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Abstract

Introduction. The article is devoted to the development of modern technologies — gamification, ambiguity of its application
in various areas of service, as well as the attitude of student youth and teachers of the social and cultural direction of
higher education to the introduction of this method of education.

Materials and methods. The complexity of the used methods is explained by the topic of work extrapolating the methodology
of sociology, pedagogy, philosophy and a number of economic disciplines related to the introduction of modern directions
of human activity. The object of the study is the specifics of gamification usage in all its manifestations, since today this
has become one of the ways to increase the interest in working activities and the cognitive interest of students in getting
education. However, this type of involvement in the learning process, including the socio-cultural direction, is ambiguous,
since it is possible to lose the quality of the gained knowledge. If gamification is used inadequately, the ease of material
acquisition borders on the superficiality of learning.

Results. The need to optimize the process of implementation of gamified forms of training is emphasized, identifying
specific goals and stages of gradual implementation. At the same time, it is indicated that it is necessary to specify
the existing and necessary base for adequate implementation, taking into account not only the technical equipment,
but also the readiness of the relevant specialists (teachers, IT-developers, university psychologists). Ultimately, using
gamified training methods, one should not forget about psychological control, end-to-end analytics and the consequences
of implementation, risk management, especially regarding the qualitative results of the entire training process.
Discussion and conclusion. In the course of the study, the rating of behavioral factors in the student environment and
among teachers of the socio-cultural direction of higher education acting as motivators in gamification was determined,
which may allow more targeted determination of the gamification application point in the socio-cultural sphere as a whole.

Keywords: gamification, marketing, the practice-oriented training, motivation, game methods of training, loyalty, social-
cultural service

For citation. Dudkina OV, Petrenko AS. Problems of Gamification Ambivalence in Social and Cultural Service. Science
Almanac Black Sea Region Countries. 2023;9(4):7—12. https://doi.org/10.23947/2414-1143-2023-9-4-7-12

Hayunas cmamos

IIpoGaeMbl aMOMBaIEeHTHOCTH MTPOQUKALINH
B COLHAJIbHO-KYJIBTYPHOM CepBHCe

O.B. lynkuna ™, A.C. Ilerpenko
Jouckoii ['ocynapcrBennslii Texunueckuit Yausepcurer, Poccuiickas ®enepanus, . Poctos-na-/lony, ru1. ['arapuna, 1

Mmadam.olga-don@yandex.ru

AHHOTaLUA

Beeoenue. Crarbsi OCBSIICHA aKTyaJIbHOMY HAIPABJICHUIO Pa3BUTHS COBPEMEHHBIX TEXHOJIOTHN — UTPOQUKAIMHN, HEOTHO-
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Mamepuanvt u memoost. KOMIUIEKCHOCTh IPUMEHEHHBIX B JJAHHOM HCCIIEOBAHHH METOIOB OOBSCHSAETCS TEMaTHKON
PpabOoTEHL, SKCTPANOIUPYIOISH METOIOJIOTHIO COLIMOIOTHY, TIEIAroruKy, GUI0co(HH U psiaa SKOHOMHUYESCKUX THCIMILIHH,
CBSI3aHHBIX C BHEJIPEHHEM COBPEMEHHBIX HAIPABJICHHH Y€JI0OBEUECKOH AesaTenbHOCTH. OOBEKTOM HCCIIEIOBaHHS SBIISET-
cs crienrdrka NpUMEeHEeHHs reiMuI(UKaIy BO BCEX €€ MPOSIBICHUSX, OCKOIBKY CETOIHSI 3TO CTAJIO OIHUM M3 CIIOCOO0B
MIOBBIICHNUS 3aMHTEPECOBAaHHOCTH B paboyeil NesTeIbHOCTH M II03HABATEIbHOIO HHTEepeca 00yJaromuXxcs K MOTyYeHHUIO
oOpa3oBaHus1. OIHAKO TAaKOW BHJ MPHUBJICUCHHUS K IpolLieccy 0OydeHHs, B TOM YUCIIe COLUATbHO-KYJIBTYPHOTO HalpaBiie-
HUSI, SIBISICTCS HEOHO3HAYHBIM, TIOCKOJIBKY BO3MOXKHA TI0Teps IIyOMHBI M KadecTBa IMOy4YeHHbIX 3HaHui. [Ipn Heanek-
BaTHOM NPUMCHCHUU I/IFpO(i)I/IKaL[I/II/I JICTKOCTH YCBOCHMS MaT€puralia rpaHUIuT C IOBEPXHOCTHOCTBHIO O6y‘leHI/IH.
Pesynomamut uccnedosanus. IlonuepkuBaercss HEOOXOAUMOCTh ONTHMH3ALMU IIpoLecca BHEAPEHUS HUrpo(UIUpO-
BaHHBIX (OpM 00y4eHHs, 0003HAYMB KOHKPETHBIC LIENM M ATAaIbl MIOCTEIICHHOTO BHenpeHus. [Ipu 3ToM ykasbIBaeTCs
Ha HEOOXOIMMOCTh KOHKPETH3AIMU CYIIECTBYIONIEH 1 HEOOXOqUMOW 0a3bl [UIsl aJleKBaTHOTO BHEPEHHMS, NPUHUMAs BO
BHHMaHHE HE TOJILKO TEXHHMYECKOE OCHAIIEHHE, HO ¥ TOTOBHOCTh COOTBETCTBYIOIIMX CIELHUAIMCTOB (IperoaaBaTesieH,
IT-pa3paboTunKoB, By30BCKHX MICHXOIOTOB). Mcronp3ys HTpoHUIIPOBAHHBIE METOIBI O0yUEHISI, HE CIIEAYeT 3a0bIBaTh O
TICHXOJIOTHYECKOM KOHTPOJIE, CKBO3HOW aHAJIMTHKE U MOCIIEACTBUAX BHEIPECHUS, PUCK-MEHEDKMEHTE, 0COOCHHO B YacTH
KaueCTBEHHBIX HTOTOB BCETO TIpoliecca 00ydeHusl.

