[ Downloaded from ijme.mui.ac.ir on 2025-10-19 ]

GB9aT ksl 532 9 LS
ul:t-A:lJS dabld c‘;ﬁf-?-' U‘:'JT

PV G VO (FF)Y YRR 6o/ (Kb ole 13 Ldjgal Tl dlone

S5 e 33 jeel (Sl Alme o e g3 s

ol Gls olyen S plagilly 5 lawag asle A S oS4en Sl Gl S cad sandigy S gab
39 O slagilly daa 5ol 00 S bl Gihsel dlaa 3 Gilide slas)sa 5o 50 15 aladeally 5 lacuas 53
sam 3l Gt aSB s sl 5 Jliaas GBhsel slassad & su i Huid gl palon (Solel pue 4 ol
Woas Ol b osed soldl (AliAs malga 5o SUIKL Il s 5 Ladluss)y Guss aalsd (S (i) sel slas sud
6ok wnle sl Sa, 4 paiie laspd 5 Jlaas lagsslsSs Ol ssliinl Gen alacia d ol
b K asols ilaii S 13 clie o g el Lagle < 15 o5kl

oL shal Bua (V)asdi o G 5L e lacal Hu 5L solic ) suliiul 4 (Gamification) s lu )l 5U
5L (Zarzycka-Piskorz) 5 Sy IS55,505 Sl 51 (V)owl G158 oS lin 5 wsad @Sl Gl 58 (gl
6oSab 3 5o JalS b 0 B aas o 1, ISl gl G818 4 oS 0yl (S (5L K (ooa3 caale © 5luyly
OF "ol cuale” Jals @ il Bia el 5 0 Lla usd G 1) OLSILE JelS B i pa wigds S50
da sl (sl Sole 5 S8 51 alal ;T 5o 4S 0l go sail b 1 solwls (530 (Zicherman) e yiny (¥)o s oo
cuaal s ((Kapp) oS 51 J& 4 (Wiggins) 5is s «ol$s ool s s sMe (F)anS oo saliioul Cblie ud 5850 5 dlas
Ol litel 5L el S e ST il 5o 8580 slanl sl iluols @Ok @L8 5 @ik ebis sl
(0) s s oo sulaianl (5Ll (5L b 4S wiliud (s polic daa Sl alie o gl

G saie 48 lolge dan 31 (Y)asd oo pmae ilusls b lass s 259580 O (S oSl 5 Lidsel
SIS (s (35 5e] Gmlis pse g Goge s Gl 4 Ol e Sl sd (3L s (e 5580k 0 iS w
slaal 1) (plaaa il 50 b e € 580k (04Y)aS o)Ll Jhmas slagil cusgine Glulbd) 5 oL sadils
8 i ) 55 o0 15 855K L 588" (s 5 5 B @ (F)aoh S gm s 80555 (S 5 (S slagE) sel 49 S WS o
(V) 'asS

LAt 5ol u5u,lS sualite 5 ledll Lida o sags (b0l Oam 5o OISl s oo Jolad 5 oS e e Lo (5185 )

OIoSI culaa (gl 15 s LIl (Cnl s e sdhe (A Yo et s (5Ll (5L sLilse 3 Glsie 1) (a8l slis o

ol ‘QLgré.ol ‘Ql{,&a‘ Gim): pole oKy ‘Gim)s w)j»o'l drwg g Olllas 55 10 ‘@b)a)t&f .(.x.i:)| G‘JU.Z)LT) Oleos S dobld ZJ,;—\M Oy g
vafanameh@gmail.com

Ol eoledal ledol (Sipy psle olSails ( Sipy Ghjgel anwgi 5 Dlalllas 35 50« Sy pole gl Dlinios 55 50 (lalinl) (s (8] 5
(najimiarash@gmail.com)

Q) /Y s gl A/ VY sl edb yo fu,b

PYO/ (FF) P PR oge / (S iy pale 05 Ghigel Slml doe http://ijme.mui.ac.ir



http://ijme.mui.ac.ir/
http://ijme.mui.ac.ir/
https://ijme.mui.ac.ir/article-1-5192-en.html

[ Downloaded from ijme.mui.ac.ir on 2025-10-19 ]

~

FREPRIRVLE Mot 9 ooz )T

S Ol 4 1) s 5818 s adi o Bl 5 WS e (RO glusad 1) uSuly was e 513 aslal Hlaal s
5 <usd pelual GILELE Gible olusald 5 WIS G 5 asds sniless 5 OIS S Gl gla & B cus
(A)3oIAs 531 Gl pelaial cad g

1 eoSab L8, sl e @ 5b sumlic il s dp @ad anla wb idsel 5o @iluols @b i SHo @l
58 L olas 5 5liel cdbine b glsadals <€ gl b cl plea 9 pobe e dse Sl Bpe IS cnlas
a0 bl Lo il sy (85507 (s3leosls (50b 4 Ol omd st 5andl iad (5l 1) L, wil 5o b W0 o
(A)aiS pals oISt sl pold lapiuws alob @ pgb 5 o€ (35 G a5 slos JSitie B (i

i OaoS Jadll HLER Lo B S oy by 48 ia g o3sa (ol St bal 5 edlis b« el
ook ol s @ maolan LS O) Gur ologs 53 Gidsel oo S53e (o8 Al i ccul sals I8 pladasly
ity dle (o sel 5o s

&be

. Deterding S, Dixon D, Khaled R, Nacke L. From game design elements to gamefulness. Proceedings of the

15™ International Academic MindTrek Conference on Envisioning Future Media Environments - MindTrek
’11 2010 Oct 06. New York, New York, USA: ACM Press; 2010.

. Batooli Z, Fahimnia F, Naghshineh N, Mirhosseini F, Services H. [Gamification in E-learning in higher

education: A systematic review of the literature]. Journal of Technology Education. 2019;13(4):875-
87.[Persian]

. Zarzycka-Piskorz E. Kahoot It or Not? Can Games Be Motivating In Learning Grammar? Teach English

with Technol. 2016;16(3):17-36.

. Zichermann G. Fun is the future: Mastering gamification [You Tube Video].Google Tech Talk. Retrieved

from http://www.youtube.com/watch?v=601gNVeaE4g. 2010.

. Wiggins BE. An Overview and Study on the Use of Games, Simulations, and Gamification in Higher

Education. International Journal of Game-Based Learning. 2016 Jan;6(1):18-29.

. Tan Ai Lin D, Ganapathy M, Kaur Mehar Singh M. Education, Kahoot! It: Gamification in Higher. Pertanika

Journal of Social Sciences & Humanities. 2018;26(1):565-82.

. Prensky M. Digital game-based learning. Computers in Entertainment. 2003;1(1):1-4.
. Lee J, Hammer J. Gamification in Education: What, How, Why Bother? Academic Exchange Quarterly.

2011; 15(2):1-5.

http://ijme.mui.ac.ir (FEW - 1P gy / (S pale > Ghigal (lml dowe / PV F



http://ijme.mui.ac.ir/
https://ijme.mui.ac.ir/article-1-5192-en.html
http://www.tcpdf.org

