
 

Mednarodna konferenca 

 

 

EDUvision 2019 
»Sodobni pristopi poučevanja prihajajočih generacij« 

 

 

 

 

 

 

 

 

 

Ljubljana, 28. – 30. november 2019 

 

Organizator 

EDUvision, Stanislav Jurjevčič s.p. 

  



2 

 

 
Mednarodna konferenca  EDUvision 2019 

»Sodobni pristopi poučevanja prihajajočih generacij«  

Ljubljana, 28. – 30. november 2019 

 

Organizator: 

EDUvision 

Stanislav Jurjevčič s.p. 

 

Uredila:  

mag. Mojca Orel in Stanislav Jurjevčič 

 

Založil:  

EDUvision, Stanislav Jurjevčič s.p. 

 

Kraj in datum izdaje: 

Ljubljana, 9. december 2019 

 

 

Kataložni zapis o publikaciji (CIP) pripravili  

v Narodni in univerzitetni knjižnici v Ljubljani 

 

COBISS.SI-ID=304095232 

ISBN 978-961-94950-0-1 (pdf) 

http://cobiss.si/
http://cobiss6.izum.si/scripts/cobiss?command=DISPLAY&base=99999&rid=304095232&fmt=13&lani=si


3 

 

KAZALO / INDEX 
KAZALO ....................................................................................................................................................................... 3 

PREDGOVOR .......................................................................................................................................................... 15 

MEDNARODNI PROGRAMSKI IN RECENZENTSKI ODBOR KONFERENCE ............................. 16 

KOMUNIKACIJA IN RAZVOJ OSEBNOSTI, OTROCI S POSEBNIMI POTREBAMI .................. 17 

Can we empower people with complex communication needs to participate? – Hungarian 

professionals’ use of Augmentative and Alternative Communication in Autism Spectrum 

Condition ................................................................................................................................................................ 17 

Enhancing Autism Knowledge among Primary School Pupils: First Results from the Evaluation 

of the ‘Star-bus’ Inclusion Intervention Programme (SIIP) .............................................................................. 28 

Renewal Program for Teachers in Hungary – Results of a Pilot Burnout Intervention Program 

Based on Self-Reported Measures ...................................................................................................................... 38 

Sufisticirani učitelj  (Sufisticated Teacher) ......................................................................................................... 51 

Dober učitelj - v očeh učencev  (A Great Teacher - in the Eyes of Students) ................................................. 59 

Podrška socijalno-emocionalnoj dobrobiti djece u Hrvatskoj: Prikaz tri znanstveno-stručna 

projekta  (Supporting Socio-Emotional Well-Being of Children in Croatia: Presentation of 

Three Scinetific and Professional Projects) ....................................................................................................... 69 

Percepcija uloge pomoćnika u nastavi  (Perceptions on the Role of the Teaching Assistants in 

the Classroom) ....................................................................................................................................................... 84 

Razvoj poslušanja  (Listening Development) ..................................................................................................... 95 

Razvojno jecljanje in ocenjevanje znakov le-tega pri predšolskih otrocih  (Developmental 

Stuttering and the  Evaluation of the Symptoms of Developmental Stuttering in Preschool 

Children) .............................................................................................................................................................. 109 

Stavovi odgajatelja prema jednoroditeljskim obiteljima  (Preschool Teachers' Attitudes toward 

Single-Parent Families) ...................................................................................................................................... 126 

Generacija Z je tukaj. Kaj zdaj?  (Generation Z is here. Now what?) ........................................................... 139 

Kako postati dober govornik  (Becoming a Successful Speaker) ................................................................... 144 

Supervizija kot prostor za pripravo na komunikacijo vzgojitelja s starši v težkih situacijah 

(Supervision as a Place to Prepare an Educator to Communicate with Parents in Difficult 

Situations) ............................................................................................................................................................. 153 

Kompetencije ravnatelja s naglaskom na emocionalnu inteligenciju i komunikacijske vještine 

(School Principal's Competences with an Accent on Emotional Inteligence and Communication 

Skills)..................................................................................................................................................................... 163 

Avtoriteta učitelja  (Teacher`s Authority) ......................................................................................................... 172 



4 

 

Vpliv čustvene inteligence na učiteljevo delo  (The Impact of Emotional Intelligence on the 

Teacher's Work) ................................................................................................................................................... 182 

Razvijanje čustvene inteligence in zdrave samopodobe pri pouku tujega jezika               

(Building Emotional Intelligence and Healthy Self-Image in a Foreign Language Class) ........................ 203 

Samopodoba in socialna opora pri nadarjenih dijakih  (Self-concept and Social Suport of Gifted 

Students) ............................................................................................................................................................... 213 

Slikanica »Kje je Maks?«  (Picture Book »Where is Maks?«) ...................................................................... 227 

Trema (pri otrocih) in kako jo premagati  (Overcoming Stage Fright) ......................................................... 237 

Strinjava se, da se ne strinjava  (Let's Agree to Disagree) .............................................................................. 247 

Razvijanje socialnih veščin pri pouku športa  (Developing Social Skills in Sport Lessons) ....................... 253 

Vem, kdo sem in kam grem  (I Know Who I Am and Where I Am Going) .................................................. 257 

Izziv poučevanja učencev z disleksijo in ADHD  (The Challenge of Teaching Learners with 

ADHD and Dyslexia) .......................................................................................................................................... 266 

Za lepši in prijetnejši dan  (For a Brighter and more Beautiful Day) ........................................................... 274 

Gibalne in motorične ovire dijaka pri pouku  (Restrictions in Movement and Motor Abilities of 

Special Needs Students in Class) ....................................................................................................................... 280 

Vloga asistenta v šolskem prostoru  (The Role of an Assistant in the School Environment) ...................... 286 

Z izkušnjo učne mobilnosti v tujini za zmanjšanje vedenjskih težav v razredu  (Learning 

Mobility Abroad in Service of Reducing Behavioural Problems in the Classroom) ................................... 294 

Uporaba gibalnega programa Animal Fun pri urah dodatne strokovne pomoči  (Use of Motor 

Skills Development Program Animal Fun in Special Education) .................................................................. 311 

Šola za vse? Možnost in realnost inkluzije  (School for Everyone? Possibility and Reality of 

Inclusion) .............................................................................................................................................................. 321 

Senzorna integracija v šoli – izguba časa ali izziv?  (Sensory Integration in School – A Waste of 

Time or a Challenge?) ........................................................................................................................................ 329 

Elementi coachinga v šolskem svetovalnem delu  (Elements of Coaching at School Counselling) .......... 337 

Kaj je življenjski scenarij in kako ga lahko uporabimo v razredni situaciji?  (What is Life Script 

and How Can We Use it in the Classroom?) ................................................................................................... 345 

Vrstniška mediacija v Dijaškem domu Ivana Cankarja  (Peer Mediation at Ivan Cankar 

Boarding School) ................................................................................................................................................. 354 

Spretnosti in veščine, ki jih bodo pripravile za življenje  (Skills and Knowledge Useful for Life) ............. 363 

Razrednik lahko pomaga učencem postati odgovorni in uspešni  (Class Teacher can Help 

Pupils Become Responsible and Successful) .................................................................................................... 369 



5 

 

Vloga razrednika pri oblikovanju odgovornega in uspešnega učenca  (The Role of a Class 

Teacher in Shaping a Responsible and Successful Student) ........................................................................... 376 

