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Abstract. This study investigates the effect of gamification on EFL students’ motivation, engagement, 

and vocabulary retention at Kokand State University. Using a quasi-experimental design, 30 first-year 

students were divided into experimental and control groups. The experimental group participated in 

gamified lessons using Kahoot, Quizizz, digital badges, and interactive tasks over six weeks. Data were 

collected through questionnaires, tests, observations, and interviews. Results showed that gamification 

significantly increased motivation, participation, and vocabulary learning, with a 28% improvement in 

the experimental group compared to 12% in the control group. The study concludes that gamification is 

an effective approach to enhancing both motivation and learning outcomes in EFL classrooms. 

Keywords: gamification, EFL instruction, learner motivation, communicative competence, digital 

pedagogy, educational technology, Kahoot, Quizizz, AI-assisted learning, learner engagement. 

 

Annotatsiya. Ushbu tadqiqotda Qo‘qon davlat universitetida ingliz tilini xorijiy til (EFL) sifatida 

o‘rganuvchi talabalarning motivatsiyasi, darsdagi faolligi va so‘z boyligini o‘zlashtirishiga 

gamifikatsiyaning ta’siri o‘rganiladi. Kvazi-eksperimental tadqiqot dizayni asosida 30 nafar birinchi 

bosqich talabasi tajriba va nazorat guruhlariga ajratilgan. Tajriba guruhi olti hafta davomida Kahoot!, 

Quizizz, raqamli nishonlar va interaktiv topshiriqlar asosida tashkil etilgan gamifikatsiyalashgan 

darslarda ishtirok etgan. Ma’lumotlar so‘rovnomalar, testlar, kuzatuvlar va intervyular orqali 

to‘plangan. Natijalar gamifikatsiyaning talabalar motivatsiyasi, darsdagi ishtiroki va lug‘at boyligini 

o‘zlashtirish darajasini sezilarli ravishda oshirganini ko‘rsatdi. Xususan, tajriba guruhida o‘zlashtirish 

ko‘rsatkichi 28 foizga, nazorat guruhida esa 12 foizga yaxshilangan. Tadqiqot gamifikatsiya EFL 

darslarida motivatsiya va ta’lim natijalarini oshirishning samarali usuli ekanligini tasdiqlaydi. 

Kalit so‘zlar: gamifikatsiya, EFL ta’limi, o‘quvchi motivatsiyasi, kommunikativ kompetensiya, 

raqamli pedagogika, ta’lim texnologiyalari, Kahoot, Quizizz, sun’iy intellekt yordamidagi ta’lim, 

o‘quvchi faolligi. 

 

Аннотация. Данное исследование изучает влияние геймификации на мотивацию, 

вовлечённость и усвоение лексики студентов, изучающих английский язык как иностранный (EFL) 

в Кокандском государственном университете. В рамках квазиэкспериментального дизайна 30 

студентов первого курса были разделены на экспериментальную и контрольную группы. 

Экспериментальная группа в течение шести недель участвовала в геймифицированных занятиях 

с использованием Kahoot, Quizizz, цифровых значков и интерактивных заданий. Сбор данных 

осуществлялся с помощью анкетирования, тестов, наблюдений и интервью. Результаты 

показали, что геймификация значительно повысила мотивацию, участие и уровень усвоения 

лексики, при этом улучшение в экспериментальной группе составило 28 % по сравнению с 12 % в 

контрольной группе. Исследование делает вывод, что геймификация является эффективным 

подходом к повышению как мотивации, так и учебных результатов в классах EFL. 

Ключевые слова:геймификация, преподавание английского языка как иностранного (EFL), 

мотивация обучающихся, коммуникативная компетенция, цифровая педагогика, образовательные 

mailto:aisha1208@gmail.com
https://orcid.org/0009-0004-3077-8013


 

 1123 

4 5/1 

технологии, Kahoot, Quizizz, обучение с использованием искусственного интеллекта, 

вовлечённость обучающихся. 

