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OVERVIEW STUDY ON USING GAMIFICATION IN EDUCATION
FOR PERSONALITY DEVELOPMENT

Abstract. Gamification in the educational process has attracted the attention of educators and
policymakers over the past three decades because it can increase student motivation and
engagement in various academic tasks. Intrinsic and extrinsic motivations have a special effect on
the cognitive abilities of students in learning outcomes and improve overall academic performance.
Motivation, which is an important means of achieving learning goals, motivates students according
to their interests. Since students have different perceptions of information, they can choose their
activities based on their learning preferences. This article provides an overview study on using
gamification in education for personality development. According to the research topic, ten
gamified learning cases are analysed and the relevance of digital gamification in education is
identified. This study focuses on gamification's influence on personal development through
learning, gamification in learning and business, the role of gamification in education and the role of
the English language in business by implementing gamification. As a result, the authors highlight
the role of English in business and the use of gamification in language teaching as a foreign
language. In addition, the authors identify research gaps and suggest potential future research
directions in this area.
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Anparna. [eiimudukanus 0i1iM Oepy MPOCECiHIe COHFBI YIII OHXKBUIABIKTA Iearorrap MeH
casicaTKepJep/IiH Ha3apblH ayJIapblll OTHIp, ce0ebi OJI CTYAEHTTEP/IiH MOTHUBAIMSICHIH APTTHIPHIIL,
OpTYPIIi aKaIEMHUSIIBIK TaNChIPMAJIApIbl OPBIHAAYFa KATHICYBIH KAMTaMachl3 €Te anajibl. [ImKi xoHe
CBIPTKBI MOTHBAIIMS CTYJICHTTEPAIH OKY HOTHIKEJICPIHIET1 TaHBIMIBIK KaOULIeTTepiHe epeKIle acep
eTiIl, YKaJbl aKaJeMHUSIIBIK KOPCETKIITEepiH kakcapTaasl. OKy MakcaTTapblHa JKETYIH MaHbI3IbI
Kypasibl OOJbIT TaOBUIATBIH MOTHBAIMS CTYACHTTEPl OJIAPJBIH KbBI3BIFYIIBUIBIKTAPbIHA Kapan
BIHTATAHABIPAAbl. CTyIEHTEpiH aKmapaTThl KaObUIIAybl OpPTYpal OONFAHIBIKTaH, OJAp OKY
KaJjayJapblHa Kapaid e3 OpeKeTTepiH TaHIai ananbl. by mMakanaga TyJiFaHbl JaMbITy YIOiH OiTiM
Oepyne redMuUKAIMSIHBI TMalJalaHy Typaibl IOy KapacTBIPbUIFAH. 3€pTTEy TaKbIphIObIHA
colikec OH TelMHUKaIUsIaHFAaH OKBITY >KaFdaiibl TajAaHbll, OuTiIM Oepyaeri HHQPIIBIK
reiMu(UKAIUSHBIH ©3eKTUIr aHBIKTAIIbl. by 3eprrey reiMu(UKanMsIHbIH OKBITY apKbLIbI
TYJIFaHbIH JaMyblHa ocepi, OKyJdarbl >KoHe OwusHecTeri reiimudukanus, OutiM  Oepyxeri
reiMuUKAIUSHBIH POl KoHEe TreMMHU(UKAIMIHBI KY3€Te achlpy apKbUIbI OW3HECTET! aFbUILIBIH
TiMiHIH peiiHe 0Oaca Haszap ayaapsuUiaabl. HoTwkeciHae aBTOpiap arbUINIBIH TIMIHIH OW3HECTeTi
pOTIH JKoHE TUINl IIEeT TUT peTiHAe OKBITyJa TeWMU(UKAIMSIHBI KOJIIAHYIbl aran KepceTeli.
ConbiMeH KaTap, aBTOpJap 3epTTey KEMIIUTIKTepPiH aHBIKTaWIbl KOHE OCHI callafiaFbl OoJallak
3epTTey OAFBITTAPBIH YCHIHA/IBI.

