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GAMIFICATION ELEMENTS IN THE PROCESS OF UKRAINIAN
LANGUAGE TRAINING OF PEDAGOGY SPECIALISTS

IRYNA HUMENIUK

Abstract. The article studies the problem of using gamification elements in the process of training
future preschool and primary school teachers on the example of the methodology of teaching
Ukrainian Language for Professional Purposes. The necessity of improving the methodology of
teaching the language to students of different age groups while taking into account the main
educational trends and public demand has been substantiated. According to the goal, the essence of
the “gamification” concept has been defined regarding the modern education sector. The
peculiarities of using gamification, which have a great impact on the effectiveness of teaching
students at pedagogical institutions of higher education, have been determined.

It is emphasized that the growth of the number of game means in the methodology of teaching
Ukrainian Language for Professional Purposes is not always directly proportional to the increase of
success. Since gamification is impossible without using information and communications
technology, consideration of the factor of appropriate technological support is necessary. The age
factor manifests itself rather in the information and technological skills and abilities of certain age
groups than the effectiveness of completed tasks on the condition of unhindered mastery of the
technology. In the process of gamification, the element of novelty has a significant impact, as well as
the temporal and motivational dependence of the interest of the performers on the duration or
algorithmization of the tasks. The psychological factor is manifested through gender, which
substantiates the inefficiency of using gamification with elements of competition or open ranking of
results for female audience. In the context of training pedagogy specialists, the process of
gamification during the study of a certain discipline has a dual purpose: increasing the motivation
and therefore the effectiveness of training, formation of necessary competencies of future teachers;
mastering completed gamified tasks as possible ways and means of teaching the Ukrainian
language in future professional activity.

Based on the analysis of the information space of the problem, a system of tasks with gamification
elements has been developed and adapted to the content of the Ukrainian Language for
Professional Purposes academic discipline.

Keywords: gamification, competency, teaching methodology, professional speech, pedagogical
field, Ukrainian language, motivation, information and communications technology, digitalization.

1. INTRODUCTION

The high-quality training of pedagogy specialists is based on the modern competency
paradigm and takes into account the main educational trends determined by public demand.
Today, we can already see the increased need of educational institutions of various levels for
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teachers who have not only a high level of command of the Ukrainian language but also an
appropriate methodological base in order to efficiently form adequate competencies in pupils,
students, trainees of advanced training courses, etc. The tendency to search for a “competent
Ukrainian language teacher”, “professional Ukrainian language tutor”, “effective courses for
improving Ukrainian”, etc., which, in our opinion, will intensify in the post-war Ukrainian society,
is also becoming clearly established.

In this context, the issue of improving language learning methods for students of different age
groups is becoming relevant, particularly finding the tools that permit combining the study
process with the use of modern information and communications technology, creating a relaxed
atmosphere, and increasing the motivation. It is the task of integrating the study and digital
environment in which the majority of higher education students communicate, work and rest that
necessitates turning to gamification as a means of intensifying the process of learning the state
language of Ukraine.

2. RESULTS AND DISCUSSION

Research on gamification as one of the innovative educational tools has popularized it during
the last decade. However, despite the indisputability of the general conclusions, we still have not
received a thorough analysis of the narrow disciplinary application of this tool within the
pedagogical field. In particular, the problem of using gamification elements in the process of
mastering Ukrainian as the state language at pedagogical institutions of higher education remains
understudied.

The purpose of our investigation is to reveal the features and potential of using gamification
elements in the process of Ukrainian language training of future pedagogy specialists (on the
example of the methodology of teaching Ukrainian Language for Professional Purposes to students
of the Preschool Education and Primary Education specialties).

Achievement of the goal involves solving specific tasks:

1) finding out the essence of the “gamification” concept adapted to the educational field;

2) determining the features of using gamification in the process of training students of
pedagogical institutions of higher education;

3) developing a system of tasks with gamification elements for the Ukrainian Language for
Professional Purposes course.

