9 «CwdNS> 9 «Jlum s (Sl il folxi oyl yo &J&gj.; 2940

Ol3gaT gild J&bd (& o5 50

MDOI-01-2026.0015
MNR--1-315914

gs’%’)uf)’

29 Ply olKL1S  wgas  wlililgy dlyl byl

PR

OLSEgh 4 s 9550 SOk lakaze (P 0 (g sasS0s) 5 (S plpear Sl 3lelasil el slale o
WS oo A 5568 9,953b 9 Lol o pn oban (i litel wiile (55b polie S| g pSe s b 0,0y, cnl el 438518
535 (sl (Sl I (S Olyisas B Sy plosan no Gl |y olisel il (LS Jalas g oS L 5
o by eadipll Slalllas wispllis jgp0 Ban by ol aghy el ad S L Sa5sel lacislon (55 50 0Sustenn )8
S5 gty slaasil e a5 ol (gl il 5D (5,890 5 €D st s 53k faisi ol Jobo
Sibopald 5 (5598 9935k ) lolins sla e sbml (S9)s 2SSl (il &b 5l Sl le)lissl o5 wes o
4 alwly 0,559, ol )-*-’L’ WJo Rl sjle pal 3 1) Ul (60550 Gaend g CuBMS 0y dio) WilgE o o Jolad (sl laioe
Syape y addlae ol bt el ligel il 60,3 Sl Shg 5 6 eSob Blaal b g3k pobe cels (isel (b cuiS

3,8 aST Jlious 65leylsssb 0,5 50 2555l 5 slid slaa i 5 e 5 diedin )b

shmazs (5580l e 6T ol ( Ll (6,05 30 (B (Jlious (gilelgs sl (e jlgands



.

ﬁ‘f‘\.&QTdM45&1...»\oMJ)}AT)bw}JLSLAJJQJJJ_,.GLW}AK‘MJJQJ%DQSJJUQYfJ
Digital ) Jeaws @llssibr b Koy ol 5 S ol ,55h iS5 Sl oSl
SN T enan cgib b glaaie) 43 b b ole 1,8 e L S ool (Gamification

5l 5 el 5 s 1y (6,8 5k 4o A8 e

Lgﬁf)b_gndim&cé%;ﬁ'-LaLc‘YL»CE.uL;UBCJ)L@.Au&)_gﬁdb:mwl)}nTLgucaucdﬁw‘)Lf)b
plowl 3 g Sl (s (S e o 5 S o3 (8D A Ol e 4y (L (6,8 55 s Gree L

3 5 g gmt o (58 3L ol (oo i i 51 S5 5 2,15 5L 5,80k sl e

Ll n b 3 g n b 5500 5 a8 e 30 1o Jlizes 65k sl 3l LT 487 ol ol bl ey
& oliplal (o sy e b il St W11y 01 5T S8l ot (6,850 5 s lalins  sbow



SAlS iy gl 3 *

R ¢

A el 020 gt S

Lo Ol

b OT Ll bl clazstls ;a5 Shas 5 (25551 51 ($5baolas3b il g & sodte Sl iy 4 5
S Wlosls Olas Sldllas 5 oSl odd o a3 )UK Oy ot 20S (Gres LS S5 53 5 (S
iy 4 aSST Oa 358 Sam L5l 4 e ol 5K (L31sL 5 Sl dile) (3L uolie 51 elams o3lizul

bty Gres S | 3

A5 Jase L5l o il iz Jalad 5 dls o (sla g5l G sla Ml e sla b K05 (5

515 s odomy ol 551 5 5 9 bl A 5 4 OT 55 Ol seT ks a7 54T

Sl b a5 3sh g o 480 05T s (s (658 00 5 S Wl ilaslaisl ke Jolas

£33 8 2 OT (st ) e

O Ly



.
“

R o o
) s 023 Qpumtis US05

./

| il il
‘ﬁ | )

oo 3gel 38 Sl d (63l ylgsib N—Y

3,8 a8 (65b b slaaie; 53 (5L b ol leslital |y g5l ylss 5L (Deterding et al. (2011
3 Sles 5 &Sl o35S Wl e 5lelassb o5 Lsls ol (Hamari et al., 2014) gun Sl

5L diadda 5 lsbme OT 1 b 487 Slejod s cdas i3l 1 08 5,85l

il o e p T (6,850 ladasa 45 (5L wolie Sl eslinal & sl o> (Dominguez et al. (2013

sl odis 1 b o lis G Ib CdS @ il et (5,8 5L OT LU Ll o si e (), S Lk

SN 5 5yl sssb Y=Y

6;;?.3\.: LSLAJG.;:;A S Llesls Olis L“U';“”ﬁ}l .JJ\J a)ul:| LS"J{.)KJ J:..p‘ c_,.’ 6\.&0..’..1" ..\.;.‘_,3' &U}S' @ &lw&.;)b-