Kiar ce3nep: cryneHt, 0inim, TUPPIBIK, TeMUPUKAIUS, aFBUTIIBIH T1JI1.
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O030pHoe HccIe10BaHNE N0 HCMOJb30BAHUIO FeiiMupUKaIHN B 06pa30BaHNHT
IS pa3BUTHS JTUYHOCTH

AnHoTaunus. [eliMudpukanuss B o00pa3oBaTelNbHOM IpolLleCCe MPUBJIEKIa BHUMaHHE
npernojaBaTesnell U MOJUTUKOB 3@ MOCIEAHUE TPU JECATHIIETHUS, TOCKOJIbKY OHA MOKET MOBBICUTH
MOTHBAIMIO y4yalllUXCsd M MX y4YacTHE B Pa3IUUYHBIX aKaJIeMUYECKHX 3ajJadax. BHyTpeHHss u
BHEUIHSS MOTHBAIIMS OKa3bIBalOT 0CO0O€ BIUSHUE HA MO3HABATEIbHbIE CIOCOOHOCTH yYallluXcsl B
OTHOIICHUU PE3yAbTATOB OOYUEHHUS W YIYUIIalOT OOIIyI0 ycreBaeMocTh. MoTHBalMs, KOTopas
SBJIETCS BAXXHBIM CPEACTBOM JOCTIIKEHHUS I1eled OO0ydeHHs, MOTHUBHUPYET yyalluXcsi B
COOTBETCTBHUH C UX MHTepecamu. [IoCcKobKY ydaluecs mo-pa3HoMy BOCIIPUHUMAIOT HH(GOPMAIIHUIO,
OHU MOTYT BBIOMpATh BHUJbI JEATEIBHOCTH MUCXOJs U3 CBOMX Y4YEOHBIX MpearnouTeHuil. B manHoi
CTaThe MPeACTaBIECHO 0030pHOE HCCIIeI0BaHNE UCTIONB30BaHuUs reMMUpUKAIIMN B 00pa30BaHUM JIJIs
pazButug  guuHocTH. [lo Teme  uccnenoBaHMA — NPOAHAIM3UPOBAHBI  JIECATH  KEHMCOB
reiMUQUIMPOBAaHHOTO OOY4YEeHUS W BBISBICHA AaKTyaJbHOCTh IUGPOBON relMuuKanuu B
oOpa3zoBaHuH. B 3TOM uccnenoBaHMM OCHOBHOE BHUMAHUE YIENSETCs BIMSAHUIO reiiMudukanum Ha
pa3BUTHE JUYHOCTH TOCPENCTBOM OOydeHHus, reiimMudukanum B OOydyeHMM H Ou3HEce, poJin
reiiMupuKaui B 0Opa3oBaHMM W POJM AHIJMICKOrO si3blka B OW3HECe IyTeM BHEIPEHUs
reiiMu¢ukanui. B pesynbraTte aBTOpHl MOJYEPKUBAIOT POJIb AHIVIMHCKOrO s3bIKa B OM3HEcCE U
UCMOJIb30BaHUE reiMuuKanuu npu oO0ydyeHHH Kak MHOCTpAaHHOMY s3bIKy. Kpome Toro, aBTOpBI
BBISIBJIIIOT IPOOENbl B MCCIENOBAHUSAX U MPEANararoT MOTEHLUMANbHblE OyAyllde HampaBiIeHUs
MCCIIEIOBAaHH B 3TOM 00JaCTH.

KuroueBble ci1oBa: cTyaeHT, oOpa3zoBanue, IudpoBoe, reiMuduKanys, aHrTHHCKAN S3BIK.
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Introduction

A gamification is a learning tool for digital natives, second foreign language learners and
other disciplines. Through it, students get used to the way of learning and the free atmosphere, and
they form their internal motivational skills because when learning through the game, information
about the student's achievements is visible [1, 2]. This approach is particularly effective for
independent learners because it provides an interactive and engaging environment that promotes
active learning. It has been scientifically proven that gamification has a great impact on student
activity and motivation [3]. For this purpose, computer technology is used in all aspects of human
life [4], especially in educational sectors [5]. The online atmosphere can be used as a simulator for
pre-service professionals to train their skills. For instance, through online simulators, they can
develop their interpersonal skills without any conflicts [6]. Gamification has gained significant
attention in the use of augmented reality technology in cultural heritage. Boboc et al. (2022) provide
an overview of the applications of augmented reality in cultural heritage over the last decade [7].
They highlight the growing interest in gamification as a means to enhance visitor engagement and
interaction with cultural heritage sites. By incorporating game elements, such as challenges,
rewards, and competition, gamification can create immersive experiences that promote active
participation and learning. However, the specific impact of gamification on personal identity in the
context of cultural heritage remains unexplored. In the next subsections, the authors will explore
such research questions about:

1. How gamification impacts personal development through learning;

2. Gamification in learning and business;

3. The role of gamification in education;

4. The Role of English Language in business by implementing Gamification.

Research methods and materials

This study is a review approach and uses secondary data from published reliable research
sources. The authors rely on a scientific method that aims to introduce the reader to research results,
ideas and discussions on personal development through gamification, the role of gamification in
education, and the role of the English language in implementing gamification. As research findings,
the authors will summarize this review study with knowledge gaps and future research
recommendations.

