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DIGITAL GAMIFICATION AS A MEANS OF INCREASING STUDENTS'
MOTIVATION AND COMMUNICATIVE ACTIVITY

Annotation. This article examines digital gamification as a pedagogical means of increasing
students’ motivation and communicative activity in the context of foreign language learning. The
relevance of the topic is determined by the growing role of digital educational platforms, interactive
feedback and student-centred learning trajectories. The purpose of the study is to substantiate the
methodological potential of digital gamification and to demonstrate how its effectiveness can be
evaluated through pre- and post-diagnostics. The theoretical part analyses Kazakhstani, Russian-
language and international literature on digital education, game technologies, gamification tools,
motivation and communication in language learning. The practical part of the research was conducted
at Samara State Agrarian University. The empirical part is presented as a model quasi-experimental
pilot design with an experimental group and a control group. In the experimental model, students
complete communicative tasks through points, levels, badges, quests, team missions and immediate
digital feedback, while the control group studies the same content in a traditional format. The Results
section demonstrates the calculation of Cohen's d for motivation and communicative activity. The
model data show a large effect size in the experimental group, indicating that well-designed digital
gamification can strengthen students' involvement, reduce communicative anxiety and increase the
frequency of meaningful interaction in class. The article concludes that digital gamification is effective
when game elements are subordinated to clear learning outcomes and are combined with reflection,
collaboration and criterion-based assessment.

Keywords: digital gamification; student motivation; communicative activity; foreign language
learning; digital tools; game elements; Cohen's d; interactive learning.

Introduction

The digital transformation of education has changed not only the technological
infrastructure of learning, but also the logic of student participation. In higher education and
language education, students are expected to act not as passive recipients of information, but
as active participants who plan, perform, evaluate and improve their own learning actions.
This is especially important in foreign language classes, where the result of learning is visible
not only in written tests, but also in the ability to communicate, respond to partners, negotiate
meanings, and express ideas in real time.

Motivation remains one of the most important conditions for successful learning in a
digital environment. Research on students' motivation in the digital educational environment
shows that the availability of digital tools does not automatically lead to sustainable
engagement; the educational task must be meaningful, emotionally attractive and supported
by self-regulation mechanisms [1]. Therefore, the key methodological question is not whether
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digital technologies should be used, but how they should be designed so that students
experience progress and see the value of participation.

In this regard, digital gamification is becoming a relevant pedagogical approach. In
Kazakhstani research, gamification tools are considered as software and methodological
resources that can increase learners' interest and participation in various educational tasks,
including platforms, educational quests and learning management services [2]. The value of
this approach lies in the fact that students do not simply receive a task; they enter a structured
learning environment where effort, collaboration and progress are made visible.

The communicative dimension is equally significant. Studies of game technologies in
language teaching emphasise that games and role-based tasks help learners overcome fear of
mistakes, support interaction and develop speech skills in a more natural learning situation
[3]. In foreign language learning, this is particularly important because communicative
activity depends not only on linguistic knowledge, but also on confidence, emotional safety
and the need to speak for a clear purpose.

The purpose of this article is to analyse digital gamification as a means of increasing
students' motivation and communicative activity and to demonstrate a model procedure for
evaluating its effectiveness using Cohen's d. The research tasks are: first, to define the
pedagogical essence of digital gamification; second, to identify its motivational and
communicative mechanisms; third, to propose a model of gamified language learning tasks;
fourth, to show how changes in motivation and communicative activity can be measured
quantitatively.

Literature review and theoretical framework

In the Russian-language pedagogical literature, gamification is usually understood as
the integration of game elements into a non-game educational process for the purpose of
increasing interest, involvement and productive behaviour. K. V. Shokarev notes that
gamification in foreign language teaching can strengthen motivation and involvement, but its
effectiveness depends on the quality of methodological design and on the avoidance of purely
external rewards [4]. This position is important because it prevents a simplified interpretation
of gamification as the mechanical addition of points or badges.

