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Abstract: The article outlines the essence of gamification as an innovative means of
forming a socially successful personality of a teenager and presents a description of
the successful implementation of a curriculum with elements of gamification in the
educational process of educational institutions. To achieve the goal of the research,

theoretical methods were applied — analysis, synthesis, comparison, systematization,

generalization, specification; empirical methods — observation, questionnaires, blitz-

surveys, program implementation and evaluation of results.

The research took place during the 2022/2023 academic year at the Center for Ex-

tracurricular Work “Northern Lights” in the Svyatoshyn district of Kyiv. A total of
214 teenagers from grades 7-9, who were participants in the network of extracur-

ricular activities at the Center and general secondary education institutions in the

Svyatoshyn district of Kyiv, were involved in the research.

The content and methodical features of the educational program “Social successful-

ness” are characterized, in particular, its objectives. The design of the program’s

experimental implementation is proposed, a comparative analysis of possible for-

mats of its broadcast is provided, and the gamification tools necessary for its imple-

mentation are highlighted.

The study carried out a pedagogical reflection and found that, according to the

results of the blitz survey, teenagers articulated two most common portraits of a so-

cially successful personality (based on external indicators of success and personal
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qualities). According to the results of the questionnaire, the overwhelming number
of respondents positively perceived game tools and acknowledged their own activity
during training with the use of gamification as productive.

Keywords: social successfulness gamification tools, game elements, mixed learning,
portrait of a socially successful personality

INTRODUCTION

Social successfulness is one of the evaluation parameters of an individual and one
of their most important values. The need for the formation of a socially successful
personality of a teenager is due to the fact that adolescence is the main and turning
point for the formation of a system of personal values in adult life. In this age period,
the social situation of human development changes significantly: self-awareness is
formed, a stable perception of the surrounding world and society is formed, there
is an active search for ways of self-affirmation and ways of self-realization, behavior
becomes collective and group.

Today’s teenagers are children of the digital age, surrounded by the Internet, gadg-
ets and related information and communication technologies. Therefore, in order
to form a socially successful personality of a teenager, it is necessary to create an
information-rich and developmental environment that fosters their moral and ethical
growth, a desire for knowledge acquisition, and the development of teamwork skills.
Adapting the educational process to meet the needs of the teenager, integrating the
teenager into the system of modern social relations and enabling them to obtain
a positive experience of social successfulness are facilitated through contemporary
educational and nurturing approaches. In particular, the effectiveness of the nur-
turing a socially successful adolescent personality in general secondary education
institutions is provided by information and communication technologies. A review
of both domestic and foreign scientific sources (Antonov, 2022; Dichev, & Dicheva,
2017; Oliveira, Hamari, Shi et al., 2023; Ozel, Nelson, Bertram, & Martignon, 2021;
Para, 2021; Taspinar, Schmidt, & Schuhbauer, 2016) indicates that gamification, the
application of game elements and principles in non-game contexts, is an important
means of forming a socially successful student’s personality.

The purpose of the article is to reveal the essence of gamification as an innovative
means of forming a socially successful personality in teenagers and describe the
successful implementation of a curriculum enriched with elements of gamification
emenets in both extracurricular and general secondary education settings.

Research questions

1. How does gamification affect the social successfulness of adolescents?

2. What are the objectives and distinctive features of the «Social successfulness»
educational program in terms of its content and methodology?

3. What is the design of the experimental implementation of the educational
program?
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4. What is the most effective format for delivering the «Social successfulness»
educational program?

5. Which gamification tools are recommended for use in the process of forming
a socially successful personality?

1. THEORETICAL FOUNDATIONS

1.1. Gamification in the modern scientific discourse

Games are among cherished forms of human activity, traditionally used not only
for entertainment, but also for educational purposes. We agree with the scientific
findings of Cypriot researchers who state that ,,games have been for a long time
a part of the culture and play as a medium for entertainment, learning, teaching, and
relationship building. Recently, games have been digitized, leading to an increase in
the amount of use and implementation in our daily lives” (Al-Dosakee, & Ozdamli,
2021, p. 561).

