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Gamification in vocational education: a comparative analysis
of existing research frontiers

The modern transformation of education requires teachers to modernize outdated motivational schemes and
apply new technologies of interaction with the modern generation of students. One of the innovations that
technology has brought to the educational environment is gamification. In the article is current research and
publications on gamification in education, including vocational education analyzed. Gamification in voca-
tional education is a relatively new field of research. In recent years, scientific achievements in the field of
gamification in education have grown rapidly. The growing number of publications on the application of
gamification in education remains insufficient in terms of the development of scientific and methodological
approaches to the use of gamification tools in the process of professional education, its use by teachers in the
development of courses. In the article, research on the application of gamification in vocational education
over the past five years was analyzed by the authors from several aspects. In the conclusion, the results of the
conducted research analysis were shared by authors. The need to study the application of gamification in vo-
cational education in Kazakhstan and to consider the possibility of applying gamification tools as an integral
part of digital educational platforms of universities was noted by the authors.

Keywords: gamification, gamification tools, game technologies, education, vocational education, frontier,
publication, learning motivation.

Introduction

Education is a key area of a country’s socio-economic life and a cultural phenomenon that contributes
to the accumulation of knowledge and skills as well as to the intellectual development of the individual [1].
This development ensures the growth of intellectual potential for the promotion and dissemination of
knowledge, for the practical application and implementation of technical and other innovations. Modern
higher vocational education is subject to the requirements of the state (compliance with standards and
norms), society (compliance with the goals of social development) and the subjects of the educational pro-
cess (compliance with needs). The increasing relevance of professional education requires improvement of
the quality of teaching and instructional design of educational programs to personalize learning, meet the
needs of students, and increase the competitiveness of higher education institutions. The modern professional
education system is faced with the task of using modern educational technologies to develop the necessary
skills.

One of the means is gamification, which gained popularity 15 years ago and is still an object of interest
for researchers from various fields.

Gamification is a multidimensional and multi-layered approach to learning. Gamification keeps learners
motivated in the learning process. Back in 2012, K.M. Kapp noted that the purpose of gamification is “to
utilize it in a non-gaming situation” [2].

The concept of “gamification” was introduced to the public sphere by N. Pelling in 2002. The ideas of
gamification were further developed by researchers J. McGonigal, G. Zikerman, Yu-Kai Chou and
K. Werbach.

Yu-Kai Chou defines gamification as “human-centered design, i.e., extracting elements from games that
make them entertaining and applying them to real life" [3; 21].

The concept of gamification is mainly used in retail, healthcare, marketing and advertising. In recent
years, gamified commercial applications have become an important industry. Gamification is often used to
promote a product, service, or application and boost its usage. A service is enhanced with game functions in
order to create added value for users [4].
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The application of gamification in management practice has shown its significant potential in the pro-
fessional field.

As early as 2010, there were studies looking at the use of gamification in education. Many researchers
note that the use of gamification in education has a positive effect on student motivation, which ultimately
improves their learning outcomes [5].

There are a number of reasons for the increasing use of gamification in education by researchers:

- increasing motivation for certain actions or behaviors, increasing their meaning for learners (Li L.,
Hew K.F. & Du J., 2024; Kam A.H.T. & Umar I.N., 2024) [6, 7];

- improving the assimilation of learning content (Romero Rodriguez L., 2023) [8];

- individualization of learning: the gamification system provides personalized tasks and feedback, that
take into account the level of knowledge and learning speed of each learner (Makhovych 1., 2024) [9].

According to a comprehensive study of M. Ansar & G. George, “gamification can be beneficial at all
academic levels from primary school. Gamified learning can increase learners’ motivation and intellectual
performance. Gamification can make learning more fun, which is the first benefit of this type of learn-
ing” [10].

There are works by researchers that analyze the negative effects of gamification in education (A. Toda,
2023) [11], including addiction, unwanted competition and off-task behavior [12].

The scientists O.V. Orlova and V.N. Titova distinguish gamification from other game approaches by its
systematic nature, which they understand as “not episodic insertions of the game into the structure of the ac-
tivity, but a holistic process of gamified support for that activity”. Furthermore, the authors state that the
scope of gamification can be “any complex and rather routine activity that does not take place in a playful
context and leads to discouragement and lower motivation among students” [13].

