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Abstract

The article considers students' satisfaction with interactive forms of training with elements of gamification. Based on the empirical study,
the level of students’ satisfaction with interactive forms of training with elements of gamification has been measured. The study has been
conducted at 6 educational organizations that carry out educational activities on educational programs of higher education — bachelor,
specialist and master degree programs. A set of sociological methods has been used in the study: a questionnaire survey of students, an
expert survey of teachers working at higher education institutions, an analysis of documents; content analysis; a method of mathematical
data processing (correlation analysis, using the software package SPSS Statistics 23). Based on the analysis of the scientific literature and
the results of the sociological research conducted, it has been established that the students are more satisfied with the quality of
interactive sessions with elements of gamification (57.01%) than with the quality of training by traditional methods (23.36%) and the
quality of the content of classes conducted by traditional methods (19.63%). It has been revealed that the use of interactive forms of
training with elements of gamification is the most effective: to increase the effectiveness of mastering the training material (20%); for
decision-making (17.33%); to heighten interest in learning (15.33%). The closeness of the views of students and teachers on the
assessment of interactive forms of training with elements of gamification and assessment of classes conducted by traditional methods has
been determined by means of Spearman's rank correlation coefficient. The obtained data of the correlation analysis have shown a rather

high level of correlation and indicated the closeness of the views of students and teachers on the phenomena studied.
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1. Introduction

The quality of personal education [1], the study of the problems of
education [2], as well as the study of its quality as a particular
aspect [3], students’ satisfaction with the quality of training
become relevant in the context of socio-economic changes, the
financial and economic crisis, globalization of social relations.
The most relevant is the effective use of human resources [4].
Important factors in the formation of favorable conditions for the
successful implementation of higher education programs are as
follows: timely improvement of the education system [5],
successful implementation of personnel policy that would satisfy
employees and students of HEIs [6, 7], improvement of personnel
training [8], conflict-free interpersonal relationships [9], teachers’
motivation [10], etc.

In recent decades, the elements of gamification have been widely
used in psychology [11, 12], education [13, 14], business [15],
marketing, social networks [16], health care service [17, 18] and
in other areas.

In marketing practice, gamification is used to influence the
behavior of consumers and increase the interest of buyers
(consumers) in a particular product or service [19].

In education, the elements of gamification are used to improve the
learning process, to heighten the interest of students, to increase
students’ academic progress [20, 21, 22, 23].

The problem is that the management of organizations, on the one
hand, seeks to improve the quality of education at an HEI, to
prepare competitive specialists and, on the other hand, it does not
fully use the opportunities of gamification.

The purpose of this study is to reveal students' satisfaction with
interactive forms of training with elements of gamification
through the influence of conducting classes with the use of
interactive forms of training with elements of gamification on
students, to measure the closeness of views of students and
teachers on the assessment of interactive forms of training with
elements of gamification and the assessment of classes conducted
by traditional methods.

2. Methods

The empirical study of students’ satisfaction with interactive
forms of training with elements of gamification was conducted at
six Russian HElIs.

The study was conducted with the use of a set of sociological
methods: a questionnaire survey of students, an expert survey of
teachers working in HEIs, an analysis of documents; content
analysis; a method of mathematical data processing (correlation
analysis, using the software package SPSS Statistics 23).

The total population was 818 educational organizations that
carried out educational activities on educational programs of
higher education — bachelor, specialist and master degree
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programs; 4,399,000 people, the sample size was 700 people, with
4.7% sampling error and confidence probability equal to 95%.
Multistage sampling based on a phased selection was used in the
formation of the sampling population.

At the first stage of the formation of the sampling population
through cluster sampling, the total population was divided into
relatively compact structural parts — clusters, namely particular
educational organizations (HEIs). The selection of organizations
was random.

At the second stage, the selection of employees working in the
organization was carried out by means of quota sampling. The
respondent's gender and year of study were quota features (Table
1).

Table 1: The sampling population: name of an HEI and gender

... 1% according to
(e, the subtable

Modern Academy of Your | Male | 187 45.9%
Humanities gender |[Female| 220 54.1%
Moscow City Pedagogical | Your | Male 8 12.7%
University gender |[Female| 48 87.3%
Russian University of Male | 17 34.0%

Humanities and Social e ®
HEI Sciences gender [Female] 33 66.0%
State University of Your | Male | 16 23.9%
Management gender |Female| 51 76.1%
E.R. Dashkova Moscow | Your | Male | 26 36.6%
Humanities Institute gender |[Female| 45 63.4%
International Academy of | Your | Male 6 12.2%
Business and Management | gender |[Female| 43 87.8%

In

total 6 700 100%

3. Results and discussion

The effectiveness of training at HEI was measured by students’
satisfaction with the quality of training by traditional methods; the
quality of the training material (content) provided; the quality of
interactive sessions with elements of gamification. The results of
the study showed that the students were most satisfied with the
quality of interactive sessions with elements of gamification
(57.01% of all respondents) (Figure 1).