Results and discussion

Literature review

How gamification impacts personal development through learning

The use of gamification during education has become recognized as a powerful tool to
influence the development of the individual. In their 2019 study, Gatti, Ulrich, and Seele found that
consistent use of gamification has an impact on student learning outcomes. They suggested that
gamification reinforces emerging “psycho-politics” around measuring and changing students' social
and emotional learning, and posits that gamification can impact personal development by
incorporating it into the learning process. This shows that gamification is relevant to the
implementation of current educational programs and has the potential to influence the personal
development of students [8]. In a similar vein, Williamson (2017) discussed the effect of
gamification on the socio-emotional state of the student through educational technologies. The
author considered the relationship between gamification methods and the psychological concepts of
the learner's character development and personal qualities, thus further emphasizing the possibility
of gamification to influence the development of the individual through education [9]. On the other
hand, Leclercq, Poncin, and Hammedi (2017) provided insight into the potential of gamification to
increase engagement and participation, which are important components of effective learning and
personal growth [10].
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In addition to learning through play, its integration into business demonstrated the potential
for personal development through play. Sidali et al. (2015) argue that tourism as a rural
development strategy meets the potential of gamification, thereby creating niche experiences
tailored to individual preferences, and contributing to personal development [11]. This means that
by preserving cultural heritage, people have the opportunity to connect with their past historical
culture and develop self-awareness and understanding. Destruction of the traces of the past due to
modernization leads to nostalgia, so it is necessary to strengthen the need to preserve these traces
[12]. This shows the importance of heritage tourism in preserving and protecting cultural heritage.

The needs of most tourists are based on the psychological need to change their current living
conditions in some temporary way when their economic conditions are fully improved; their main
motivation is to refresh the body and soul, to relax the mind or to achieve a higher level of success;
for tourists, the purpose of tourism is emotional gain or material gain, and interest is the main factor
in choosing a tourism product. Currently, detailed information about various tourism products in
our country or internationally is available and each tourist destination and tourism product's unique
features are highlighted. It is ideal to experience all these tourist products under current conditions,
so tourists must follow their interests. To choose tourism products that suit them; ideals, beliefs, and
worldviews are higher-level tourism psychological activities. Tourists accurately position their
psychological goals for travel through their own beliefs or ideals. The reflection of worldview
focuses on the tourism process. Every cognition and perception in it [13]. Moreover, a person forms
an idea of himself as a subject of travel, his personal and social identity, forms an idea of the role of
travel in development, of how travel can and should be used to look for solutions to internal and
external problems. Thus, this literature review showed the insightful potential of gamification
integration into tourism business for personal development. Through interaction with tourism
products, participants gain pleasant experiences, realize self-worth, and promote psychological
growth.

Gamification in learning and business

Gamification is the concept of applying game elements such as mode, value, and incentives to
various life experiences, such as shopping for groceries, visiting websites, learning, etc. [14]. The
use of digital technologies through gamification is effective because it facilitates the learning
process and helps to increase the activity and motivation of students. For example, at Khan
Academy, a student can register online for free and study all e-learning materials on their own, with
specific assignments for each new topic (Figure 1). In addition, the student not only studies, but also
checks and monitors the acquired knowledge. The future of such training is very great for the next
generation. Khan Academy is an open access e-learning that constantly uses gamification practices
to measure progress and achievements, display student learning percentages on leaderboards. It
employs personalized and student-centered teaching approaches and covers several subjects such as
maths, English as a foreign language, art, sciences, humanities, economics, ect.

It is attracting considerable attention in various fields, including education and health.
However, its application and impact on the business industry have not been extensively explored.
Nowadays everyone can create their online profile as an individual on the www... page. Interaction
between the Internet and a person is getting a special social space. Personal information is
transferred into the digital area. From the perspective of behavioural psychology (like implementing
online gamification elements), people are influenced by digitalization. It is becoming a usual action
that a user interface is designed to make people consent to their sharing of data or buying things. Xu
et al. (2013) stated that the purpose of implementing gamification in the tourism industry falls into
two groups such as increasing the motivation of tourists by using online gamification to gain a
behaviour change (for example, buying products), and enabling tourists to value co-creation (for
instance, provoking an intrinsic motivation). In addition, with gamification, tourists can enjoy their
time digitally through smartphones, tablets, or other digital devices [15]. For example, during a haul
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flight, passengers can be delved into online games. When they are engaged in online games, they
can feel different emotions like in real life [16].

