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Abstract. The article examines the influence of gamification on student motivation and
engagement within the context of digital higher education. The theoretical basis is the Self-
Determination Theory (SDT), which explains how gamified elements address students’ needs for
autonomy, competence, and relatedness. The study analyzes current empirical data demonstrating
the positive impact of gamification on academic motivation, while also identifying the challenges of
long-term engagement and pedagogical integration. The author outlines practical strategies for
implementing gamification in the digital university, including the use of points, badges,
leaderboards, and progress tracking systems. The findings indicate that gamification can transform
traditional university learning into an interactive and motivating process if applied with
pedagogical purpose and technological support.
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Anomauyia. Cmamms 00cnioxcye enaus eceumigpikayii Ha Mmomusayilo ma 3a1y4eHicmy
cmyoenmie y KoHmekcmi yugposoi euwoi oceimu. Teopemuunoi ocuosow € Teopis camo-
susnauenus (Self-Determination Theory, SDT), saxa noscuioe, aKk eeumigikogani enemenmu
3a0080/bHAIOMb  NOMPedU  CMYOeHmie y  A8MOHOMIl, KOMNEMeHMHOCmI mdad  COYIANbHIl
83AEMO3ANEHCHOCTI. Y 00CTIONHCEHHT NPOAHANIZ308AHO CYUACHT eMNIPUYHI OAHI, WO OeMOHCMPYIOMb
NO3UMUBHUIL BNIUE 2elMIpIiKayil Ha aKademiyHy MOmueayir, a MmaxKoic OKpecleHO Npobiemu
00620mpusanol 3anyyeHocmi ma nedazociuHoi inmezpayii. Aemop eukiaoae npakmuyri cmpameeii
8npoBaddiceHts eeumigpikayii 8 yugposomy yHigepcumemi, 6KIOUANOYU BUKOPUCMAHHA 0TS,
3HAUKIG, peumuHeo8ux madbauyb ma cucmem iocmedcents npoepecy. Peszynomamu ceiouams, wo
eeumihixayia ~ moodice  mpancopmyeamu  mpaouyitine — YHIBEpCUMEMCbKe — HABYAHHA 8
IHMepaKmMueHUuti ma MOMuUBYYULL Npoyec 3a yMosU NedazociyHo 00IPYHMOBAHO20 3ACMOCYBAHHSA
ma mexHoN02iYHOI NiIOMPUMKU.

Knrwouoei cnosa: cetivighixayis, momusayis, yuppose HasuaHHs, 8UWA OCBIMA, 3ATYUEHICD,
neoazozixka, mpancgopmayis HA8UAaAHHs.

Introduction.
The rapid digitalization of higher education has led to a fundamental rethinking
of teaching and learning processes. Universities are increasingly integrating digital

technologies to support blended and online learning formats. However, one of the
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persistent challenges is maintaining student motivation and active participation in
virtual learning environments. Traditional lecture-based instruction often fails to
sustain attention and interest in digital contexts.

Gamification — the application of game mechanics in non-game environments —
has emerged as an innovative approach to increase engagement and motivation. The
integration of such elements as points, badges, leaderboards, and challenges into
educational platforms helps create an emotionally engaging learning experience. As a
result, gamification has become a powerful pedagogical tool for transforming passive
learning into an interactive, student-centered process.

The aim of this paper is to analyze how gamification contributes to motivation
in higher education within the framework of the digital university and to identify key
mechanisms, advantages, and challenges of its implementation.

Main text.

Gamification is grounded in psychological and pedagogical theories of
motivation. According to the Self-Determination Theory [1], motivation depends on
satisfying three basic psychological needs: autonomy, competence, and relatedness.
When students are allowed to make meaningful choices, feel capable of success, and
maintain social interaction, their intrinsic motivation increases.

Game elements effectively address these needs:

» Autonomy — providing learners with control over their learning path (choice of
tasks, levels, or roles).

