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TEACHING PROGRAM 
 
 
1. Specific Activity: TEACHING 
 
Teaching Nr.  1 

Title THE SOCIAL IMPACT OF DIGITALIZATION AND GAMIFICATION 
THE FIELD OF TRANSPORT  

Prof. in charge Mihail Caradaica, Lecturer in European Studies 

Typology 
 x Lecture   
 Seminar 
 Summer course 

 Training course  
 Intensive course 
 Distance learning course 

 
Description 
 

Syllabus 
 

1. The digital transformation – 12 hrs. 
 

- Historical overview of the digitalization process; 
- Historical overview of the industrial development: Industry 1.0; Industry 
2.0; Industry 3.0; Industry 4.0; 
- Objectives and constrains of digital transformation. 
 

2. Digitalization of transportation system – 12 hrs. 
 

- Industry 4.0 deeply change the world of transportation services; 
- Case Study: Changes in freight transport and passenger transportation; 
 

3. Gamification as a digitalization tool - 12 hrs. 
 

- Gamification as a strategy for influencing and motivating people; 
- Defining gamification; 
- Types of gamification: gamification-from-above and gamification-from-
below; 
- Feature of gamification: motivation, give meaning to players, changing 
behaviour one step at a time, using gamification to develop skills and using 
gamification to drive innovation. 
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4. Examples of gamification applied in the mobility-related contexts – 10 
hrs. 
- Study cases on how gamification was implemented in mobility-related 
contexts; 
 
Literature: 
 
Required Text  
• Burke, Brian (2014), Gamify: how gamification motivates people to do 
extraordinary things. Harvard: Bibliomotion. Ebook. 
• Cortada, James. 2004. The Digital Hand. How Computers Changed the 
Work of American Manufacturing, Transportation, and Retail Industries. New 
York: Oxford University Press. 
• Palfreyman, John. 2020. Digital Transformation Handbook. ISBN 979-
8639124631. Ebook.  
• Tapscott, Don (2009), Grown up digital. How the NET generation is 
changing your world. London: McGraw-Hill. 
• Woodcock, Jamie, Mark R. Johnson (2017), “Gamification: What it is, 
and how to fight it”. The Sociological Review, p. 1– 17.  
• Seaborn, Katie, Deborah I. Fels (2015), “Gamification in theory and 
action: A survey”. International Journal of Human-Computer Studies. No. 74, 
p. 14-31. 
• Noussan, Michel, Manfred Hafner and Simone Tagliapietra. 2020. The 
Future of Transport Between Digitalization and Decarbonization. Trends, 
Strategies and Effects on Energy Consumption. Springer. Open Access. ISSN 
2191-5520. https://doi.org/10.1007/978-3-030-37966-7.  
 

 

Impact 

Students will get acquainted with the issue of gamification in the 
transportation field, focusing on the social impact of digitalization and 
gamification. Thereby, in the first part of the course, I will start by defining 
digital transformation as being a game changer in various social and 
economic areas such as businesses, governing models, education or 
transport. Then, in the second part, I will bring into discussion the 
digitalization's impact on transportation sector by presenting the cases of 
freight transport and passenger transportation. The third part is dedicated 
to gamification as a tool of the digitalization process. Gamification is 
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describing those features of an interactive system that aim to motivate and 
engage end-users through the use of game elements and mechanics. In the 
last part of the course, I will focus on the social implication of the spreading 
of digitalization and gamification in the transportation field, by exploring the 
concept of digital divide. 

 
 

 1st acad. year: 2nd acad. year: 3rd acad. year: Total over 3 years: 
N° of hours 46 46 46 138 
N° of students 10-30 р.а.    
Area of Study 
 

Social, economic sciences and law 

Field of Study 
 

Economics  

Degree 
Programme 
 

Supply chain management  

Year/type of 
study 
 

 1st cycle (Bachelor)   
x 2nd cycle (Masters) 
 3rd cycle (Postgraduate) 

 Doctoral studies 
 Summer school 
 

Nature 
x Compulsory   
 Optional 

x New  
 Existing 

Timing 
 1st year   
x 2nd year 
 

x 1st semester   
 2nd semester 
 

 
 
 
 
 

This program reflects the views only of the author, and the Commission cannot be held 

responsible for any use which may be made of the information contained therein. 
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