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ABSTRACT

This article explores the impact of gamification on foreign language education, highlighting its potential
to transform traditional learning methods into engaging and enjoyable experiences. By integrating game
elements into language lessons, educators can motivate students, increase their engagement, and improve
language proficiency. The article provides a theoretical framework for gamification, discusses the
principles of game design, and offers strategies for implementing gamification in language curricula. It
also presents case studies and examples of successful gamification applications in foreign language
learning. The findings suggest that gamification not only enhances students' motivation and engagement
but also fosters better learning outcomes and language retention.

Keywords: Gamification, Foreign Language Education, Engagement, Motivation, Game Design,
Educational Technology, Language Proficiency, Learning Outcomes, Pedagogical Strategies, Case
Studies

INTRODUCTION
An important area of modern educational science and methodology of using technologies in teaching
foreign languages is the study of the beneficial prospects of turning typical speech activity into an easy
and enjoyable game [1, 2, 3, 47. The attitude towards language learning has changed qualitatively not
only on the part of students, but also on the part of teachers [5, 6, 7, 87]. The trend is towards the creation
of training opportunities through a more informal, elementary atmosphere and environment. It dictates
the need for different innovative approaches to the study of a foreign language [9, 10, 117. The article is
devoted to the actual problem of modern educational space - the role and prospects of using the
technology of gamification in the study and improvement of foreign language proficiency [12, 13, 14].
The study systematized proposed interpretations of the term "gamification", the results of the research of
pedagogical technologies of gamification in the context of the basic positions of different sciences:
pedagogy, general psychology, as well as cognitive, innovative, and applied linguistics and others [157.
Theoretical Frameworks for Gamification in Education

The purpose of using games and gamification in education is to motivate students to increase their levels
of investment and participation, in addition to preventing their early abandonment of what is learned
[16]. Essentially, students will be motivated to learn in a fun way [177]. This type of learning promotes a
natural connection between learning and pleasure. Their desire to progress in the game requires students
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to contain large amounts of information necessary to complete different tests or challenges [187. As a
result, studies and proposals were developed in the literature that sought to see in which activities and
subjects the use of games could offer lower cost for greater usefulness. In education, many digital games
were proposed for scientific subjects, such as the Brazilian Physics Olympiad, Chemistry, and
mathematics [197. Digital games are a type of educational resource that provide motivation to the
student and encourage them to learn on their own, while providing a rich learning experience.
Behavioral Psychology Theories
The most widely used terms in gamification are game-based learning, serious games, or simulations [87.
Despite the potential of games as educational tools, game-based learning is limited because it requires
more infrastructure, time, or resources. Instructors may not be interested in using games due to the time
and workload related to design or implementation [107]. Horse races have been used in education for
thousands of years and have provided the basis for many people to have fun. At the same time, using
game-based designs such as a point or leaderboard and using rules and time limits in a learning
environment may play a significant role in providing students with a more exciting and active education
[12]. The use of technology in education has increased over time, but in general, traditional educational
practices are maintained. Gamification is a new, rapidly developing, and highly focused research area in
the field [187. Gamification aims to help in the learning process and to increase students' motivation for
learning. Gamification increases motivation as a result of participation, autonomy, progress, expertise,
and individual satisfaction [147]. The increased motivation is reflected in the education process and in a
better quality of learning. Gamification helps in its introduction to bring some kind of fun within the
educational environment. For this reason, it has created a lot of interest in institutions offering
educational services. Gamification offers educators the opportunity to design new educational models
tailored to the learners [147]. The term gamification is widely defined in literature, but there are multiple
disagreements. In behavioral psychology, Fogg defines gamification as "using game elements in non-
gaming systems" [157]. Kapp emphasizes the use of games in educational matters and defines gamification
as "applying game-based principles and interactive mechanics". Deterding et al. describes gamification as
"creating gameful experiences, thus without the essential core of games [167]." According to Deterding,
none of the definitions correctly cover the understanding of the term. According to Werbach,
gamification is "the use of game elements and game design techniques in non-playful contexts [177."
There are various examples in the literature on such aspects of the game as feedback, rewards, progress,
and motivation. Keengwe et al. argues that game-based elements such as rules, roles that determine
behavior, and reward algorithms constitute the key elements of gamification. At the academy level, Kelly
purports that the focus of studies is what students gain strength. Gamification is considered to enhance
the notion of utility approaches for education.
Cognitive Learning Theories
The Whole Object Theory The concept of whole object originally comes from cognitive psychology,
which refers to an inclusive and comprehensive understanding of the relationships among the components
that form a specific target object, where it reveals both the physical appearance of the object and the
abstractness hidden in the concept [167. The whole object theory is mainly supported by the Gestalt
theory, which suggests that people perceive the world by naturally organizing complicated elements into
efficient and meaningful wholes [177]. In foreign language education, the concept of whole object
indicates that basic language education should pay attention to the integrity of the language as a whole,
minimize the language content taught to the ability of the recipient, and focus on the learning effect while
ensuring the learning effect [187. As a conventional method that embodies the characteristics of the
whole object, the recasting technique should be vivid and natural, expressing complete and fluent
sentences, and capable of providing immediate reinforcement on the learning content throughout the
whole language instruction to impose the whole object theory, which recognizes the organization,
perception, and production of entire language content [197]. As advances in behavioral and neuroscience
have shown, the principles of associative and reinforcement learning theories have become insufficient to
explain the mechanisms that trigger problem-solving or help the learning process. In this subsection,
based on the nature of the learning process, we will introduce and compare the following three cognitive
learning theories—the whole object theory, the schema (prototype theory and exemplar-prototype
hybrid) theory, and the mental imagery theory [77].
Benefits of Gamification in Foreign Language Learning
Moreover, integrating games more generally throughout the curriculum can supplement and enrich
lesson activities, and the process of game design can provide valuable target language practice through
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authentic communication [97. Thus, while building and sharing mini-games and puzzles, students learn
about second language development and selective use of metalinguistic knowledge, which is currently
achieved through consciousness raising tasks (focus on form, form-focused guided language learning or
explicit instruction, priming, or other L2 production-focused tasks) [107]. Students may use language
learners' tools, and academic vocabulary becomes meaningful for students as they discuss sound, form,
and meaning relationships in linguistically appropriate tasks. Mastery reflection on their in-and out-of-
class learning process through metacognition is necessary to stimulate investment of further effort put
into their learning goals [117. There are a number of significant benefits through using game-like
approaches to learning in online or classroom environments in foreign language education. Games can
engage and motivate students, providing regular positive interaction and feedback. A game-like
classroom provides novel stimulus for learning, integration of digital tools and multimodal instruction,
and varied activities that meet different learning styles [127. This stimulates challenge and competition,
which improves persistence and promotes goal setting. The focus on the target language in the context of
a game reduces anxiety, and the imagined identity of a character in the game can also provide ELLs with
a safe environment in which to take risks and experiment with language. Regular formative assessment
can also be used to track student achievement and support increased academic performance.