Motivacija je ključ do uspeha  (Motivation is the Key to Success) ................................................................ 383 

Nadomestna komunikacija pri športni vzgoji  (Alternative Communication in Sports Education) ........... 391 

Vikanje v srednjih šolah – orodje navideznega spoštovanja?  (Formal Addressing in High 

Schools – A Tool of Virtual Respect?)............................................................................................................... 396 

NEVROEDUKACIJA – RAZMIŠLJANJE IZVEN OKVIRJEV ............................................................. 400 

Vpliv aerobne aktivnosti na nekatere kazalnike pozornosti v predšolskem obdobju  (The Impact 

of Aerobic Activity on Selected Aspects of Attention during Preschool) ....................................................... 401 

Rezilientnost kot dejavnik profesionalnega razvoja  (Resilience as a Factor in Professional 

Development) ....................................................................................................................................................... 411 

Stres plus  (Stress Plus) ....................................................................................................................................... 425 

Tehnike premagovanja stresa pri učiteljih  (Techniques to Overcome Stress for Teachers) ...................... 438 

Dajmo telesu priložnost, zadihajmo pravilno  (Let's Give the Body an Opportunity by Breathing 

Properly) .............................................................................................................................................................. 446 

Lahkotno živeti  (Easy Living) ........................................................................................................................... 454 

Kako lahko ustrezno voljno delovanje pospeši doseganje ciljev v izobraževanju  (How can 

Appropriate Volition Action Accelerate Goal Achievement in Education) .................................................. 460 

Je živčni impulz enako kot električni impulz?  (Is the Nerve Impulse Equal to the Electrical 

Impulse?) .............................................................................................................................................................. 474 

Gibanje za boljše učenje  (Motor Activities for Better Learning) .................................................................. 483 

Matematika v kinestetični učilnici  (Math in Kinesthetic Classroom) .......................................................... 492 

Z igrivimi ritmi do novih znanj  (With Playful Rhythms to New Knowledge) .............................................. 498 

S  preprostimi gibi do aktivacije celotnih možganov  (Simple Motions Lead to Wholebrain 

Activation) ............................................................................................................................................................ 502 

Od stika z naravo k čuječnemu stiku k sebi v šolskem prostoru  (From Contact with Nature to 

Mindful Contact with Oneself in the Classroom)............................................................................................. 509 

IZZIVI SODOBNEGA POUČEVANJA (podjetnost, ustvarjalnost in inovativnost) ............................. 517 

Podjetnost v vsakdanjem življenju  (Entrepreneurship in Everyday Life) .................................................... 517 

Učitelji so podjetni– to kompetenco naj razvijajo tudi pri učencih in dijakih  (Teachers are 

Entrepreneurial – They should Help Students Develop Entrepreneurial Mindset as well) ........................ 525 

Razvijanje podjetniških kompetenc: Učenje skozi prakso  (Developing Entrepreneurial 

Competences: Learning through Practice) ...................................................................................................... 535 



6 

 

Krepitev kompetence podjetnosti in spodbujanje prožnega prehajanja med izobraževanjem in 

okoljem v osnovnih šolah  (Strengthening the Competence of Entrepreneurship and Promoting 

Flexible Transition between Education and the Environment in Primary and lower Secondary 

Schools) ................................................................................................................................................................ 546 

Kreativno razmišljanje, podjetnost in inovativnost osnovnošolcev  (Creative Thinking, 

Entrepreneurship and Innovation of Primary Students) ................................................................................. 554 

Ustvarjalnost, podjetnost in inovativnost v osnovni šoli  (Creativity, Entrepreneurship and 

Innovation in Primary School) ........................................................................................................................... 562 

Podjetni v šoli, da bomo bolj podjetni tudi kot družba  (Entrepreneurship in Schools can Foster 

the Spirit of Enterprise in Society) ..................................................................................................................... 569 

Praktično izobraževanje na višji šoli  (Practical Education in Vocational College) ................................... 578 

Vse poti vodijo v Rim  (All Roads Lead to Rome) .......................................................................................... 584 

SODOBNI PRISTOPI IN IZZIVI – JEZIKOSLOVJE ................................................................................ 594 

Formativno spremljanje bralnih in pisnih spretnosti učencev pri pouku angleščine         

(Formative Assessment of Reading and Writing Skills at English Lessons) ................................................. 595 

Generacija Z in učinkovitost dveh različnih učnih metod  (Generation Z and Effectiveness of 

Two Different Teaching Methods) ..................................................................................................................... 602 

Kreativni pristopi k poučevanju »generacije Z«   (Creative Approaches of Teaching of 

»Generation Z«) .................................................................................................................................................. 609 

Literatura pri pouku angleščine  (Literature in the ESL Classroom) ............................................................. 618 

Vse se začne z dobro zgodbo. Zgodbe pri pouku angleščine  (It All Starts with a Good Story. 

Learning English through stories) ..................................................................................................................... 626 

Pravljica pri pouku tujega jezika  (Using Fairy Tales to Teach a Foreign Language) ............................... 634 

Zgodnje urice angleščine v vrtcih  (Early English Lessons in Kindergartens) ............................................ 642 

Evropski dan jezikov – priložnost za projektni pouk, medpredmetno sodelovanje in motiviranje 

dijakov  (European Day of Languages - an Opportunity for Project Work, Cross-Curricular 

Cooperation and Motivating Students) ............................................................................................................. 647 

Kolikor jezikov znaš, toliko veljaš. Spoznavajmo jezike  (A Man who Knows Two Languages is 

Worth Two Men (French Proverb).  Let's Learn Languages!) ...................................................................... 656 

Zbegani v prevodu: informacijske in komunikacijske tehnologije  (Confused in Translation: 

Information and Communication Technologies) ............................................................................................. 664 

Kako izstopiti iz povprečja? Problemski pouk – teoretična predstavitev  (How to Exit the 

Average? Problem-based Learning - Theoretical Presentation) ................................................................... 671 

Knjiga? Ja, prosim!  (A Book? Yes, Please!) .................................................................................................... 686 



7 

 

Kako izboljšati tekočnost branja pri enojezičnih in dvojezičnih tretješolcih?  (How to Improve 

Reading Fluency in Monolingual and Bilingual Third Graders?) ................................................................ 693 

Straniščna literatura – da ali ne?  (Toilet Literature – Yes or No?) ................................................................ 702 

Učenje o letnih časih s pomočjo bralnih učnih strategij  (Teaching Seasons of the Year Using 

Reading Learning Strategies) ............................................................................................................................ 712 

Razvijanje bralne funkcije s pomočjo terapevtskega psa in R.E.A.D. programa            

(Developing a Reading Function with Terapeutic Dog and R.E.A.D. Program) ........................................ 722 

Pomoč učencem z učnimi težavami pri pouku slovenščine  (Helping Students with Learning 

Disabilities in Slovene Lessons) ......................................................................................................................... 734 

Formativno spremljanje napredka učencev v 5. razredu pri pouku slovenščine  (Formative 

Assessment of Progress that Students Make in Fifth Grade during Slovene Language Lessons) .............. 742 

Uvodne ure slovenščine v 1. letniku gimnazije – ena ključnih oblik motivacije za učenje in 

osebno rast mladostnika na poti do mature  (Introductory Lessons of Slovenian in the First Year 

of Secondary School – One of the Key Forms of Motivation for Learning and Personal Growth 

of an Adolescent on the Way to Graduation) ................................................................................................... 750 