 

Introduction.  The integration of digital technologies into higher education has 

fundamentally transformed contemporary approaches to foreign language teaching and 

learning.[4] In recent decades, English as a Foreign Language (EFL) instruction has 

gradually shifted from traditional teacher-centered methodologies toward interactive 

learner-centered pedagogical frameworks emphasizing communication, collaboration, 

creativity, and technological engagement.[6] 

One of the most pressing challenges in contemporary EFL education is the decline of 

student motivation and communicative participation during language learning processes 

(Gardner & Lambert, 1972). Numerous researchers argue that traditional grammar-

oriented instructional methods frequently fail to maintain learner engagement, especially 

among university students belonging to the digital-native generation.[9] 

According to recent educational technology reports, more than 67% of university 

students demonstrate higher engagement levels in digitally interactive classrooms 

compared to traditional academic environments.[8] Similarly, global educational 

institutions increasingly integrate EdTech methodologies including gamification, adaptive 

learning systems, mobile learning applications, immersive learning technologies, and AI-

assisted educational platforms into language teaching practices (Huang et al., 2023). 

Within this context, gamification has emerged as one of the most innovative and 

influential approaches in contemporary EFL pedagogy. Deterding et al. define 

gamification as the application of game-design elements such as points, badges, 

leaderboards, levels, rewards, and competitive challenges in non-game educational 

environments.[4] Unlike entertainment-oriented digital games, educational gamification 

aims to increase learner motivation, emotional engagement, academic participation, and 

communicative interaction. 

The effectiveness of gamification is closely connected with psychological theories of 

motivation and emotional learning. Deci and Ryan’s Self-Determination Theory explains 

that intrinsic motivation develops when learners experience competence, autonomy, and 

social interaction.[3] Similarly, Csikszentmihalyi’s Flow Theory suggests that learners 

achieve maximum concentration and cognitive immersion when educational activities 

balance challenge and skill appropriately.[2] 

Furthermore, communicative language teaching theory supports gamification because 

interactive digital activities create authentic communicative situations encouraging 

spontaneous language production, negotiation, and peer collaboration. Educational 

platforms such as Kahoot, Quizizz, Duolingo, Wordwall, and Mentimeter increasingly 

transform traditional classroom interaction into dynamic technology-enhanced learning 

experiences. 
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Despite the growing international popularity of gamification, limited empirical 

research has investigated its effectiveness within Central Asian and Uzbek higher 

education contexts. Consequently, there exists a substantial research gap concerning the 

pedagogical effectiveness of gamified digital instruction in local EFL classrooms. 

The present study therefore aims to investigate the impact of gamification on student 

motivation, communicative engagement, vocabulary retention, and speaking confidence 

among first-year EFL students at Kokand State University. 

Literature Review. Theoretical Foundations of Gamification. The concept of 

gamification emerged from interdisciplinary research combining educational psychology, 

digital media studies, human-computer interaction, and motivational theory. Deterding et 

al. define gamification as the incorporation of game-design mechanics into non-game 

contexts for increasing participation and motivation .[4] 

One of the most influential theoretical frameworks supporting gamified instruction is 

Self-Determination Theory developed by Deci and Ryan. According to this theory, 

intrinsic motivation develops when learners experience competence, autonomy, and 

relatedness within educational environments .[3] 

Flow Theory proposed by Csikszentmihalyi additionally explains the psychological 

effectiveness of gamification. The theory argues that learners experience maximum 

concentration and emotional immersion when instructional tasks balance challenge and 

competence appropriately.[2] 

Neuropsychological research additionally explains the motivational influence of 

gamification through dopamine-related reward mechanisms. Kapp argues that 

achievement systems, badges, leaderboards, and competitive activities stimulate dopamine 

release associated with anticipation and accomplishment.[6] Constructivist learning theory 

also strongly supports gamification because knowledge acquisition develops more 

effectively through active participation and collaborative interaction rather than passive 

memorization.[11] 

Gamification and Motivation in EFL Education. Motivation remains one of the most 

decisive factors influencing second language acquisition (Gardner & Lambert, 1972). 

Gamification addresses motivational challenges by transforming educational activities into 

emotionally engaging and psychologically supportive experiences (Hamari et al., 2014). 

Recent empirical studies confirm the effectiveness of gamified instruction in EFL 

classrooms. Wang and Tahir [12] demonstrated that Kahoot-based instruction significantly 

improved learner concentration, motivation, participation, and enjoyment during English 

lessons. 

