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Tom tit:

Thﬁng qua viéc thu thap cdac dit liéu thir cdp va nhitng tdi liéu lién quan dén
hoat dong giang day trong linh vuc gido duc dai hoc VN cho thdy hoat dong
giang day hién nay tai nhiéu truong dai hoc van mang tinh rdp khuén va thy

dong, phirong phdp giang day chwa c6 nhiéu cdi tién ma van di theo cach thuyét giang
thdng thwong. Cac két qua nghién ciru gan ddy ciing chi ra rang kha nang tiép thu va vin
dung cua sinh vién sé tang 1&n khi duwoc hoc tap chi dong, diroc trai nghiém Cac phuwong
phap moi. Dua trén viéc phdn tlch thuc trang cua hoat dong gidng day trong giao duc
dai hoc dd dwoc trinh bay, bai viét gidi thiéu tém heoc vé g dung Gamification (game
héa), mét Xu hudng méi trong cude cach mang cong nghiép 4.0. Pong thoi bai viét ciing
chi ra nhing wu diém cia Gamification dwoc dwa Vao hoat dong giang day, danh gla
nhirng mat con han ché ciia g dung nay. Tir do, bai viét dé xudt mot s6 klen nghl nham
phdt trién tmg dung ndy tai cac truong dai hoc nham cdi thién nhing van d@é dang ton
dong trong phirong phap gidng day véi mong muon hoat déng gido duc thém phong ph,
dem lai sy hibng thii cho sinh vién trong qua trinh hoc.
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Abstract:

Based on collecting secondary data and materials related to teaching activities
in the higher education of Vietnam, it indicates that the current teaching method at
many universities is still stereotyped and passive. The teaching method does not have
much improvement and still follows the traditional method. According to the recent
research results, ability of students to understand and apply the knowledge will increase
dramatically as they have opportunity to learn actively and experience new methods.
Based on analyzing current teaching activities in higher education of Vietnam, the paper
presents a brief introduction of Gamification which is considered as a new trend in the
industry 4.0. At the same time, the article also points out the advantages of Gamification
applied into teaching method as well as evaluate limitations of this application. The
paper proposes some recommendations to develop this application at universities so
as to solve the problems of current teaching methods. The purpose of Gamifficcation in
higher education will make students more enthusiastic in studying and prevent dropout
rate of students.
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