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Abstract 

The article examines advantages and disadvantages of edutainment in education, singles out scientific and practical problems of its 
implementation and makes suggestions for improving this process. 

To overcome the existing barriers in the educational sphere, in the authors' opinion, is possible through continuity of approaches to 
education, quality and effectiveness at development of educational competences (common cultural, preprofessional, professional, 
methodological). 
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1 Introduction 

Technical advancement of the modern world, popularity of 
social networks are significantly changing the direction in 
education. Both the future of the education, and of society 
in general depends nowadays on understanding by all 
participants of educational process of the direction of a 
strategic development of education [1]. 

Along with the leading scientists and experts in the field 
of informational technologies, many modern teachers, 
philosophers, theologians and journalists, discussing a 
complex of problems of gamification in education, note that 
process of application and intensive development of 
informational technologies in the educational sphere has the 
hidden ambivalent character. 

2 General part 

The goal of edutainment, which is an educational approach 
to motivate students to learn by using video game design 
and game elements in learning environments, is to maximize 
enjoyment and engagement through capturing the interest of 
learners and inspiring them to continue learning [2]. 

The main reasons stimulating inclusion of educational 
games in modern educational process are to the opinion of 
the authors of the given article the following: 

1. First of all, application of game techniques is directly 
connected with a number of the general sociocultural 
processes directed on search of new forms of social 
organization and culture of relationship between the 
teacher and the pupil, the teacher and the student, as 
well as among pupils within one class, group or team.  

2. On the other hand, continuously improving the level 
of culture of communication in didactic process, 
today the problem of total decrease of interest in 

study, unwillingness to work hard, overcome 
difficulties more than ever is particularly acute. 

3. It is not a secret that we live in dynamically 
developing information society, in a century of 
prompt development of innovative processes in 
which advance of goods and services by means of 
information technologies has become a norm.  

4. Besides, it is obvious that game is one of the most 
ancient, and, at the same time, actual methods of 
training. The game elements can be found practically 
in any educational system as games are very 
conformable to the child's nature 

In spite of numerous benefits brought by gamification, 
there are some serious drawbacks, such as, for example: 

 priority of form over the contents in education; 
 deliberate artificial simplification of educational 

material; 
 possible risk of manipulation of consciousness; 
 impersonalization of an individual; 
 creating an artificial sense of achievement in case of 

total virtualization of an educational process [4]; 
 encouragement of unintended behaviours as a result 

of psycho-somatic disorders [5]; 
 deterioration of articulation and rhetorical skills due 

to overwhelming usage of electronic devices; 
 stress to human organism due to prolongation of time 

spent online. 
The educational continuity is, first of all, continuity in 

all-didactic approaches to education which are realized in a 
stable system of the interdependent contents and 
coordination of all components of educational process [4].  

3 Conclusion 

Edutainment represents both challenges and risks for 
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modern information society and, therefore, requires further 
research of scientists in the field of sociology and pedagogy. 
To achieve steady quality and effectiveness in education 
when implementing gamification it is vital to take into 
account: audience age, specific character of a subject, 

neurophysiological aspects, ethics, and remember that 
edutainment is not a panacea, recognizing that it is not an 
appropriate strategy to motivate every learner in every 
circumstance [3]. 
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