The term “gamification” is most often interpreted by foreign scientists as a process that makes
an activity seem like a game (Werbach, 2014, p. 266), a process of introducing game principles into
the educational environment (Dichev & Dicheva, 2017, p. 25). In their works, Ukrainian researchers
rely on the understanding of gamification as “integration of game elements and game thinking into
an activity other than a game” (Pereiaslavska & Smahina, 2019, p. 251), taking into account the
primary definitions of this concept in the fields of marketing, management, psychology, health
care, mechanical engineering, etc. At the same time, the transfer of this process to the education
field has influenced the formulation of the definition of “gamification in education”: “the process
of spreading the game to various areas of education, which permits considering the game as a
method of learning and upbringing, a form of educational work, and a means of organizing a
holistic educational process”(Pereiaslavska & Smahina, 2019, p. 251). In a narrower sense, "using
game mechanics in non-game situations to achieve a certain goal" (Zelenska & Kovinko, 2019, p.
23).

Considering the subject of our research, the potential of gamification for the study of Ukrainian
Language for Professional Purposes by students of pedagogical institutions of higher education, it
is advisable to pay attention to certain features that affect the effectiveness of the learning process.
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1. Despite the proven positive impact of gamification on students' motivation and interest in
learning, the growth of the number of game means in the methodology applied is not always
directly proportional to the increase in success. This is due to several factors, which are described
below.

2. As pointed out by Zelenska and Kovinko (2019, p. 24), the difference between gamification
and other game-based learning methods is that gamification is impossible without the use of
information and communications technology. Accordingly, its basis includes the availability of
appropriate technological support and free access to the Internet. While during traditional
education such support is available in the educational institution, in the conditions of distance
education it is entirely the responsibility of the student. It is obviously wrong to make learning
results dependent on the financial capabilities of students, having formed a full academic
discipline course based on gamification.

3. The effectiveness of gamified learning is partially influenced by the age factor, which is more
evident in the information technology skills and abilities of certain age groups than in the
completed tasks under the condition of unhindered mastery of the technology. This factor needs to
be taken into account while working with students of correspondence courses and in adult
education.

4. The existing research confirms the importance of the novelty element in the gamification
process. Koivisto and Hamari (2014) emphasizes the temporal and motivational dependence, i. e. a
decrease in the interest of performers in long-term tasks or those that are done according to a well-
known algorithm.

5. The formation of students' competencies in the process of studying a discipline with the use
of gamification is significantly influenced by the psychological factor, particularly in the gender
sphere. Ortiz et al. (2014) say that the psychological pressure in competition has a more negative
effect on women than on men. Obviously, it is not desirable to use gamification with elements of
competition or open ranking of results to teach groups of women, as this could hypothetically have
the opposite result to the desired one.

6. Regarding the training of future teachers, the process of gamification in the study of a certain
discipline has a dual purpose: a) increasing the motivation and therefore the effectiveness of
studying (in our case, Ukrainian Language for Professional Purposes), formation of necessary
competencies of future teachers; b) mastering completed gamified tasks as possible ways and
means of teaching the Ukrainian language in future professional activity.

So, taking into account all the factors considered above, we focus on using gamification
elements in the methodology of teaching Ukrainian Language for Professional Purposes, i. e.
offering students 1-2 tasks that have a certain coefficient of novelty and digitalization within each
topic.

The study of the information space of the problem in a narrow disciplinary context has shown
that during the existence of the course (1989-2022) the scientific description of gamification
elements in the process of teaching Ukrainian Language for Professional Purposes was limited to
consideration of the abilities of remote platforms for conducting testing and recording its results
(Humeniuk, 2021). A common belief among researchers is that the very process of performing test
tasks via digital media, as well as the automatic calculation of points, always introduces the
gamification element (Humenuk et al., 2022; Yanenko, 2020). At the same time, the repetition of
testing as a gamified action (thematic, control, examination tests) significantly reduces its
effectiveness in terms of forming the necessary competencies of students, as the effect of novelty is
lost. In order to avoid this, we offer students the “reverse” option: practice tests that are one of the
types of independent work and involve the development of one original test task for each topic by
the students themselves. The set of developed test tasks needs to be uploaded to Google Forms and
made available to other students and the teacher. This type of work, in addition to the elements of
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gamification, has a clear professional orientation, as it involves preliminary familiarization with

the requirements for creating test tasks, the features of their placement on Google Forms, and

sharing with audience, and therefore reveals the opportunities for applying the acquired skills in
future pedagogical activity.