Lack of a holistic view of the directions and prospects of gamification application in vocational educa-
tion makes it difficult to adapt the best world practices to the specifics of the Kazakhstani educational sys-
tem. The results of the analysis of existing studies will highlight the key trends and the most effective ap-
proaches in gamification in vocational education. This will provide a basis for the development of strategies
aimed at the integration of gamification into vocational education in Kazakhstan, taking into account national
characteristics and priorities. The results of the analysis can provide valuable information to researchers and
all those who are interested in the state of research related to gamification in vocational education.

Methods and materials

Purpose of the article: to perform a quantitative and qualitative analysis of scientific research, publica-
tions on the application of gamification in education, particularly in vocational education; their orientation.
In this study, a theoretical, comparative and statistical analysis of dissertation researches in Kazakhstan, Rus-
sia and Turkey was conducted. The analysis of studies from different countries allows us to identify similari-
ties and differences in approaches to the study of gamification. The choice is conditioned by the fact that the
primary analysis revealed the most profound dissertation research in the field of gamification of vocational
education by scientists from these countries over the last 5 years. The study was carried out using online sci-
entific libraries, information retrieval systems. The search was carried out in the databases of the National
Scientific Portal of the Republic of Kazakhstan, the National Academic Library of the Republic of Kazakh-
stan, the Electronic Library of Dissertations and the database of the National Library “Milli
Kiitiiphane” (Ankara, Turkey).

A theoretical, comparative and statistical analysis of publications was also conducted in scientific data-
bases, such as Scopus, Web of Science and Google Scholar in the field of application of gamification in edu-
cation, including professional education.

The search was also conducted with the keywords “gamification”, “education”, “higher education” and
“vocational education” in the period 2020-2024 in the Scopus, Web of Science and Google Scholar data-
bases. Articles were analyzed using qualitative and quantitative analysis methods.

The analysis was conducted according to the following indicators:

- growth in the number of dissertation studies over the last 5 years;

- coverage of gamification application in education in different fields (medicine, business, etc.);

- number of studies of gamification application in online learning;

- key objectives of gamification application in professional education.

The analysis was conducted to determine the extent of research on the application of gamification in
vocational education. However, taking into account the relevance of gamification in education in general and
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the rapid growth in the number of publications, some of the publications on gamification in vocational edu-
cation remains unexplored.

Results and Discussion

The analysis of studies was started with dissertation studies on gamification in education. In general,
there is a steady increase in the number of dissertation research on gamification in Kazakhstan, Russia and
Turkey, including education (Fig. 1).
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Figure 1. Correlation of studies on gamification by direction

The percentage was calculated from the number of dissertation research within the country. The search
for Kazakh dissertation studies with the keyword “gamification” did not yield any clear results. It is possible
to identify dissertation studies that include minor aspects of gamification, one of which relates to the direc-
tion of professional pedagogical training, namely the training of future chemistry teachers
(Medetbayeva S.A., 2023). This study partially highlights the difference between gamification and game-
based learning. Two studies refer to the primary and secondary level and reflect the use of game-based learn-
ing, games in the classroom, which does not correspond to the essence of the gamification phenomenon.

In Turkey in five years 27 dissertation studies were found in various fields. Thus, studies on the applica-
tion of gamification in business are 11.1 %, in medicine 11.1 %, in tourism and journalism 3.8 %, in educa-
tion 70.3 %, of which 10.5 % of studies in school education, 8.3 % in preschool education. 37 % of Turkish
studies in education are devoted to the application of gamification in online learning and digitalization or
flipped learning. Studies in vocational education account for 51.5 % of all studies on gamification in educa-
tion.

In general, the purpose of using gamification in vocational education is to increase the involvement and
motivation of learners. The effects of gamification on student engagement in online learning environments
have been studied quite extensively by researchers in Turkey (E. Ozmen, 2024; D. Cinar, 2023; T. Temel,
2022 et al.).

The Russian dissertation research base allowed us to distinguish 12 studies in different areas. Thus,
studies on the application of gamification in business account for 25 %, in medicine 8.3 %, in journalism and
television 25 %, in education 33.3 %, of which 8.3 % are studies in the field of school education. Studies in
the field of vocational training account for 8.3 % of all studies on gamification in education. For other areas,
the total number of studies is 8,3 %.

Russian studies of gamification in professional education consider the use of game mechanics as part of
an automated interactive software environment that allows to form students’ intrinsic motivation for inde-
pendent work (Asaulenko E.V., 2020). In addition, gamification is considered as a tool to increase the in-
volvement of the audience of social networks of the university (Prokhorov A.V., 2023).

