba.uv
a.nl:2048/docview/203265121?accountid=14615 

2.  Carly A. Kocurek. (2018). Walter Benjamin on 
the Video Screen: 
Storytelling and Game Narratives. Arts, 7(4), 69. https://
doi.org/10.3390/arts7040069 

3.  da Rocha Seixas, L., Gomes, A. S., & de Melo 
Filho, I. J. (2016). Effectiveness of gamification in the 
engagement of students. Computers in Human 
Behavior, 58, 48–63. 
https://doi.org/10.1016/j.chb.2015.11.021 

4.  Dodero, G., Gennari, R., Melonio, A., & 
Torello, S. (2008, January 1). Gamified co-design with 
cooperative learning. Retrieved January 11, 2019, 
from http://www.academia.edu/17927870/Gamified_co-
design_with_cooperative_learning  

5.  Gamification in Education: 4 Ways To Bring 
Games To Your Classroom. (2018, December 18). 
Retrieved January 10, 2019, from 
https://tophat.com/blog/gamification-education-class/ 

6.  Gamification: Toward a Definition. (n.d.). 
Retrieved from http://gamification-research.org/wp-
content/uploads/2011/04/02-Deterding-Khaled-Nacke-
Dixon.pdf 

7.  Hsin, W., & Huang, Y. (2013). Gamification of 
Education. Retrieved 
from https://inside.rotman.utoronto.ca/behaviouralecon
omicsinaction/files/2013/09/GuideGamificationEducati
onDec2013.pdf 

8.  Installing plugins - MoodleDocs. (2015, 
January 1). Retrieved February 21, 2018, from 
https://docs.moodle.org/en/Installing_plugins 

9.  Kapp, K. M. (2012). The Gamification of 
Learning and Instruction : Game-based Methods and 
Strategies for Training and Education. San Francisco: 
Pfeiffer. Retrieved from https://search-ebscohost-
com.proxy.uba.uva.nl:2443/login.aspx?direct=true&db=
nlebk&AN=518464&site=ehost-live&scope=site 

10. Kiryakova, G., Angelova, N., & 
Yordanova, L. (n.d.). GAMIFICATION IN 



НАУКОВІ ЗАПИСКИ Серія: Педагогічні науки Випуск 174 
 

 

170

EDUCATION. Retrieved from 
http://www.sun.ac.za/english/learning teaching/ctl/Docu
ments/Gamification%20in%20education.pdf 

11. McGonigal, J. (2000, January 1). Gaming can 
make a better world. 
Retrieved from https://www.ted.com/talks/jane_mcgoni
gal_gaming_can_make_a_better_world 

12. Novak, G. M. (2011). Just-in-time 
teaching. New Directions for Teaching and 
Learning, 2011(128), 63–73. 
https://doi.org/10.1002/tl.469 

13. Philp, J., & Duchesne, S. (2016). Exploring 
Engagement in Tasks in the Language 
Classroom. Annual Review of Applied Linguistics, 36, 
50-72. https://doi-
org.proxy.uba.uva.nl:2443/10.1017/S026719051500009
4 

14. Prensky, M. (2001). Digital Natives, Digital 
Immigrants Part 1. On the Horizon, 9 (5), 1–6. 
https://doi.org/10.1108/10748120110424816 

 
ВІДОМОСТІ ПРО АВТОРА 

ПЕТРЕНКО Вікторія Олександрівна – 
кандидат педагогічних наук, доцент кафедри 
педагогіки, іноземної філології та перекладу 
Харківського національного економічного 
університету імені Cемена Кузнеця. 

Наукові інтереси: актуальні проблеми теорії 
та методики професійної освіти. 

БУТКОВСЬКА Наталія Олександрівна – 
старший викладач кафедри педагогіки, іноземної 
філології та перекладу Харківського національного 
економічного університету імені Cемена Кузнеця. 

Наукові інтереси: підготовка майбутніх 
економістів до професійної діяльності. 

 
INFORMATION ABOUT THE AUTHOR 

PETRENKO Viktoriia Oleksandrivna – 
Candidate of Pedagogical Sciences, Assistant Professor 
of the Department of Pedagogy, Foreign Philology and 
Translation of the Simon Kuznets National University 
of Economics. 

Circle of scientific interests: actual problems of 
theory and methods of professional education. 

BUTKOVSKA Natalia Oleksandrivna – Senior 
Lecturer of the Department of Pedagogy, Foreign 
Philology and Translation of the Simon Kuznets 
National University of Economics. 

Circle of scientific interests: training future 
economists for professional activity. 

 
   Стаття надійшла до редакції 07. 01. 2019 р.  
       Рецензент – д.п.н. професор Шандрук С. І.   

 
 
 
УДК 378.147:811                                     ПРИСТАЙ Галина Василівна –  

кандидат філологічних наук, доцент,  
доцент кафедри порівняльної педагогіки та  

методики викладання іноземних мов 
 Дрогобицького державного педагогічного  

університету імені Івана Франка  
https://orcid.org/0000-0003-0356-6635 

e-mail: hprystai@gmail.com 
 

ЗМІСТ ПРОФЕСІЙНО-ОРІЄНТОВАНОЇ ЛІНГВІСТИЧНОЇ КОМПЕТЕНТНОСТІ ВЧИТЕЛЯ 
ІНОЗЕМНОЇ МОВИ 

 
Постановка та обґрунтування 

актуальності проблеми. З метою 
забезпечення ефективної підготовки 
педагогічних кадрів постають нові вимоги до 
професійної іншомовної освіти, а саме щодо 
високого загальнокультурного, 
міжкультурного та філологічного рівня 
майбутнього фахівця. Дослідження шляхів 
реалізації професійної іншомовної освіти 
філологів в умовах інтеграції до світового 
освітнього простору  передбачає розгляд цієї 
проблеми з точок зору різних наук та їхніх 
галузей: лінгвістики, лінгвокультурології, 
педагогіки (у т.ч. порівняльної педагогіки), 
методики викладання іноземних мов, 
психології, соціології, філософії. Результати 
професійної підготовки вчителя-філолога – це 
оволодіння системою загальних і професійно-
орієнтованих комунікативних мовленнєвих 

компетентностей. Формування й 
удосконалення іншомовної комунікативної 
компетентності в цілому та її складових 
зокрема – важлива теоретична проблема та 
першочергове практичне завдання. Особливої 
уваги, на нашу думку, заслуговує ґрунтовний 
аналіз структури лінгвістичної компетентності 
як базового елемента іншомовної 
комунікативної компетентності. 
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