
IBIMA Publishing  

Communications of International Proceedings  

https://ibimapublishing.com/p-articles/41MGT/2023/4120223/ 

Vol. 2023 (4), Article ID 4120223 

 

______________________ 

 

Cite this Article as: Patrycja MIZERA-PĘCZEK and Paweł ŁUCZAK, Vol. 2023 (4) “Gamification in Distance Learning in 

Corporate Training: A Literature Analysis," Communications of International Proceedings, Vol. 2023 (4),  

Article ID 4120223, https://doi.org/10.5171/2023.4120223 

 

Gamification in Distance Learning in Corporate Training:  

A Literature Analysis* 

 

Patrycja MIZERA-PĘCZEK 
 

ORCID: 0000-0001-9637-3263 

Faculty of Management, University of Lodz, Poland 

 

Paweł ŁUCZAK 
 

ORCID: 0000-0002-9295-5095 

Faculty of Management, University of Lodz, Poland 

 

 

Correspondence should be addressed to: Patrycja MIZERA-PĘCZEK; patrycja.mizera@uni.lodz.pl 

* Presented at the 41st IBIMA International Conference, 26-27 June 2023, Granada, Spain 

Copyright © 2023. Patrycja MIZERA-PĘCZEK and Paweł ŁUCZAK 

 

 

 

Abstract 

The article is devoted to the use of gamification mechanisms in distance learning training. The main aim is to 

answer two research questions: (QR1) What is the contemporary face of gamification? (QR2) What are the 

strengths and weaknesses of using gamification in training while people take part in online in the training? While 

answering the research questions, both a narrative and a systematic literature review were carried out. Its results 

indicate a great interest of researchers in both the psychophysical condition of students in distance learning 

conditions and the implementation of gamification mechanisms in achieving educational goals. The research 

results presented in the article confirm that gamification is a promising tool that increases students' motivation to 

learn and to interact with other students and the teacher. However, even though students are familiar with the 

virtualization of education and appreciate gamification in distance education, it is not able to fully compensate for 

direct contact with the teacher and other students. 
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