The term ,,gamification” itself originated in the realm of digital media. Over time this
term has come to describe ,,those features of an interactive system that are aimed at
motivating and engaging end users through the use of game elements and mechan-
ics” (Seaborn, & Fels, 2015, p. 14). It is important to note that gamification is not the
process of creating an entire game, but, rather, the transfer of some of its positive
elements, mechanisms and characteristics (such as freedom of participation, motiva-
tion, clear rules, puprpose, tasks, visualization, competitiveness, and feedback) into
non-game contexts.

To date, there is no universally accepted definitione of this term. As emphasized by
British and Swedish researchers, nowadays ,,gamification is applied in various con-
texts, such as education, health, business and sustainability. By implementing game
elements, gamification initiatives in these contexts often aim to influence people and
promote desirable actions and behavior, for example, when they exercise running,
shop, teach and learn. In many instances, gamification is deployed to motivate people
to become actively engaged” (Langendahl, Cook, & Mark-Herbert, 2017, p. 2247).
Simultaneously, gamification has the capacity to make a particular process or object
so attractive that individuals remain engaged with it over an extended period of time.
In education, the gamification trend is closely related to the concept of interactivity,
which opens up opportunities for dialogue, fosters motivation for self-development
and, most importantly, actively engages learners in the educational process. Within
the context of gamified education, modern online games are proposed as a means to
achieve desired results in the study of specific subjects.

»Gamification offers to ,,enliven” and diversify educational tasks with the help of the
Internet and modern multimedia technologies” (Perryer, Celestine, Scott-Ladd, &
Leighton, 2016, p. 328). Hence, American researchers consider gamification a new
educational theory and conceptualize the game ,,not as a simple set of techniques
and mechanics, but as a pedagogic heritage and an alternative framework for training
and shaping participant behavior that has at its core the concepts of entertainment and
engagement” (Dichev, & Dicheva, 2017). Ukraininan scholars unanimously contend
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that ,,the main goal of gamified learning is the acquisition and application of knowl-
edge, and not the usual passing of a stage or obtaining a good grade” (Mykhaylova,
Semenyshina, Krasnoshchok, & Stupenkov, 2023). In addition, gamification enables
the graduat adaptation of the scope and complexity of tasks in accordance with users’
acquisition of new skills and competencies.

We share the viewpoint of Ukrainian researchers, who assert that ,,gamification in
education can be considered both as a method of learning and upbringing, and as
a form of educational work, and as a means of organizing a holistic educational pro-
cess” (Pereyaslavska, Smagina, 2019, p. 251). In our opinion, gamification in educa-
tion constitutes a diverse array of tools and mechanics that significantly enrich the
educational experience with entertaining, educational, nurturing, motivational, and
social-communicative components.

Thus, gamification in education is a natural stage in its development, enabled by the
integration of effective information and communication technologies into the edu-
cational process and the powerful activation of the potential within developing indi-
viduals who grasp and engage with the features of the game and game mechanisms.

1.2. The potential of gamification in the formation
of a socially successful personality of a teenager

Shaping a socially successful personality in a teenager is a long and complex creative
process aimed at fostering their productive social engagement and developing quali-
ties necessary for social success, such as perseverance, responsibility, initiative, self-
control and the ability to construct a step-by-step strategy for social success. Gami-
fication serves as a means to modernize this process through various digital tools
(Internet platforms, mobile applications, games), engaging teenagers by ,,activating
their attention, understanding, interest, perception, thinking” (Pereyaslavska, & Sma-
gina, 2019, p. 252) and arousing sincere interest in accomplishing educational goals.
Gamification elements turn ordinary exercises into exciting activities and equate
enjoyment with learning. Gamification not only turns the educational process into
a pleasant, exciting event, but also motivates a teenager for self-improvement using
various elements. In particular, the competitiveness embedded in the content of the
game promotes competition; prize incentives (premium points, badges, leader lists)
are external recognition of the participant’s success; excitement and overcoming dif-
ficulties and obstacles stimulate the desire for progress.

The following aspects of gamification become relevant in shaping a socially success-
ful personality: dynamics (incorporating scenarios that require the user’s attention
and reaction in real time); mechanics (using elements characteristic of gameplay
scenarios: card drawing, bargaining, attack, competition, cooperation); aesthetics
(creating an overall gaming experience); social interaction (using techniques that
ensure effective communication).