Electronic tests with gamification elements can be used at any stage of studying the course, but
the content of each topic requires creation or adaptation of specific tasks with introduction of game
mechanics, i. e. actions performed with the help of digital technology. We propose a developed
system of such tasks, integrated into the Ukrainian Language for Professional Purposes academic
discipline (Tab. 1).

Tab. 1

System of Tasks with Gamification Elements Adapted to the Content of the Ukrainian Language for Professional
purposes Course

No 3/m1 Topic Testing Task
1. | Determining the initial level |Introductory | Familiarization with the structure of the
of students' knowledge course and prospective types of
before studying the course independent work on the distance
learning platform of the university
2. | State Language: the Thematic | Working with mobile applications:
Language of Professional “Phraseological Dictionary of the
Communication Ukrainian Language”, “Explanatory
Dictionary of the Ukrainian Language”,
“Ukrainian Spelling”, “Dictionary
Dictations”
3. | Styles of the Modern Thematic | Creation and maintenance of weblogs
Ukrainian Literary Language “Professional Speech of a Primary School
in Professional Teacher” or “Professional Speech of a
Communication Preschool Teacher”, “How NOT to Write
(Photo Fixation)” by students
4. | Business Papers as a Means Thematic | Creating a qualified electronic signature
of Written Professional (QES) online (information project
Communication “Requisite ‘Signature’”)
5. | Documentation on Personnel | Thematic | Synchronous use of Zoom tools for editing
and Contract Issues documents
6. | Reference and Informational Thematic | Synchronous use of Zoom tools for
Documents structuring documents
7. | Scientific Style and Its Tools Thematic | Working with the university repository
in Professional (search and placement of works)
Communication
8. | Editing of Official and Thematic | Editing Ukrainian-Russian translation and
Scientific Texts mastering certain aspects of related topics
in the “Business Communication” mobile
application
9. | All topics Control Using QR codes in the process of
preparing information projects
10 | All topics Practice | Taking online courses on the educational
tests platforms Prometheus and Coursera

Source: author’s work
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As can be seen in Table 1, the gamification elements in the tasks for each topic have a single-
vector technological purpose: acquiring the necessary skills in using modern digital technology,
which minimizes the influence of the age factor as much as possible. In particular, preliminary
familiarization with the structure of the course and prospective types of independent work
involves mastering the principles of action on the distance learning platform of the university
(authorization, registration for the course, navigation between available functions). Deepening and
systematization of the norms of the Ukrainian literary language within the topic “State Language:
the Language of Professional Communication” also involves improvement of the lexicographic
competence, including expansion of the toolkit (searching, studying and evaluating relevant
mobile applications), diversification of the types of work on orthographic literacy (application
“Dictionary Dictations”), etc. The formation of the stylistic competency of future teachers is
expanded due to the capabilities of weblogs in active status: working in groups involves creating
and maintaining one blog from the list. We expand the boundaries of the documentary
competency by creating a qualified electronic signature (QES) online, as well as algorithmizing the
necessary actions in the information project. At the same time, Zoom tools, in particular screen
sharing and opportunities for editing, bring an element of gamification into the process of
structuring documents and correcting flaws in their design. The study of the scientific style as one
of the main ones in the future professional activity of students includes working with network
resources, among which the repository performs a double function: searching for scientific works
using available markers and placing students' publications as the results of their own research. The
effectiveness of editing official and scientific texts increases if the work material is part of active
resources. For example, the mobile application “Business Communication” informs about certain
aspects of verbal professional communication. Meanwhile, the texts posted in this application
require significant linguistic and technological editing, as they are often unsuccessful (or
computer) translations. Therefore, working with the application can be used as an option for the
purpose of forming students' editorial competence.

There is no thematic restriction on the use of QR codes both during lectures and practical
classes (students master QR code reading tools) and in the process of preparing information
projects (students master QR code generation resources). In both cases, the available elements of
gamification, which intensify cognitive activity, increase the educational motivation of learners,
regardless of whether they study online or offline.

