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ABSTRACT 
The article analyzes gamification as an educational technology applied in higher education institutions. For 
this purpose, the system of views regarding the positive and negative aspects of the use of gamification in the 
educational process is studied and generalized. The article describes the main components that make up 
educational gamification and also considers the ability of gaming technology to substitute traditional teaching 
techniques. 
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1. INTRODUCTION 

Currently, the educational process in higher education 
institutions is a complex multidimensional phenomenon 
that needs prompt response to the needs of the 
development of society. Modern trends in the labour 
market suggest that a potential university graduate should 
not only be a competent and theoretically well-prepared 
professional in his/her area activity but should also have 
practical professional skills, the development of which 
falls on the shoulders of university professors and lecturers. 
It should be noted that improving practical skills is a 
complex task that must be solved both with classical 
academic educational techniques and using new 
technologies that take into account topical issues of the 
professional field of knowledge as well as increase the 
students’ interest in the courses taught. 
It is far from a secret that in modern conditions the process 
of education of a classical higher education institution 
does not always find a response among students. Lectures 
and seminars in their usual form often represent the 
memorization of theoretical material, which is not 
interesting to a modern student. Unfortunately, an attempt 
to introduce new information technology into educational 
process is most often reduced to the use of a presentation 
within the framework of lectures or seminars. Of course, 
even such progress aimed at the informational 
improvement of educational technology should be 
considered as an extremely positive phenomenon; however, 
the realities of modern society require the use of new 
techniques that will not only allow lecturers and professors 
to trigger student’s interest in the course taught but also 
‘share a common language’ with him. 
What is ‘a modern student’? This is a young man or girl 
who has a wide range of interests, a significant part of 
which is in the information space ‒ social networks, 
Internet communities, computer games, video hosting, etc. 
It is quite natural that traditional lectures and seminars do 
not find a relevant response from him/her, since for 

students, they seem to be outdated and obsolete. A 
significant part of the students transfers their 
communication with university teaching staff into the 
information field since this gives them possibility to 
respond quicker to educational tasks, to solve them by 
applying new techniques and methods, which are more 
perfect than those currently used in universities. As 
E. O. Akchelov and E. V. Galanina rightly point out, 
representatives of the new ‘digital’ generation are 
challenging traditional approaches and models in the 
system of education [1, p. 118]. 
Consequently, such forms of lectures and seminars that not 
only improve practical skills and abilities of future 
professionals, allow a more detailed theoretical knowledge 
understanding and assimilating, but also making the 
learning process interesting and exciting are increasingly 
being introduced into university educational process. The 
term ‘gamification’ covers the considered technology of 
organizing educational process. Within the framework of 
this article, it is supposed to highlight and characterize 
some of the positive and negative aspects of the use of 
gamification in higher education system on the example of 
studying the courses related to criminal procedure. 

2. METHODOLOGY 

When writing the article, the dialectical methods (the 
method of cognizing the phenomena and processes of 
social life), as well as general scientific methods of 
observation, analysis, synthesis, comparison and analogy, 
were used. 
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3. RESULTS AND DISCUSSION 

3.1. Concept of gamification as an educational 
technology 

According to the report “The Future of Education: A 
Global Agenda” of the Agency for Strategic Initiatives of 
the Russian Federation, gamification is a key trend in the 
development of secondary school, university and 
professional education in Russia [2]. In this report, 
gamification is understood in context as the process of 
introducing gaming techniques and tools into the system of 
education. 
The fact that in recent years, penetration of games into 
educational process is one of the main trends can be heard 
at the world’s largest conferences on education such as the 
International Society for Technology in Education (ISTE), 
EdCrunch. 
Currently, gamification of the educational process is no 
longer a novelty: for example, business games that 
simulate court proceedings have been successfully used in 
the training of lawyers for a long period. However, it 
seems to us that at present, business games with all the 
advantages in the form in which they are used are inferior 
to digital gamification, that is, specialized computer games. 
Our experience in teaching university legal courses allows 
us to conclude that a modern student will prefer to study 
Criminal Procedure or Forensic Science in the form of a 
computer game. Needless to say, it is obvious, we do not 
in any way believe that gamification is an alternative to 
well-established traditional forms of academic education 
(lectures, seminars), however, a competent combination of 
traditional techniques and gamification in its digital form 
will allow students to better understand the material being 
studied and, subsequently, apply it in practical activity. 
Digital gamification in the educational process is far from 
new. The analysis of the published materials showed that a 
fairly large number of scientific studies, in one form or 
another, touching upon both the very concept of digital 
gamification and the practice of its implementation in the 
educational process in completely different areas of 
education. 
Studying the issue of gamification in education, one 
cannot but consider the problem of its definition as a 
category. The concept of gamification was introduced in 
the early 2000s; its lively discussion began in 2010 but 
there is still no universally recognized scientific definition 
of this term [3]. The most common definition of 
gamification is the use of game design elements in a non-
game context [4]. Some authors say that gamification is 
the use of just elements (not fully developed games) of 
design (rather than game technology or other game 
practices) that are specific to a game (as a product, not as 
an activity) in non-game contexts (regardless of the 
specific intent of use, contexts or means of implementation) 
[4]. 
Thus, at the moment, games in education are used both in 
the form of fully developed special educational games and 

