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The article examines and substantiates the feasibility of implementing gamification in the teaching of economic and
managerial disciplines for higher education students majoring in 226 “Pharmacy, Industrial Pharmacy” in the context of
the digitalization of the educational process and the challenges posed by external factors (the COVID-19 pandemic and
martial law in the country). It is emphasized that modern students are characterized by a high level of digital competence
and expect interactive, visually engaging learning formats, which underscores the relevance of student-centered tech-
nologies. Gamification is identified as an effective tool for enhancing engagement, intrinsic motivation, and emotional
resilience, as well as for developing practical skills and soft skills in future Masters of Pharmacy.

The study employed theoretical analysis of scientific sources and digital platforms, along with an empirical approach in
the form of an anonymous survey of 71 fourth-year students of the Faculty of Pharmacy at Bogomolets National Medical
University. The findings revealed that 94.4% of respondents positively evaluated the importance of gamification in learn-
ing, while the most in-demand methods were those involving real-life case modeling, team quests and role-playing games.
This indicates students’ preference for interactive learning formats that are closely aligned with professional practice.

The implementation of gamified methodologies in teaching the disciplines “Pharmaceutical Management and Market-
ing” and “Holistic Marketing in Pharmacy” fosters the development of critical thinking, communication skills, teamwork
abilities, and the formation of managerial and entrepreneurial competencies essential for professional success in a com-
petitive pharmaceutical market. The results of the study confirm the effectiveness of gamification as a modern educational
tool capable of providing practice-oriented training and enhancing the quality of higher pharmaceutical education.

Key words: gamification, higher education in pharmacy, professional training, pharmacy master’s students, digital
learning tools.

Caxnanpbka Harauin, Anekneposa Harauisn, Kocsiuenko Kocrsasutun. Ieiimidikania y BukiaaganHi

€KOHOMIYHMX TA YNPABJIIHCHKUX AUCHMILIIH MaiOyTHiM MaricTpaM dapmanii

VY crarTi po3nIIHYTO Ta 00IPYHTOBAHO JOIUIBHICTE YIIPOBAXKCHHS METOAY TeiiMi(iKallii y BUKIIaZaHHI €eKOHOMITHUX
Ta YNOPaBIIHCHKUX IUCHHIDIH U1 3mM00yBadiB BWINOi OCBITH 3a croemianbHicTIO 226 «®Papmaris, TpOMHCIOBa
(bapmartisi» B ymoBax 1udpoBizaliii 0CBITHHOTO MPOIECY Ta BUKJIHMKIB, CIIPUYMHEHNX 30BHIIIHIMH (hakTopaMu (aHaeMis
COVID-19 Ta BoeHHMH cTaH y KpaiHi). Bu3zHaueHO, 110 Cy4acHi CTYOEHTH XapaKTepU3YIOThCsS BHUCOKHUM DPiBHEM
IU(GpPOBOI KOMIETEHTHOCTI Ta OYiKyIOTh IHTEPAaKTHBHUX 1 Bi3yaJbHO NPHBaOIMBUX (pOpMAaTiB HaBUAHHS, IO aKTyali3ye
3aCTOCYBaHHS CTYJACHTOLIGHTPUYHHUX TexHousorii. [efimMidikanis BH3HaYeHA K €(EKTUBHHUN IHCTPYMEHT IiIBUINCHHS
3ally4eHOCTi, BHYTPIIIHBO MOTHBAIIii, EMOIIIHOT CTIIKOCTI Ta pOpPMyBaHHS MPaKTHYHHUX YMiHb 1 soft skills y maitOyTHiX
Marictpis ¢apmarrii.
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VY nocinimKeHHI BUKOPHCTAHO METOIN TEOPETHYHOTO aHaJIi3y HayKOBUX JDKEPeE! 1 TU(PPOBUX IIIATPOPM, a TAKOXK EMITi-
PUYHUH MOXiq y BUDISAAI aHOHIMHOTO aHKeTyBaHHS 71 cTyneHTta 4 Kypcy ¢apmaineBTiHdHOro (akymsrery HMY imeni
O. O. boromons1s. Busisieno, mo 94,4 % pecroHIEHTIB TO3UTHBHO OIIHWIM BaXJIMBICTH TeiMidikalii B HaBYaHHI,
a HalO1IbIT 3aTpeOyBaHIMHU BUSBUIINCS METOIH, TIOB’SI3aH1 3 MOJICITIOBAHHAM PEalbHAX KEHCiB, KOMAHIHUMHU KBECTaMHU
Ta pOJILOBUMH irpami. Lle cBiquuTh Npo NMparHeHHs CTYJISHTIB 10 IHTepaKTUBHUX (JOPMaTiB HABYAHHS, IKi MAKCHMAJIEHO
HaOnmkeHi 10 npodeciiiHoi TPaKTUKY.