We use the educational platforms Prometheus and Coursera as additional means of teaching
Ukrainian Language for Professional Purposes with elements of gamification. Today, none of them
includes a full course that would ensure the formation of the necessary competencies. Therefore,
we emphasize the optionality of their use. At the same time, in order to improve certain aspects of
the professional speech of future teachers, the above-mentioned educational platforms offer
interesting courses: Prometheus—“Oratory Art: Start Speaking Now”, “Learning How to Learn:
Powerful Mental Tools to Help You Master Tough Subjects”, “Think the Opposite: Break the
Obstacles on the Way to Learning and Unlock Hidden Potential”, “How to Effectively Plan and
Conduct a Dialogue” modules 1-3, “Digital Communications in the Global Space”, “Information
Hygiene: How to Spot Lies on Social Networks, the Internet and Television”, “Academic Integrity:
Online Course for Teachers”; Coursera— “Learning How to Learn: Powerful Mental Tools to Help
You Master Tough Subjects”, “Introduction to Communication Science”, “Get Organized: How to
Be a Together Teacher”. The policy of the Ukrainian Language for Professional Purposes discipline
includes selective completion of two courses from the proposed list with appropriate evaluation.

It is worth noting that the use of tasks with gamification elements must correlate with the
purpose of studying a specific topic, the aim and tasks of the educational discipline, its competency
paradigm, the list of competencies in the educational program of the specialty, and program
learning results. Tasks successfully completed by a student comprehensively form his vision of the
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opportunities for transferring the acquired experience from the educational environment to the
professional one.

3. CONCLUSIONS

Modern educational trends, in particular the strengthening of motivation, the use of
information and communications technology, and the implementation of active learning, lead to
the search for tools and means of integrating education with the environment familiar to the
modern digital generation. Since the problem of professionally oriented learning of Ukrainian as
the state language has become particularly acute, the need for partial gamification of this process
has also increased. Applying gamification elements rather than complete game mechanics makes it
possible to neutralize the negative impact of the factors discussed above: technological,
psychological, age related, temporal and motivational. In the context of language training of
pedagogy specialists, it is important to take into account the specificity of the perception of
gamified tasks by students (from the perspective of the student and from the perspective of the
future teacher). Based on the single-vector technological direction, the proposed system of tasks
with gamification elements for the Ukrainian Language for Professional Purposes course will
provide an opportunity to cover the main competencies, the formation of which is the goal and
result of this academic discipline.

Prospects for further research are aimed at improving the methodology of teaching Ukrainian
Language for Professional Purposes, as well as the accompanying special courses, taking into
account the capabilities of gamification at various educational levels.
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I'ymenok Ipuna. Eaementn revimidikanii y mporleci yKpaiHOMOBHOI IiAroToBkmu ¢paxiBIiB HeaaroriqHoi
raaysi. XKypnaa Ipuxapnamcoxozo yrisepcumemy imeni Bacurs Cmegparuxa, 10 (1) (2023), 126-132.

CraTTsi mpuCBsIYeHa JOCAiIAKEHHIO HIpoOAeMI 3acTOCyBaHH: eJeMeHTiB reﬂMicl)iKaui'l' y mnpoueci
MiATOTOBKM MalOyTHIX yuuTeAiB IOYaTKOBUX KAacCiB i BUXOBaTeAiB 3aKAaAiB AOIIKi/AbHOI OCBiTH Ha IIpUKAaai
MeTOAVKM HaB4aHH:S YKpPaiHCBKOI MOBM 3a ITpodeciiiHuM crpsamyBaHHAM. OOrpyHTOBaHO HeOOXigHiCTh
YAOCKOHa/JeHHs MeTOAVKI HaByaHHSI MOBM 3400yBadiB OCBiTM pPi3HMX BiKOBMX KaTeropii 3 ypaxyBaHHIM
OCHOBHMX OCBiTHiX TEHAEHIIN i CyCIiApHUX 3alMUTiB. BigllOBiAHO 40 moOcTaBAeHOI MeTH 3'JCOBaHO CYTHICTb
MOHATTs «TeliMidikallis» CTOCOBHO cydacHOi raaysi ocsiTm. BusHaueHo 0co0AMBOCTI 3acTOCyBaHH:
reriMiikanii y rmporieci mgroroBKu CTyAeHTiB IlearoTiyHuX 3akAaAiB BUIIOL OCBiTH, IIJO CYyTTEBO BILAMBAIOTh
Ha Pe3yAbTaTVBHICTh HaBUYaHH:I.