in the form of gamification elements; these mainly 
includes computer games and simulations. 
Many authors consider gamification as an innovative and 
promising technology that can be applied in various fields 
including education [5, 6]. Nowadays, there is increasing 
evidence confirming the effectiveness of games for 
learning [7, 8].  
It should be highlighted that currently, there is also no 
unified approach to formulating the concept of 
gamification in education among Russian researchers. As a 
rule, in their definitions, some of them consider only 
components of this phenomenon, without taking into 
account the entire complex of techniques falling under the 
category under study. For example, L. P. Varenina defines 
gamification as application of gaming techniques in non-
gaming situations [9, p. 314]. In our opinion, this approach 
is somewhat narrow and does not allow assessing the 
entire scope of the phenomenon under consideration. 
Certainly, application of gaming techniques in educational 
situations, to which they are not quite typical, is one of the 
varieties of the gamification process but such a definition 
does not reveal the essence and variety of these techniques. 
M. D. Lar’kin proposes to define gamification in education 
not only as an increase in the share of gaming educational 
technologies in teaching and upbringing, but also as taking 
into account the gaming context in the process of 
socialization and education [10, p. 134]. It seems to us that 
this approach is more thoroughly developed, since it 
allows us to consider gamification not only as an optional 
element of the educational process but rather as its 
essential part. 

3.2. Positive features of educational 
gamification 

E. A. Dyachkova, revealing the practical component of 
gamification, argues that it is an effective motivating and 
engaging means of developing knowledge and skills that 
uses such types of incentives and technologies as: points, 
issuing rewards and distinctions, placing the best on the 
board of honour as well as a digital method that uses quite 
material incentives [5, p. 68]. Certainly, one cannot but 
agree with this opinion since the use of gaming techniques 
in the educational process has been showing positive 
effectiveness for several years [6]. 
It should be noted that as opposed to the traditional five-
point grading system which cannot always serve as an 
appropriate motivator in the learning process (it is far from 
a secret that a significant part of students are ready to 
accept a satisfactory mark (“3 points”) without problems, 
if this does not require significant efforts), gamification as 
a new educational technology plays a significant 
motivating role in the educational process, creating a 
certain competitive element. Moreover, this position is far 
from new for educational science. Games are able to 
motivate people to perform certain actions without being 
forced in situations where people do not always know how 
much they want to perform them [7]. The motivating role 
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of gamification in education is currently a fact confirmed 
by the research of specialists from different countries [8]. 
Within the framework of a computer game, interest in the 
course of study is laid by receiving certain in-game 
rewards such as badges, distinctions, ranks, etc. The 
combination of such rewards with real grades in the 
subject can be a very powerful incentive since a student 
not only gets new skills and abilities but also the pleasure 
from the game process, which, if properly implemented, 
can be very effectively reflected in the student’s 
performance indicators. 
One of the advantages of gaming technology in the 
educational process is the fact that, while playing a game, 
a student not only considers some practical examples, but 
associates him/herself with the character. For example, 
when studying Forensics, a student solves problems in a 
playful way while investigating a crime. Moreover, in this 
situation, the process of searching a criminal depends 
precisely on the gamer, that is, the case is being 
investigated not by some outside investigator, but by the 
character with whom the player (in fact, the student) 
associates him/herself [9]. This approach arouses interest 
and excitement since this is not just a look at the situation 
from the outside but a challenge for a student, which 
he/she strives to overcome. 
The combination of a motivating factor, an intuitive and 
modern for a student approach for acquisition of 
knowledge and skills of the courses of study as well as a 
competitive effect allows us to consider gamification as a 
very effective tool in the educational process. 
In addition to the motivational effect, the use of gaming 
technology in the university educational process also has a 
number of other advantages. 
A modern young professional should not only have a base 
of theoretical knowledge but also be able to solve practical 
problems. It goes without saying that within the 
framework of the curriculum of a higher education 
institution, a student should complete a number of 
internships according to the chosen area of study. However, 
it should be recognized that the effectiveness of such 
internship courses is far from high. The use of gaming 
technology allows us to re-create practical tasks without 
interrupting the educational process. Within the framework 
of the game, a student, using the base of accumulated 
theoretical knowledge, can solve specific problems which 
are practical in nature. In this regard, gamification requires 
serious preparation from the teachers concerning creation 
of such situations within the game. 
Moreover, gaming technology makes it possible to reduce 
the formalism of the educational process as well as to 
carry out communication with a teacher at a new level. A 
teacher who introduces gaming technology into the 
educational process is not just a ‘lecture-giving machine’ 
but a person who speaks the same language with a student. 
This approach is a serious incentive to improve student 
performance indicators. 