It is worth noting that gamification simplifies the achievement of goals related to
shaping a socially successful teenager’s personality without imposing physical and
psychological strain. These objectives include increasing learning productivity; rec-
ognizing and encouraging leadership, defining each teenager’s personal development
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direction, fostering improved communication in the educational environment; unit-
ing teenagers around common ideas, involving them in team activities; supporting
reflection regarding their contributions to joint activities, minimizing conflicts; and
cultivating moral values, and a desire for self-development.

2. RESEARCH METHODS

The following methods were used to achieve the goal and fulfill the tasks of the re-
search: theoretical — analysis, synthesis, comparison, systematization, generalization
of materials from psychological and pedagogical sources; specification — enhancing
the understanding of the concept of ,,social successfulness”, coordination of the con-
tent of the ,,Social successfulness” educational program and other relevant documents
related to the program and its implementation; empirical — observation of teenagers
during classes in the program, surveys (questionnaires) to collect empirical informa-
tion, blitz surveys aimed at gauging awareness of the characteristics of a successful
personality, and the implementation of the educational program and evaluation of its
impact as perceived by the respondents.

The research was conducted during the 2022/2023 academic year at the Center for
Extracurricular Work ,,Northern Lights” in the Svyatoshyn district of Kyiv. A total
of 214 teenagers from grades 7-9 participated in the study. These teenagers were
drawn from the network of circles at the Center for Extracurricular general secondary
education institutions within the Svyatoshyn district of Kyiv.

The diagnostic tool used for the survey was the ,,My participation in the ,,Social
successfulness” Program™ questionnaire. Among the interviewed teenagers, 59.1%
(n=126) were boys, 40.9% (n=88) were girls. 15.2% (n=32) of the teenagers lived in
villages, 22.2% (n=48) live in urban-type settlements, 25.3% (n=54) in small towns,
and 37.4% (n=80) in larger cities.

3. RESEARCH RESULTS

3.1. Content and methodological particulars
of the educational program ,,Social successfulness”

The educational program ,,Social successfulness” was elaborated by the Ukrainian
researcher K. Bezruk to provide the comprehensive program and methodological
support for the education and personality development of teenagers in extracurricu-
lar education institutions (hereinafter referred to as the Program). The program’s
objectives are centered on the formation and development of soft skills in learners,
fostering a mindset of a successful personality in teenagers, and motivating them to
strive for success.

The program is designed to facilitate the close interaction between the educational
institution and stakeholders in shaping the foundational aspects of social success-
fulness for learners. It aims to cultivate a range of competencies: cognitive; social;
information; life-creating skills. The scope of the Program is designed for one year
of study at the basic level, amounting to 144 hours per year (with weekly planning
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involving two sessions, each lasting a total of 4 hours. It is aimed at learners in grades
5-9, with a recommended group size of 15 to 20 participants.

The program consists of an explanatory note, the main part and appendices. The
main part of the Program contains 7 sections. The first four cover various aspects
of creating a basis for social successfulness (self-knowledge, development of social
and emotional intelligence and communicative leadership, acquisition of media lit-
eracy). The following three sections outline important steps in the personal journey
toward success (creating value orientations, recognizing the responsibility of choice,
prioritizing goals and setting time limits in a multitasking environment, productive
teamwork, and self-development and improvement of the qualities of a successful
personality).

The organization of educational activities for adolescents under the Program is
planned to include various forms and methods such as training sessions, mini-lec-
tures, individual and group work, brainstorming, role-playing games, discussions,
debates, and presentations using the ,,PechaKucha” method (training brevity and ac-
curacy in communication) (Bezruk, 2022). The effectiveness of the Program’s imple-
mentation is assessed through formative evaluation methods, which may include the
defense of creative works, the presentation of portfolios, the defense of educational
projects or conducting research for a scientific society.

