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Abstract

Gamification is one of the mechanisms for using games in learning environments in order to
encourage students' motivation. The COVID-19 pandemic forced lecturers in higher
education to adapt their teaching methods for online learning. One of the challenges they
faced was the need to maintain high motivation and engagement of the students. The current
study examines the trends in research on implementation of gamification in higher education
during and after the COVID-19 pandemic by combining two methodologies: (1) Quantitative
analysis of trends in publications about the use of games in learning and implementation of
gamification in particular; (2) A systematic review and a qualitative analysis of the use of
theories in research on implementation of gamification in higher education. The results of
the current study indicate an increase in research interest in gamification in learning, and in
gamification in higher education in particular. Results also shows that points and
leaderboards, which are basic game elements, are the most common game elements that were
implemented. Another main result is lack of analysis and understanding of the factors that
motivate lecturers in the implementation of gamification. The systematic review results
indicate that further research should study motivational and other factors that affect lecturers
in implementation of gamification in higher education. These future studies will help to better
understand the implementation process and create tools that will facilitate and encourage
implementation of gamification in higher education.

Keywords: Gamification, Integrating games in higher education, Encouraging learner
motivation, Motivation to integrate gamification in higher education.

D)

PXDVIN TITY TNXY DOPNYN DIIMNININ NXNIY MVLIWN NNN NN (Gamification) PINWN
ML NX OINNNY DM NYIYND DIXINN ININI,NPN NN MINIINN OY .07 TD DY
7PNV DY NNV TNNN KIN DN THYY DNDNND TN .PINI NTNYY DNYY IRNNN
POWN IPNNI MNIND NN IMA XNONN IPNND .ATNOD OXTMON DY DY) MINNN)
MY Y O DY L INKY INNMPN NNPNI NN N9OVNI PIiNvHN DM 1wl
NTN02 DXPNYN DY 11DPWa DXPOIN DINIDI MNIN DY HXMIND NI (1) : NPNINTINN
SV MIMDNR MM THNVY DINNND NPPO (2) ;17NN NAD PN NP N 5951

TV JIIYA PN OTINRN 1 DIYY YWY ANY MNTNIVI MIVIN 9PN TIWY-NYUNN 9390 990
NN NVIOIDNND : DY ,(DINY) PN A0 1 PYIPOR-NVY H IO PIDI N N1 INDD N WNW-IDIN 7T
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5y MYANN IPNHRT MININ .NMAN NPOVN PINYHD DIV NNDNI NPINININL VIDIYN
19IND NN NYIYNL PINYNY YD 1I9INA PINYHN DINN MIPNN PNV 7YY DY N
135 0MDID2 DIVINTNI YINIYD DNMNN PINYHN DIV 217 79 5Y ¥ IR ,)D 10D INID
DYNINN MM NN IDINN NI MIRXINNN NDIVN NIDN NTIPI 0NN MM MTPI
DOVINTY 7D DY MIYIANN NPPON MINHN .PINYND DI ARNNN TN NN OINN
212PUA RN OITNN DY DOWPIWNN D90 DD DINNIIVIN DD MTIN YN MIPNN
DD MY OINNN DY G0N NN TIOYO DO PN DMIPNN .NMN NYOUNA PINYN

.M2N NYOWNA PINYNI 25W0 INNDNN SANN IR TV 1NN GUN NTNHY NPNZNOVY

TITY ,NMDN NYIYNI INNNA DPNYN NOW (gamification) PINWN :NNAHD MY
2N NYOWNA PINYN DY MISDVIN DX TP DY MPXDVIN

NN

O>TINDN 5y DX 191N TINT OINN DY TPMNN WAYN ,NNND NN DNAY OXNOM INNPN NN
,(Hodges et al., 2020) PIn90 7055 PNNN 92¥N0D NN NPIDIND MYAVNN NNX .AMN N5V
Sidi et al., ) YVT ARNND INNNN MOVLIYY DONPN 1IN IR OIRNNY INNNN NN NN NN IWN
A5W0 MINDNN NN NNND NN J7IY NMY NPNTNIVY MLV YOIND IXNN PN 7D OWY (2023
Alam et al., 2023; Kirzner et al., 2021; Koppitsch & Meyer, 2022; Licorish & ,719)72) XN DPNYN
[(Lotter, 2022; Sailer & Sailer, 2021