The dynamics of the number of dissertation studies in the countries is presented in Table 1.
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Table 1
Growth of research on gamification over 20202024 years
Country 2020 2021 2022 2023 2024
Kazakhstan 0 0 0 1 0
Russia 5 2 2 3 0
Turkey 6 4 6 8 3

It is worth noting the growing interest in foreign dissertations that deal with various aspects of the use
of gamification, including in education.

As a result of the search 50 results were found in the Scopus database, 47 publications were obtained in
the Web of Science database. Statistical analysis of the search results for the two databases allowed us to see
the dynamics of publications (Fig. 2).
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Figure 2. Dynamics of publications number

The search results showed that more often the application of gamification in higher education over the
specified period was studied by authors from Spain and Turkey (Scopus), as well as Spain, the USA and
Germany (Web of Science). It should be noted that the Web of Science scientific database contains a wider
selection of publications according to the selected search criteria.

The content analysis of the most cited articles in both databases generally proves the positive effect of
gamification on students’ knowledge through the effectiveness of the learning process. Gamification has
been proven to improve the relationship between attention, engagement, and student performance. In addi-
tion, it contributes to the humanization of the virtual environment created during the pandemic.

The results of the M. Sailer & M. Sailer study, based on the Self-Determination theory, also demon-
strate the positive effect of gamification on students’ intrinsic motivation and social kinship, but do not sig-
nificantly affect the satisfaction of the need for competence within the framework of this study [14].

It is noted that there is a sufficient number of reviews, bibliometric studies aimed at determining the
current state of the field, research programs, approaches to the concepts of gamification in digital learning.
Most of the research examines the application of gamification in higher education in the context of digital
and distance learning.

Researchers reveal different approaches to the application of gamification in teaching students using
digital technologies. They propose ways to overcome the novelty effect when using computer-based
gamified learning systems (CHH. Tsay et al., 2020), reveal the possibilities of using gamified applications
that can contribute to the development of motivation for deep learning through the desire of students to
demonstrate their academic achievements to friends (L. Aguiar-Castillo et al., 2021). In addition, they high-
light in their publications the possibilities of various web programs, virtual reality, and virtual learning envi-
ronments  (J.K. Acosta-Medina, M.L. Torres-Barreto & A.F. Cardenas-Parga, 2021), computer-based
gamified learning systems, digital Escape rooms (A. Makri, 2021; F.Yllana-Prieto, 2021) and interactive
gamified online modules (M. Do, K. Sanford & K. Fischer, 2023).
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Among the analyzed studies, there are attempts to study in detail the emotions and behavior of students
in these learning spaces, as well as their impact on learning outcomes, teaching effectiveness, student en-
gagement and enjoyment.

However, the growing number of studies on the topic does not satisfy the need for additional research to
identify gamification strategies that are most suitable for vocational education and training, which was also
noted in the study by F. Dahalan, N. Alias, M.S.N. Shaharom [15].

Despite the keyword search, the search results revealed articles related to the use of gamification in
primary and secondary education, as well as containing the results of using games in the classroom, such as
“Kahoot!” and checking their positive impact on student academic performance.

A review of the publications in Google Scholar was also carried out for the term “Gamification in
Higher Education”. The total number of publications in Google Scholar by language query was 18,500 in
English, 7,200 in Russian, 1,600 in Turkish and 109 in Kazakh. The total number of publications in the
above languages shows that the largest number of publications are in English. This is due to the widespread
use of English among researchers around the world. In addition, the earlier emergence of gamification and its
study abroad is noted. The beginning of gamification research is considered to be the report of J. Hamari,
J. Koivisto, H. Sars at the Hawaii International Conference [16].

The dynamics of publications on gamification in higher education are shown in Table 2.

Table 2
Number of publications in Google Scholar by year

Search word 2020 2021 2022 2023 2024
«rCHMUPURALHA/MIPOPUKAUMA B | 1 530/194 1930/212 1800/228 1700/160 164/12
BBICIIIEM 00pa30BaHUI
<«OKOFapHI OiTiM Oepyeri reiMu- 10 5 46 44 5
bukausa»
;‘i%arl]r’?lflcatlon in higher educa- 323 403 502 573 4170
“yiiksek 6gretimde oyunlastirma” 270 418 488 504 57

The results of the publication review show that gamification in education is a vibrant and rapidly grow-
ing field of research, with hundreds of new relevant publications appearing every year in different countries.