Bukopucranns reliMmi(ikoBaHMX METOAMK IIiJl Yac BUKJIaJaHHS TUCHUILTIH «DapManeBTHUHUI MEHEIKMEHT Ta Map-
KETHUHI» 1 «XOTICTHYHUIA MapKeTHHT y (hapMallii» CIpUATAME PO3BUTKY KPHTHYHOTO MHCIICHHS, KOMyHIKATHBHHX HaBHU-
YOK, 3IaTHOCTI TPAIFOBaTH B KOMaH/I, a TaKOX (POPMYBAHHIO YIPABIIHCHKAX Ta MiAMPHUEMHUIBKAX KOMIIETEHTHOCTEH,
0 € HeOOXiTHUMH ISl YCHIITHOI AiSITFHOCTI B YMOBaX KOHKYPEHTHOTO (papMarieBTUYHOTO PHHKY. Pesynsraru mocmi-
JOKEHHS! T ITBEPIMIN e(DEeKTHBHICTD reiMidiKallii sk Cy4acHOTO OCBITHBOTO IHCTPYMEHTY, 31aTHOTO 3a0€3MeYUTH MpaK-
THUKOOPIEHTOBAHY MiJrOTOBKY Ta IiJIBUIIUTH SIKICTh BUIIOT (hapMalieBTUYHOI OCBITH.

KurouoBi ciioBa: reiimidikariis, Bumma apmareBTiuHa OcBiTa, npodeciiiHa miaroroska, Marictpu dapmarii, udposi
IHCTPYMEHTH y HaBUaHHI.

Introduction. The current state of higher pharma-  of an anonymous questionnaire survey conducted
ceutical education in Ukraine is marked by increasing  among 71 fourth-year students enrolled in the spe-
demands for the quality of student training, particu-  ciality 226 “Pharmacy, Industrial Pharmacy”. The
larly in the development of managerial, economic, sample size is considered sufficient for this study, as
and entrepreneurial competencies that determine the it pertains to evaluating the effectiveness of an edu-
ability of future Master’s graduates in pharmacy to  cational methodology within a single speciality and
function effectively in a competitive pharmaceutical ~ academic program.
market [1]. Simultaneously, the digitalization of the Research results. As the concept of “gamifica-
educational process and the transformation of stu-  tion” is relatively new in the pedagogical context, it
dents’ learning styles under the influence of global is appropriate to analyse its conceptual framework
and local challenges have highlighted the need to  briefly. In the scientific literature, the term is inter-
implement student-centered approaches to learning  preted in various ways, which necessitates clarifica-
organization, one of which is gamification [2]. tion. The term gamification was first introduced by

Modern students belong to Generation Z, shaped  British video game developer Nick Pelling in 2002
in an environment of high digital literacy, constant  to describe game-like elements integrated into user
access to information, and active interaction in vir- interfaces [5]. However, the widespread application
tual spaces. The COVID-19 pandemic accelerated  of gamification as an approach in education, business,
the adoption of distance learning and emphasized  healthcare, and management began around 2010.
the importance of integrating digital educational The term “gamification” is derived from the Eng-
tools [3]. At the same time, martial law in Ukraine, lish word game and refers to the process of transform-
triggered by large-scale armed aggression by russia,  ing non-game contexts into game-like experiences.
has created new challenges for the educational sys- It should be distinguished from the related but not
tem: external instability, high levels of stress among  identical concept of edutainment, which combines
students, and the need for flexible learning formats.  education with entertainment. While edutainment
In this context, gamification serves not only as atool ~ emphasizes an entertainment format with educational
for enhancing learning engagement but also as a  content, gamification applies game-based techniques
means of supporting intrinsic motivation, emotional  in academic contexts to enhance engagement, moti-
involvement, and resilience among higher education  vation, and the development of practical skills among
students [4]. future pharmacists.