N NPIDIIN MVLIYN YIDY .ANIN DPNAYN NWO NPNDITIND 1900 NNINHD NXIPNNN MI902
(Gamification) PYNWM (Serious games) DMYNI DYPNYN ,(Game-based learning) PNWN NODIAN NTIND
YN ADNWNAN 221N Y95 DOV DOPNYN NPV NONT PHWN NI NNY (Krath et al., 2021)
PNYN Y 119Pwa NONT DIONIN DOPNYNN NVOY 0) , 795 NM1Ta .(Plass et al., 2015) 17NN DY OWON
TONNN PON NPNY NI0VNI NM WX YTV PRVYN NI DY NXIN N NOOWIA WYTH D DX ,NTNYI 0OV
MYWN SNVN NYT PINYNN NV ,THRN (Kapp, 2012) 25wN XN 1AW YN90N MNSPHRI NTNON
DYV PNYN NI MPNYNN 125200 TINN DNIXMH DOPON DXIANIVHD PINYNN NVIYA ,MYNT .MINND
MLWUNY TIVA 21NN PONNT PRYHRN NYHVLN 1NN ONY DOP 1V ; (Kapp, 2012; Krath et al., 2021)
M2YN MNTPNNA OXPIDY DXTNTN 1AW PTIY JNT PI9 DY IRNPN MYNT OYY Pnvn Madvnn
D751 N30 HX DNYN PHYNT OPIN DY IPXNLIN YINT NIYIRD PINYNN NVIY ,PNYNRI MDVPN
.(Liu et al., 2017; Plass et al., 2015) NOOVIY NN YXINNN NTION TPONNN POND DNYHLM

TI9)2 NVOY Y PNAD TNNN NN DXTTNN NTNDA DOPAYNT NDOVO NMINVN MOYOYN P DDTINN
YNONN IPNNA MNPIT AN, TI0 ORNNA .NTHIN M2A02 INYHVLNN PIND DOTINNN JININND DY TINYY
YTRYY DINNNRY TN NORNIND NPND NMIVY NNIDNI DPPNYNRN DIPONND NYNHDLN 1OV .PINYHN NIV DY
92YNY TNSN IPA ,MMINKDY NNNPN NN OY TONLIN MTTINNNN TOoNNI TIdND MDY 92
.(Neuwirth & Mukherji, 2021) D151 DY 2AWPN NPHY TIN NPNN NNNI NPH TIDSH

NMAN NOOUNA PINYNT NMNNTIND YDV NYNLNN MONN NN NMD NI IPNHNN NIVN
NN 2XNINY IWONN DNYY SVNNOINN DIDIM PINYH DY DIYHN YIINN NN .7PINKI INNPN NPN2
DTPY TYNN MIPNNY IWANOY DY) MIIN NNIN 1T MHIAN .NMN NPIVN PINwnn DWW DY NIann
.2V NDXY NN PINYNRN NMNDITINND WHNYAD IXNNN INNN HY 1YW D95 NNIATY NIRNN NN

YONNN Y

Deterding et al., 2011, ) #D»pNwn DIRY DIVYPN PRV 2IPY HY DIVININI WINIWN-D TN PINYN
D22 DX PPNYNT DY DY DXVININ NONYN DY NIV RN PINWNY Y21 NN .(p. 10
MPNHYINKD NPNN NANA DI HOYD DN DPPNRYNN DOVINIRNY PPONY 1N AN DTPIRD
DYVININ-D DOPNYN DOVINON Y TIN (Deterding et al., 201 1) ©INNY ITIVYT MY IWPNA .(Gamified)
PPON DININN DN D KN ,DPNYNY MPPa DMNVP ,D¥PNYNN (991 NI9NA RY TN) 2172 DINNNIY
(12 may) "pPRYN >MYNHYN
Seaborn & Fels, ) D791 1720 159y¥ NPPDN .0MNMY DXNDINNA AT TN NADIW PINYHN TN TINN
IMIKY DIINNNN TAN .TIYI NN, 00V NOTIN MNINN ,PINYN DINNL A0 PINVNY NN (2015
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DOVNNNT MNIPYN DIV PIVNA TNN DY MYIANN TIND OINNA DY MIPPO TN NN
.(Krath et al., 2021; Seaborn & Fels, 2015) MY N12>202 PINWN NYNLN DIV NYA DIPNNTINNDM