Courses a Search ( iff‘} Khan Academy Donate 7 zhaina kas\yn’
MATH: PRE-K - 8TH GRADE MATH: HIGH SCHOOL & COLLEGE SCIENCE ARTS & HUMANITIES READING & LANGUAGE ARTS
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Kids) NGSS
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2nd grade 82% NGSS
Integrated math 1 AP®/College US Government  4th grade
3rd grade 83% e o Middle school physics m & Politics St
ntegrated math 2 NGSS 5th grade
4th grade 2% World History Project
) Integrated math 3 High'school biology Origins to the Present 6th grade
5th grade 1% X
‘ Algebra basics High school biology - NGSS World History Project - 1750  6th grade (expanded) (I3
6th grade to the Present )
: Trigonometry High school chemistry (ED 7th grade
7th grade 5 AP®/College World (D .
Precalculus Hishischool physice History 8th grade (@)
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A High school statistics High school physics - NGSS Big History Project
See Pre-K - 8th Math
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Statistics & - %
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MATH: GET READY COURSES College algebra (ED AP®/College Chemistry AP®/College Art History /S\u' all Reading & Languag
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) 9 P/ : s AB ;
Get ready for 3rd grade 81% AP®/College Calculus AE AP®/College Environmental See all Arts & Humanities
3 Get ready for 4th grade 88%  AP®/College Calculus BC Sserics LIFE SKILLS
o/ AP®/College Physics 1 ECONOMICS
Q\ Get ready for 5th grade 25% AP®/College Statistics < Social & emotional learning
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Macroeconomics
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Linearalgebra oo

Figure 1 — E-learning at Khan Academy (https://www.khanacademy.org)

One specific area where gamification has been applied is science education. Gamification in
science education aims to increase student engagement and promote scientific thinking. It has the
potential to address the decline in students’ motivation towards science learning [17]. These studies
highlight the positive impact of gamification in science education, but there is a need for further
research to explore its specific applications and effectiveness in different science disciplines.

' :

\‘) ‘.
1l
Figure 2 — Virtual Reality in the business by Justin Wong

(https://topsoftwarecompanies.co/virtual-reality/importance-of-virtual-reality-solutions-in-your-
business)
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According to Justin Wong (2020), Virtual Reality (VR) is one of the main technological
innovations of today. Initially, it was used as a convenient technology for games and entertainment.
Today, VR is used in different applications, including education and business. Figure 2 VR
solutions for education and training, tourism, interior design, etc. show different features used in
business; VR provides a virtual experience that allows people to simulate real-life situations. This
way of learning can solve some of the problems in education by allowing students to perform real-
life problem tasks.

The role of gamification in education

Several studies have demonstrated the effectiveness of gamified technologies in facilitating
language learning. Virtual reality technologies with gaming strategies can be used to learn a foreign
language. This suggests that incorporating gamification elements into language learning activities
can enhance student engagement and improve learning outcomes. Furthermore, Alobaid (2020)
reported that students in the experimental group outperformed their counterparts in the control
group in terms of vocabulary learning outcomes, enjoyment, and motivation [18]. These findings
provide strong evidence for the positive impact of gamification on English language learning.

With the widespread adoption of digitalization, gamification has received considerable
attention in the educational context, with the field of teaching English as a foreign language (TEFL)
being no exception. According to Deterding et al. (2011), gamification refers to “the use of game
design elements in non-game contexts” [19]. The elements of game design can be divided into the
following two categories; obvious and hidden categories. The first concerns the game-like
components of commercial video games, for example, points, badges, leaderboards, avatars, and
virtual money. The second involves underlying mechanisms related to people's inherent
psychological needs that make gaming activities enjoyable. Feedback, achievement, competition,
cooperation, challenge, avoidance, ownership, and user control are examples of hidden game design
elements. It should be noted that gamification occurs not only in digital modality but also in non-
digital mode [20]. However, in most sources, gamification involves the use of technology since the
term itself first appeared in the digital media sector in 2008 and achieved broad utilization in 2010.