Contemporary studies additionally emphasize the role of AI-assisted gamification and 

adaptive learning systems in language education (Huang et al., 2023). Modern educational 

technologies increasingly utilize artificial intelligence to personalize learning tasks, 

monitor learner progress, and adapt difficulty levels according to student performance. 
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Despite numerous studies confirming the effectiveness of gamification, some scholars 

criticize excessive dependence on external reward systems. Hanus and Fox [5] argue that 

overreliance on points, badges, and leaderboards may eventually weaken intrinsic 

motivation if educational activities prioritize competition rather than meaningful learning 

experiences. 

Research Gap. Although international scholarship concerning gamification has 

expanded considerably during recent years, limited empirical research investigates its 

effectiveness within Uzbek and Central Asian higher education contexts. Existing studies 

predominantly focus on Western educational systems, while local EFL environments 

remain underrepresented in global academic discussions. 

Research Methodology. The present study employed a mixed-method quasi-

experimental research design combining quantitative and qualitative approaches.[1] The 

experimental study was conducted over a six-week instructional period during the spring 

academic semester at Kokand State University. 

The research involved thirty first-year university students specializing in Foreign 

Language and Literature (English). Participants were aged between 18 and 20 years old 

and demonstrated approximately B1 CEFR proficiency level. 

The participants were divided into: Experimental group: 15 students, Control group: 

15 students. 

Gender distribution included: 18 female students, 12 male students. 

Several research instruments were utilized: Likert-scale motivation questionnaire; 

classroom observation checklist; semi-structured interviews; vocabulary pre-tests and 

post-tests. 

The reliability coefficient of the questionnaire reached Cronbach’s Alpha = 0.87, 

indicating high internal consistency.[10] 

Analysis and Results. Vocabulary Performance Analysis 

Group Pre-test Mean Score Post-test Mean Score 
Improvemen

t 

Experimental Group 61% 89% +28% 

Control Group 63% 75% +12% 

The experimental group demonstrated substantially higher vocabulary retention 

compared to the control group. These findings correspond with Wang and Tahir ,[12] who 

concluded that gamified quizzes improve learner concentration and active participation. 

The statistical results demonstrate that both groups improved after the instructional 

period; however, the experimental group achieved substantially higher academic progress 

compared to the control group. Before the experiment, the difference between the two 

groups was minimal, with the experimental group scoring 61% and the control group 63% 

in the pre-test. This similarity indicates that the participants initially possessed 

approximately equivalent vocabulary proficiency levels. 
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Following six weeks of instruction, the post-test scores revealed significant divergence 

between the groups. The experimental group improved from 61% to 89%, demonstrating a 

28% increase in vocabulary performance. In contrast, the control group improved only 

from 63% to 75%, representing a 12% increase. Consequently, the experimental group 

outperformed the control group by 14 percentage points in overall improvement. 

These findings suggest that gamified instructional methodologies contributed 

substantially to vocabulary acquisition and long-term retention of lexical material. The 

higher improvement observed among students exposed to gamified instruction may be 

explained through several pedagogical and psychological mechanisms. 

First, interactive digital quizzes and competitive classroom activities increased learner 

attention and concentration during instructional tasks. Unlike traditional memorization 

techniques, gamified learning environments encouraged students to participate actively 

and repeatedly in vocabulary practice activities. 

Second, immediate feedback systems provided by platforms such as Kahoot and 

Quizizz enabled learners to identify mistakes instantly and reinforce correct answers 

through repetition and active recall. Educational psychology research demonstrates that 

immediate corrective feedback significantly strengthens long-term memory consolidation. 

Third, reward-based motivational systems including points, badges, and classroom 

leaderboards stimulated both intrinsic and extrinsic motivation. Students became 

emotionally engaged in learning activities because academic achievement was associated 

with positive emotional reinforcement and visible progress. 

Furthermore, collaborative team competitions promoted peer interaction and 

cooperative learning, which additionally strengthened vocabulary retention. Learners 

frequently repeated newly acquired lexical items during communicative interaction with 

classmates, thereby increasing contextualized language exposure and practical usage. 

These findings correspond with Wang and Tahir,[12] who concluded that gamified 

digital quizzes improve learner concentration, memory retention, classroom participation, 

and emotional engagement during language-learning activities. Similar conclusions were 

additionally reported by Hamari et al. (2014), who argued that gamification positively 

influences learner engagement and academic performance across multiple educational 

disciplines. 