Oobcyscoenue u 3axknouenue. B mpoiiecce MCCICIOBAaHUS ONPENCICH PEHTHHT MOBEACHUCCKUX (AKTOPOB B CTyICHYC-
CKOH cpelie ¥ Cpean NpernopaBaTeseil ConnaabHO-KyIbTYPHOTO HalpaBiIeH s BHICIICH LIKOJBI, BRICTYIIAOIINX MOTHBA-
TOpaMH{ B HTPOQHKALNH, YTO MOXKET MO3BOJIUTH 0oJiee MPHLEIBHO ONPENEeIUTh TOUYKHU MPUIIOKEHUS HIPOPHKALNH B CO-
LUaJIbHO-KYJIETYpPHOI cepe B [eTIoM.

KioueBble ciioBa: urpodukaiys, MapKeTHHT, IPAKTHKO-OPHEHTHPOBAHHOCTH 00Y4YEHHsI, MOTHUBAIINS, UTPOBBIE METOJIBI
00yueHHs, TOSITBHOCTb, COIIMAIbHO-KYIBTYPHBIN CEpPBHC

Jas uutupoBanus. ynkuaa O.B., [lerperko A.C. I[IpoOmempl aMOMBaIC€HTHOCTH UTPOPUKAIINH B COIATBHO-KYIIBTYP-
HOM cepBuce. Hayunwiii anvmanax cmpan Ipuuepnomopos. 2023;9(4):7—12. https://doi.org/10.23947/2414-1143-2023-
9-4-7-12

Introduction. The dynamic development of information and communication technologies currently contributes to the
rapid implementation of innovative solutions in different spheres of society’s life. Gamification is an effective solution
intriguing children and adults by hooking them. One of the most common reasons for the widespread introduction of
gamification in many areas of modern society is the desire to increase people’s motivation for certain types of activities.

Gamification is not a game in the direct sense of the word. This term carries the meaning of using the main attributes of
the game in the non-game field of human activity, the desire to place a person in a game situation in a routine environment
of ordinary work or educational activities, as a result, the opportunity to enjoy the routine.

Materials and methods. In this study, the methodology is complex due to the versatility of the topic. A variety of
general scientific methods was used in combination with conceptual-logical and comparative analysis of the data obtained
during the study. In the work, the authors relied on researches of domestic and foreign scientists, who described the
possibility of game elements usage in various fields. Authors A.V. Tsvetsikh, A.V. Redkina and A.M. Bessmertny consider
gamification from the point of view of an effective tool in the process of increasing motivation and self-development of
users [1]. The views of A.L. Mazelis are of great interest. In his opinion, mastering functionality and providing feedback
from the user is the main principle of gamification. In his works, the author identified the main features of gamification
such as mechanics, aesthetics, social interaction and dynamics [2]. L.P. Varenina writes in her works about the possibility
of developing the creative abilities of users using gaming technologies. Game strategies increasing the interest of students
in the learning process can simultaneously act as a means and form of self-control in the educational process [3]. According
to S.I. Nikitin, gamification (specialized games created specifically for educational purposes) will take key positions
among additional educational technologies in the near future [4]. The works of the Dutch historian and cultural scientist
J. Heising are devoted to the game as a cultural factor of history as well as to the human interaction with games. His game
concepts of culture occupy a significant place in modern cultural studies [5].