(Amabile, 1996) 1us™ & 45 1) 3N Ll 5 o Ol 6315T 5 (558 5,550 (il e

(Goles s 5 &S S5 33 Gillal &S Llesls ol (Homner, 2020 & Sailer) cilales & 5
(e 55 358 SN Slaate) g ols LIl Sans i S0l bl e (kS AT elal LUyl Sesls

s 2l 1 SN Sl Sas S m gl 5oL Sl de 1 i el



U (& 550 9 SHlwslgsib I
I, o (Fredricks et al. (2004 .5,1s o,lal SleMbl Goas 5515, 5 83 5W Ol 40 ks (6,5 o

35 e e (658 03 Jeoh slul 51 (S

Dbl r s Gl 5 8,0 e (6558 35 555k ile (G5 ol &S Wlesls 0L Sl sl R
le.&.k.?r.n ComomaR (PlaSS et al., 2015) -\J}.& ;&:-0.9 J:’J‘DJ'.'. > 9 ab; V.:Ja_'r' g )}.bsb b ‘5".:-‘...3:

sty BN 5 o S5 a1y O 5T 23l o) penalines (b g3 5l 32 b 1 51 5 o Llses5b

ORI R (w9

Sl 0 r\:u\ PRISMA u}g-)\.?'- gf“"“"ffj S Mf% )5)0 C_,.’ )‘ J"“}}:’. U‘l‘

Google Scholar , ERIC Web of Science Scopus el 53 s )
tslae 5SSl eslizal LY

Digital Gamification o

Creativity in Education o



ﬁwswwwﬁ '
L :ésr-wuu_ew

lq_al.wlp@._iﬁgu_w)galg >

Cognitive Engagement o
Gamified Learning o

YeYO LYy e gbjeil T

JS e 5 008 e s N2 ¥

b Ol ol o (sl e £ cdas ol 5 (641,55 3 g0 Ul 1 e cad gl andllan YAF Ol |

3 8 gl gl ool aliae 5 A8 plonil O gonian o 5 L Laesls folows

S 0

WS s Ll gl 6;).33;*15}\5- Ll g oo b s g5luslassb &5 das oo OLES Laasl
il Sk sla e g dlts Jo e LS e
sl axdls (gylbues s 5 Ol Sus 3 O 4eT 2l o

€3 90 1)l lolims 5 ()2 5,555k o

.J;SQ}ES_}:Jb‘_g)lg.uﬁdd‘,&@\}‘_gwfqdqlé)ﬂtp .



iy ilad o)
AP 9l B 13 it YU

lq_ahwlwsu-ﬂ)w% D> !

2 s BB 5 2sh e Sdasli ST Ssm SSS) 4 e Vgeme cp35ll (e Bo g (b (b
S5 3k 4 Ll o FloW) 0l w5 5 (65 a4 5 (e (b ¢ Blio 53 3 5 30

AS sbwl (6 5 s

S 5 Al S

b bl bl s yls Q\j_,.a'\l;d\.s sl Lgﬁf).s 5 S Wyl gl &Yl{ b b Jlae s ile,lsssb
L 5 (S Slan i e s b Oy gt (5L polie STl (35 50T (ol b iS4 anl

5T ol 6 Sk (sl Y 5 5SS Al gy Jaoe 31 5 o i a8 81 4y

5 B Ol Ll & ol (6,85 (b sl 5 S (55 5 S 6 $5llsssl ealg s

algiiy .Y

Sb b gyl g s | 5 e (5luslagil (b o



il Sl b aie 53 Oledne i5seT e

055, 2 e S5 5L L ilulagib S 5 e
SN 5 OT flelys (Job oo gl tnss plal o

3L ol 4 2S5 53 65 5 s gy 0

&b

Amabile, T. M. (1996). Creativity in context. Westview Press.

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From game
design elements to gamefulness: Defining gamification. Proceedings

of MindTrek, 9—15.

Dominguez, A., et al. (2013). Gamifying learning experiences.

Computers & Education, 63, 380-392.

Fredricks, J. A., Blumenfeld, P. C., & Paris, A. H. (2004). School
engagement. Review of Educational Research, 74(1), 59—-109.



gl g alab oy .
Wﬁﬁi-‘“’)%)—ﬂgu‘&ﬂij

iq.—'vl.u.ilpg._hg,,_w)gaf; >

Hamari, J., Koivisto, J., & Sarsa, H. (2014). Does gamification work?
Proceedings of HICSS, 3025-3034.

Plass, J. L., Homer, B. D., & Kinzer, C. K. (2015). Foundations of
game-based learning. Educational Psychologist, 50(4), 258-283.

Sailer, M., & Homner, L. (2020). The gamification of learning.
Educational Psychology Review, 32, 77-112.