3.2. Design of the experimental approbation of the Program

The experimental implementation of the ,,Social Successfulness” Program was con-
ducted during the 2022/2023 academic year at the Center for Extracurricular Work
»Northern Lights” in the Svyatoshyn district of Kyiv. Classes were conducted twice
a week, with each session lasting 2 study hours for each group. Tu ensure scientific
and methodological support, an expert group was formed, consisting of 4 scientists,
5 methodologists, and 8 teachers. A reevaluation of prior scientific research and the
reflection on observations made during the educational process proved that, under
modern conditions, the ,,Social Successfulness” program can be implemented in
three organizational formats: contact (offline), mixed (offline + online), remote (on-
line). A comparative analysis was performer to assess the advantages and disadvan-
tages of each format (as presented in Table 1), leading the experts to select a mixed
format for the experimental implementation.
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Table 1. Comparative characteristics of possible delivery formats
of the ,,Social successfulness” program

Advantages Shortages
Offline

* Building friendly relations, development ¢ A security issue, especially in war
of communication skills zones or during air raids.

* Interaction with the reference envi- * Physical and geographical limitations,
ronment, obtaining real experience of the need for a room for classes.
cooperation with peers and teachers. * Limited access to technical material

» Fast feedback and the possibility of im-  and resources that facilitate interactive
mediate help from the teacher. learning.

* Participation in the implementation of ~ * Additional costs for providing a work-
group social projects. ing office and office resources.

* Organization and holding of events; * Lack of time to ensure an individual
visiting museum and theater locations, approach to each teenager.

cinemas, etc.

Offline + online (mixed)
Interaction with the teacher and peers.  * The need for fast Internet connection,

* The possibility of additional visualiza- new and effective technical support.
tion. * The need to focus on high responsibil-

» Safety of the educational process. ity, self-organization and self-discipline.

* The ability to choose a learning format ¢ Information overload is possible.
and choose a convenient schedule. * Technical difficulties; problems with the

* Use of a wide range of materials and operation of Internet platforms.
resources. * High requirements for computer skills.

* The opportunity to improve technical ¢ Additional time and effort to prepare
skills in working with computers and and implement mixed learning.

using online tools.

Promptness, ability to track progress
and provide feedback.

Effective time allocation.

Online
* The ability to choose the time and place < The possibility of free social communi-
for classes and your own learning pace.  cation is limited.
* Free access to educational resources, * Lack of quick feedback.
video lessons, interactive materials and ¢ The need for stable hardware and soft-
tools to improve learning. ware.
* The possibility of completing additional ¢ The need for personal space to perform
tasks and studying materials at one’s tasks.
own pace. * Developed time management and con-
* Self-organization, self-upbringing, self-  centration.
discipline. * Possible alienation and feeling of loneli-
* Expanding the circle of acquaintances. ness.

Source: Own work.
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3.3. Gamification tools

During the implementation of the Program, various gamification tools were used to
enhance the learning experience: creation of a thematic promotional video, visualiza-
tion of rules of interaction, visualization of successful narratives, chat or forum dis-
cussions of the course and results of joint activities, competition and rating, obtaining
badges, statuses, certificates, etc. They are presented in detail below.

1.

Creation of a thematic promotional video. To promote the Program as widely
as possible and encourage teenagers to engage in it, a promotional video with
a motivational mini-video ,,To success on your own wings!”” was created. This
video highlighted the program’s objectives and features, piqued interest with
appealing effects, and outlined potential benefits of mastering the Program.
The promotional video was shared on popular platforms or channels among
teenagers, including YouTube, Instagram, Telegram, Viber, and Microsoft.
Visualization of interaction rules. In order to successfully implement the
Program, it is important to develop a training algorithm that is attractive to
teenagers. For this purpose, it is advisable to use simple but effective anima-
tions (comics). This could be easily created using online resources featuring
a wide selection of bright templates and elements: Canva, Biteable, Powtoon,
Vyond (GoAnimate), Moovly, Brush Ninja, FlipAnim, video editor with ,,Ren-
derforest” templates, Wick Editor. Interactive tools like «word clouds» visual
representations of key words in the text were used, with tools such as WordArt
or TagCrowd employed to create these ,,word clouds”.