Results. Gamification was widely discussed only in 2008—2010 in connection with the widespread introduction of
computer technologies into all areas of human activity.

Introduction of gamification often becomes an end in itself for companies wishing to be “on the crest of the wave”,
striving to keep up with competitors. The pendulum of introduction of innovation called “gamification” is launched on a
grand scale and strives for the maximum of its movement amplitude. Today, the main areas of gamification application in
business practice have already been determined. The pace of game methods application in the practice of modern life is


https://doi.org/10.23947/2414-1143-2023-9-4-7-12
https://doi.org/10.23947/2414-1143-2023-9-4-7-12

Science Almanac of Black Sea Region Countries. 2023;9(4):7—12. eISSN 2414-1143

growing rapidly, filling all possible niches for adequate usage. These areas of gamification application, for the most part,
relate to the areas of marketing and training (Fig. 1) [6].

Public
and social life

Personnel

Marketing
management

Game theory Sociology

Medicine

Fig. 1. Areas of gamification application

Based on the above-mentioned information, it is possible to determine the points of gamification application in the
socio-cultural service.

Marketing directions for the use of gamification are most often reflected in such areas as food industry, household,
housing and communal, legal, research, consulting, financial services, radio and television broadcasting, publishing and
journalism, communications and others.

Today the scope of gamification in marketing in the territory of Russia can be defined by the framework of using this
technology to attract customers, conduct various surveys, personnel management (especially in terms of adaptation and
advanced training of employees), create loyalty programs, solve various business problems, that is to increase sales. You
can list for a long time the educational benefits of gamification in such areas of social and cultural service as education
and upbringing, tourism industry, physical culture and sports, social service and others.

The benefits of introducing gamification in a socio-cultural service are undeniable and multifaceted, which is connected
with a great number of factors.

In particular, marketing specialists note that gamification stimulates loyalty and involvement in work. Introducing
elements of gamification, achievements are visualized, which activates labor activity, providing an opportunity for
talented employees to show their capabilities, demonstrate existing experience and knowledge in the professional field,
for young and less successful to learn and gradually earn the respect of colleagues by gaining the necessary experience in
a relaxed atmosphere of educational situations.

If the marketing direction of gamification is already relatively defined, specified and does not require special restrictive
barriers, since it is quite clearly regulated by the laws of the market, then in terms of school, pre-university and university
education, the use of gamification is not so clearly positive in all its aspects.

In real life, learning and entertainment are eternal competitors for people’s attention. Each person is constantly faced
with the need for choice between “useful” and “pleasant”. This is precisely the relevance of attempts to make learning
play-based, transferring it from the sphere of “useful” to the side of “pleasant™.

Taking into account the immersion of modern youth in computer technology, in all their diversity, the logic of
introducing these technologies into the learning process should be noted. At the same time, one of the main lines of
modern education actualization is the practical orientation of training, in which the foundations of classical fundamental
knowledge and applied training should be optimally combined with elements of mastering professional skills.

However, modernity dictates the need to pay attention to the psychological features and educational needs of modern
student audiences. The specifics of presenting information in a modern educational institution should be designated as
a student-oriented, that is, taking into account the very psychological features and needs of young people that are reflected
in the game orientation of their reality perception due to their significant immersion in the computer model of reality.

The use of information and communication technologies is now becoming a prerequisite for higher education and
takes the teaching process to a new level that meets the requirements of rapidly changing modernity.
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The teacher of higher education should not only attract students to gain knowledge, but teach them to gain knowledge
themselves using the available current methods.

The tasks of gamification in training can be indicated in the following form:

— activation of students’ cognitive activity;

— development of skills allowing to receive and transmit the necessary information without loss;

— development of students’ skills to navigate in a huge information flow coming from different sources;

— development of skills to structure the received information and highlight the main thing in the mass of available
knowledge;

— development of skills to adequately apply structured knowledge in practical activities.

For a high school teacher, it becomes professionally necessary to learn how to combine your own teaching experience
with the new technical capabilities that computer technology provides us today. The most important condition for this is
the preservation of traditions of a high level of teaching culture both professional and creative.

Among the main advantages of using gamification in digital education there are:

— increased motivation and interest;

— broadening the horizons through visualization, description, narrative with using graphics and music;

— ease of displaying public reality;

— additional support resource of mastering information [7].

The negative sides of the hasty and widespread introduction of gamification into the educational process may be the
following.

Firstly, this is the possible appearance of behavior’s addictive forms, in particular, formation and consolidation of
addiction to virtual reality and game orientation of reality perception.