The study aims to explore the potential of apply- In teaching economic and managerial disciplines
ing gamification in teaching economic and manage- to pharmacy master’s students, gamification serves
rial disciplines to future Master’s students in phar- a dual purpose, encompassing both pedagogical and
macy, taking into account current challenges in  practice-oriented components of professional train-
higher education, the digitalization of the learning  ing. Pedagogically, gamification boosts students’
process, and the need to develop professional mana-  cognitive engagement by enhancing their perception,
gerial competencies among students. comprehension, and assimilation of learning material.

Materials and Methods. The research employed  The use of interactive educational tools fosters emo-
methods of theoretical analysis of scientific literature ~ tional and intellectual involvement, supports intrin-
and digital educational platforms used to implement  sic motivation, and promotes independent learning.
gamified elements into the learning process. The = Moreover, gamified environments contribute to the
empirical basis of the study comprised the results  development of “soft skills” such as teamwork, time
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management, critical and creative thinking, and emo-
tional intelligence — essential components of a mod-
ern pharmaceutical professional’s training [6].

Practically, gamification enables the modelling
of real-life scenarios relevant to pharmaceutical pro-
fessionals. Game-based scenarios may involve tasks
such as developing a marketing strategy for a phar-
macy or pharmaceutical company, planning human
resources, making managerial decisions, and inter-
acting with suppliers [7].

This study pays particular attention to the imple-
mentation of gamification elements in teaching
the core course ‘“Pharmaceutical Management and
Marketing” and the elective “Holistic Marketing in
Pharmacy,” both taught at the Department of Orga-
nization and Economics of Pharmacy at Bogomo-
lets National Medical University. These educational
components served as the basis for the development
and piloting of gamified methodological approaches
aimed at improving the learning process and foster-
ing students’ critical thinking [8]. Table 1 presents
a systematization of the primary gamification me-
thods along with specific examples of their applica-
tion in the educational process.

The implementation of the above-mentioned
gamified methods in the teaching process of

economic and managerial disciplines prompted
interest in evaluating their effectiveness from the
perspective of higher education students. To this
end, a questionnaire survey was conducted among
fourth-year pharmacy students at Bogomolets
National Medical University. The aim was to
assess their attitude toward gamification, their level
of engagement in the learning process, and their
perception of interactive content delivery methods.
The next part of the study presents an analysis of
the survey results, which provide insights into the
appropriateness and effectiveness of the gamified
approach in teaching professional training disciplines
for future Master’s students in pharmacy.

One of the key questions in the survey aimed
to determine students’ subjective assessment of the
importance of gamification as an educational tool.
Respondents were asked to evaluate how important,
in their opinion, the implementation of gamification
is for more effective assimilation of learning material.
The assessment was conducted using a five-point
Likert scale, where 1 indicated “not important” and
5 indicated “very important.”

Notably, 66.2% of respondents (47 students) gave
the highest score of 5, while 28.2% (20 students)
rated it as 4. Only 5.6% (4 students) selected a score

Table 1

Gamification Methods and Examples of Their Application in Teaching Economic and Managerial Disciplines

Gamification Method

Example of Application in the Discipline

Point-based reward
system

Students earn points for completing various types of tasks, which are displayed in a public
progress table (Google Sheets or Moodle LMS). Reaching a certain number of points unlocks
access to additional learning materials, bonus points, etc.

Educational quests

The storyline models a situation in which students act as a product management team

for a pharmaceutical company and, under time constraints, develop a strategy for launching
a new drug to the market. Students must propose a product name and positioning, define
the target audience based on demographic and behavioral traits, develop a core marketing
message that communicates the product’s competitive advantages, and estimate the budget
for the first advertising campaign, considering the selected communication channels.