Increased Motivation
By providing a platform to engage in these activities, learners may be similarly motivated [67]. They can
enjoy these games without having to continually memorize rules and words by engaging in activities such
as following instructions and playing mini-games. The increased enjoyment can also lead to positive
emotions, which cognitive theories of motivation consider a direct cause of intrinsic motivation [10].
Increased motivation is beneficial in foreign language learning because as students become motivated,
their learning experience becomes more enjoyable and successful. They are more likely to stay in the
learning experience longer, and as they are practicing more, their proficiency level will be higher. As
foreign language instruction often involves rote learning of vocabulary or grammar rules, students may
lose interest due to the repetitive nature of the material [117. By using enjoyable gamification elements,
such as challenges and competition, some foreign language instruction deficiencies can be managed. This
can also reduce the burden on teachers in preparing aiding material and delivering courses. Competitive
elements help in keeping learners motivated and focused. In turn, learners wish to increase their
proficiency in a foreign language they want to understand and be understood when playing games in the
target language [127].

Enhanced Engagement
A foreign language lesson cannot often attract students because the learning content is not based on the
students' preferences and not at the level that attracts interest [7]. Studies state that learners evaluate
novelty, vividness, suspense, visual and auditory realism, interestingness, and animation as important
game features of a computer-aided game [97]. Providing visual and auditory effects is an important part of
gaming that will help provide these skills more effectively. Today's students are usually bored during
traditional lessons. While the student listens to the teacher or reads the lecture notes repeatedly, the
interest decreases [107]. Gamified designs will have motivating effects in the learning process and
increase student engagement. Players cannot feel the game effect without having an effect on the task
they work on. Success in the task is an important part of the reward [117. In the evolution of humans,
gamification was a phenomenon that made knowledge or content transfer easier and faster. Effective
technology integration for learning improves the retention of information. It can also increase student
motivation, engagement, and satisfaction [107]. Gamification in foreign language education should be
applied to increase interaction and to ensure content transfer between students. A high level of
engagement is crucial for learning in order to keep students motivated. It is important that activities are
designed or adapted to attract and maintain learners' attention in a global, virtual, and media-revolving
world [147]. This is only possible through gamification methods. Since a large part of the things that
students learn in the classroom do not go beyond the lesson, the subjects are quickly forgotten.
Researchers found that interesting learning activities affect foreign language learning in a positive way
and increase the learners' willingness to produce in a foreign language.