We can see that the term “gamification” is commonly used in publications of the scientific community
of Kazakhstan and Russia as a technology of the virtual educational space or as the technology of motivation
to learning activities with game mechanics.

In comparison to a 2014 review of empirical studies on gamification in the fields of management, eco-
nomics, computer science and education, Hamari J. and other researchers note that “gamification was still
relatively new as an academic topic of study at that time and there was little established theoretical frame-
work for its use and the correct application of the terms” [17].

The large number of citations of key articles in this field, as well as a large number of citations co-
authored by several authors, show that the research community recognizes the work of other authors on
gamification in education.

Based on the context of scientific works, it can be noted that the main areas for the use of gamification
tools are business and education, which is also evidenced by the observations of other researchers
(Kononova O.V. et al.) [18].

Recently, the number of studies on the application of gamification in online learning environments us-
ing online technologies and services has increased.

When analyzing the content of the publications, it can be seen that in some publications, researchers
consider the application of gamification simply as games, only from the point of view of interaction with
students when using educational computer games, educational computer programs with a game concept,
game applications and online courses. This point is already followed less frequently compared to the
2012-2018 publications.
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It should be noted that in gamification participants focus on the real goal of their activity. In a game,
players achieve a quantitative result by solving a simulated task in accordance with predefined rules. Game
elements are integrated into real-life situations in order to motivate certain behaviors and learning activities
under given conditions [19; 80].

In vocational education, the main purpose of applying gamification is to increase motivation for learn-
ing, to change students’ behavior when perceiving information, to increase students’ attention to the theoreti-
cal part of the course, to develop students’ research skills to solve learning problems. Under the condition of
common Vvalue, joint creativity, empowerment of students, satisfaction of their psychological needs,
gamification leads to the creation of effective learning systems without negative impact on student’s academ-
ic performance, which allows developing relevant skills for today.

The primary direction of gamification application in education is e-learning for distance formats, self-
study and continuous learning. A large part of the publications on gamification in education is dedicated to
the presentation of new software tools for online learning. Gamification in vocational education is a relative-
ly new field of research. Moreover, research on gamification in education is usually short-lived.

The use of gamification in vocational education and training remains a relevant and growing trend.
However, in vocational education, there is a contradiction between the need for teachers to use gamification
and their lack of competence in this area and misunderstanding of the essence of gamification.

Conclusion

The results of the research study therefore allow several conclusions to be drawn.

Gamification in vocational education and training has been studied in recent years from the point of
view of how it can be used to increase learning motivation and participation in the learning process. Most
studies focus on the aspects of gamification in the context of digitalization and online learning. Some studies
focus on the potential of gamification for the development of the learner’s personality as well as in the con-
text of corporate training.

Foreign studies on the application of gamification in education, including vocational training, predomi-
nate due to the earlier appearance of the gamification phenomenon in business.

The results of the analyzed studies and publications need to be more thoroughly systematized to gain a
clearer understanding of the current state and to identify promising areas of research in the application of
gamification in professional education, including the training of future teachers.

Foreign researchers have characterized the application of gamification in the educational process in
universities in terms of didactics, but predominantly through the use of computer technology. In vocational
education in Kazakhstan, there is a contradiction between the need for teachers to use gamification in mod-
ern conditions and the insufficient level of their competence in this area, as well as the correct understanding
of the essence of gamification in comparison with game technologies.

It is necessary to study the application of gamification in vocational education in Kazakhstan, including
teacher training. Innovative processes require a new look at professional pedagogical education, the study of
the goals, content, and technologies of training future teachers. It is also necessary to study the possibilities
of applying gamification tools as part of the LMS learning system of Kazakhstani universities. There is a
lack of research papers on the negative impact of applying gamification in professional learning, as well as
studies analyzing its potential in the professional development of teachers.

References

1 Berezovska L. Introduction of New Forms of Education in Modern Higher and Vocational Education and Training
/ L. Berezovska, G. Kondratska, A. Zarytska, K. VVolkova, T. Matsevko // International Journal of Higher Education. — 2020. —
Vol. 9. — No. 7. — P. 107-118. http://dx.doi.org/10.5430/ijhe.vOn7p107.