T2 PPNYN N2XWN MPPVNON ,PNYNR-NDDIAN NPOIIN-D VTNN PINYN, TIPNN DY MON»NN2
MY OMMP MMM N22202 .(Kapp, 2012, p. 10) 7N1PY2 1IN D700 OTPY ,NDIVA0 WIND ,DOWIN 2D
YN INNNN O DINSND) ,MIYNID) YR .PINWNN DY NYNLNN DIWON TONNA DMLY PRY YHYa
NI NN Nay ,0WMN NVONIN DNN .ATNRON TONINT PINYN DWW PONINL XMINN PPoIn Ond
PRYINDI DTNRON TONN DIYIN) DIW» 1YY ,010°W I9INY RN TONNT 1ADNYIY PHVND YOINON
DN DPNYNN D2YY NYAPNAY , D> TNONN DN TN PINYNN PONNA DXODNN DIV PRIYN Dyl
DNV PRYN OHYIAN TNN DOY ,0MIWN DMTPONY DRNNA .PNWNI PON DNPIYN DIPNYN NWYNY
LDMX DOYINN DMWY DINNIIN DN DIV TIN PINVHN TONN2

PPN MYNY

:MININ IPHNN MORY 1IN XNONN IPNNI

NVYY VI, 0N DINHNNT DIPNYN 1IDPYW XYNA IPNNN PN DY NNNPN NN NYAVN T8 .1
PINVNN

TPINNDY NNNPN NNPNA DM NYIVNA PINYNN NVIYA VINIWN DY IPNNN YKL TN DTN IDNL .2
10INNNN NPNND NPNNTIND DY MONNON TN

PINNDY NNNPN NNPNA NN NYIVN PINYND DIV VINIYW NYY) DOPNYN DXVINONIINI .3

NN

: 020V MY K IPNNN .DMMDN) DPMND IPNN D32 VINOYW NV IPNNT MIVN DY NIYH TNND
121N TIPNN DINNA L5953 PINYHN OINND DIYIND DIIDIA MININD DY SMIND NN YN, THPYUNI
SY DY NN DOPOIWN DINND Y HMODN MM YN L1910 INND .VI92 NMAIN NIOWNN DINND

.NMN NYOVNA PINWN

PINVYNI X9PNND 122392 MNHIN NI’NA

Google Scholar (1) : ¥19YN >¥1N MW YINOYW YNII PINYNHN DINND DIYINT DINIDIN MNHIN NN TNND
02w TIdNN DINNI MTPHNN TYNN OO0 JI9INI PINYH MTIN DINIDI MNHIN PNNY T2
X T3 ERIC 7NN NN .TINN DINNDY DYINN 031099 9915w ERIC NN (2) .NMadD NY5WNN
7PN DOVINNT YN POYY DNV NNV .0INNZ N1HIIN MNINY INRNYI TIPNN DINNA MNIND NN
MATYPN MYN NONYW 2022 MIVD TV 01NN IPNNRN 9PN DY NN 1T MVN 1ov ,2010 NIvN SNin
PN NN DY ININKRD ININN

XU NMNMYPT NININD DIMVYNDT PINYNID DOYINN DIDIDIN DY NPIDIN MNINT NN )IN2D MN DY
,"gamification” : ©YXXAN VIDNN NN YW Google Scholar-1 799 V19N Y82 MIMNNND DY DIPNYN
DIPNN NS »152 ,90NA .2010-2022 ONWNN NNNX D52 Iserious games”-) game based learning”
,’gamification” ”education” : ©XNAN OXNNINN YW Google Scholar-1 ¥I9N Y¥IZ TINI PINWNI DIPOIVN
DINNNDN D9 HY YIdN Y¥I1 QDN .2010-2022 DIWNN NNN 951 gamification” "higher education”
995 7292 I MY HY NITIN YN NNN NID YN I MYNNNI DNIYNN NNX T2 1NDNWY
.include citations >aNNNN NNIAN NTNN TIN WA Google Scholar -1 ©>VIDNN