The results of the expert survey of university teachers showed that
the use of interactive forms of training with elements of
gamification was the most effective: to increase the effectiveness
of mastering the training material (20%); for decision-making
(17.33%); to heighten interest in learning (15.33%) (see Figure 3).
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Fig. 3: The impact of interactive forms of training with elements of
gamification on students

In order to determine the closeness of views of students and
teachers on the assessment of interactive forms of training with
elements of gamification and the assessment of classes conducted
by traditional methods, a degree of statistical interrelation of the
studied features was analyzed with the use of Spearman’s rank
correlation coefficient. The program SPSS Statistics 23.0 was
used in the application of the method of Spearman’s rank
correlation (see Table 2).

Table 2: Spearman’s rank correlation coefficient of measuring the views
of students and teachers on the assessment of traditional forms of training
and interactive forms of training with elements of gamification

Pereent

Fig. 1: Students’ satisfaction with the quality of training by traditional
methods, the quality of the training material (content) provided, the quality
of interactive sessions with elements of gamification

Indeed, the results of the survey of respondents showed that they
were fully satisfied with new, interactive types of classes with
elements of gamification (73.43% of respondents) (Figure 2).
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Fig. 2: Satisfaction with the introduction of interactive forms of training
with elements of gamification

Students’ Students’ Teachers’ Teachers’
assessment | assessment of | assessment | assessment of
of interactive of interactive
traditional forms of traditional forms of
forms of | training with forms of | training with
training elements of training elements of
gamification gamification
Students’ 1.000 0.362 0.907 0.297
assessment of
traditional
forms of
training
Students’ 0.362 1.000 0.432 0.886
assessment of
interactive
forms of
training with
elements of
gamification
Teachers’ 0.907 0.432 1.000 0.432
assessment of
traditional
forms of
training
Teachers’ 0.297 0.886 0.432 1.000
assessment of
interactive
forms of
training with
elements of
gamification

These tables lead to the conclusion that a rather high level of
correlation (especially in some groups) indicates the relative
closeness of the views of students and teachers on the groups of
phenomena studied. For example, the coefficient of correlation of
students' assessment of traditional forms of training and teachers’
assessment of traditional forms of training is equal to 0.907, which
shows a high level of correlation and indicates the closeness of the
views of students and teachers. The coefficient of students'
assessment of interactive forms of training with elements of
gamification and teachers’ assessment of interactive forms of
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training with elements of gamification is equal to 0.886, which
also indicates the closeness of opinions among the groups studied.

4. Conclusion

It has been revealed that students are more satisfied with the
quality of interactive sessions with elements of gamification
(57.01%) than with the quality of training by traditional methods
(23.36%) and the quality of the content of training by traditional
methods (19.63%) (see Figure 1). The results of the study showed
that students had been least satisfied with the quality of the
content of training.

Due to the fact that the content is already an integral element of
training sessions at most Western and Russian HEls, its
availability and proper quality indicate the level of quality of
training students in the organization that conducts educational
activities. Thus, when introducing interactive forms of training
with elements of gamification, HEIs should timely develop new
content for conducting similar classes or update the available
content, adapting it to interactive forms of training with elements
of gamification.

Results of the survey of students showed that 73.54% of
respondents were satisfied with the introduction of interactive
forms of training with elements of gamification, 16.57%
responded negatively and 10% found it difficult to answer (Figure
2). In this regard, it is necessary to develop the introduction of
interactive forms of training with elements of gamification in
educational practice.

Special attention should be paid to the results of the conducted
correlation analysis (Table 2), which indicated that students and
teachers showed interest in interactive forms of training with
elements of gamification.

Teachers and the administration of the HEI expressed their wish to
further use interactive forms of classes with elements of
gamification and apply new technologies for their improvement.
At present, when applying interactive forms of training with
elements of gamification at HEIs, teamwork skills are formed least
effectively (7.33% of respondents) (Figure 3). In this regard, HEIs
should expand the use of interactive forms of training with
elements of gamification and use them not only within one group
of students but also conduct similar classes in different groups of
students both within the faculty and between faculties.
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