Motivation and Emotional Engagement 

Questionnaire Item 
Percentage of Positive 

Responses 

Lessons became more enjoyable 87% 

Motivation increased during 

activities 
90% 

Anxiety decreased during speaking 

tasks 
82% 

Participation in discussions increased 84% 
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Questionnaire Item 
Percentage of Positive 

Responses 

Collaborative interaction improved 86% 

Confidence in speaking English 

improved 
79% 

The findings indicate that gamification positively influenced both intrinsic and 

extrinsic motivational dimensions .[3] 

The questionnaire findings demonstrate that gamification positively influenced 

students’ emotional attitudes toward English language learning. The highest percentage of 

positive responses (90%) was observed in the category “Motivation increased during 

activities.” This result indicates that gamified instructional techniques successfully 

stimulated learners’ interest, attention, and willingness to participate actively in classroom 

tasks. Competitive quizzes, reward systems, and interactive digital activities created 

emotionally engaging learning environments that encouraged students to become more 

involved in the educational process. 

Similarly, 87% of participants reported that English lessons became more enjoyable 

after the implementation of gamified instruction. This finding suggests that digital 

educational platforms such as Kahoot and Quizizz transformed traditional classroom 

activities into interactive and entertaining learning experiences. Students no longer 

perceived English lessons as monotonous or stressful academic obligations; instead, they 

viewed classroom participation as enjoyable and emotionally rewarding interaction. 

Another significant finding concerns communicative anxiety. Approximately 82% of 

students stated that their anxiety decreased during speaking activities. This result is 

particularly important in EFL education because many language learners experience fear 

of making grammatical or pronunciation mistakes while communicating in English. 

Gamified activities appeared to reduce psychological pressure by creating supportive and 

collaborative classroom environments where mistakes were perceived as part of the 

learning process rather than failure. 

The results additionally revealed that 84% of students demonstrated increased 

participation in classroom discussions, while 86% reported improved collaborative 

interaction with classmates. These findings indicate that gamification strengthened peer 

communication and cooperative learning processes. Team-based competitions, role-

playing simulations, and collaborative problem-solving tasks encouraged learners to 

interact more actively and confidently during English lessons. 

Furthermore, 79% of participants reported improved confidence in speaking English. 

Although this percentage was slightly lower than other categories, it still demonstrates 

substantial positive influence of gamification on communicative competence and speaking 

confidence. The comparatively lower figure may be explained by the fact that 

communicative confidence typically develops gradually and may require longer 

instructional periods for more significant improvement. 
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Overall, the findings indicate that gamification positively influenced both intrinsic and 

extrinsic motivational dimensions .[3] Extrinsic motivation was stimulated through points, 

badges, rewards, and classroom leaderboards, while intrinsic motivation developed 

through emotional enjoyment, collaborative interaction, and increased communicative 

engagement. These findings strongly support Self-Determination Theory, according to 

which learner motivation increases when educational environments satisfy psychological 

needs for competence, autonomy, and social relatedness. 

The findings strongly confirm that gamification positively influences learner 

motivation, communicative participation, emotional engagement, and vocabulary retention 

in EFL classrooms. 

The findings additionally support Krashen’s Affective Filter Hypothesis, according to 

which emotional comfort facilitates second language acquisition more effectively than 

stressful learning environments.[7] 

Furthermore, neuropsychological explanations provide additional understanding 

regarding the motivational impact of gamification. Dopamine-related reward mechanisms 

stimulated through micro-achievement systems strengthen concentration, active recall, and 

memory retention .[6] 

The findings additionally correspond with Flow Theory developed by 

Csikszentmihalyi.[2] Gamified activities frequently created immersive learning conditions 

balancing challenge and learner competence appropriately. 

However, the findings additionally support criticism regarding excessive competition. 

Certain weaker learners occasionally experienced stress during leaderboard activities. 

Therefore, gamification should be implemented carefully in order to balance competition 

with collaboration and emotional support. 

Practical Implications. Universities should actively integrate gamified digital 

methodologies into EFL curricula in order to strengthen learner motivation, 

communicative participation, and emotional engagement. 

Educational technologies such as Kahoot, Quizizz, Wordwall, and AI-assisted learning 

platforms may significantly improve classroom interaction and vocabulary retention. 

Teacher-training programs should additionally include professional development 

concerning digital pedagogy and gamification strategies. 