Visualization of successful narratives. It is better to convey complex material

and explain it in simple words using an example of a well-thought-out story

with characters known to teenagers from movies, cartoons, video games, or
real life. An example can be the creation of a digital museum ,,Pantheon of
successful personalities” in the form of an interactive page or slides about
various famous personalities, where the stories of their success will be told.

To implement this task, the participants were offered to use such ideas as:

* the virtual exhibition hall, where each teenager creates his own page about
a famous person (with text, images, videos and audio files);

* multimedia presentation, creation of multimedia presentations about fa-
mous figures (in PowerPoint or Google Slides programs);

* didactic game, interaction of teenagers with success stories of different per-
sonalities (platforms for creating games: Kahoot!, Genially, Learning Apps.
org, Scratch, Flippity);

* the comic or animation is an opportunity for teenagers to show their crea-
tivity and create a comic or animation (resources with a simple and acces-
sible interface: Pixton, ToonDoo, Powtoon, Scratch, Animaker);

* video stories are pupils’ creation of short video stories, videos about the
life and achievements of famous and successful personalities (online tools
for creating video stories: Clipchamp, WeVideo, Animoto).

Use of mental maps. Such maps can be used as part of a narrative or as a means

of visualizing stories. These maps often contained moving elements, anima-
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tions, media elements, hyperlinks, videos and interactive elements. You can
use the following online resources: Coggle, MindMup, Canva, Lucidchart,
Draw.io.

5. Chat or forum discussions of the progress and results of joint activities. The
possibility of joint communication is ensured through groups (communities),
chats or forums, while the system of individual messages can also be used in
parallel. To create a community, you should choose a common platform, for
example: Telegram, Viber, WhatsApp, Facebook Groups, Slack, Microsoft
Teams and others.

6. Use of means of stimulation and competitiveness (receiving premium points,
badges, statuses, certificates). A system of scoring points was implemented to
encourage active participation, responsible conduct, and task completion with-
in the ,,Social Successfulness” educational program. Points were awarded for
aspects such as engagement in training sessions, participation in mass events,
responsible behaviour, conscientious task completion, persistence in achieving
set goals, reasoned views, optimism, productive group work, patriotism. For
a set of productive actions, it is advisable to use such incentives as badges,
trophies or statuses, certificates. For this, a solemn or humorous procedure for
the public presentation of the award should be considered.

3.4. Learning results under the Program

In order to carry out a pedagogical evaluation of the participants’ educational out-
comes in the Program and to assess the teenagers’ awareness of issues of social
success, first of all, a blitz survey was conducted (teenagers answered the question:
»What does it mean for me to be socially successful?”). Their answers were quite
concise and defined this concept from various facets of personality development.
Based on the results of the blitz survey, it can be concluded that teenagers articulated
two prevailing portraits of a socially successful person: the first is built on the basis
of external, socially recognized indicators of success; the second — personal qualities
that reflect individuals’ perspectives on successful activities.

One of the tasks of the experimental implementation of the Program was to gauge
the participants’ opinions regarding the influence of game elements (gamification) on
their emotional state and productivity. The survey findings revealed that over three
quarters of the respondents positively perceived gamification tools. Notably ,,score
incentives” (91%, n=195), ,,ratings” (84%, n=180) and ,,discussions on chats/forums”
(83%, n=178) were the most well-received elements, which can be explained by the
correspondence to the leading types of age-related activities of teenagers — commu-
nication and competition. ,,Mental maps” received fewer selections (69%, n=148),
possibly due to the lack of experience in group work on associations in distance
learning settings.

A significant majority of the participants (91%, n=195) considered their engagement
in training with gamification to be productive. Such self-assessment seems important
considering the fact that about half of the participants (43%, n=92) indicated their
previous experience with personality development training programs, and therefore,
they can make accurate comparisons.
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Answers to the question ,,What do game elements of learning work for?” were dis-
tributed as follows (Figure 1):

84 % 79 % 91 % 78 %
Better assimilation of Friendly Exchange of positive "Team cohesion
new knowledge communication emotions
81% 86 % 92 % 9 %
Providing a sense of the More productivity Gambling competition No impact

meaning of the activity
Figure 1. What do game elements of learning work for?
Source: Own work,

It is noteworthy that here the first two positions were also occupied by ,,gambling
competitiveness” (92%, n=197) and ,,exchange of positive emotions” (91%, n=195),
with ,,better assimilation of new knowledge” (89%, n=190) coming third.

