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Phenomenon of gamification in a risk society: the socio-philosophical aspect

A. Chernikova, A. Pokhilko

It is considered the negative and positive aspects of the gamification process and analyzed

the risks arising in the process of gamification. It is analyzed the evaluation of the constructive and
destructive role of gamification in relation to modern social realities, the specific risks characteristic
of the "game society". The strengths and weaknesses of "gamification" seem to balance each other.
Risks of gamification are largely justified and inevitable. The justification of risks belongs to the
sphere of education, because different technologies are used to develop social reality with the help
of various educational strategies. To reduce risks, it is necessary to maintain a spiritual and moral
tradition and dialogic ethics as a kind of pedagogical deontology.
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