Šolski esej v gimnaziji – pisanje samo za maturo ali tudi za življenje?  (School Essay in 

Secondary School – Writing Only for Graduation or for Life) ...................................................................... 758 

Večplastnost dela z dijaki tujci  (Complexity of Work with Foregin Students) ............................................ 767 

Umetnost in poezija  (Art and Poetry) .............................................................................................................. 775 

Po sledeh pisatelja Ivana Potrča  (On the Trails of Author Ivan Potrč)......................................................... 782 

Pouk španščine na celjskih ulicah  (Walking the Streets of Celje and Learning Spanish) .......................... 791 

Obogaten pouk tujega jezika z naravnim govorcem  (Enriched Foreign Language Learning 

with a Native Speaker) ........................................................................................................................................ 800 

SODOBNI PRISTOPI IN IZZIVI – NARAVOSLOVJE ............................................................................. 808 

Razumevanje Luninih men pri študentih razrednega pouka  (Understanding of Moon Phases 

among Pre-Service Primary School Teachers) ................................................................................................ 809 

The Benefits of Learning Morphological Cell Image Analysis for Medical Students ................................ 818 

Izzivi učiteljev pri poučevanju naravoslovja v 21. stoletju  (Teachers' Challenges in Natural 

Science Teaching in the 21st Century) .............................................................................................................. 826 

Presenečenja motivirajo za učenje matematike  (Suprises Motivate to Learn Mathematics) ..................... 835 

Spoznavanje prestolnice skozi oči matematika  (Getting to Know the Capital City through the 

Eyes of a Mathematician) ................................................................................................................................... 843 

Preverjanje znanja pri matematiki z uporabo IKT  (Assesment of Knowledge in Mathematics 

with ICT)............................................................................................................................................................... 851 



8 

 

Samovrednotenje znanja  (Self-Evaluation of Knowledge) ............................................................................ 858 

Geometrija in kiparstvo med obveznimi izbirnimi vsebinami  (Geometry and Sculpture among 

Compulsory Electives) ........................................................................................................................................ 868 

Ali je učenje matematike lahko zabavno?  (Can Math Be Fun?) .................................................................. 876 

Teorija grafov na razredni stopnji? Eksotika, ki motivira učence!  (Graph Theory in Primary 

School? Exsotics that Motivates Children!) ..................................................................................................... 886 

Fizikalne lastnosti morske vode  (Physical Properties of Sea Water) ........................................................... 893 

Plava, ne plava?  (Float, or not Float?) ............................................................................................................ 902 

Imperialne enote - medpredmetna povezava fizike in angleščine  (Imperial Units - 

Interdisciplinary Subjects of Physics and English Language) ....................................................................... 908 

Medvrstniško učenje z zabavnimi poskusi  (Peer Learning with Fun Experiments) .................................. 917 

Spodbujanje motivacije učencev z vključevanjem didaktičnega gradiva pri pouku kemije  

(Didactic Materials in Chemistry Classes as a Way of Increasing the Students' Motivation).................... 925 

S sodobnim didaktičnim pristopom do kvalitetnejšega znanja o kemiji zraka  (With Modern 

Didactic Approach to Better Knowledge about Chemistry of Air) ................................................................ 933 

Delo z nadarjenimi učenci pri pouku kemije  (Working with Talented and Gifted Pupils at 

Chemistry) ............................................................................................................................................................ 940 

Preučevanje menstrualnega cikla pri pouku biologije v gimnaziji  (Studying the Menstrual Cycle 

at High School Biology Classes) ....................................................................................................................... 948 

Naravoslovni dan: KAJ, ZAKAJ, KAKO? (Eksperimentiranje v 3. razredu osnovne šole)  

(Natural Science Day: WHAT, WHY, HOW? (Experimental work in Elementary School, Grade 3)) ............. 955 

Naravoslovje za predšolske otroke  (Science for Kids) ................................................................................... 969 

Naravoslovni tabor za nadarjene  (Natural Science Camp for the Gifted Children) ................................... 976 

Naravoslovni dan – Zaščita in reševanje  (Natural Science Day - Protection and Rescue)........................ 983 

SODOBNI PRISTOPI IN IZZIVI ...................................................................................................................... 992 

Gamification in Education and Learning .......................................................................................................... 993 

Performans u nastavi  (Performance in Teaching) ........................................................................................ 1002 

Primjena intervjua u istraživanjima sa djecom predškolske dobi  (Use of Interviews in Research 

with Preschool Children).................................................................................................................................. 1010 

Ko učitelj postane učenec za en dan  (When a Teacher Becomes a Student for a Day) ............................ 1021 

Spodbujanje inovativnosti pri učencih skozi izdelavo in uporabo didaktičnih iger          

(Promoting Innovation among Pupils through the Creation and Use of Didactic Games) ...................... 1027 



9 

 

Preko igre vlog do veščin za prihodnost  (Role-play as a Technique for Enhancing Skills 

Required in the Future) ..................................................................................................................................... 1033 

Kako z igro osvojiti in spodbuditi prvošolca in devetošolca k učenju?  (How to Encourage and 

Motivate a First Year and a Senior Year Student to Study Efficiently?) ..................................................... 1040 

Skupinsko učenje in učinkovitost metode prerazporejanja  (Cooperative Learning and Afficency 

of Jigsaw Classroom Learning Method)......................................................................................................... 1051 

Aktivni učenci v učnem procesu  (Active Students in the Learning Process) ............................................ 1059 

Medvrstniško učenje – frontalno delo ali/in delo v paru  (Peer Learning – Frontal Work or/and 

Pair Work) .......................................................................................................................................................... 1068 

Pomembnost kompetence timsko delo v učiteljskem poklicu  (The Importance of Teamwork 

Competence in the Teaching Profession) ....................................................................................................... 1077 

Učenje skozi življenje  (Learning through Experience) ............................................................................... 1090 

Z mednarodnim sodelovanjem do večjega znanja učencev  (Through International 

Collaboration to Greater Student Knowledge) .............................................................................................. 1101 

Pusti svojo sled  (Leave your Trace) ............................................................................................................... 1107 

Delo z nadarjenimi učenci – ekskurzija s terenskim delom  (Working with Talented Students - 

Fieldwork Excursion)........................................................................................................................................ 1113 

Erasmus+ KA2 projekti in nadarjeni učenci  (Erasmus+ KA2 Projects and Gifted Students) ................ 1121 

MUN (Model United Nations) krožek in razvijanje kompetenc pri nadarjenih dijakih           

(MUN Club as a Way to Develop Competences among the Gifted Students) ............................................ 1131 

Izzivi projektnega dela pri pouku oblikovanja na SLŠ Ljubljana  (Challenges of Project Based 

Learning in Design Class on SLŠ Ljubljana) ................................................................................................. 1140 

Projektno sodelovanje dijakov s podjetji  (Project Based Collaboration between Students and 

Companies) ........................................................................................................................................................ 1150 

V novo šolsko leto s projektnim tednom  (Beginning the New School Year with Project Week) ............ 1158 

Projektni dnevi za gibalno ovirane dijake  (Project Days for Physically Disabled Students) .................. 1166 

Strokovni center za celostno podporo otrokom in mladostnikom z okvaro vida ter otrokom in 

mladostnikom s primanjkljaji na posameznih področjih učenja – projekt se zaključuje        