K. A. Tatarinov considers gamification as a system of mechanisms that can influence
engagement and students' behavioural habits in learning. His analysis shows that points,
levels, tasks, online tests and result tables can become motivational tools when they are
connected with meaningful educational activity and not reduced to entertainment [5]. For
language education, this means that every game element must be linked with a communicative
action: asking a question, preparing an argument, presenting a mini-project, negotiating in a
pair or reflecting on feedback.

The use of digital technologies in foreign language teaching is closely connected with
the communicative approach. O. A. Chudnova, S. A. Mikhienko and N. V. Poddubnaya argue
that digital technologies in a non-linguistic university should be combined with traditional
methods aimed at the development of communicative competence and live interaction in the
group [6]. This idea is directly relevant to digital gamification: a gamified platform should not
replace classroom communication, but should organise and intensify it.

Recent empirical discussions of gamification in foreign language learning also point to
its motivational potential. O. V. Yeremina and G. B. Sidikova describe gamification as a tool
for increasing students' motivation in language learning through mechanisms such as levels,
ratings, progress bars, badges and digital platforms [7]. Their work is useful for the present
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article because it combines theoretical explanation with practical examples from language
learning platforms.

The methodological potential of gamification in a linguistic university has been linked
with the reduction of routine and fatigue in foreign language study. M. N. Pozdniakova and
G. I. Panarina show that properly selected games can increase interest in the subject and make
language acquisition more effective, especially when students face repetitive vocabulary and
grammar tasks [8]. This means that gamification should be used not as a decorative technique,
but as a way to restructure repeated practice into visible progress.

Communicative games have a special place in this context. A. A. Khokhlova and A. A.
Nechaeva demonstrate that communication games in a technical university can create
situations that stimulate students’ need to speak and support the development of
communicative skills [9]. Digital gamification develops this logic further: it can add a
scenario, mission, time limit, peer evaluation or team outcome to the communicative task.

International studies provide a broader conceptual basis. S. Deterding and co-authors
define gamification as the use of game design elements in non-game contexts [10]. This
definition helps distinguish gamification from full game-based learning: students do not
necessarily play a complete educational game; instead, selected elements of game design are
integrated into ordinary learning tasks.

A systematic review of gamification in EFL and ESL instruction by S. Zhang and Z.
Hasim shows that gamified language learning has been studied in relation to vocabulary,
grammar, speaking, reading, writing, motivation and engagement, while also requiring
attention to drawbacks such as technical problems, short-lived effects and excessive
competition [11]. Thus, digital gamification should be evaluated not only by students'
enjoyment, but also by measurable learning and communication outcomes.

For evaluating the magnitude of pedagogical change, Cohen's d remains one of the most
widely used effect-size indicators. It allows researchers to interpret whether the observed
difference between pre- and post-test indicators is small, medium or large, rather than relying
only on the fact that scores increased [12]. In this article, Cohen's d is used to demonstrate
how the impact of a gamified intervention on motivation and communicative activity can be
presented in a compact and transparent way.

Materials and Methods

The methodological basis of the article is a mixed theoretical and model-empirical
design. The theoretical stage included the analysis of scientific literature on digital education,
gamification, motivation and communicative activity. The model empirical stage
demonstrates how a small-scale pedagogical intervention can be organised and evaluated. The
numerical values in the Results section are presented as model pilot data for illustrating the
calculation procedure; they should be replaced with actual institutional data if the article is
submitted on the basis of a real experiment.

The practical part of the research was conducted at Samara State Agrarian University.
The model design includes 60 first-year university students studying English as a foreign
language. The experimental group includes 30 students, and the control group includes 30
students. Both groups are assumed to have comparable initial language levels and similar
course content. The duration of the model intervention is eight weeks. During this period, both
groups work with the same thematic units: student life, digital communication, professional
self-presentation, problem solving and intercultural communication.