Implementation Strategies for Gamification in Language Education

The most engaged citizens of the digital era are the so-called 'digital natives' who can only be inspired to
be interested in foreign languages [97]. However, it should be noted that digital technologies have an
immense power to be very intriguing for all groups of the digital era citizens. It is essential to know the
interests and age range of the learners you will have and decide on the best methods depending on that.
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They need encouragement to increase their engagement and motivation for these courses. One of the
most common strategies is to gamify the course [117]. The idea seems to be successful in the field of
education. With the help of the digital era, a place where most fond memories form in daily life, the policy
of enhancing the involved topics of foreign language courses with digital era elements in question became
widespread in foreign language education. The situation that becomes widespread among foreign
language instructors led many studies to be conducted recently [77]. There are three types of gamification
— structural, process, and content. It should be pointed out that gamification can have different forms and
aspects: they can be realized in learning objectives, instructional content, assessment, etc. It is a good idea
to start with formulas like 'If you like... you will like..." and try out different variations. Keep in mind that
gamifying something mistakenly can be disastrous. For your gamification to be effective, it must match
well with your instructional goals. If it goes wrong, the damage done can be severe [97. Prepare more
clearly if things become unclear. Never assume that anything is perfect or invincible. If you use a newly
introduced tool, never forget to mention it to class. It is always recommended to consider before making
decisions.
Game Design Principles
The principle of fantasy is that real life does not need to be taken into account to win. When an individual
is involved in a game, he enters a world with rules that are highly consistent and meaningful. Although
the sense of commitment varies with each player, if the designer of the game takes it into account, fiction
can become more effective [87]. The presence of a design is important but not necessary. The principle of
curiosity is the most important of the two. There are rational and irrational events and thoughts in
humans. While rational events and thoughts are in favor of rational consciousness, other thoughts and
events are in irrational consciousness [97]. The mechanism, intellectual power, and tendency that make
irrational people curious are the most important components of the game. People seek knowledge of their
liking and reject other knowledge. Desires such as knowledge and creativity should be considered the
same as fun desires. In the process of designing a game, the same time should be considered as gaming,
learning, and teaching [107]. According to Malone, game design principles can be classified as challenge,
fantasy, and curiosity. The principle of challenges means that there are many tasks that are neither too
easy nor too difficult to complete [117]. Thus, an individual who has problems taking the challenge has
boredom, while an individual who has problems completing the challenge has anxiety. The challenge
principle changes as people's preferences and abilities change. For example, people who have problem-
solving skills want challenges that are difficult, geometrical, or complex, while people who are physically
skilled tend to prefer simple and repetitive challenges. Special attention should be paid to how to start the
challenge and how to make the challenge continuous [127]. The goal of the people involved should fully
explain the flow of the challenge. The way to learn the rules and the way the users participate should be
well thought out.
Integration with Language Curriculum
The school has now realized that a language is not only learned in a classroom but also outside of the
classroom. Various co-curricular activities are considered as one of the ways to attract students to learn
English [67]. Co-curricular activities provide a relaxed environment focused on the fun of using language.
Using games seems ideal in integrative EFL classrooms that view play as involving optimal conditions
for communicative language teaching. Games focus on fluency and promote spontaneous language use
[97]. The nature of the games allows them to be as complex as mastery. The benefits are said to be
eclectic, providing involvement in both focused, analytical, and formal aspects of language use. The
demand for co-curricular activities that stimulate student interest is just as strong for tertiary level
students as for younger students. This is affected by the already overcrowded curriculum. One of the
ways of coping with the demands of young students is to attempt to incorporate the co-curricular
activities as a part of the language curriculum [67. This current emphasis is not entirely new. It was a
feature of earlier educational literature. The English curriculum emphasizes program implementation that
may include co-curricular.
Case Studies and Examples of Gamification in Language Learning
One of the drawbacks of the offered tools is that they are based on English as the first or the second
language [97]. However, they can be transformed into tools for learning different language pairs. Natural
Language Processing (NLP) tools can be trained on various languages. We would like to encourage other
researchers to develop similar tools and share the results in order to support a larger group of individuals
with a diversity of languages [107]. The provided tools often come from different areas of speech and
language technologies, but they are not at the linguistic research stage. Most of them are prototyped;
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however, they are ready for public access [187. Their main advantage is that they harness the latest
speech and language technologies and provide many opportunities for supervised or autonomous
language training. They promote language learning and can be applied to different target groups [14].
The focus is put on games and free online tools that employ gamification in foreign and second language
teaching. The examples of applications offered are designed to help bilingual children, students, and
learners who require additional self-learning content to promote reading, writing, listening, and speaking
skills [157. We hope that new examples of tools for enhancing language learning will promote them in
educational environments or in self-learning as effective language learning tools. The following case
studies show how different gamification principles can be applied in foreign language education in a
variety of different contexts and language learning apps.

CONCLUSION
Gamification presents a promising avenue for revitalizing foreign language education by making learning
more engaging and effective. Through strategic implementation of game elements, educators can
significantly enhance student motivation and participation, leading to better language acquisition and
retention. The theoretical frameworks and practical examples provided in this article underscore the
potential of gamification to create enriched learning experiences that cater to diverse learner needs. As
digital technologies continue to evolve, further research and development in gamification strategies will
be essential to maximize their benefits in educational settings. By embracing gamification, educators can
foster a more inclusive, interactive, and successful language learning environment.
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