NN rgamification” NNNN YIDN MYNNNI DY TIONN DINN PINYHRN DI NN NPNI
:ONTY .pubyear PANNN MYNHNA DY MWD NOWN .2010-2022 ONWIN NNX 951 ERIC
ERIC Y mamn 11702 vindwin IR Y95 Q0N vivdn y¥1a Tunna .("gamification") and (pubyear:2022)
NYYIN MYNNNI DNYNN NNN DI INDNAY DINNRNN DD KW ¥IN Y811 90N .Higher Education 72y
POONNT VIOY TIN WA ERIC-1 09NN Y55 7252 wivdn v S¥ NN YIDN NN NXOD vivon
.Peer reviewed only

ERIC-2 ©%Yapnnn oowvdnd Google Scholar-a ©y¥h»Nnm DDIAPNNN ONMN P2 NNIVND 102
MY NNIN WYIAPNNY NMIRIND 5932 vI9XN2 HAPNNY NMINIIND 19010 NPIIVN MYSNNA ,0ININ IDNIN
.DY917191 DN 22 PO DRI 1AVIN 1D D .(Silber-Varod et. Al., 2019) ¥19N YN ININA
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NMANN NHOIVNA PINYM DIV NN DIPDIYN DIININD NN

NN INDIONNY NN NPIWNA Gamification-N DINNA DOPOIVN DINNA HY PNVIYW NP NY¥IA
DMIPNNN APV NNINM,2020 THY TONN NONN NNNPN MNIONNY NN ,2021-2023 07w P2 ERIC
MNDID DY MMIND N1NIAA INNN) TIPOIV DINRNT 2021 NIVN NN DI NNPNY DOVINTIN
DINNN P PN VIMN PNNN IPNNA .DMNINND 186 NMN DYDY LNAY Y95 TIPNN OINNL PINYIN
DXYTNRNN INNIN DMININNN N1NIAY TPYNT L)D DY NN NIOUNA PINYN DY DIVHD PO DPOIVN
103 9¥ 70 .1 71N ININD DINRNDN NN PONN .DPXPN NN DDA DY N1 ININD YTHY ROW DIIINND

.1PPD2 19I5 DNINIVIPAITHY DIINNRN

ERIC -2 0w DI0NRND WIN

(N =186)

NN OV DININN

A

(N=09)

\ 4
PP NIMD 9D N0

(N=177)

DMPIVIPN DY NY XY DIIND

A

(N=74)

\ 4
NP2 YOIV DI

(N =103)

JPNVOYN DINDNNDN NPPOI DINNRHDN NDDON TONN NNON .1 N
DMINSIN

PINYND DINNY DIYINN DIIDVIDI MM

DXWNDNN MINNIN .2 PN NNXIN DD 9N PINYHN DINND DINDIAY MYIND DIWNDNN NINNIN
DXPNYN 1DPYW SY NPNINITINND DOYNIN DONTPRN 0ID1092 MDY DY NN M1 Google Scholar-a
NP2 NION NHPIND NPNY NONN PINYND IONNTIND 2015 MVN SNN TWRD OTPHIND DI
DYNTPRN DIIDI92 NPT NMDY NNMP D NYIY Y IPTLIY NININN I9D PN DOPRHTPN DIMDI9]
DYNIIND 90N 1T MY DX TN .ININKRD NIV VID ,MNINT NNPNN Y951 PINYNHIN DINNL DPOIWN

APTV DPRYHN LW NPNINITIND PN N1 MI2XN NXIN PINYHN DINN YV DONTPN DINIDIN]
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.Google Scholar-2 /1NN N DY DPNYN NDPWD DMNVYPN DHWIN DIDYDIDN DINDIDINN 190N .2 9N

799503 PINYND DINNY DIYINN DIIDID2 MM

N Peducation” DXNNNN OY »gamification” NN YVINN DY NDPWN 1DIAPNNY NINN NN PN 3 IPN
02 NOMPY NINID TR NNXINN MINRXIND . TIPNN DINND YINNN NN TPNY > 152 higher education”
DYNIINNN 66.67% 2019 MVIAY TIvaY D PINYHN DINN TINN DXAOWNN DINTPNRN DININNI DY HY
125 .N% DINNY DNYP PN DININRNIN 92.26% 2022 MV ,TIPNN DINND DNVP PN PIiNwnND DINN2
TN NN NYIYND DWNN DINIINA O) NMYY NNIN NHPYPY DVIDNN MIXXINND MNID 10N )0
955 29PN DM NOOUND MONMNN DM1D7N DINIIND TO 2022 MIVIAY TI ,TIOND DOYINN DI NIINN

