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The modern system of vocational education faces a number of
challenges, in particular, the digitalization of the educational process, the
need to develop soft skills and the formation of a sustainable motivation for
lifelong learning. In response to these needs, gamification is becoming
increasingly widespread as an innovative approach to organizing learning.
It involves the use of game mechanics in non-game contexts in order to
increase the involvement, activity and efficiency of participants in the
educational process [2].

The concept of “gamification” was first introduced in 2002, and
received wide scientific and practical recognition after 2010. According to
the definition of K. Deterding, gamification is the application of game
design elements in non-game contexts, such as education, business,
healthcare, etc. [2]. This approach integrates the motivational principles
inherent in the game environment into traditional educational practices,
transforming passive learning into active and effective learning.

The main features of gamification in the educational process are:

» clear definition of learning goals;

* use of points, badges, ratings as motivational tools;

» provision of real-time feedback;

» gradual complexity of tasks;

* combination of elements of rivalry and cooperation;

» aesthetic design of digital educational environments [9].

47



Innosamuxa é oceimi, Ousaiini ma mucmeumei, 24-25 Kgimus 2025 poxy

In vocational education, gamification performs a number of
important functions. In particular:

* motivational — forms interest in complex or routine topics through
emotional involvement;

* diagnostic — allows you to evaluate intermediate results using
rating systems;

* developmental — contributes to the formation of critical thinking,
creativity, team interaction;

» individualized — provides a personalized educational trajectory
taking into account the level of training of the education seeker [4].

To achieve these functions, various components are used in the
practice of gamified learning:

* badges — virtual awards for completing tasks;

» levels — gradual advancement with increasing complexity;

* leaderboards — rating tables that stimulate competition;

* quests — series of interconnected tasks with a plot structure;

» avatars — personalized visual images of participants [7].

As a result of the use of such elements, the educational process
becomes more interactive, emotionally rich and attractive for young people
who grew up in the conditions of digital culture. This is especially relevant
for vocational education institutions that prepare specialists for work in
digital production.

Examples of the use of gamification in professional training using
modern educational platforms such as Moodle, Kahoot!, Classcraft are
illustrative. Simulations and virtual projects involving teamwork and a
competitive format are used in the training of future designers. For students
of technical specialties, production quests, digital simulators, and
laboratory simulations are effective [3].

Ukrainian vocational (vocational and technical) education
institutions have already recorded positive experience in implementing
gamified solutions. In particular, integrated educational games are used in
electromechanics, metalworking, and restaurant management, which
simulate real production processes, allowing students to feel like direct
participants in professional activities [8].

The main advantages of gamification in the educational process
include:

* increasing motivation and student engagement;

* improving the acquisition of theoretical knowledge and practical
skills;
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* developing responsibility and self-control;

* creating an emotionally comfortable and supportive educational
environment;

* developing the experience of reflection and adaptation to new
challenges [5].

At the same time, certain limitations and risks inherent in gamified
learning should be taken into account. In particular:

» game elements can distract from the substantive part of learning;

* not all teachers have the proper level of understanding of the
goals and methods of gamification;

» difficulties in adapting typical game mechanics to the specifics of
individual professions;

* the risk of reducing intrinsic motivation in case of excessive
external stimulation [1].

In order to minimize the above risks and increase the effectiveness
of gamification in the educational process, it is advisable to adhere to the
following principles:

* integrate gamification with traditional teaching methods;

« adapt game approaches to the age and psychological and
pedagogical characteristics of students;

* base tasks on realistic professional scenarios;

» implement an effective feedback system,;

» take into account the level of digital competence of participants in
the educational process [6].

Thus, gamification acts as a promising tool for the modernization of
vocational education, which contributes to the intensification of training,
ensuring its flexibility and efficiency. It allows not only to diversify the
educational process, but also to deepen the understanding of professional
knowledge, contributing to the formation of practically oriented
competencies. Further research in this area should be aimed at developing
adaptive, methodologically sound models of gamified training, taking into
account the professional orientation and digital transformation of
education.
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