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Gamification in Polish language education: From the theoretical model to the school practice

Gamifikacja w edukacji polonistycznej: Od modelu teoretycznego do praktyki szkolnej
Anna Podemska-Kałuża
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Аннотация
The aim of the article is an attempt to determine the place of gamification in Polish language education, especially at the secondary school standard. The author reflects on the role and scope of using computer game mechanisms in teaching Polish literature and language. The text shows different attitudes of teachers and students towards the perspective of computer games activating in lessons: from fascination and satisfaction with a new, creative work tool (“tablet children” and digital teenagers) to skepticism and conscious abandonment of this method (some of the Polish language teachers, especially in high schools). The educational potential of games is conducive to highlighting the benefits of gamification in teaching Polish at school, especially in view of further development of the modern digital school. The article explores the role of gamification as an innovative tool in the teaching of Polish literature and language in the context of traditional teaching methods and strategies. The use of computer game’ mechanisms in lessons is already an important didactic proposition due to the impact of multi-technologies and cyberspace on the educational processes of digital natives”. An important educational issue is the use of gamification during the artistic reception of literary texts, especially from the canon of school readings. The use of innovative solutions stimulates students' interest in classical literature and may reduce the negative occurrence of pupils' unreadiness. The author proves that skilful and effective activation of computer game mechanisms during Polish language lessons contributes to the increase of educational added value and intensification of psycho-emotional development of students.
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