» Competence — feedback mechanisms, scoring systems, and progress indicators
reinforce the sense of mastery.

» Relatedness — team challenges, peer collaboration, and leaderboards enhance a
sense of belonging and social interaction.

Digital platforms provide an ideal environment for implementing gamified
learning, as they allow for flexible customization, automated tracking, and immediate
feedback.

Recent studies show that gamification positively affects both intrinsic and

extrinsic motivation [2]. Meta-analyses confirm a moderate but significant increase in
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students’ engagement and persistence when gamified activities are introduced. For
example, Hedges’ g = 0.257 was recorded for intrinsic motivation and g = 0.638 for
autonomy support.

Moreover, research demonstrates that students exposed to gamified learning
environments exhibit higher rates of course completion and self-regulation. However,
the so-called “novelty effect” can reduce long-term motivation if game elements are
not updated or aligned with meaningful learning outcomes. Therefore, successful
gamification requires thoughtful pedagogical integration rather than superficial game
design.

Table 1 summarizes the main gamification elements and their motivational

functions.
Table 1 — Key Gamification Elements and Their Functions
Element Function in Learning Psychological Effect
. Track progress and reward | Reinforces extrinsic
Points "
effort motivation
) . t th t
Badges Recognize achievement Strengthens competence and
confidence
Create competition and Promotes relatedness and
Leaderboards e .
visibility recognition
Levels / Progress Represent growth and Stimulate persistence
bars mastery
Quests / Challenges | Introduce meaningful goals Engou.r age autonomy and
curiosity

Author’s model

These mechanics operate by stimulating intrinsic motivation through the
satisfaction of psychological needs while also providing extrinsic rewards that
maintain engagement. Yet, balance is essential: excessive reliance on competition or
reward systems can undermine intrinsic motivation if not supported by meaningful
learning design.

Digital universities provide diverse opportunities for integrating gamification.
Modern learning management systems (LMS) — such as Moodle, Canvas, and Google
Classroom — already include built-in features for tracking progress and issuing

badges. The authoring of gamified courses may include the following stages:
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1. Defining learning outcomes aligned with game mechanics.

2. Designing a point and reward system that reflects academic achievement
rather than mere participation.

3. Integrating collaborative challenges to promote teamwork and peer learning.

4. Ensuring adaptive difficulty levels to maintain optimal challenge and avoid
frustration.

In practice, instructors often use tools such as Classcraft, Kahoot!, and Quizizz
to introduce competition and interactivity. However, the efficiency of gamification
depends not on the tool itself but on its pedagogical purpose. Automated tracking
systems enable educators to monitor students’ achievements, measure average
progress, and identify participation patterns. This analytical data, combined with
student feedback, helps to adjust course content, improve engagement strategies, and
ensure the continuous optimization of the learning process [4].

Despite the advantages, gamification is not a universal remedy. Its potential
limitations include:

v Overemphasis on extrinsic rewards that may diminish intrinsic interest over
time;

v" The novelty effect, which fades without sustained innovation;

v’ Diverse student profiles and motivation types requiring individualized
approaches;

v  Increased workload for educators in designing and maintaining gamified
systems;

v" Need for institutional and technical support.

Addressing these challenges requires comprehensive pedagogical strategies and
continuous evaluation.

Summary and conclusions. The study has considered theoretical and practical
aspects of gamification as a motivational tool in the digital university. The review
revealed that gamification effectively supports student motivation by addressing
autonomy, competence, and relatedness. It transforms traditional learning into a more

interactive and engaging experience. However, sustainable motivation depends on the
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quality of integration, the adaptability of game elements, and the ongoing alignment
with educational objectives. The results emphasize that gamification should be
perceived not merely as entertainment but as a pedagogically grounded strategy
enhancing cognitive and emotional engagement.

Future research should focus on long-term impacts of gamification, cross-
disciplinary applications, and the development of adaptive digital tools that

personalize the gamified learning experience.
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