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GAMIFICATION IN SCIENCE: GAME PLATFORMS FOR LEARNING 

SOTNIK S.V., ANDREIEV А.S. 

(svetlana.sotnik @nure.ua, anton.andreiev@nure.ua) 

Kharkiv National University of Radio Electronics 

 

The thesis deals with application of game platforms for playing games in academic disciplines in 

higher education institutions with technical bias. A detailed analysis of Kahoot! and Quizlet is carried 

out. 

 

Problem Statement. 

In conditions of modern realities, education is remote process of providing knowledge by means of 

traditional environments Zoom, Google Classroom, and in our case dl.nure.ua (this is platform for 

learning at Kharkiv National University of Radioelectronics), where teachers post methodological 

material and conduct lectures, with subsequent control of knowledge by taking tests or uploading reports 

by students on specific tasks. 

Distance learning in technical university is significant challenge that requires new approaches to 

education [1-3]. In this regard, implementation of gamification (GM) in learning process becomes 

relevant and important step. Gamification provides unique opportunity to make distance learning more 

attractive, interactive and effective. 

Game elements and mechanics such as points, achievements, competitions and rewards can 

encourage students to actively participate in learning process and increase their motivation and interest in 

the subject. This is particularly important in context of technical education, where students are often 

confronted with complex topics and technical skills. 

GM is possible by applying special game platforms; it also allows creation of virtual environments 

and simulations that help students to understand and apply theoretical knowledge in practice. This 

promotes deeper and more practical learning, which is key element of technical education. And 

gamification with use of special game platforms in distance learning in technical universities not only 

facilitates learning process, but also contributes to its effectiveness and attractiveness for students. 

Thus, issues of selecting and analyzing features of work in game environments with their subsequent 

application in educational process remain relevant. 

 

Essence of study. 

GM in science is of particular interest because application of game elements and interesting design 

allows to stimulate and engage students in scientific research processes. 

The essence of applying gamification in science is, for example, to engage students in data 

collection and analysis; gamified tasks can be used to classify images, annotate text, and even in finding 

new solutions in science. 

Consider two currently popular gaming platforms, Kahoot! and Quizlet, which offer unique 

opportunities for learning and fun, and choice between two depends on teacher's specific goals and 

preferences. Teachers test capabilities of these assistants before choosing platform, so let's look at each 

one. 

Let's start with Kahoot! This is interactive platform for creating and conducting quizzes, and games 

for educational purposes. In brief, general algorithm of teacher's work in Kahoot! 

- account creation: instructor starts by creating account on Kahoot! (Fig. 1, a) and here there is 

option to choose type of institution (Fig. 1, b); 

- creating quiz – selecting type of questions and answer options. For each question, you can add 

question text and answer choices. Questions can contain images and videos (Fig. 1, c); 

- customization of quiz parameters, e.g. time for answering question, maximum number of points for 

correct answer, etc; 

- preparing quiz. The quiz can be accessed on students' devices through Kahoot! web app or mobile 

app, which is quite convenient; 

mailto:anton.andreiev@nure.ua
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- quiz begins when students receive link to game, and they are required to enter unique pin code that 

is displayed on screen; 

- playing game, saving and tracking results. At the end of quiz, correct answers can be discussed and 

winners can be announced. 

 

    
a)                                                                              b) 

 
c) 

Figure 1 – Working in Kahoot 

 

The good points are that in Basic free version, teachers can create up to 10 games. Teachers can 

create and share their quizzes in this library with other colleagues, as well as use materials already created 

by them. It is possible to create quizzes in Ukrainian, English and other languages. 

Now let's consider Quizlet platform. In brief, general algorithm of teacher's work in Quizlet is as 

follows: creating account (Fig. 2);  

- creation of educational content – creation of flashcards (cards can include questions and answers, 

they can be organized into sets). On these flashcards you can add text, images, and audio recordings; 

- creating virtual classes or groups and inviting students into them by giving them access code. 

Flashcards or study tests can be assigned on any date; 

- monitoring and grading. Grades can be manually graded if teacher wants to grade answers to 

questions or assignments. Statistics and reports can be used to analyze student progress and performance 

data. 

Teachers can create and share their quizzes in this library with other colleagues, as well as use 

materials they have already created. 

Let us make comparative analysis of these platforms in Table 1. 
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Figure 2 – Working in Quizlet 

 

Table 1 – Comparative analysis of g-learning game platforms 

Parameter Kahoot! Quizlet 

Type of 

platform 

Online platform for creating 

and taking interactive quizzes and 

quizzes. 

An online platform for creating 

and studying flashcards and creating 

study sets. 

Main 

purpose 

Quizzes and question-and-

answer games for learning and 

entertainment. 

Learning and memorizing 

terms, definitions and facts using 

flashcards. 

Interactivit

y. 

High. Includes visual 

questions, timers, and leaderboards. 

Medium. The focus is on 

learning and memorializing materials. 

Question 

format 

Multiple choice, correct 

answer is chosen from given options. 

Flashcards, drag and drop 

definitions to terms, quizzes to choose 

correct answer and complete 

sentences. 

Collaborat

ive learning 

Supported, multiplayer 

quizzes and competitions can be 

created. 

Supported through group study 

modes and sharing sets of flashcards. 

Motivatio

n 

High. Gamification, 

leaderboards, and rewards can 

motivate participants. 

Moderate. Emphasis is on self-

study and repetition. 

Mobile 

Apps 

Yes, there is mobile app for 

iOS and Android. 

Yes, there is mobile app for 

iOS and Android. 

 

Conclusions 

This work analyzed well-known game platforms Kahoot! and Quizlet for gamerization in higher 

education institutions. Work algorithms in each platform and extensive comparative analysis are given. 

As result, it is determined that Kahoot! and Quizlet are two popular online services for teaching and 

learning games. They have different features and functions that can be useful in different educational 

contexts. Quizlet specializes in learning cards and word sets – convenient platform for learning new 

vocabulary and terms. Kahoot! allows you to create interactive quizzes and polls, with addition of audio, 

video, text files and there are also variety of game modes such as "Classic", "Voting" and "Group Mode". 
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