It remains important to maintain a balance of addiction to the virtual reality of computer technologies. In such
a situation, there is a special responsibility on the part of professional groups of people working with youth audiences
who need to develop a new approach to solving the problems of preventing addictive behavior associated with too
deep immersion in the game. In this aspect, the deep work of university psychologists is necessary, the activities of
which should be applied at all stages of the work of introducing a new way of knowledge presentation — starting from
the discussion of the introduced training programs with the elements of gamification, then, during the training process
(psychological status of students), as well as in connection with the analysis of the results of training after the introduction
of gamified programs.

Secondly. The usual game involves wins and losses, “sticks” and “carrots”. Gamification is more a carrot approach
than a stick. In the event of gamification, the “stick” should be an unearned “carrot”: lost points, points, “achievement”,
“badge”, unmet levels and various ratings. The desire to accumulate/achieve them can lead to the activation of the students’
abilities to “get around” the rules, act “over the head” of other participants in order to receive more rewards, achieve more
within the framework of the game, using atypical, including deviant and immoral methods.

Thirdly. As foreign practice shows, the effect of stimulation by gamification in marketing is short-term. Due to
insufficient data on the effectiveness of gamification training (short observation period), extrapolating the use of this
method from marketing to training processes, a similar effect can be expected in training.

Fourthly. A properly composed common game (for both children and adults) aims to create the illusion of seriousness
and importance for frivolous actions. At the same time, in contrast to the common game, in the gamification field of real
activity, the game component strives to achieve another task, that is to give a serious business playfulness and easiness.
Can this become a problem of too simplified perception of reality, “playful”, easy attitude to real study, and in the future
to work?

Within the framework of this work, an opinion study was conducted among students in such fields of education
as “Service”, “Tourism” and “Hospitality”, as well as their teachers, including issues of attitude to the introduction of
gamification elements in the process of training various fields of social and cultural profile.

The study also used elements of the Yu-kai Chou game octalysis to create and analyze game systems [8].

Octalysis is a high-level review of the main motivational directions of human activity in the process of using game
technologies, built by the author in the form of an octagon with a description of each of the eight sides (Fig. 2).

The incentives or behavioral factors that act as motivators of gamification in octalysis are:

— Mission — the user feels he is “the chosen one”. This incentive acts when the player assumes that they are determined
for a particular mission by accomplishing something particularly important;

— Achievement — an incentive to strive for a new level, growth, leadership;

— Creativity — unlocking creative, constructive potential;
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— Possession — motivation of collectors;

— Social impact — mutual influence of society and a person;

— Deficit — desire to possess unique things, properties;

— Curiosity — manifestation of inquisitiveness;

— Security — based on preventing negativity or loss of security. Including, likely new opportunities that can be lost take
the form of loss or danger.

Mission Achievement
Creativity Possession
Deficit Social impact
Curiosity Sacurity

Fig. 2. Octalysis (gamification)

The survey was conducted anonymously after students and teachers studied the Yu-kai Chou Octalysis Scheme.
As aresult of the survey, students have the following rating of behavioral factors that act as motivators in gamification
(according to the Yu-kai Chou Octalysis) (Fig. 3).
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Fig. 3. Behavioral Factors Rating

According to the teacher’s questionnaires the motivational incentives of students of socio-cultural areas of study
lie, for the most part, within the framework of factors such as achievement, creativity, possession and social impact, in
approximately equal parts.

Both teachers and students have one and the same point of view. There is the need to use elements of gamification in
the process of studying at higher school. They definitely consider gamification to be implemented necessarily.

At the same time, teachers noted the need for a metered and point implementation of gamification, with the involvement
of IT-specialists for end-to-end analysis and analysis of data based on the results of implementation.

Students stated that they should be involved in the creation of game elements and forms of education.

Discussion and conclusion. The main conclusions of the study are the following.

Firstly, speaking about goal setting it should be understood exactly why it is necessary to implement game forms
of education in the socio-cultural sphere “here and now”. Is it necessary to gamify the entire training process? May be
gradual introduction of certain game elements, with the involvement of the students themselves in their creation, will
bring the optimal effect.

Secondly, speaking about implementation it is necessary to determine whether there is a solid basis for the adequate
introduction of gamification into the educational process, bearing in mind not only the technical equipment of the
educational institution, but also the readiness of the relevant specialists (teachers, IT-specialists, university psychologists)
at the proper level to create and introduce new forms of education into the practice of the educational institution.

11
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Thirdly, we should think about the possible result, including positive and negative consequences of implementation.
All aspects of risk management should be considered at each stage of gamification production and implementation.
Ultimately, the effectiveness of training should be studied in detail, including the socio-cultural direction conducted using
game methods.

This approach will make it possible to specifically determine the points of gamification application, not only in

educational activities, but also in the socio-cultural sphere of the country’s economy as a whole.
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