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GAMIFICATION IN HIGHER EDUCATION: BENEFITS AND
CHALLENGES

Makhovych I. A, Kuzmych S. I.
Ukraine, Kyiv, Kyiv National University of Technology and Design

Our lives are changing rapidly, and currently, more and more
scientific research is devoted to finding pedagogical techniques and
skills that would meet the needs of modern youth, who are used to
using computers, smartphones, tablets, the Internet and games in
everyday life. Using gamification becomes one of the effective
methods of engaging students in the educational process.

Gamification in higher education is the process of using game
design elements and mechanics in non-game contexts, such as
education, to engage and motivate learners [2]. In recent years, this
field has become increasingly popular for research as a way to make
learning more interactive and enjoyable for students, especially in
online learning where face-to-face interaction is lacking [3; 7; 10; 11].

One of the main benefits of gamification in higher education is
that it can increase student engagement and motivation. By adding
elements of competition, rewards, and feedback, students are more
likely to stay motivated and focused on their studies. Gamification
can also help to make complex topics more accessible and engaging,
as students can learn through interactive challenges and tasks rather
than just reading or listening to lectures [1].

Another benefit of gamification in higher education is that it
can foster a sense of community and collaboration among students.
By creating a game-like environment, students are more likely to
work together and help each other to complete tasks and challenges.
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This can be especially useful in online courses where students may
feel isolated from their peers [8].

There are several different ways that gamification can be
implemented in higher education. One common approach is to use
points, badges, and leaderboards to reward students for their
achievements and progress [3]. For example, a course might award
points for completing assignments or quizzes, and students could
earn badges for completing certain milestones or reaching certain
levels. Leaderboards can also be used to encourage competition
among students and create a sense of progress.

Another approach to gamification in higher education is to use
game simulations or scenarios to teach English as a second language.
For example, the News English gamified course uses learning
activities with gamified elements to introduce students to News
English newspaper terms. This can be a more engaging and
interactive way of learning, as students can see the results of their
actions and learn from their mistakes [9].

There are also many different tools and technologies available
for gamifying higher education courses. These can include learning
management systems, mobile apps, and virtual reality simulations.
By using these tools, educators can create more immersive and
interactive learning experiences for students [5; 6].

However, gamification in the context of education is not
without criticism. Some argue that it can oversimplify complex
topics or distract from the main goals of education. Others worry that
it may create unnecessary competition among students and lead to a
focus on grades rather than learning. It is important for educators to
carefully consider the pros and cons of gamification before
implementing it in their courses [4].

Overall, gamification in higher education has the potential to
engage and motivate students in a way that traditional teaching
methods may not. By using game design elements and technology,
educators can create more interactive and immersive learning
experiences that can help students to stay focused and motivated.
However, it is important to carefully consider the potential
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drawbacks and ensure that gamification is used in a way that aligns
with the goals of education.
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THE IMPORTANCE OF DESIGNING EXERCISE SETS
WITH VIDEOS FOR CONSECUTIVE INTERPRETING
TRAINING ONLINE

Merkulova S. 1.
Ukraine, Kyiv, Borys Grinchenko Kyiv University

Consecutive Interpreting as academic discipline is challenging
training of students’ professional competences and forming their
future professional success in the area of cross-cultural
communication. Consecutive Interpreting for undergraduate students
of AEP “Translation” is an interdisciplinary training with deep dive
into English and Ukrainian languages, their implementation in
different situations, mastering interpreting techniques and developing
skills of interpreting ideas (expressed by a Subject Verb Object
group) [1: 249]. Additionally, students need to accumulate
knowledge about the world, culture, environment, etc. This
knowledge must be acquired by students through reading, self-study,
research and, as a result, should be performed in the process of
interpreting [2: 29].
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