AKIIeHTOBaHO, 110 3POCTaHHA KiABKOCTi irpoBuX 3aco0iB y MeTOAuUINi HaBYaHHS YKpaiHCBKOI MOBM 3a
npodeciiiHuM CIpsIMyBaHHAM He 3aBXAU IIPSIMO IIPOIOpLiliHe 3pOCTaHHIO ycmimmHocTi. OckiabKu
reﬁMic])iKaui;I HeMOXXAMBa 0e3 3acTOCyBaHH:I iHCI)OpMaL[iIZHO-KOMYHiKaL[iIZHI/IX TEeXHOAOTiVI, HeoOXiAHO
BpaxoByBaTU UMHHMK Ha/Ae>KHOTO TeXHOAOTIYHOTO 3a0e3neuyeHHs. BiKOBMII UMHHMK BUSBASIEThCS Oiabllle B
inpopMariiiHO-TeXHOAOTIYHNX HaBMKaX i MOXKAMBOCTAX IT€BHUX BIiKOBUX IPYI, HiXX y Pe3yAbTaTMBHOCTI
BIKOHAHNX 3aBAaHb 3a YMOBU 0e3IepemKogHOrO BOAOAIHH: TeXHOAOTi€I0. ¥ mporieci reiimidikariii BaromMmmii
BILAVB Ma€ e/eMeHT HOBM3HM, TeMIIOpaAbHO-MOTHBAIIilIHA 3a4€>XKHICTh iHTepecy BUKOHABIIiB Bij, TPMBaAOCTI
Yyl aArOpMUTMI30BaHOCTI 3aBAaHb. lICMXOAOTriYHMII UMHHUK BUABASETBCA Y TeHAEPHIN IIAOLIMHI, 4UM
OOrpyHTOBaHO Hee(eKTMBHICTb 3aCTOCYBaHHS AAs >KiHOWOI ayAwuTopil reimidikamii 3 eaemeHTaMu
KOHKypeHIlii ab0o BigKpUTMM paHKyBaHHAM pe3yAbTaTiB. ¥ KOHTEKCTi IiaToToBKM (axiBIIiB IeAaroriaHoi
raaysi mpotec rermigikariii y BUBYeHHi eBHOI AMCIIUIIAIHNM OTPUMYE ABOSKE CIPSIMYBaHHS: ITiABUIIIEHHS
MOTUBalIlil, a OT>Ke, pe3yAbTaTUBHOCTI HaBuaHH:, (OPMYyBaHHS HEOOXiAHMX KOMIIETEHTHOCTEN MaitOyTHiX
IeaaroriB; 3aCBOCHHS BMKOHAHIX reﬁMicl)iKOBaHMX 3aBJaHb SIK MOXKAMBMX CIIOCOOIB 1 3aco0iB HaBYaHHS
YKpalHCHbKOI MOBU 4451 3aCTOCYBaHHs Y MaliOyTHiN mpodeciiiHiit Ais1ABHOCTI.

Ha ocHoBi anaaisy iHdopMamirtHOTo mpocTopy HigHATOI IpoOaeMy po3pobaeHO cucteMy 3aBJaHb 3
edeMeHTaMM reiiMigikanii, aganTroBaHy A0 3MiCTy HaBYaAbHOI AUCIIUIIAIHM «YKpalHCbKa MoOBa 3a
IpodeciiiHUM CIPSIMYyBaHHAM».

Karouosi caosa: rermidikaliis, KOMIIETEHTHICTb, MeTOAVKa HaBYaHH:A, HpodeciiiHe MOBAEHHS,
IejaroriyHa  raaysb, yKpaiHCbKa MOBa, MOTMBamisA, iH(OpMaIlilfHO-KOMYHIKalliliHi ~ TeXHOAOTil,
AlAKUTaAi3allis.