.48.58% DY THY TIND DOYINN DINIINN
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.Google Scholar-1 71>N2 Gamification-N DINNA DXPOIWN DIDIDIAN 1901 .3 9N

SV TPIAPY NXIA NEMPY TV 7D MINIA L4 TN NNXINN LERIC 7NN WXIAY DIVINN NINNIN
D21DY92 NMYHY DY NIAPY NN NNMP KO ,TINNN DINNI PINYN DPDIVN DINIDID 19002 DY
» MNXIN ERIC-21 ©WVNN NIRKIN 1D 13D . TIvNN DINNA DINDINN TO TN N2 NYIYNI DPOIWN
NNV K¥NI 2018-2022 DNYN 2 DINIDIAN TON NMI) NYOYNA DXPOIVN DIMDIAN DV YONN PONN
.42%-50% yav
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.ERIC-2 71>n2a Gamification-n DINNA DINIDINA MNMIN .4 YN

Y85 ©NMN 19PN ,ERIC-2 v19’NY Google Scholar-1 ¥19N2 1apnny Mminn P2 nnwn 12
DYNIIN MO DY NP D DININY,DIDNNINM DONNIN NN 1IN 59PN .7PNDITINDN 9PY0A 120NV
N1 N»P Google Scholar-aw Tiya 5 ON .2010-2022 DMWN P2 VIPNN SYNN MW Gamification H¥
P2V IWPN NPNI Y0 1D .N5WNI Gamification YW 0¥ NIINA NN NN ERIC-1,2022 Mmwa mnwvnvn
NNNIYD PN APN ORNND DY NWIANN VIDNN SN NI »gamification” NNNN DY LIDNT NININ
19N N2Y YIDNN MNIN MW NMDY HYW NNPIA DNMP YD DNTINNI DY TW .ras) = .86, p <.001 ,NPpIn
a3 = .90, p <.001 ,pIM PN 2PN ORNN ONIY NI ,ID NI .M NYOWNA Gamification
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NMANN NHOIVYNA PINYM DIV NN DIPDIYN DIININD NN

NP0 1999 NON PYNN DDA .TIPNA PINYHD DIYHA DIPOIYN DMINND DY MNVIY NPPD Ny
TN RNP T DY Y2 NPNAN TONN .NMAN NDIVNL PINYNI DY DP9 DIY1L DIPOIWY 010NN 103
NYNOLN TONN NN PAND YT PINRNNN Y DY OINIITINND PONM PONNINN YPIN ,NXIANN DY 130 595

ANNONIDDIANND DY NPNNONN NN PINYNN

PINYN HY NN YINIYI MO

NNDNI NNDY DIRYNN TNN L1207 .2INYNRN NPNIDTIND NN MINDD TYUN DY MITIN 1900 Mn»p
NN MITIND MON»NN NN PINYNN DIYHLIPOYY DXIPNHNA DX PN NINVIWN DIININDND NP
NNN NITIN YIDOIWI MONMNN NN DMINNRNDN 21712 25 ININ NPPON MIXIN . MITINNN VN )0 ON)
Deterding et ) ©INNY AP TIVYT DY NITINN NNON YN DXINNNI NNNIN NITHNNYD ,PINUn DY mMNad

2NN DY NN DDOYW DMININNDNND 65%-52 MV P NN N NITHN .(al., 2011

TN PINYN DIYIA 12991 SHPA HY B31XVIN DN

0NN N22A02 NNYNDLNY PINYNRN NINN NP2 DX PTIY ,MNVOWN DIINNHDD NPPO NN
DN N2 MYNNNI, D> TRONN DY NPNI0INT INNNN INNN YW NPSDVIND DININNDN YNNI YON»NN
5S¢ MONMNNA DXYTIN DMINP YD ININ NPPDN NINSIN .NMY NMPNVIN NPNNONA VINOYW MUY
LDV PRIV YA DY NPNDVIND DININNIN YAMD