(Centre of Expertise for Holistic Support to Blind and Partially Sighted Children and Youth, as 

well as Children and Youth with Special Educational Needs – The Project is Finishing) ....................... 1173 

Učenje matematike s projektnim delom  (Learning Math with Project Work) .......................................... 1180 

Kompetence prihodnosti in projektno delo  (Future Competences and project work) ............................. 1187 

Uporaba  mikrozgodovine pri pouku – primer metodologije projektne naloge učencev o 

življenju starih staršev  (The Use of Microhistory in Teaching – Methodology Example of a 

Student's Project about Grandparent's Life) .................................................................................................. 1195 



10 

 

Gozdne antične olimpijske igre  (Forest Ancient Olympic Games) ............................................................ 1203 

Prešeren, kaj te je treba bilo?  (Prešeren, What was the Need of You?) ...................................................... 1211 

S Prešernom prešerni  (''S Prešernom prešerni'' or A Happy Hour with Prešeren) .................................. 1220 

Starejši učenci poučujejo mlajše: karta sveta  (Older Students Teach Younger Ones: World Map) ........... 1228 

Erasmus+: Učenci OŠ Majde Vrhovnik spoznavajo evropsko kulturno in naravno dediščino, 

tokrat grško  (Erasmus+: Pupils of Majde Vrhovnik Elementary School Learn about European 

Cultural and National Heritage, this time Greek) ......................................................................................... 1235 

Izmenjava otrok pobratenih občin Metlika, Wagna in Ronke  (The Children Exchange from 

Twinned Municipalities of Metlika, Wagna and Ronchi dei Legionari) ..................................................... 1241 

Odnos osnovnošolcev do gospodinjskega opismenjevanja  (Elementary School Pupils' Attitude 

to Home Economics Literacy) .......................................................................................................................... 1249 

Z znanjem in ozaveščanjem spreminjamo odnos do hrane  (Changing our Relationship to Food 

with Knowledge and Awareness)..................................................................................................................... 1259 

Poznavanje in razširjenost prehranskih dopolnil med osnovnošolci  (The Knowledge on and the 

Prevalence of Dietary Supplements among Primary School Students) ...................................................... 1267 

Prilagoditve pri urah Športa v osnovni šoli na sodoben način življenja  (Adjustments at P. E. 

Lessons in Elementary School to Modern Lifestyles) .................................................................................... 1281 

Vpliv predtekmovalnih stanj na uspešnost nastopa na šolskih športnih tekmovanjih  (The Impact 

of Pre-Competition States on the Success of Performances at School Sports Competitions) ................... 1287 

Motivacija dijakov športnikov pri pouku športne vzgoje  (Student-Athletes' Motivation in 

Physical Education Classes) ............................................................................................................................ 1296 

Interesna dejavnost šport in motorično nadarjeni učenci  (Extracurricular Activity Physical 

Education and Motoric Gifted Pupils) ............................................................................................................ 1302 

Zdrava hrbtenica je steber našega telesa  (A Healthy Spine is the Pillar of Our Body) ............................. 1310 

Ergonomski pristop za preprečevanje bolečin v hrbtenici pri praktičnem pouku            

(Ergonomic Approach to Prevention of Back Pain at Practical Classes) .................................................. 1316 

Z razteznim vajami pri praktičnem pouku do boljše koncentracije  (With Stretching Exercises in 

Practical Lessons to Better Concentration) ................................................................................................... 1328 

Literatura in ples sta lahko brat in sestra  (Literature and Dance can be Brother and Sister) .................. 1332 

Razvijanje ustvarjalnosti pri glasbeni umetnosti na drugačen način  (Developing Creativity in 

Musical Education: A Different Approach) ................................................................................................... 1340 

Ustvarjanje šolske televizijske oddaje kot del interesnih dejavnosti  (Creation of a School TV 

Show as a Part of Interest Activities) .............................................................................................................. 1349 

Dnevi (otroških in mladinskih) filmov v razredu  (Film Days in the Classroom) ..................................... 1356 



11 

 

Vpliv vizualizacije na likovno artikulacijo  (The Influence of Visualisation on Artistic 

Articulation) ....................................................................................................................................................... 1362 

Četrt stoletja splošne mature v Sloveniji  (A Quarter of a Century of General Matura in Slovenia) .......... 1371 

Vrednotenje znanja – s kreditnimi točkami do boljšega znanja nemškega jezika?          

(Knowledge Evaluation – Using Credit Points to Achieve Better Knowledge of German?) .................... 1380 

Vrednotenje znanja kemije pri vrhunskih športnikih  (Assessing Student Top Athletes’ 

Knowledge in Chemistry Classes) ................................................................................................................... 1388 

Uvajanje formativnega spremljanja v pouk geografije na osnovni šoli  (Implementation of 

Formative Assessment into Geography Instruction) ..................................................................................... 1394 

VZGOJA IN IZOBRAŽEVANJE ZA TRAJNOSTNI RAZVOJ IN POUK V ZUNANJEM 

OKOLJU ................................................................................................................................................................ 1401 

Proekološki stavovi i osobine ličnosti budućih učitelja  (Proecological Attitudes and Personality 

Traits of Future Teachers) ................................................................................................................................ 1402 

Izobraževanje in vzgoja osnovnošolcev za življenje brez odpadkov  (Educating Elementary 

School Pupils for Zero Waste Living) ............................................................................................................. 1415 

Stavovi nastavnika i učenika o integrativnom pristupu sadržajima prirode i društva u 

ambijentalnoj nastavi  (Teachers' and Students' Views on Integrative Approach to the Contents 

of Nature and Society Subject in Ambient Teaching) .................................................................................... 1428 

Interesna dejavnost zdravilna zelišča in priprava kozmetike  (Medicinal Herbs and Cosmetics 

Making Club) ..................................................................................................................................................... 1439 

Recikliranje obnovljivih  odpadnih materialov  (Recycling of Renewable Waste Materials) .................. 1445 

Korak nazaj za trajnostno pot naprej  (A Step Back for a Sustainable Way Forward) .............................. 1453 

EKO PRAZNIKI IN POČITNICE – vzgoja in izobraževanje za  trajnostno potrošništvo       

(ECO HOLIDAYS – Education for Sustainable Consumerism) .................................................................. 1461 

Krompirjeva dežela in obnovljivi viri energije  (Potato Land and Renewable Energy Sources)............. 1469 

Od odpadka do posladka  (From a Waste to Dessert) ................................................................................... 1477 

Vzgoja in izobraževanje za ustvarjanje zelenih delovnih mest  (Education for Creating Green 

Jobs) .................................................................................................................................................................... 1484 

Uvajanje globalnega učenja v šole (na primeru pravične trgovine)  (Implementation of Global 

Learning in Schools (On Case of Fair Trade)) .............................................................................................. 1493 

Podnebne spremembe in njihov vpliv na zdravje ljudi  (Climate Changes and their Impact on 

Human Health) .................................................................................................................................................. 1502 

Krepitev naravoslovnih kompetenc pri nadarjenih učencih skozi sodelovanje z javnim zavodom 

Kozjanski park  (Strengthening Natural Science Competences of Gifted Students through 

Cooperation with the Kozjansko Regional Park) .......................................................................................... 1508 



12 

 