The difference between the groups is the mode of task organisation. In the experimental
group, the same learning content is structured through digital gamification. Students receive
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weekly missions, collect points for completed communicative tasks, move through levels,
obtain badges for specific achievements, participate in team quests and receive immediate
feedback through digital tools such as Kahoot!, Quizizz, Padlet, Google Forms and a learning
management system. In the control group, tasks are performed in a traditional format without
a unified system of points, levels, badges and digital progress visualisation.

Two main indicators are measured before and after the intervention. The first indicator
is learning motivation, assessed with a 20-point questionnaire covering interest, persistence,
willingness to complete additional tasks and perceived usefulness of English. The second
indicator is communicative activity, assessed with a 20-point observation rubric covering
frequency of participation, length of utterance, initiative in pair or group work, response to
peers and readiness to speak without direct teacher prompting.

Table 1 - Model structure of digital gamification in the experimental group

Component Digital form Pedagogical function Expected effect
Points Automatic scores after quizzes Visible record of effort Higher task completion
and tasks
Levels Weekly progress stages Step-by-_step learning Sustained motivation
trajectory
Badges Digital awards for spea_kmg, Recognlpon of specific Positive feedback
teamwork and reflection achievements
Group problem-solving Peer interaction and L
Team quests - L More communication
missions negotiation
Progress bar Personal dashboard Self-monitoring Awareness of growth
Reflection card Short online self-assessment Metacognitive control Better self-regulation

Note: compiled by the author as a model design for a gamified foreign language course.

The effect size is calculated using Cohen's d for paired measurements in the

experimental group:
d_z = (M_post - M_pre) / SD_diff

where M_post is the post-test mean score, M_pre is the pre-test mean score, and SD_diff

is the standard deviation of individual differences between pre- and post-test results.
Results

The model results show that both groups improved by the end of the eight-week period,
but the experimental group demonstrated stronger positive dynamics. This difference is
especially visible in motivation and communicative activity. While the control group showed
moderate growth that can be explained by regular learning practice, the experimental group
showed a more substantial increase connected with progress visualisation, immediate
feedback and collaborative missions.

Table 2 - Pre- and post-test dynamics of motivation and communicative activity

Group Indicator Pre-test M | Post-test M | Mean gain Interpretation
Experimental | Motivation 11.8 16.4 4.6 Strong positive
growth
Experimental | Communicative activity | 10.9 15.7 4.8 3::3(\);31 positive
Control Motivation 12.0 13.1 1.1 Moderate growth
Control Communicative activity | 11.0 12.2 1.2 Moderate growth

Note: M - mean score on a 20-point scale; model pilot data are used for methodological
demonstration.

For motivation in the experimental group, the mean gain was 4.6 points. If the standard
deviation of the individual differences is 3.2, Cohen's d is calculated as follows:
dz=46/32=144
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For communicative activity in the experimental group, the mean gain was 4.8 points. If

the standard deviation of the individual differences is 3.5, Cohen's d is calculated as follows:
dz=48/35=137

Both values exceed the conventional threshold for a large effect. This means that, within

the model calculation, the growth in the experimental group is not only numerically visible,

but also pedagogically meaningful. The strongest qualitative changes are expected in students'

readiness to speak, frequency of voluntary participation, willingness to correct mistakes, and

persistence in completing tasks after receiving feedback.
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Figure 1 - Dynamics of motivation and communicative activity in the experimental group

Figure 1 demonstrates that the post-test values of both indicators are higher than the pre-
test values. The growth of motivation from 11.8 to 16.4 points indicates that students become
more interested in learning when progress is visible and feedback is immediate. The growth
of communicative activity from 10.9 to 15.7 points suggests that digital gamification can
create more reasons for students to speak, cooperate and initiate interaction.

Discussion

The obtained model results can be interpreted through three interconnected mechanisms.
The first mechanism is progress visibility. In traditional instruction, students often complete
tasks without seeing how each action contributes to their general development. A gamified
digital environment transforms isolated tasks into a visible trajectory. Points, levels and
progress bars do not replace assessment, but they help students understand that learning
consists of small achievable steps.