Recent research in the realm of education has yielded compelling results that show the
considerable benefits of gamification. First and foremost, gamification provides a viable alternative
to traditional education, offering a highly engaging approach. This is crucial because engagement is
positively linked to student success outcomes, including satisfaction, perseverance, and academic
results [21]. For instance, Sun and Hsieh (2018) conducted quasi-experimental research aiming to
examine the impact of the gamified interactive response system (IRS) on high school students’
intrinsic and extrinsic motivation, engagement, and attention levels in English classes [22]. The
findings indicated that the gamified IRS positively affected the participants’ intrinsic motivation,
overall engagement, emotional engagement, and focused attention, which was attributed to the
interactive and competitive nature of the system. Similarly, Koppitsch and Meyer (2021) compared
the effects of gamified activities with and without points and found that point-based gamification
was more effective in engaging students than the traditional lecture, but no significant difference
was observed between point-based and poll-based gamification [23]. Despite the advantages, the
results also showed that point-based gamification led to low learning retention as students were
more focused on scoring points and winning the game than carefully thinking. Therefore, it was
highlighted that instructors must consider reinforcing the content covered in gamification activities.

Another benefit of gamification lies in its positive impact on students’ academic performance.
For example, Arufe Girdldez et al. (2022) analyzed the impact of a multimodal gamified learning
environment on university students’ final grades [24]. The researchers developed a system of
points, leaderboards, and levels that were awarded to students for willingly completing academic
tasks. According to the results of a two-year experiment, students from the intervention group
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scored better than those in the group that was taught using traditional teaching methods. Thus,
gamification has the potential to improve learners’ academic performance.

In the context of Kazakhstan, Seilbayeva (2021) did a qualitative study to investigate ‘Bilim-
Innovation’ lyceum teachers’ experiences and perceptions of gamification [25]. The sample
included instructors from different disciplines across eight schools. It was revealed that teachers’
attitudes towards gamification are mainly positive, as gamification reduces both teachers’ and
students’ workload. Additionally, it was suggested that school instructors be provided with
structured training in integrating gamification into their classes. Assan and Kunanbayeva (2023)
explored the influence of various interactive technologies, such as gamification, online platforms,
and virtual reality, on the development of Kazakhstani language learners’ communicative
competence [26]. A mixed-methods approach, involving pre- and post-tests to measure
communicative proficiency, semi-structured interviews with both language learners and teachers,
and classroom observations, was applied. The findings demonstrated that the incorporation of
gamification, online platforms, and virtual reality in English teaching significantly enhanced
students’ language proficiency, motivation, and communication skills. English language was the
most commonly used language to evaluate the effectiveness of gamified technology in language
learning. This highlights the significance of gamification in English language education and its
potential to enhance language proficiency.

The Role of English Language in business by implementing Gamification

English is considered the most widely used and spoken language in international tourism,
playing a crucial role in delivering quality service in the tourism and hospitality industry. However,
the effective teaching and learning of English for tourism purposes have been a challenge. In recent
years, gamification has emerged as a potential solution to enhance the learning experience and
outcomes in English as a Second Language (ESL) contexts. Gamification, the use of game elements
and mechanics in non-game contexts, is effective in supporting the learning of English as a second
language. It has been shown to enhance engagement, motivation, and satisfaction among learners
[3]. Teachers can create interactive and immersive learning environments on tourism to increase
students' motivation to participate in classes and accelerate foreign language learning. English for
special purposes and English for tourism also play a major role in teaching English in the field of
tourism. Therefore, to improve practical ability and communicative ability, it is necessary to
develop an English language communication test suitable for tourist professions and to scientifically
study their tourist language ability [27].

In addition, thematic analysis methods used in bilingual cross-linguistic studies are important
to study the role of intangible cultural heritage in tourism. The relationship between climate change
and the media structure of tourism can be explored by collecting and analyzing publications in
English. All this shows the importance of improving the English language for effective
communication and sustainable development in tourism. Due to the restriction of movement during
the COVID-19 pandemic, there is a need to integrate technologies such as mobile language
learning, gamification, and virtual reality into English teaching to develop online tools to support
English language learning and create a learning format.