2 Kapp K.M. Games, gamification, and the quest for learner engagement / K.M. Kapp // T and D. — 2012. — Vol. 66. —
No. 6. — P. 64-68.

3 Yoy IO0-Kaii. I'efimucunupyii 3T0: Kak CTUMYIMPOBATh KIMEHTOB K IOKYIIKE, & COTPYIHUKOB — K padore / FO-Kaii Hoy. —
M.: Dkemo, 2022. — 400 c.

4 Huotari K.A definition for gamification: anchoring gamification in the service marketing literature / K. Huotari, J. Hamari
// Electron Markets. — 2017. — Vol. 27. — No. 1. — P. 21-31. https://doi.org/10.1007/s12525-015-0212-z.

Cepus «[lMeparorukay». 2025, 30, 1(117) 183


http://dx.doi.org/10.5430/ijhe.v9n7p107
https://www.scopus.com/authid/detail.uri?authorId=7003487252
https://doi.org/10.1007/s12525-015-0212-z

M.K. Omarova, Y. Gelisli

5 Legaki N-Z. The effect of challenge-based gamification on learning: An experiment in the context of statistics education / N-
Z. Legaki, N. Xi, J. Hamari, K. Karpouzis, V. Assimakopoulos // International Journal of Human-Computer Studies, 2020. —
Vol. 144. — P. 1-14. https://doi.org/10.1016/j.ijhcs.2020.102496.

6 Li L. Gamification enhances student intrinsic motivation, perceptions of autonomy and relatedness, but minimal impact on
competency: a meta-analysis and systematic review / L. Li, K.F. Hew, J. Du // Education Tech Research. — 2024. — Vol. 72. —
No. 2. — P. 765-796. https://doi.org/10.1007/s11423-023-10337-7.

7 Kam A.H.T. Fostering autonomous motivation: a deeper evaluation of gamified learning / A.H.T. Kam, I.N. Umar
// Computing in Higher Education. — 2024. — Vol. 36. — No. 2. — P. 368-388. https://doi.org/10.1007/s12528-023-09358-1.

8 Romero Rodriguez L. Engaging future engineers: the case study of a serious game implementation / L. Romero Rodriguez
/I Education and Information Technologies. — 2023. — Vol. 28. — No. 3. — P. 2909-2939. https://doi.org/10.1007/s10639-022-
11279-y.

9 Makhovych I. Gamification: individualized learning aimed at enhancing motivation among computer science students in the
English language classroom /1. Makhovych //TlepcriektuBi Ta iHHOBamii Haykum. — 2024, — No. 7(41). — P.26-49.
http://dx.doi.org/10.52058/2786-4952-2024-7(41)-26-49.

10 Ansar M. Gamification in Education and Its Impact on Student Motivation — A Critical Review. Part of book: Emerging
IT/ICT and Al Technologies Affecting Society. Lecture Notes in Networks and Systems / M. Ansar, G. George. — Springer, Singa-
pore, 2023. — Vol. 478. https://doi.org/10.1007/978-981-19-2940-3_11.

11 Toda A. The Dark Aspects of Gamification in Education. Part of book: Gamification Design for Educational Contexts
/ A. Toda. — Cham: Springer, 2023. https://doi.org/10.1007/978-3-031-31949-5_8.

12 Andrade F.R.H.The Bright and Dark Sides of Gamification. Part of book: Lecture Notes in Computer Science
/ F.R.H. Andrade, R. Mizoguchi, S. Isotani. — Cham: Springer, 2016. — Vol. 9684. https://doi.org/10.1007/978-3-319-39583-8_17.

13 OpioBa O.B. I'elimudukanus kak cnoco6 opranmzanuu ooydenus / O.B. Opiosa, B.H. Tutosa // Bectauk TI'TIY. — 2015.
— Ne 9(162). — C. 60—63.

14 Sailer M. Gamification of in-class activities in flipped classroom lectures / M. Sailer, M. Sailer // British journal of educa-
tional technology. — 2021. — Vol. 52. — P. 75-90. https://doi.org/10.1111/bjet.12948.

15 Dahalan F. Gamification and Game Based Learning for VVocational Education and Training: A Systematic Literature Review
/ F. Dahalan, N. Alias, M.S.N. Shaharom // Education and Information Technologies. — 2024. — Ne29. — P. 1279-1317.
https://doi.org/10.1007/s10639-022-11548-w.