The second mechanism is emotional involvement. Foreign language communication
often creates anxiety because students are afraid of making mistakes in front of their peers. In
a gamified environment, the task is framed as a mission or challenge, which reduces the
psychological weight of the error. A wrong answer becomes part of the attempt, not a sign of
failure. This is especially important for communicative activity, because students need a safe
atmosphere in which they can test language forms and receive feedback.

The third mechanism is social interaction. Team quests, pair missions and peer voting
make communication necessary for completing the task. As a result, students do not speak
only because the teacher asks them to speak; they speak because the game scenario requires
negotiation, explanation, argument or joint decision-making. This makes language use more
functional and closer to real communicative situations.

At the same time, digital gamification has limitations. If points and rankings become the
main purpose of learning, students may focus on external rewards rather than on language
development. Excessive competition can also reduce cooperation and create tension among
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students with different levels of preparation. Therefore, the teacher should combine
competitive elements with collaborative tasks, individual progress and reflection.

Another limitation is technological inequality. Students may differ in access to devices,
internet stability and digital literacy. For this reason, a gamified course should include simple
tools, alternative formats and clear instructions. The best digital gamification is not the most
technically complicated one, but the one that supports the learning goal without distracting
students from communication.

The model presented in this article is applicable to university foreign language courses,
but it can also be adapted for school classes, professional English, academic writing and
blended learning. Its main methodological condition is the alignment between game element
and educational outcome. Points should correspond to completed learning actions; badges
should mark specific skills; quests should require authentic communication; reflection cards
should help students understand what they have learned and what they should improve next.

Conclusion

Digital gamification can be considered an effective means of increasing students'
motivation and communicative activity when it is methodologically grounded and connected
with clear learning outcomes. Its pedagogical value is not limited to entertainment. Properly
organised gamification helps students see progress, receive immediate feedback, participate
in meaningful interaction and develop self-regulation.

The model Results section demonstrates that changes in motivation and communicative
activity can be evaluated not only descriptively, but also quantitatively. Cohen's d values of
1.44 for motivation and 1.37 for communicative activity indicate a large model effect in the
experimental group. Such calculations make it possible to present the pedagogical impact of
digital gamification in a more convincing and transparent way.

The practical significance of the article lies in the proposed structure of a gamified
foreign language course. Teachers can use points, levels, badges, team quests, progress bars
and reflection cards, but each element should serve a communicative or motivational function.
Further research should test this model with real institutional data, a larger sample and a longer
intervention period, comparing different digital platforms and types of gamified tasks.
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Toacrosa O.C.
HUADPJBIK TEUMAOUKALINA CTYAEHTTEPIIH MOTUBALIUSICHI MEH