39-2)55 N9 TY .PINYNN 201N NI NYA DX THRYNN DY DMIPXDVIND DINNID MONMNN NP
91 . INON NN DY NODIIIND DITNRINN NMIXDVINY MONPNN NN (38%-D DMNNNKNY DIIINNPNN
TPNINONY MONMNN YYIW DMINNHDN TIND L(69%-2) VOINMNN N NN DMNNNN ,DMININD 27 )10 DY
Self-Determination Theory-5 1N/ TININNY NN INVIND MONMNN 199,07 NN HYW NIPSDVIN
.(Ryan & Deci, 2000)

NV, IRNNNOMIN DY IXDOIN NPNNON DY 1IN DINRNDN NPON IVAPNNY MNIND,THND
ININN ONNS DY MINVINND HY NYONININN NNDND NMODNMNN INNND) KD YD W NPPOIN .PVITND
5Y ,ANRINNN 797 NMNDOVIN RYND ON»NN (10) DINND DY OYIN 9D D PIXY NN .PINYN DIVII
PINYN MY HY DIPNN 2172 7D N9 DINNND NPPDN )19 1D .OMINX DINND YY MODINN T
DTOMN NMINND IN NYIT KDY INXIIND SN YW NP/IPK NN ION DY NPNRN ,NMN NYOWNa

PINYND PYNN DIV PIND DHPNYN DIVININD YINSY

NPD .NTNON N0 PINYNIA WHNYN 0N DOPNYNN DXOINIRND VNI NHOPNVIWN NPPONN PYND
SY DMV DIND NNV 9991 (Seaborn & Fels, 2015) ©99 NI120 HY DIINNDI PO 19D Y82 DIVINONN
AWM WHNNYN DNIAY DOPNYNN DOVINOND DN NN PIOND 1N 1M (76%-2) DIINNNDN 2172 .DI0ININ
.PINUNN

DN INPN NANN NN V1Y DOPNYNN DOVINIRNY MININD ,6 IPNI NNXIIN ,NVPON MINRNIN
NV YTY NI NI ADIWN NN WIN WX DXOININ MWL YINIWN 0NN MM MTIPIA vIOIUn
YOHYN OPNYNT VINONRN INYPY DOPNYNN DIVINOND NN PIONDY NP 1N ONAY DIINDNNDNIN 81%-03
.(43%-5) DN VIOV NXIN PINWNRN DIVHL ININOYA
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Seaborn & Fels, ) ©)WN TIIND MIPNN 1Y NINYY NI NPPVPI NN NININN N2102 DPHYH 11DV
MTPHIND DY’ DPNYN NDPWD APNITINGL MIPNNT 1IY2 NOOYNY MINI IPNNRN MIRNIN (2015
Google Scholar -1 DI1NIXNN NYWA PHYA KINND I TIO MTY .MNINKRN DNV NOWN) TN VIS
.PINYN DMDINNT DXIINDN TIND NI NIIWM PINYN DMIDIRNN OXIDNRNI, TN PINYND DIIIITRNDN
,INNPN NN MXIANND DI TIPNNN NNMIYNND MDY TYNHND NPIIINN MDON NNNXY 1O
.(Sidi et al., 2023) NMPN NTNISS NAYD NMAN NPIVNN NMITOM NX BHHI TINDN MTOI NN NNIINRY
TTIVO NIVHN TINN ,DNYY INNNN MVLIYI NYVN DY NN DIRNND DININD DI NMNPN NTHYY 12NN
.DOVITIVON 2P XDV PNY

DYTOPN 2992 PRHY NPN NN NTNYI PINYHD 1IDOVUD NPIPOIYN MIVHN NNRY AN TINn
P2V Y0¥ HY NMIPNDOINND NPNNONN 1IN (Deterding et al., 2011; Kapp, 2012; Seaborn & Fels, 2015)
DY PIN XD POV DINNRNT 2172 55 IRIT NPNIN MIRXIN .AMDN NPIVNI PINYN DIV NYa 0NN
9157 YVNININN DIDXAN IDIN .PINYNN DIV NYA DIAMIN IDDINN DY TMDN DY MISDVIN NPNNOIN I
YD NPMIYN MM NVN NYIT 1OV .(van Roy & Zaman, 2018) PInwn DIW» nNya 5won nnnd
INIINN N0 YDVPON JOIND DIAOWY T DMPNVNN DXVINIONNND TN I HY PMNIDM PMNIN
.(Krath et al., 2021; Lopez & Tucker, 2019; Mekler et al., 2017)