16 Hamari J. Does Gamification Work? — A Literature Review of Empirical Studies on Gamification / J. Hamari, J. Koivisto,
H. Sarsa // Proceedings of the 47th Hawaii International Conference on System Sciences. — Hawaii, USA, 2014. — P. 3025-3034.
https://doi.org/10.1109/HICSS.2014.377.

17 Koivisto J. The rise of motivational information systems: A review of gamification research // International Journal of Infor-
mation Management. — 2019. — Vol. 45. — P. 191-210. https://doi.org/10.1016/j.ijinfomgt.2018.10.013.

18 KononoBa O.B. TexHomormn reldMupuKanuu B TOPOJCKOM pa3BUTHUM: HCCIIEJOBaHHE KOHTEKCTOB ¥ TPEHIOB
/ I.E. Kounonoga, JI.E. IIpokyauHn, I1.B. CmupHoBa // HpopmaimoHHOe 00I1ecTBO: 00pa3oBaHue, HayKa, KyJIbTypa U TEXHOJIOTHU
oynymero. — 2019. — Ne 3. — C. 53-66.

19 Salen K. Rules of play: Game design fundamentals / K. Salen, E. Zimmerman. — Massachusetts Institute of Technology,
2004. — 688 p.

M.K. Omaposa, 1O. I'enunum

KacinTik 0is1im 0epy reiiMupuKkanmusachbl: 3epTTEyaiH
KOJIIAHBICTAFbI (PPOHTHPJIEPiHE CAIBICTHIPMAJIBI TAJIAY

Binim Gepynin 3amMaHaym TpaHC(OPMAIMSACH OKBITYIIBUIAPIAH €CKIpreH MOTHBALMSUIBIK ChI30aappl
JKaHFBIPTY/BI, OLNIM alyIIbUIApAbIH Ka3ipri OYybIHBIMEH ©3apa OpPEeKETTECTIKTIH JXaHa TEeXHOJOTHSIIapBIH
KOJIJaHyZbl Tanan ereli. TeXHONMOrusHbIH 0iiM Oepy opTachlHa SHTi3TeH JKaHAIBIKTapbIHBIH Oipi refimudu-
kauust. Makanazia 6imim Gepyzeri, conaaii-ak KacinTik 6iqiM Gepyzeri reiiMudukarms GoibIHIIA ©3€KTi 3ep-
TTEyJep MeH jKapusilaHbIMIap Tanganrad. Kocintik OinimM Gepyzeri reiMuuKaIis CaibICTBIPMaIIB TYPIC
’KaHa 3epTrey camachkl. COHFBI KbULIApel OutiM  Oepynai redMuQUKAIANIay CalachIHAAFbl FHUIBIMA
JKETICTIKTEPAiH KapKbIHABI ocyi Oaiikananbpl. bimiM Oepyae redMu(HKAIUSHB KOJNIaHY Typalbl jKapHsa-
HBIMJIap CaHBIHBIH ©CYyl KocilTiK O0iTiM Oepy mporecinae reiMuduKays KypaigapblH KOJIIaHyAbH FBUIBIMU-
OMiCTEMEITIK TACUIAEPIH 93ipiiey, OHBI OKBITYIIBUIAp KypCTapIbl d3ipiiey Ke3iHAe KOJIaHy TYPFHICBIHAH
XKeTKiikei3 Oosbin Kana Oepeni. Makanaga aBTopiap COHFbI OipHele XKbIIIaFbl KCINTIK OiiM Oepyai reii-
MHAGHUKAUSIAY CalachbIHAAFbl 3epTTeysiepre OipHelle acmekTiiep OOMbIHINA MIONY )KacayFa THIPHICKAH.
KopbIThIHIBUIAN KeJle, KYPri3iIreH 3epTTeyjepre TaliayAblH Heriri OakpuiaynapblH OeJinm KepceTemi.
Kaszakcranaarsl kacinTik 6iiM Gepyne reimuduKanusiHbl KOJIIAHBUTYBIH 3epTTEY, COHAal-aK reimMudukanus
KYpaJapblH YHHBEPCHUTETTEpAE OKBITYIbIH HUGPIbIK IwaTGopManapelHbIH  Kypamaac Oemiri perinzae
KOJIIaHy MYMKIHAIT1H KapacThIpy Ka>KeTTLUIIr aTall eTireH.