Role-playing scenarios

Students are divided into two groups: representatives of a pharmaceutical distributor

and a pharmacy chain. Each side must justify its commercial interests during simulated
negotiations on medicine supply agreements. Participants prepare commercial offers,
prioritize product assortments, justify order volumes, and discuss delivery timelines, discount
systems, and bonuses, replicating the fundamental B2B negotiation dynamics.

Online quiz platforms
(Kahoot, Quizizz)

Each topic is structured as a quiz with multiple-choice questions, including images

of medicine packaging, ad slogans, and brief market case studies. Participants earn points
for correctness and response speed. After each question, a short explanation is provided.
A leaderboard is generated to stimulate a competitive environment.

Team competitions

Students are divided into teams tasked with developing a marketing strategy for promoting
a specific medicine (e.g., a cold remedy, vitamin complex, or pain relief product). Teams
present their proposals, which include audience targeting, communication channels, slogan,
product visuals, pricing strategy, and distribution points. After presentations, teams could
question each other, comment on opponents’ decisions, and score each other based on
creativity, market justification, and marketing alignment.

Visual online boards
(Miro, Padlet)

Students collaboratively used sticky notes to post ideas, build flowcharts, drawings,
and emojis to structure their models visually. The final stage was a pitch — a presentation
of their models to other teams followed by group discussion.
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Fig. 1. Students’ perception of the importance of gamification in learning
(based on a five-point scale, where 5 — very important, 1 — not important at all)

of 3. Importantly, none of the students chose scores
of 1 or 2, indicating the absence of negative attitudes
toward gamification among the participants (Fig. 1).

The obtained data indicate a positive perception
of gamification among students and confirm
its relevance within the context of modern
pharmaceutical education, which is characterised
by a focus on interactivity, visual engagement, and
practical orientation.

As part of the survey, students were also asked to
identify which types of gamifications they found most
interesting and appropriate in the context of teaching
economic and managerial disciplines. Respondents
were allowed to choose one or several options from a
provided list (Fig. 2).

Use of interactive videos or learning platforms

Task completion based on real-life cases from
pharmacentical companies

Simulation and role-playing models (e.g . the
role-play “Product Manager in a
Pharmaceutical Company Office™)

Team competitions (quests, quizzes)

Individual tasks (crossword puzzles, etc.)

The highest level of interest was shown in tasks
based on real-life cases, selected by 31.4% of respon-
dents. In second place, with equal percentages, were
team competitions (quests, quizzes) and simulation
and role-playing models — each chosen by 28.6%.
Individual tasks (e.g., crosswords) were preferred by
8.6%, while only 2.9% selected interactive videos or
learning platforms. These results indicate a predomi-
nant student orientation toward collaborative formats
of active learning, associated with practical activities
and real-life scenario modeling. This further sup-
ports the relevance of using case-based methods,
role-plays, and team interaction in the development
of professional competencies among future Master’s
students in pharmacy.

B 290%
31.40%

28.60%

28.60%

8.60%

Fig. 1. Students’ perception of the importance of gamification in learning
(based on a five-point scale, where 5 — very important, 1 — not important at all)
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Conclusions. The results of the study confirm the
relevance and effectiveness of applying gamified meth-
ods in teaching economic and managerial disciplines to
Master’s degree students majoring in 226 “Pharmacy,
Industrial Pharmacy.” The integration of game elements
contributes to increased learning motivation, the devel-
opment of cognitive activity, and the enhancement of
managerial and communication skills — competencies
essential for modern pharmaceutical professionals. The

student survey demonstrated a high level of positive
perception of gamification and a preference for active,
team-based, and practice-oriented learning formats. The
most significant interest was shown in methods involv-
ing real case-solving, simulation of managerial situa-
tions, and teamwork. The findings can be used to fur-
ther enhance educational programs, develop interactive
courses, and implement student-centered approaches in
the training of future Master’s students in pharmacy.
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