3.3. Negative features of educational 
gamification 

However, it should be mentioned that for all the 
advantages of the studied educational technology, it is not 
devoid of certain negative aspects. A number of 
researchers point out the possible negative consequences 
of gamification and suggest that its use in the educational 
process can be harmful. Thus, T. E. Pakhomova points to 
the possibility of student’s gambling addiction [16, p. 33], 
that is, a student, carried away by an educational computer 
game, may stop perceiving other educational technologies, 
which, of course, should be considered as an exclusively 
negative phenomenon. Preferring education in the form of 
a game, such a student not only does not perceive 
knowledge in a different form; in such a situation, 
traditional educational techniques and methods can irritate 
him/her and become a kind of anti-motivator.  
It should also be understood that associating oneself with 
the character of the game has a downside, when a student 
sees the goals of the character in front of him, forgetting 
about his/her learning goals. In such a situation, education 
fades into the background and the player’s goal is to 
satisfy the desire to ‘power level the character’. 
In addition, a number of experts quite rightly note that this 
technology is suitable not for all students. A number of 
students may consider the use of game techniques as 
meaningless pastime since they entered universities in 
order to gain knowledge, and not to play games albeit 
related to their future profession [17, p. 75]. This view 
seems to be quite justified. There is no universal 
educational technology, and a game due to its non-
standard character in the realm of education does not cause 
response among all students. 
Another disadvantage of gamification as an educational 
technique is the fact that in practice it often replaces 
classical academic teaching methods. Some teachers, in an 
effort to introduce the technology under consideration in 
the teaching process of his/her course, almost completely 
ignore other teaching techniques and methods both giving 
lectures and seminars. Note that gamification as an 
educational method in no way replaces classical academic 
methods but is intended to complement them. The transfer 
of the teaching process exclusively to play-based activities 
causes a number of negative consequences, among which 
one can note at least the fact that a student gets used to 
considering practical problems as another gaming test, not 
considering them to be real. The substitution of concepts 
that takes place has a negative impact on further 
professional activities. 
Moreover, not all material to be studied can be learned 
through a game. As the researchers argue topics, where 
there are systems that can be modeled, are better absorbed 
through games, and games are simply not suitable for 
other topics [18]. Attention should be also paid to the fact 
that most of the game results are indicators of the player’s 
progress, but they do not necessarily indicate the learning 
progress. 
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Game outcomes are focused on the events of the game and 
not on the fundamental educational criteria ‒ skills, 
knowledge or competence. Consequently, in-game 
assessment systems rarely meet the stringent requirements 
of the validity and reliability of the educational outcomes. 
The pursuit of high scores attracts players to actions they 
are already good at: they do not want to try new 
approaches because they may be afraid of getting penalties. 
Effective learning, however, requires sufficient time for 
deep understanding, sufficient opportunity for thinking, 
reflection and self-assessment, and readiness to make 
mistakes [18]. 
These circumstances indicate the need for a balanced 
approach to the use of gaming technology in teaching 
students. 

4. CONCLUSION 

Summing up, we would like to highlight that gamification 
in the educational process is a relatively new promising 
area which has a number of advantages over traditional 
educational technologies. As part of the educational 
process, gamification can be implemented as a technology 
for the transmission of educational information in order to 
improve its perception by students as well as to develop 
practical skills. However, the use of this kind of technique 
should be ‘dosed’ and in no way should replace classical 
academic educational techniques and methods. Only a 
high-quality combination of gamification and traditional 
academic approaches in the educational process will allow 
us to get the maximum positive result. 
In Russian higher education institutions, gaming 
technology is currently not fully implemented since in 
Russian pedagogical science there has not yet been an 
unambiguous point of view on the need to introduce 
elements of gamification into the educational process. Due 
to the uncertainty of the content and essence of educational 
gamification in modern science, in practice, its 
implementation causes difficulties. 
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