KOMMYHUKATUBTIK BEJCEHAUIITI'TH APTTBIPY K¥PAJIbI PETIHAE

Anpatma. byn wmakanana uumdpnelk relimMudukanys ImeTeN TUTIH OKBITY YAEpiciHze
CTYACHTTEP/IIH MOTHBAIUACH MEH KOMMYHHKATHUBTIK OCICEHIUIITIH apTTBHIPYABIH IEIaroruKajbIK
Kypanbl  peTiHIe  KapacThlpbUIafbl.  TakpIpbITBIH ~ ©3eKTimiri mudpaelk  Oimim  Oepy
maropManapeiHbIH, HWHTEPAKTUBTI Kepi OailTaHBICTBIH KOHE CTYJIEHTKE OarbITTalFaH OKY
TPaCKTOPHSUIAPBIHBIH POJIIHIH apTybIMEH aWKbIHAANaapl. 3€pTTEYyAiH MakcaThl — IUQPPIBIK
reMU(QUKANUSHBIH OJIICTEMEINTIK OJICYeTiH HETi3[ey JKOHE OHBIH THIMJUITIH OacTamkpl >KOHE
KOPBITBIH/IBI IMArHOCTUKA apKbIIbI Oaranay »KonaapsiH kepcety. TeopHsuisik Oemimae u@pIIbK Oi1iM
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Oepy, OWBIH TEXHOJOTHsUIAphl, TeMMU(HUKALWsA Kypalgapbl, MOTHBAlMA >KOHE TiJl YHWpeHymeri
KOMMYHHKAaLUs Macenenepi OOMbIHIIA Ka3aKCTaHIBIK, OPBIC Tl jKOHE XallbIKapaJblK 9aeOueTTepre
Tangay skacaiansl. 3epTTeyiH MpakTUKaIbIK Oeniri CamMapa MEMIIEKETTIK arpapiiblK YHHBEPCHTETI
0azacbIH/a KYPrizingi. OMIUPHKAIBIK 06J1iM 3KCIIEPUMEHTTIK KoHE OaKplIay TONTAPbIH KAMTHUTBHIH
KBa3MAKCIEPHUMEHTTIK MWIOTTHIK 3€PTTEY YIITiCl peTiHAe YCHIHBUIFaH. DKCHEPUMEHTTIK MOJENbIC
CTyAEHTTEp yHaiinap, AeHreiinep, Oenrijep, KBecTTep, TONTHIK MUCCHSIIAP XKoHE KeAen HU(PIIbIK Kepi
OaiinaHpIC apKpUIbl KOMMYHHMKATHBTIK TalChIpMalapAbl OpBIHAANABI, an Oakpuiay TOOBI cOM
MasMyHZBl JocTypiai Qopmarra MeHrepeni. «Horwkenep» OemiMiHA€ MOTHBAaUUs MeEH
KOMMYHHUKATHBTIK OenceHALTiK OoibiHia KosHHiH d koddduimeHTiHiH ecebi KepceTiireH.
Mogenbaik IepeKTep IKCIEPUMEHTTIK TONTa dcep KOJeMiHiH KOFapbl eKeHiH KepceTeai, Oyl ayphic
YABIMAACTHIPBUTFAaH HUGPIBIK TeHMU(PHUKALUS CTyIEHTTEPAIH OKY YIepiciHe KaThICYbIH apTTBIPBIIN,
KOMMYHHKAaTUBTIK Ma3acbI3[bIKTBl TOMEHJETII, ca0aKTaFbl MaFbIHAIBI ©3apa 9PEKETTEeCy XHUUIITriH
KeOeUTeTIHIH monmenneiini. Makanana nudpiblk rediMUQpUKAS OWBIH AJIEMEHTTEPl HAKThI OKY
HOTHXKeJlepiHe  OaFbIHABIPBUIBI, pedreKcHsAMEeH, BIHTBIMAKTACTBHIKIICH JKOHE  KPHUTEPHUILIIK
OarayiayMeH YHJICCTIpIITeH JKaFaaiaa THIMI1 O0Na bl IereH KOPBITHIHIBI Kacala Ibl.
Kint ce3gep: wmudpnsik reimMudukanus; CTyAEHT MOTHBALUAICH, KOMMYHHKATHUBTIK
OCJICCHIUTIK; IIeT TUTIH OKBITY; HIU(PIBIK Kypaiaap; oibiH neMeHTTepi; Kosnniy d ko3¢ duunenTi;
WHTEPaKTHUBTI OKBITY.

Toxacrosa O.C.
HUDPPOBASI TEUMUAPUKAILIAA KAK CPEJICTBO INOBBIIIEHUS
MOTHUBAILIMA U KOMMYHUKATABHOM AKTUBHOCTH CTYJIEHTOB