Imejmo šolski vrt - učilnico v naravi  (Let's Have a School Garden - A Classroom in the Nature) ........ 1516 

Pouk malo drugače  (A Little Different Lesson) ............................................................................................. 1524 

Pouk izven učilnice: čebele, pomembne žuželke  (Outdoor Classroom: Bees, Important Little 

Winged Insects) .................................................................................................................................................. 1529 

Bos moraš hoditi po zemlji  (Walking Barefoot) ........................................................................................... 1538 

Izkušnje, učenje in dobro življenje  (Experience, Learning and Good Life) .............................................. 1544 

Spodbujanje trajnostnih oblik mobilnosti v osnovni šoli  (Encourage Sustainable Forms of 

Mobility in Primary School) ............................................................................................................................. 1553 

Teden dni preživetja v naravi z osnovnošolskimi učenci  (A Week's Nature Survival with 

Primary School Pupils) ..................................................................................................................................... 1562 

Naravoslovni tabor za učence 5. in 6. razredov osnovne šole  (Science Camp for Students in 5th 

and 6th Grade of Primary School) .................................................................................................................. 1570 

Sodobni Robinsoni z Robinsonom Crusoem v šoli v naravi  (Modern Robinson with Robinson 

Crusoe at the School in Nature) ....................................................................................................................... 1578 

PRILAGAJANJE IZOBRAŽEVANJA NOVIM TEHNOLOGIJAM ................................................... 1585 

Učenje web sadržaja mentalnim mapama  (Learning Web Content with Mind Mapping) ....................... 1586 

Vključevanje informacijsko-komunikacijske tehnologije pri predmetu naravoslovje in tehnika v 

osnovni šoli  (Implementation of ICT in Subject Science and Technology in Primary School) ............... 1603 

Potovanje v virtualni svet  (Traveling around the Virtual World) ............................................................... 1614 

Sinergija tehnološke kreativnosti in virtualne prihodnosti  v korelaciji s pomenom mednarodne 

izkušnje v srednjem strokovnem izobraževanju nadarjenih dijakov  (Synergy of Technological 

Creativity with Future Virtuality and Importance of International Experience in the Secondary 

Vocational Education of Talented Students) .................................................................................................. 1623 

Mladi in informacijska tehnologija  (Youth and Information Technology) ................................................ 1632 

Varna raba interneta v osnovnih in srednjih šolah  (Safe Use of the Internet in Primary and 

Secondary Schools) ........................................................................................................................................... 1643 

Obogatena resničnost – nova realnost v razredu?  (Augmented Reality - The New Reality in the 

Classroom ?) ...................................................................................................................................................... 1649 

Bi Maria Montessori tudi uporabljala tablični računalnik ali pametni telefon, če bi imela to 

možnost?  (Would Maria Montessori also be Using a Tablet or a Smartphone if She had a 

Chance to Do so?) ............................................................................................................................................. 1655 

Ustvarjanje risank s pomočjo pametnih telefonov in tabličnih računalnikov kot del učnih ur 

(Directing Cartoons on Smartphones and Tabs as a Part of Lessons) ....................................................... 1663 

Matematika s pametnim telefonom  (Mathematics with a Smart Phone) ................................................... 1671 



13 

 

Reševanje avtentičnega problema pri fiziki z uporabo IKT  (Solving Authentic Physics Problem 

with the Use of ICT) .......................................................................................................................................... 1686 

Uporaba pametnih telefonov pri pouku kemije – prepoznavanje strupenih snovi  (The Use of 

Smartphones in Chemistry Classes – Identifying Toxic Substances)........................................................... 1694 

Vključevanje IKT pri pouku naravoslovja na razredni stopnji osnovne šole  (Including ICT in 

Teaching of Natural Science at a Primary School) ....................................................................................... 1701 

Kahoot! in Plickers za sprotno preverjanje znanja v prilagojenem programu z nižjim 

izobrazbenim standardom  (Kahoot! and Plickers for the On-going Assessment in Adapted 

Educational Program with Lower Education Standards) ............................................................................ 1709 

Sodobni pristopi poučevanja v razširjenjem programu osnovne šole  (Contemporary Teaching 

Approaches in the Extened Elementary School Programmes) .................................................................... 1717 

Kulturna dediščina kot e-učilnica na prostem  (Cultural Heritage in the Form of an Outdoor    

E-Classroom) ..................................................................................................................................................... 1725 

Sodobni pristopi z uporabo IKT pri urah športa v zadnji triadi  (Contemporaty Approaches with 

the Use of ICT with Physical Education Classes in the Last Triad) ............................................................ 1735 

Going Paperless ................................................................................................................................................. 1740 

S tablico do torte (With a Tablet to a Cake) ................................................................................................... 1744 

Demonstracija in spremljanje dela učencev v računalniški učilnici (Demonstration and 

Monitoring of Students’ Work in a Computer Classroom) ........................................................................... 1752 

Ali so svinčnik, ravnilo in radirka preteklost? Programsko orodje za 3D modeliranje v srednji 

strokovni šoli  (Are the Pencil, Ruler and Eraser the Past? Software Tools for 3d Modeling in 

Secondary School) ............................................................................................................................................. 1758 

Sodobna oprema in pouk CNC-tehnologije (Modern Equipment and CNC Technology Training 

Classes) ............................................................................................................................................................... 1764 

Ustvarjalne metode poučevanja pri predmetu tehnično varovanje (Creative Teaching Methods 

at the Subject Technical Security).................................................................................................................... 1773 

Vedoželjnost – najboljši časi za radovednost (Eagerness to Learn – The Best Times to be 

Curious) .............................................................................................................................................................. 1781 

Knjižnično informacijsko znanje v srednjem strokovnem izobraževanju (Library Information 

Knowledge in Technical Secondary Education) ............................................................................................ 1790 

Prednosti in pasti interneta oz. socialnih omrežij (Benefits and Traps of the Internet and Social 

Networks) ........................................................................................................................................................... 1799 

Varstvo osebnih podatkov pri elektronski komunikaciji v vzgoji in izobraževanju           

(Personal Data Protection Using Electronic Communication in Education) ............................................ 1806 

Uporaba OneNote zvezka za izobraževalno osebje (Usage of OneNote Staff Notebook for 

Education) .......................................................................................................................................................... 1811 



14 

 

Z dostopnimi e-gradivi do lažje inkluzije učencev s posebnimi potrebami                                

(With Accessible E-Materials to Inclusive Education for Students with Special Needs) ........................... 1819 

Vloga IKT pri projektnem delu (The Role of ICT at Project Work) ............................................................ 1828 

Vpliv mednarodnih projektov na motivacijo učiteljev in učencev (The Influence of International 

Projects on Teacher’s and Pupil’s Motivation) ............................................................................................. 1835 

DELAVNICE ......................................................................................................................................................... 1843 

Harmonizacija in sproščanje z zvočnimi posodami (Harmonization and Relaxation with Sound 

Bowels) ............................................................................................................................................................... 1844 

Refleksologija kot učinkovita metoda pri razvojnih, učnih in vedenjskih težavah otrok 

(Reflexology as Effective Method for Developing Students' Potential) ....................................................... 1846 

Vadba za telo in dušo (A Body and Soul Workout) ....................................................................................... 1849 

  



15 

 

PREDGOVOR 
 

Mednarodna konferenca EDUvision 2019 

»Sodobni pristopi poučevanja prihajajočih generacij« 

 
 

“Učenje je odkrivanje, da je nekaj mogoče. 