184 BecTHuk KaparaHgmMHCKoro yHmBepcuteTa


https://doi.org/10.1016/j.ijhcs.2020.102496
https://doi.org/10.1007/s11423-023-10337-7
https://doi.org/10.1007/s12528-023-09358-1
https://doi.org/10.1007/s10639-022-11279-y
https://doi.org/10.1007/s10639-022-11279-y
http://dx.doi.org/10.52058/2786-4952-2024-7(41)-26-49
https://doi.org/10.1007/978-981-19-2940-3_11
https://doi.org/10.1007/978-3-031-31949-5_8
https://doi.org/10.1007/978-3-319-39583-8_17
https://doi.org/10.1111/bjet.12948
https://doi.org/10.1007/s10639-022-11548-w
https://doi.org/10.1109/HICSS.2014.377
https://doi.org/10.1016/j.ijinfomgt.2018.10.013

Gamification in vocational education...

Kinm ce3dep: reiimndukanms, rediMuduKanis Kypangapsl, OfbIH TEXHOJOTHsIIAPbI, OUTiM Oepy, KocinTik
Oinim Gepy, PpOHTHP, Kapusiay, OKy MOTHBALIUSICHI.

M.K. Omaposga, 1O. I'enunuimn

I'eiimupuxanus npogdeccuoOHATIBLHOT0 00Pa30BaHUS:
CPAaBHHUTEIbHBIN AaHAJN3 CyHIeCTBYOIUX (POHTHPOB HCCIETOBAHUSA

CoBpemenHast TpaHcopmarmsi oOpazoBaHHsl TpeOyeT OT IpernojaBaTeNieil MOAEPHH3AIMH YCTapeBIINX
MOTHBAIlMOHHEIX CXEM, NPUMEHEHHS HOBBIX TEXHOJOTHH B3aMMOJEHCTBHS C¢ oOydarommmucs. OnHuM n3
HOBOBBEJICHUH, TOSIBUBIIUXCS OJaroaapsi TEXHOJIOTHAM B 00pa30BaTeNbHON cpefie, ABIAeTCs reiMuduKarys.
B crartbe aHanm3mpyroTcs akTyalbHBIE HCCIICIOBAHUS Ha TeMy reiiMuduxanuu B oOpasoBaHuu. Urposoit
HOAXO0A B NMPodecCHOHATEHOM 00pa30BaHMM — OTHOCUTENIBHO HOBasi 00JIaCTh HUCCleNoBaHMil. B mocnennue
TOABI OTMEYAeTCs CTPEMHTENbHBIN POCT HAyYHBIX AOCTHXKEHHH B 00IacTH redMuduKanuu oOpa3oBaHHA.
Poct konmuecTBa myOnMMKanmMid O IPUMEHEHHH WIPOBBIX TEXHOJOTMH B 00pa3oBaHMM OCTaeTCs
HEJOCTaTOYHBIM C TOYKM 3pEHHs pa3pabOTKH HAayYHO-METOJUYECKHX MOAXOMOB K HCIIOJIB30BaHUIO
WHCTPYMEHTOB TeiiMUpHKanMu B TIIpomecce IpodeccHoHalbHOro 00pa3oBaHMs, €€ HCIOJIB30BaHUS
HpernojaBaTeNsiIMi 1P pa3paboTke KypcoB. B crarbe aHamu3umpyroTcs HcclleoBaHus B oOJacTu
rediMupUKa Tpo(ecCHOHANPHOTO 00pa30BaHMs 3a IOCIEIHHE HECKOJIBKO JIET C Pas3HBIX acleKToB. B
3aKTIOYEHUN aBTOPH! BBIACIAIOT KIIOUEBBIE HAOMIOJECHUS NPOBEICHHOTO 0030pa HCCIIeNOBaHUH. ABTOPHI
OTMEYAIOT HEOOXOAWMOCTh HM3YYCHHUS NPUMEHEHHS TelMH(PHUKaIuN B MPOPECCHOHATHHOM O0pa30BaHUH
Kazaxcrana, a e€ naTerpannu B uudpossie 00pa3oBaTeNbHbIe IaATHOPMBI YHUBEPCUTETOB.

Kniouesvie cnosa: reimubuKaiys, WHCTPYMEHTHI TeWMH(UKAIIMH, WIPOBBIE TEXHOJOTHH, O00pa3oBaHUE,
npodeccruoHanbHOe 00pa3oBanue, GPOHTHUD, MyOIHUKAIKS, YIeOHAsS MOTHBAIHS.
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