Research results

Gamification has been explored in education and healthcare for some time, but it has only
taken off in the tourism industry in recent years. Research on gamification in tourism should be
strengthened and the combination of gamification and tourism should be explored in education to
improve tourist engagement and satisfaction by enhancing the tourist experience. On the one hand,
with the emergence of sustainable tourism, gamification is combined with sustainable tourism, and
games are used to help tourists improve their sustainability awareness and learn related sustainable
behaviours, such as saving resources, protecting the environment, etc., and investigating
gamification practicality and effectiveness in promoting sustainable tourism practices. This research
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could provide insights into the role of gamification in promoting sustainable tourism and its impact
on tourists' attitudes and behaviours.

Table 1 indicates the positive results of ten case studies about gamification usage in the
educational sectors worldwide. It was published by Nikita Verma on February 19, 2023.
Gamification has the potential to transform teaching approaches positively. As can be seen from
Figure 3, gamification on student engagement, motivation, and learning performance plays a crucial
role. The case at the National Technical University of Athens shows an increase of 89% in student
performance through problem-based learning by playing an online game called “Horses for
Courses” among 365 students who were majoring in statistics. The case led to a 65% rise in online
user engagement through Online Travel Training in Europe. By playing online, American students
boosted their memory and recall by 40%, according to the Federation of American Scientists. They
highlight that if a student is engaged in learning by himself, he can retain 90% of what he has
learned online by using gamification. A conducted survey among 124 students measured their
behaviour attitudes and revealed that their motivation and engagement levels rose to 68% in the
gamified course than a traditional course. Students need to get feedback from their tutors after
completing home assignments and the case study highlights a 300% higher homework completion
rate when using a gamified course with levels and an online feedback system. Moreover, the next
case states that gamification enhances learning motivation and reduces boredom; using gamification
in training increased students' motivation by 44%.

Medical students

The US Food and Drug Administration
Students’ understanding of the curriculum
A gamified tutorial system

The use of gamification in training

A study for homework tasks

A survey

Federation of American Scientists
National Technical University of Athens

Online Travel Training

0% 50% 100% 150% 200% 250% 300% 350%

*https://axonpark.com/how-effective-is-gamification-in-education-10-case-studies-and-
examples/#:~:text=1t%20was%20found%20that%20challenge,the%20students%20increased%20by%2034.7
59%25.

Figure 3 — Ten case studies about gamification in the educational system

The next case studies mention that learners using gamified tutorials completed tasks 57%
faster than the control group, whereas 260 students were asked by the end of the semester about the
implementation of gamification in their future curriculum and it was revealed that 75% of students
understood their learning process effectively thank the gamification activities and 89% of them
wanted to be engaged in gamification in other subjects as well. In addition, gamification is also
beneficial for inclusive education, as the case study about children with attention deficit
hyperactivity disorder reported positive outcomes in attention after having regularly played
“EndeavorRx”, 73% of children improved their attention in the learning process. In the case study
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with medical students, 95% of the medical learners agreed that they were engaged during the
gamified session and shared their insights about the better activity than traditional lectures. Table 1
about ten gamification case studies proves that gamified learning is, even more, fun, social, and
easy to create interactive learning lessons; using gamified courses is more interesting than
traditional lectures for students and accessible across a wide range of platforms.

Research Gaps for the Future

Future research should investigate the effectiveness of other technologies, such as virtual
reality and mobile-assisted gamification, in facilitating English language learning. Furthermore, the
potential of gamification in learning languages other than English should be explored to understand
its cross-linguistic applicability. Lastly, considering the ongoing pandemic outbreak, future research
should focus on exploring innovative pedagogical methods that integrate gamification to facilitate
remote English language learning.

Conclusion

To sum up, gamification has become a valuable tool in education, particularly for teaching
English as a foreign language. Recent studies highlighted the advantages of gamification, namely a
positive impact on engagement and academic performance. Research in Kazakhstan showed that
instructors have favourable views toward gamification and that the implementation of gamification
can boost learners’ motivation, language proficiency, and communicative skills. In general, the
concept of gamification in the Kazakhstani setting is understudied; therefore, further research on
this topic should be conducted. Additionally, innovative pedagogical methods that integrate
gamification should be explored to facilitate remote English language learning during the pandemic.
Thus, gamification has the potential to revolutionize language learning and create engaging and
immersive learning experiences for students. The English language plays a vital role in the business
industry, and gamification has emerged as a promising approach to enhance English language
learning in this field. By combining game elements and mechanics in language teaching, teachers
can have an engaging lesson that improves interactive learning outcomes.

Research recommendations. It is recommended to focus on the development of innovative
and effective gaming approaches. Additionally, the focus should be on investigating the specific
strategies and methods of gamification that are most effective in teaching.
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