Fritz Perls 

 

 

Kako zelo pomembno je nenehno odkrivanje novih spoznanj in iskanje strategij reševanja 

izzivov, poleg tega pa tudi timsko sodelovanje in sodelovalno učenje, s čimer je res nekaj mogoče. 

Samostojno učenje in odkrivanje sta dragocena, toda učenje je odvisno od medsebojnih interakcij. 

Ob tem se nenehno spreminjamo, razmišljamo izven ustaljenih okvirjev in zremo v prihodnost ter 

se učimo prilagajati na nove situacije. 

Vodilna tema konference EDUvision 2019 je »UČIMO ZA JUTRI«.  Osnovni izziv 

konference pa je: »Kako poučevati, katera znanja podati, katere veščine pridobiti in na 

kakšen način, da bodo otroci, učenci, dijaki, študentje dobro opremljeni s kompetencami za 

soočanje z izzivi v življenju?« 

Zato pedagoški delavci danes stojimo pred nalogo, da vse bolj postajamo motivatorji in 

navduševalci novodobnih generacij, ter otrokom, učencem, dijakom in študentom s kreativnimi 

in z IKT podprtimi učnimi okolji ter upoštevanjem ključne vloge čustev pri njihovih dosežkih 

omogočamo spreminjati stališča do učenja, sodelovanja, iskanja drugačnih pristopov, ki 

dolgoročno vodijo k bolj širokemu in trajnejšemu znanju.  

 V zborniku so zbrani prispevki pedagoških strokovnjakov, ki predstavljajo sodobne pristope 

in izzive poučevanja ter vrednotenja znanja in veščin, ki bodo učencem, dijakom in študentom 

omogočali večjo motivacijo do učenja, jih spodbujali h podjetnosti, intenzivirali pridobivanje 

znanja, poglobili interakcijo z vsakdanjim življenjem in okoljsko osveščenostjo, jih navajali na 

smotrno rabo novih tehnologij ter nenazadnje izgrajevali osebnost učečega se posameznika.  

 

V zborniku je zbranih 212 prispevkov (in trije opisi delavnic) 240 avtorjev iz 6 držav (Bosne 

in Hercegovine, Hrvaške, Madžarske, Severne Makedonije, Slovenije in Srbije).  

Izmenjane ideje, raziskave in podeljene izkušnje, ki so jih avtorji izpostavili v prispevkih, bodo 

pripomogle k izgradnji kvalitetnejšega znanja in izboljšanju učnega okolja. 
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Summary 

 

Gamification is the application of game design elements in a non-gaming environment to promote 

outcomes, such as enhanced motivation, engagement, performance, and behaviour alteration. As such, 

it seems a valuable and innovative tool to implement in education and assist students in their learning 

process, especially when learning content does not inherently interest them. Although the concept is 

similar to game-based learning, simulations, and serious games, it should not be used as a synonym as 

in gamification no games are involved. The use of game mechanics, dynamics, and aesthetics is 

hypothesised to motivate students through satisfying their basic human needs of competency, autonomy, 

and relatedness, so the paper presents the self-determination theory as its theoretical framework. Despite 

its novelty, the approach seems to be increasingly gaining popularity and acceptance in both research 

and practice. Most studies report positive outcomes for students after the implementation of game 

elements, but more research is needed in order to clarify how they work and what is the best way to 

apply them to get to the desired results. Many game elements can be applied quickly and effortlessly to 

the teaching material but gamifying a learning process is much more complex than adding scoring and 

ranking systems. The paper summarizes the implementation methods typically used in educational 

settings and addresses some of their limitations. 

 

Keywords: basic psychological needs, education, engagement, game elements, gamification, motivation, 

self-determination theory. 

 

 

1. Introduction  

 

In education, motivation and engagement are extremely important. A meta-analysis showed 

that motivation is positively linked to student achievement (Orhan Özen, 2017) and a literature 

review highlighted the connection between engagement and several academic and well-being 

outcomes, such as task completion, academic ability, academic performance, school retention, 

obtained level of education, anxiety, depression, self-esteem, and delinquency (Hughes, 2012).  

Although children are naturally curious and motivated to learn and explore their 

environment, most of the knowledge needed to function in today’s society has to be learned 

mailto:andreja.starcic@gmail.com
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through the formal educational system. Such knowledge can be considered biologically 

secondary (Geary, 2008) – humans have not evolved to acquire it but need to because of cultural 

demands. In contrast to biologically primary information that can typically be obtained easily 

and unconsciously, such as talking and reading facial expressions, acquiring biologically 

secondary knowledge, including reading, writing, and arithmetic, often requires conscious 

effort, instruction, and external motivation (Sweller, 2008). No wonder educational researchers 

and practitioners have been consistently interested in encouraging motivation and engagement 

in the learning environment.  

The development and wide adoption of technology in both personal and professional 

contexts has expanded the repertoire of potential approaches to make learning more fun, 

engaging, and effective. Games can be entertaining activities that appeal to a variety of students 

no matter their age. Even though the use of games to facilitate learning is not a new concept, 

interactive multimedia learning environments support the possibility of implementing game 

elements in a variety of settings, including education. Gamification, the use of game design 

elements in non-game context (Deterding, Dixon, Khaled, & Nacke, 2011), has rapidly grown 

in popularity in the past decade because of its potential to motivate people to adopt particular 

behaviours and attitudes.  

 The purpose of the paper is to present gamification as an option to bring education closer to 

students by assisting learning and other processes in the classroom. The goals are to briefly 

present gamification in learning and education and to differentiate it from similar concepts, 

present the theory and empirical research behind it, and inform about its possible shortcomings. 

 

 

2. Gamification  

 

There seems to be confusion both in the scientific and professional community about what 

gamification is and what it is not. It is often used as an umbrella term or interchangeably with 

concepts such as serious games, simulations, and game-based learning. Game-based learning is 

the use of games to enhance the learning experience (Cózar-Gutiérrez & Sáez-López, 2016), 

and serious games (also educational games, games for learning, etc.) are games that are 

intentionally designed for learning, skill acquisition, and training (Boyle, Connolly, & Hainey, 

2011), not just for entertainment. Similarly, in simulations users can train and apply their 

knowledge to practice in an environment that resembles real-world situations, for example 

when they learn about hospitality and destination management in a virtual environment with 

authentic activities and actual data from different countries (Istenič Starčič, 2008b). 

Gamification, however, is an approach that does not involve playing games but includes a set 

of activities and processes to solve problems by applying the characteristics of game elements 

(Kim, Song, Lockee, & Burton, 2018) in an environment that is usually non-game related, such 

as marketing, business, customer service, health, and education.  

Both gamification and serious games combine game elements with learning, but what 

differentiates them is that serious games use a mixture of all or most game elements while 

gamification is adding a combination of limited game elements to an instruction (Landers, 

2014). Furthermore, although serious games may affect learner motivation or engagement, its 

main purpose is to provide students with instructional content. In contrast, the goal of 

gamification use is to improve instruction by changing the learners’ behaviour and attitude 

(Landers, 2014). Fig. 1 caption a represents a display of BetterGeoEdu – an example of using 

a game (Minecraft) for teaching about raw materials. It is a representation of a serious game 

where the authors added new features to a game (that is enjoyable and engaging by itself) 

specifically with the objective of increasing the players’ knowledge of geology. Fig. 1 caption 
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b displays the interface of Duolingo – a mobile application for learning languages that 

implements several game elements to promote specific user engagement. Gamification, 

therefore, does not mean employing games in the classroom or learning environment but 

incorporating game design principles in the instructional material. 