4. DISCUSSION

We concur with the opinion of American scientists that the introduction of gami-
fication elements is fundamentally important for the effectiveness of personality
development programmes, in particular, ,,addressed to related attitudes, activities,
and behaviors, such as participatory approaches, collaboration, self-guided study,
completion of assignments, making assessments easier and more effective, integra-
tion of exploratory approaches to learning, and strengthening student creativity and
retention” (Dichev, & Dicheva, 2017). The results of our curriculum testing, ,,Social
successfulness”, with gamification elements further validate this, as it, motivated
adolescents to be active and interact with each other, fostering creativity, attentive-
ness, and clarity in building and implementing their plans.

Additionally, we believe that the findings of British and Swedish scientists, empha-
sizing the necessity of incorporating additional elements of game mechanics, are
worth considering in our future research. Specifically, we intend to explore the use
of mobile applications to ensure the monitoring of learning progress, as well as the
introduction of the storytelling method to receive feedback communication, which
will assist ,,to encourage students to engage in learning activities, make decisions on
what to explore, and crucially to be exposed to consequences of making poor deci-
sions” (Langendahl, Cook, & Mark-Herbert, 2017, p. 2247).

We agree with German and British researchers regarding the leading role of gami-
fication in distance learning, which has gained relevance during the Covid-19 pan-
demic (Ozel, Nelson, Bertram, & Martignon, 2021). ,,The extended pre- and post-
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test, including psychological questionnaires” proposed by the scientists provide
a comprehensive means of assessing the effectiveness of learning using gamification
in various ways contributing to the development of gamified lessons. Their conclu-
sions correlate with the results of research conducted by Polish scientist A. Para, who
emphasizes that the social, economic and technological changes that have occurred
due to COVID-19 will have long-term consequences for education, therefore, in the
post-pandemic period, distance learning with elements of gamification will become
increasingly important: ,,The use of gamification in distance education brings posi-
tive effects not only in the form of increased pupil motivation and engagement, but
also contributes to the development of their competencies such as problem solving,
critical thinking and team collaboration” (Para, 2021, p. 28).

We are also drawn to the insights of German researchers on the positive effects of
gamification in shaping the successfulness of a modern learner: ,,Learner success
is a process that requires from the teacher the ability to combine both useful and
enjoyable, didactic elements along with interactive ones. Tools based on the typical
mechanics of gamification are not only fun, which is why they are popular among
pupils, but also add to the teacher’s toolbox effective means of increasing motivation
to learn and developing soft skills” (Taspinar, Schmidt, & Schuhbauer, 2016, p. 101).
Similar to the authors of this study, German scientists believe that mixed learning
represents the most optimal format for making a positive impact on the behaviour
and knowledge levels of participants.

CONCLUSIONS

Thus, based on the results of our theoretical exploration of the problem, the elucida-
tion of the essence and resources of gamification, as well as the implementation of
the educational program ,,Social successfulness”, we can assert that gamification:
helps the adaptation of a teenager within their peer groups, promoting socialization
and self-improvement; creates favorable conditions for living and discussing various
difficult life situations and effective interaction with peers; expands the possibilities
of working with information; stimulates independent and informed decision-making
regarding one’s life stance and pathways to achieving social successfulness; increases
motivation for success and enables self-monitoring of progress.

The optimal program delivery format is mixed learning, which combines the advan-
tages of offline and online learning, offering students greater flexibility, individuali-
zation and access to a variety of resources. In the context of modern information and
communication technologies, this approach can provide an effective and engaging
learning solution in Times of increased risk, such as during martial law or other
crisis scenarios.

The introduction of gamification tools into the practice of forming the social suc-
cess of a growing personality allows advancing and modernizing the educational
process, making it both interesting and useful for teenagers. It is necessary to further
research the issues of using gamification tools for children of different ages, filling
game technologies for teenagers with content that will allow them to overcome fears
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caused by war and losses, and will help them to develop resilience, optimism, and
prosocial behaviour in teenagers.
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