Limitations of the Study. Several limitations should be acknowledged: relatively small 

sample size; limited duration of the experiment; local educational context; focus primarily 

on vocabulary acquisition and learner motivation. 

Future longitudinal studies involving larger participant groups may provide more 

comprehensive findings. 

Conclusion. The present study has demonstrated that gamification represents a highly 

effective pedagogical strategy capable of significantly improving learner motivation, 

communicative participation, emotional engagement, vocabulary retention, and speaking 
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confidence in EFL classrooms. The findings revealed that students exposed to gamified 

instructional methodologies demonstrated considerably higher academic engagement and 

classroom interaction compared to learners taught through traditional teacher-centered 

approaches. Interactive digital platforms, collaborative competitions, reward systems, and 

communicative games transformed classroom environments into dynamic and emotionally 

supportive educational spaces that encouraged active participation and reduced 

communicative anxiety. The statistical results additionally confirmed that gamified 

instruction positively influenced both cognitive and affective dimensions of language 

learning. Vocabulary post-test results demonstrated substantially higher improvement 

within the experimental group, while questionnaire findings revealed increased 

motivation, collaborative interaction, and communicative confidence among learners. 

These findings correspond with previous international studies emphasizing that gamified 

educational environments improve concentration, learner participation, emotional 

engagement, and academic performance in foreign language education.[12] 

The research additionally supports several influential motivational and educational 

theories. First, the findings strongly align with Self-Determination Theory developed by 

Deci and Ryan [3], according to which intrinsic motivation develops when learners 

experience competence, autonomy, and social interaction. Gamified learning environments 

satisfied these psychological needs through immediate feedback, visible achievement 

systems, collaborative activities, and learner-centered interaction. 

Second, the results support Csikszentmihalyi’s Flow Theory[2], which explains that 

learners achieve maximum concentration and cognitive immersion when instructional 

activities appropriately balance challenge and competence. Gamified quizzes, role-playing 

simulations, and competitive collaborative tasks created immersive educational conditions 

that strengthened learner attention and sustained engagement throughout instructional 

activities. Third, the findings correspond with constructivist learning theory and 

Vygotsky’s social interaction model, which emphasize that knowledge develops more 

effectively through communication, peer collaboration, and cooperative problem-solving 

than through passive memorization.[11] Team-based competitions and collaborative 

digital interaction encouraged students to construct knowledge collectively and use 

English as a practical communication tool rather than merely an academic subject. 

Furthermore, neuroeducational explanations additionally clarify the effectiveness of 

gamification in language instruction. Dopamine-related reward mechanisms stimulated 

through badges, points, classroom leaderboards, and micro-achievement systems 

strengthened active recall, concentration, emotional engagement, and long-term memory 

retention (Kapp, 2012). These findings indicate that emotionally rewarding educational 

experiences may significantly improve both learner motivation and academic performance. 

The study also demonstrates that post-pandemic higher education systems should 

increasingly integrate EdTech methodologies into contemporary EFL pedagogy. Digital-
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native students demonstrate stronger responsiveness to multimedia interaction, mobile 

learning, adaptive educational technologies, AI-assisted instruction, and immersive 

learning environments than to traditional grammar-oriented methodologies .[9] 

Consequently, universities should actively modernize foreign language instruction by 

incorporating technology-enhanced learner-centered pedagogical strategies. 

At the same time, the study emphasizes that gamification should not replace traditional 

pedagogical methodologies entirely. Excessive competition and overdependence on 

external reward systems may occasionally create stress among weaker learners or reduce 

intrinsic motivation if educational objectives are not appropriately balanced (H  us & Fox, 

2015). Therefore, effective gamified instruction requires careful integration of 

collaboration, emotional support, communicative interaction, and meaningful educational 

goals.  In conclusion, gamification constitutes a powerful pedagogical strategy capable of 

transforming passive educational environments into interactive, emotionally engaging, 

technologically enhanced, and communicatively productive language-learning 

experiences. The integration of gamification into EFL classrooms not only increases 

learner motivation and academic participation but also supports the development of 

communicative competence, collaborative learning, and digital literacy skills essential for 

modern higher education. Future research may investigate the long-term impact of AI-

assisted gamification, adaptive learning systems, virtual reality environments, immersive 

educational technologies, and mobile-assisted language learning on second language 

acquisition, intercultural competence, learner autonomy, and academic achievement across 

diverse international educational contexts. 
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