 

 
 

(a) BetterGeoEdu, a game for learning geology. 

Reprinted from About BetterGeo, in SGU Geological 

Survey of Sweden, n.d., Retrieved September 21, 

2019, from https://www.sgu.se/en/geology-of-

sweden/bettergeo-minecraft-with-more-

geology/about-bettergeo/ 

(b) The interface of Duolingo, a gamified 

language learning application. Reprinted from 

Duolingo, n.d., Retrieved September 21, 2019, 

from https://www.duolingo.com/learn 

 

Figure 1. Comparison between BetterGeoEdu, a game for learning geology, and Duolingo, a 

gamified language learning application. 

 
There are different theoretical gamification frameworks to help apply game elements outside 

games. Zichermann and Cunningham (2011) proposed the MDA framework, including game 

mechanics, dynamics, and aesthetics.  

Game mechanics form the functional components or tools (processes, control mechanisms, 

etc.) that control and guide the learners’ actions through feedback. These are the mechanisms 

that “gamify” the activity (Bunchball, 2019). Some of those elements are (Kim et al., 2018): 

- Points: (Numerical) rewards for specific behaviours (e.g., students get x number of 

points/balls in a jar for asking questions). 

- Levels: By completing a certain task or collecting a certain number of points, students 

achieve another level (can be numerical or nominal) that indicates progress.  

- Leaderboards: Rankings with names and scores to make comparisons. 

- Badges: A note of achievement received after completing a task. 

- Virtual goods: Things or services that can be attained, purchased, traded, or gifted. 

- Challenges/quests: Giving directions and providing purpose to actions. 

 

Game dynamics are participant interactions with game mechanics, such as reward, status, 

achievement, self-expression, competition, and altruism (Bunchball, 2019).  

Game aesthetics are the outcome of the mechanics and dynamics and are expressed through 

the feelings and emotions of the participants (Zichermann & Cunningham, 2011). 

 
2.1 Theoretical background 

 

Research related to gamification is still in the beginning stages and findings are usually 

scattered across different domains, methodologies, and perspectives. As the number of 

videogames increases (Gough, 2019), the use of gamification is gaining in popularity and 

https://www.sgu.se/en/geology-of-sweden/bettergeo-minecraft-with-more-geology/about-bettergeo/
https://www.sgu.se/en/geology-of-sweden/bettergeo-minecraft-with-more-geology/about-bettergeo/
https://www.sgu.se/en/geology-of-sweden/bettergeo-minecraft-with-more-geology/about-bettergeo/
https://www.duolingo.com/learn
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development through practice and research. But even as the body of research grows, the basic 

question remains the same – why can gamification work? Why is the use of gaming elements 

effective at motivating certain behaviours even in a non-gaming environment? 

A common theoretical approach for understanding gamification is Self-Determination 

Theory (SDT; Ryan & Deci, 2000; Ryan, Rigby & Przybylski, 2006), which addresses different 

types of motivation and the factors that undermine and promote them. The theory distinguishes 

between two types of motivation – intrinsic and extrinsic. Intrinsic motivation is the kind of 

motivation that leads people to an activity due to the inherent enjoyment it provides, not because 

of its consequences (Ryan & Deci, 2000). In contrast, extrinsic motivation is present whenever 

people participate in activity for its instrumental value, to achieve a separate outcome, and is 

influenced by environmental and external factors, such as punishment and reward (Ryan & 

Deci, 2000). For example, children may play games because they are having fun doing so, and 

they may read about animals because they are interested in the topic (intrinsic motivation) but 

may do their grammar homework to avoid a low mark (extrinsic motivation).  

Additionally, SDT suggests that three basic and innate psychological needs – competence, 

autonomy, and relatedness – facilitate optimal functioning and growth and can, in turn, enhance 

or undermine intrinsic motivation, self-regulation, and well-being. Events that support those 

psychological needs promote intrinsic motivation and vice versa; factors that reduce feelings of 

autonomy, competency, and belonging inhibit intrinsic motivation (Ryan & Deci, 2000). 

The need for competence refers to the desire to experience mastery and operate effectively, 

and it manifests in feelings of striving and curiosity (Ryan & Deci, 2017). We can boost feelings 

of competence by providing optimal challenges, opportunities for acquiring new skills, and 

informational feedback (Ryan & Deci, 2000). On the other hand, they can be easily hindered 

with challenges that are too difficult, persistent negative feedback, and comparison. Game 

elements that seem to directly address this need are points, badges, leaderboards, and other 

performance indicators, which provide the individual with instant and personalized feedback 

about their progression over time (Sailer, Hense, Mayr, & Mandl, 2017).  

The need for autonomy is the need to self-regulate our own actions and experiences. It 

conveys volition and compatibleness with individuals’ values and interests (Ryan & Deci, 

2017). A teacher can enhance a sense of autonomy by providing choice, control over a task, 

informational feedback, and non-controlling instructions to their students (Ryan et al., 2006).  

Finally, the need for relatedness indicates feelings of being socially connected to others, 

belonging, and having a sense of being part of a group (Ryan & Deci, 2017). In the gaming and 

learning environment, it can be promoted by cooperating and contributing towards a common 

goal as well as by adding avatars and meaningful stories to the content (Sailer et al., 2017). 

The problem in educational settings is that learning content in schools is often not 

intrinsically motivating for students. Another issue is that research has shown that extrinsic 

reward can undermine intrinsic motivation (Deci, Koestner, & Ryan, 1999). A sub-theory of 

SDT, Cognitive Evaluation Theory (CET; Ryan & Deci, 2000), posits that the effects of external 

events on intrinsic motivation are mediated by perceived autonomy and competence. If the 

student believes that the reward or feedback is controlling, it will hinder their intrinsic 

motivation, but if the feedback is perceived as meaningful and informational, it can still support 

intrinsic motivation.  

Universal psychological needs, therefore, play an important part in students’ motivation and 

engagement. Playing games is usually voluntary and intrinsically motivated and can boost all 

three basic needs (Ryan et al., 2006), so implementing the game elements that satisfy them can, 

in turn, promote intrinsic motivation and enjoyment during learning. Gamification is meant to 
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harness this motivational potential of games and add it to a non-game environment, such as 

education (Deterding et al., 2011). 

 
2.2 Gamification in education 

 

Gamification in education is gaining popularity in different countries and can be applied 

across numerous topics (Subhash & Cudney, 2018). Although most of the research targets 

higher education, gamification is also applied in elementary and high schools (Dicheva, Dichev, 

Agre, & Angelova, 2015).  

Several literature reviews and meta-analyses suggest that studies observed mainly positive 

results of gamification use in education (Dicheva et al., 2015; Majuri, Koivisto, & Hamari, 

2018). Although, many studies report mixed findings, often stating that not every student 

benefited from the intervention (Majuri et al., 2018). A systematic review of the literature of 

gamified learning in higher education differentiated specifically between articles that focused 

on gamification without using games and papers that implemented other kinds of game-based 

learning (Subhash & Cudney, 2018). The authors found that both gamification and game-based 

learning yield similar results. The most widely quoted benefits of implementing gamification 

in higher education were enhanced student engagement, motivation, enjoyment, and 

performance. Included studies also reported that gamification had a positive effect on student 

attitudes, such as increased effort, participation, attendance, confidence, and interest. Although 

improved student performance was not always among the cited gains after gamifying the 

course, some studies reported gamified environment leading to higher quality projects, 

improved learning outcomes, reduced failure rates, and higher average scores.  