AnHotauusi. B ganHON crathe paccMaTtpuBaercss uupoBas TeWMHQHKALMS — Kak
MeIarOTUYecKOe CPECTBO MOBBILICHUSI MOTHBALIMK CTYJCHTOB M UX KOMMYHUKAaTUBHOW aKTHBHOCTU
B KOHTEKCTE OOYYCHHS WHOCTPAHHOMY SI3BIKY. AKTYalbHOCTh TEMBI OINPEAEISEeTCs] BO3pacTaromeit
ponpto  1HMQPOBEIX 00pazoBaTeNbHBIX MIAaTGopM, HMHTEPAKTUBHOH OOpaTHOM CBs3M W
CTYyIEHTOOPHEHTHPOBAHHBIX 00pa3oBaTeNbHBIX TpackTopuil. Llems mccnenoBaHus 3akimovaeTcs B
000CHOBaHMHM METOIUYECKOTO MOTEeHIHada HU(POBOH reMMupUKaIuyd U IEMOHCTPALUH CIIOCOO0B
oueHKH €€ S(P(EeKTUBHOCTH TOCPEACTBOM MPEIABAPUTEIBHOM W HTOTOBOW JITHArHOCTHKH.
TeopeTnueckass 4YacTb aHAIU3UPYET Ka3aXCTAHCKYIO, PYCCKOS3BIUHYIO U MEXKIyHApOAHYIO
JUTEpaTypy 1o Hu(poBoMy 00pa30BaHUIO, HTPOBBIM TEXHOJIOTHSAM, HHCTPYMEHTaM reiiMuUKamnuy,
MOTHBAIlMd ¥ KOMMYHHKallMd B OOyYeHMH HMHOCTPaHHBIM S3bIKaM. [IpakThdeckass 4acTb
uccnenoBanusi Obuta mpoBeaeHa B Camapckuid TOCYyJapCTBEHHBIM arpapHbli  YHHBEPCHUTET.
OMnupHYecKas 4acTh IPEACTaBICHA B BUE KBa3HIKCICPHUMEHTAIBHOTO MWIOTHOTO UCCIIEIOBAHUS C
SKCIIEPUMEHTAIBHOH W KOHTPOJIBHOW Tpynmamu. B sKCepruMEHTaIbHOH MOJENH CTYICHTHI
BBITMOJNHSIOT KOMMYHHUKaTHUBHBIE 33/1aHHsI C MCIIOJIB30BaHUEM OaiiioB, YPOBHEH, 3HAYKOB, KBECTOB,
KOMaHIHbIX MHCCH M MIHOBEHHOW IM(POBOIl 0OpaTHOM CBS3M, TOTAA KaK KOHTPOJbHAs TpymIa
W3y4yaeT TOT e MaTrepual B TpaIunuoHHOM ¢opmate. B pasznene «Pesynprarter» neMoHCTpHpyeTCs
pacuér kodddunmenra d Kosna mist MOTHBaLMHM ¥ KOMMYHUKAaTHBHOM aKTHBHOCTH. MoJeNbHbIC
JaHHBIE TOKA3bIBAIOT BHICOKUH pazMep (¢ exTa B IKCIIEPUMEHTAIBHON TPYIITE, YTO CBUCTELCTBYET
0 TOM, YTO TPaMOTHO OpraHH30BaHHas WH(poBas reiMuUKAIKs CHOCOOCTBYET MOBBILICHUIO
BOBJICYEHHOCTH CTYJICHTOB, CHI)KCHHUIO KOMMYHHKATUBHON TPEBOKHOCTH M YBEIWYEHHUIO YaCTOTHI
OCMBICIICHHOTO B3aUMOJACHCTBHSA Ha 3aHATUAX. B craTbe Aenaercs BBIBOL O TOM, 4To IuQpoBas
reiMu¢ukanys sasercs 3Q(HEKTUBHON NpU yCIOBUH, YTO UTPOBBIE SIEMEHTHI TOAYUHEHBI YETKIM
00pa3oBaTeNbHBIM PE3yJIbTaTaM U COUETaloTCs ¢ pediIeKcueid, COTpYJHUIECTBOM U KPUTEPUAILHBIM
OLICHMBAHUEM.

KnrwueBbie ciaoBa: mudposas reiiMudukanus; MOTHBALHUS CTYACHTOB; KOMMYHHUKAaTHBHAsS
aKTHBHOCTb;, OOyuYeHHE HWHOCTPAHHOMY S3bIKY, IHM(POBBIE WHCTPYMEHTBI, WTPOBBIC AJIEMEHTHI;
k03¢ ¢unuent d KosHa; nHTEpakTHBHOE 00yUYCHHE.
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