PN DN MM MITIPI 2D ININ NMININD IWND ,D0IWN DOPNYNTI DOVININI YINOWN JNII 300
,PDO0IN NI PINYH D8N YN DIVININI VINY DNV DIIPNNI INUYPY DMIPIYN DIVINOND
» WNIN ©PNNY (Deterding et al., 2011) PNWNN SY MANINYN NHXINND DOVININ NORYND P ONONNN
NTNON PONNI DMNTPNN DY DIWN HIPYY MIVN DINY DXTMDY TWIND YN DYVINON DY NPV
DYTNON DY PNNAN TIXDVIND NN YNAD KDY MNP vidw Tn N .(Krath et al., 2021)
N INYRIN ION DOVINYNI YINIWIA NPNID MDD 19010 MM 1om (Kyewski & Kridmer, 2018)
WON DOXVINOND NN 9D DN YIdIYN WX DMINNY Kahoot! mmTd PN ©H51 an N v vn
D2°792 YY1 W1 MNOYN NN 710N2 MIYYY N9ON N0 .(Plump & LaRosa, 2017; Wang & Tahir, 2020)
D1 SV MYPM,(Plump & LaRosa, 2017) Kahoot! mMyNNnx1ON pNYN 22559 DY vindnn mvp N0 1ON
LN YV DD MW HIIIYNI

Wang) Kahoot! N0MTD NPSPYAN MYNNNI DTN 1IDOPWD D7 DMIPHNI WMIN PIiNvn Dw»
Briuer) ©pNnvINn Dpon YW IOONITY MINND NPNONOV DY Nynvn 110 Y95 9N (& Tahir, 2020
TMNINON NHNTD,NTNY MOIYNI NPNINIV NDPYH MONMNNN MY NN (& Mazarakis, 2022
STV N .VHVLNN TONNT NN MDYN AR MYHTY MINND (Koehler & Mishra, 2009) TPACK
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.(Backfisch et al., 2021) NYNOLNN MINNIN DY WAYNN ONY INNY NIVY

IM191 PINWN DIYM DXPDIVN DINRNNN THN GRIY TI HY MYINN 11NN MNNN ,TI0 T2
NMNDVIN MM TNXY NINDVIN NPNNON DY IDDINN XD IPNHNN Y2AMI ,>)NINN IPNNT NIIDN POV
19953 NOYW DMINNNA OXNH DY 71PXVIND DN MITHYD MONMNN NN D YWHITAD NI TN 0NN
NIYIND TWN DN MITHYLIPOY NPPDAIDHI) KoY DINNNND NXIAP TIND DXINNN 13 ONONN IpNna
Franco-Mariscal et al., 2023; Perdomo et al., : 9)12) ONOYW NRNNN TONINN PONI PINYNRN NONTINN
D’ NIYINY NPIDN NIIYN N)22IPDY NPPDA YY) oW DD DMININA NYIIN 1 19 (2022
.7IVONAY DD NITYPHN NMIDIND IPOY DNINN NYIDY TUNRD ,PINYNRN NN TINNL vIIYD

NN MYYNY NIVNI ,OIXINN DY NPMIPH NN HY 17 DDIIN DM NYIVYNI PINYD D
YAV, 0 TNRONN DY NPIAPN MIYIWN 1NN NI ON D), NNYTN MN DY NIINNL DIV .OXTNIDN NMSDOVIN
[(Avidov-Ungar & Eshet-Alkalay, 2011) D*T12°510 70192 NINT) NN NYHLND 2YHNI PVIP 1IN
MNIND GPAYAY 295 ,DIY»I DININN DY DMIPNVIND DIHINY MON»NNN 0N 720 TwHna
DN .20 19INT MWD NYIVNL PINYAN NYNRLD NN 25YD 51PW DN DY WA 1P [, NPPON
YUMNNOINN DIDIAN NN NNAYY XNINY NIVNL ,IIN DINYNIA PIRYNDY PYNND WAT DO TNY DIPNNY
OPOY DTN NPNTNOVIY DD NI ,NMAN NPOYNL PINYN DIYHI INNNN ONNS NNOSDVIND VIV
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