A mapping study identified different options of how gamification was applied and 

implemented in education (Dicheva et al., 2015). Most case studies reported gamifying blended 

learning courses (combined face-to-face with online interaction), followed by courses without 

any online support, MOOCs (massive open online courses) or online courses, e-learning sites, 

and gamification support platforms. Regarding the type of implementation, the most frequent 

options were 1) development of a plug-in or extension for a Learning Management System or 

other online learning environment that supported gamification, 2) development of a standalone 

application for gamification, and 3) using a third-party software (e.g., Moodle) that supports 

certain aspects of gamification, while the least used alternative was 4) to implement 

gamification principles without any software or e-learning platform (Dicheva et al., 2015). 

When implementing gamification through a virtual environment, an important recommendation 

that stemmed from research is that for the game design elements to be effective, students must 

be aware of them (Sailer et al., 2017). Providing students with information on where to find, 

how to use, and how to interact with game elements can increase their perceived ease of use, 

which is an important predictor of students’ acceptance and behavioural intention to use new 

technology (Bourgonjon, Valcke, Soetaert, & Schellens, 2010). 

The most frequently implemented game elements in the education and learning domain are 

points, challenges, badges, and leaderboards (Majuri et al., 2018; Subhash & Cudney, 2018). A 

possible explanation for the predominance of these mechanics is that their application seems to 

be easy and quick. A study reported that points, badges, and ranking systems can improve user 

performance in easy tasks as they act as progress indicators that guide and enhance user 

behaviour (Mekler, Brühlmann, Opwis, & Tuch, 2013). However, implementation of only these 

elements did not significantly increase perceived autonomy, competency, and intrinsic 

motivation. On the other hand, a simulation study that also examined the effects of specific 

game design elements on the satisfaction of psychological needs reported that badges, 



998 

 

leaderboards, and performance graphs positively affected perceived task meaningfulness, a 

subcategory of the need for autonomy, and the competence need by providing instant feedback 

(Sailer et al., 2017). Perceived freedom of decision, another aspect of autonomy, was not 

affected by any added game elements, but avatars, meaningful stories, and cooperation with 

teammates heightened the feeling of social relatedness. 

As every learning process and class is different, gamification is not a solution to every 

problem and not always the optimal way to address the situation. Glover (2013) identified 

several questions and issues to consider before deciding on implementing gamification and 

related these recommendations: 

- What are the outcomes we want to encourage or discourage? Gamification can be used to 

encourage specific behaviours, but the effect may fade without constant incentives. 

- Is motivation the main issue or is the learning design? Adding game elements cannot replace 

good instruction. 

- Game design elements, such as a ranking system or points, should not be used to grade 

students but only to increase motivation. 

- Participation should be optional as compulsory involvement can reduce the game-like nature 

of the instruction that gamification tries to add (Cahyani, 2016). 

- Rewards should be chosen with care, so they are interesting for everyone. 

- Some activities may draw too much of the students’ time and attention, so we should think 

about setting limits, such as limited number of points. 

- Challenges should not be too easy or too difficult to complete so that the added elements do 

not lose their motivational value. 
 

Gamifying a class can be as straightforward or as sophisticated as desired. One can, for 

example, simply write students’ names on a sheet of paper and reward stars for wanted 

behaviour. Alternatively, more complex approaches can be used, such as the Classcraft 

application. Classcraft is a computer and mobile role-playing platform that facilitates classroom 

management. The teacher acts like a game master and manages the class, while showing the 

results to the classroom. The students choose their characters (i.e., mage, warrior, or healer), 

set up teams, and collect (and lose) experience (XP) or health points (HP) after demonstrating 

favoured behaviours. When students collect a certain number of points, they can gain powers 

or privileges (e.g., an option to turn in an assignment after the deadline) or they can be penalised 

after losing points. The powers, behaviours, and XPs can be predetermined by the teacher in a 

way to encourage or discourage certain actions (e.g. the teacher allocates 50 XPs to a student 

who actively participates and subtracts 25 HPs from a student for chatting during class). In a 

qualitative study, high school teachers observed enhanced student motivation, engagement, and 

participative behaviour (e.g., answering questions, working on assignments) after implementing 

Classcraft (Sanchez, Young, & Jouneau-Sion, 2017). 

 

 

3. Conclusion  

 

Gamification can be a feasible approach to engage and motivate students through satisfying 

their needs of competence, autonomy, and relatedness. One of the main advantages of 

gamification is that it can be used both in real and virtual settings with the use of paper, 

blackboards, and other common objects, or we can gamify the learning experience with 

software that is free and easy to manage. Nevertheless, when developing gamified material, we 

need to integrate multiple perspectives, namely game design, content (subject) design, and 

educational theory (Istenič Starčič, 2008a). Be it virtual or physical environment, studies have 
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shown that gamification can positively affect student engagement, motivation, and 

performance, along with other desired outcomes, such as encouragement of specific behaviours.  

Although using gamification in education looks promising, there are several limitations that 

need addressing in the future. The first is that research on gamification is still in its infancy, 

which brings several issues, such as the terminological confusion in both research and practice. 

Looking through the literature it becomes evident that terms, such as gamification, game-based 

design, serious games, gaming, and edugames are used interchangeably and make it difficult to 

fully understand. In the future, we need to define the terminology and differentiate between 

related but separate concepts to make it clearer and easier for scholars and practitioners to use 

the right design in their approach. The second limitation in the literature of gamification in 

education is the methodological shortcomings of the already limited empirical studies, 

including small samples, use of non-validated psychometric measurements, lack of control 

groups, and short-term interventions (Hamari, Koivisto, & Sarsa, 2014). As gamification 

benefits may result from the novelty effect and could fade over time (Hanus & Fox, 2015), we 

need more longitudinal and methodologically robust studies. Some studies reported mixed 

results (Majuri et al., 2018), which indicates that gamification is not a one-size-fits-all solution 

and can, in some cases, even harm the desired outcomes (Hanus & Fox, 2015). Another 

common critique is that gamification using mainly external rewards boosts extrinsic motivation, 

which can negatively affect intrinsic motivation (Deci et al., 1999). Results are still mixed 

regarding the matter (Majuri et al., 2018), but even if gamification does affect only extrinsic 

motivation, the concept still manages to help students engage with learning content that they 

otherwise do not find intrinsically interesting and enjoyable. Last but not least, as many 

gamified environments included many gaming elements at once, it would be useful for the 

upcoming research to explore the effects and mechanisms of single game elements and, with 

this, collect more specific information on how gamification can improve learning. 

 It is important to note that designing a gamified course requires careful consideration of the 

students and their needs as well as the learning process and objectives. Merely adding points, 

badges, and a ranking system to an already existing instruction may not be enough. 

Gamification is a complex practice that needs to include the understanding of psychological 

processes underlying learning, motivation, and engagement, and the theory behind it has to be 

expanded. Nevertheless, gamification has been shown to be a potential tool to facilitate learning 

through heightened motivation and engagement and should be further explored. 
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