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Abstract. This article examines the impact of gamification and video games on the process of
learning English among students studying in the field of tourism, in order to develop their language
skills and increase motivation. The study was conducted at the International University of Tourism
and Hospitality in Turkestan and was based on a mixed method, including questionnaires,
observation and interviews with students and teachers. The study involved 15 first-year students
who used the Quizlet platform for four weeks to learn new vocabulary. The motivation scale for
language learning and the Quizlet questionnaire were used to assess their motivation and attitude
to the gamified approach. According to the results of the pre-test and post-test surveys, as well as
the t-test for paired samples, there were no statistically significant differences (p = 0.476) in the
level of vocabulary proficiency, although there was a slight improvement. At the same time,
observations and interviews have shown that gamification promotes active participation of
students, positively affects their motivation and makes language learning more interactive and
exciting. The teachers also noted an increase in student engagement and an improvement in the
classroom atmosphere.

Keywords: gamification, motivation, tourism students, interactive learning, learning foreign
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Itroduction

Games have been used as one of the teaching methods since ancient times. Well, in the
modern education system, they became popular only in the 18th and 19th centuries. In Europe and
America, games were used to develop essential life skills such as math, reading, and even moral
values. These methods were practical in nature, which prepared children for solving complex real-
life tasks, strengthening their social and cognitive abilities in learning.

With the development of pedagogy in the twentieth century, games began to be perceived not

*Bisre gypsoic ciateme kacanbiz. Abdikhanova Zh., Shogparov A., Nurmanova A. Gamification
in Learning Language: A Case Study of Teaching Language to Tourism Students // Bulletin of the
International university of Tourism and Hospitality. -2023. —-No4(6). -b. 28-37.
https://www.doi.org/10.62867/3007-0848.2024-4/6.03

*Cite us correctly: Abdikhanova Zh., Shogparov A., Nurmanova A. Gamification in Learning
Language: A Case Study of Teaching Language to Tourism Students // Bulletin of the International
university of Tourism and Hospitality. -2023. —No4(6). —b. 28-37.
https://www.doi.org/10.62867/3007-0848.2024-4/6.03

28



https://www.doi.org/10.62867/3007-0848.2024-4/6.03
mailto:zhadyra.abdikhanova@mail.ru
https://www.doi.org/10.62867/3007-0848.2024-4/6.03
https://www.doi.org/10.62867/3007-0848.2024-4/6.03

Bulletin of the IUTH, Volume 4(6), 2024

just as a form of entertainment, but also as a powerful tool for learning and developing cognitive
and non-cognitive skills in children and adults. The work of such prominent theorists as Jean Piaget,
Lek Vygotsky and John Dewey made significant contributions to this shift. Piaget emphasized the
role of games in cognitive development, Vygotsky explored how games contribute to socialization
and the acquisition of cultural skills, and Dewey considered games as a way to actively involve
students in the learning process [1], [2].

By the middle of the twentieth century, games were increasingly included in educational
programs to make learning fun and interesting. This included board games, role-playing games, and
simulation exercises that helped students learn various complex concepts in practice. These
methods were used not only in elementary schools, but also in secondary and higher educational
institutions.

By the middle of the twentieth century, games were increasingly included in educational
programs to make learning fun and interesting. This included board games, role-playing games, and
simulation exercises that helped students learn various complex concepts in practice. These
methods were used not only in elementary schools, but also in secondary and higher educational
institutions.

From the end of the twentieth century to the present day, educational games have become
even more important due to the development of computer technology and digital platforms.
Interactive games and simulations have become an integral part of many educational programs
around the world. They promote the study of subjects such as languages, mathematics and natural
sciences, as well as develop critical thinking and the ability to work in a team and solve a problem
in pairs. Modern research highlights the effectiveness of games in learning. They improve
concentration, increase motivation and contribute to a deeper understanding of the material. In the
era of distance learning and online courses, gaming methods continue to evolve, integrating with
technologies such as virtual and augmented reality, as well as artificial intelligence. These
innovations open up new horizons in education, making the learning process not only effective but
also highly exciting and enjoyable.

Recent research has shown that gamification can significantly improve students' language
proficiency by encouraging active participation and enhancing the learning process through
repetition and feedback [10]. The use of game elements not only makes learning more enjoyable,
but also satisfies the diverse learning needs of students, especially in travel programs where
multilingualism and intercultural communication are important. The study by Anderson and Dill
once again confirms the idea that gamification in education can lead to increased motivation and
academic achievement [9].

As Khamrakhodzhayeva and others emphasize, «the game is a method of pedagogical
activity, which is a kind of recreation, entertainment when teaching a subject. The role of play in
foreign language lessons is huge, as it allows you to make the learning process attractive and
interesting for every student [5]. And if students speak a foreign language at the same time, then it
can provide even more learning opportunities. Gaming activity has a great impact on attention,
memory, thinking, imagination, and requires some tension of emotional and mental forces. Games
should correspond to the level of training of students and be necessary for passing a certain
grammatical or lexical material. With the help of the game, pronunciation is well practiced, lexical
and grammatical material is activated, listening and speaking skills are developed. It can be used to
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relieve psychological fatigue; it can be used to mobilize students’ mental efforts, develop their
organizational skills, instill self-discipline skills, and create an environment of joy in the classroom»
[5].

The multifaceted advantages of games in language learning lies in the ability to
simultaneously affect a variety of cognitive and linguistic skills. According to Khamzakhodzhayeva
et al., "games are effective in developing attention, memory, thinking and imagination." These
classes often require students to make emotional and mental efforts, which deepens their
engagement and contributes to a meaningful learning experience [5].

In addition, the games can be adapted to different levels of students' preparedness in
accordance with specific grammatical or lexical topics. This allows university students in the field
of tourism to effectively practice pronunciation, develop a rich vocabulary, strengthen listening and
speaking skills, which is important for future tourism specialists. Games also serve as a universal
means of combating psychological fatigue, which allows you to constantly concentrate during the
lesson. Games help to mobilize students' cognitive efforts and develop organizational skills,
develop self-discipline, which would not hurt a tourism specialist in the future.

One of the strengths of gamification is its adaptability to individual learning needs. For
example, within the framework of ged travel programs, students may need to quickly acquire
functional language skills, role-playing and simulation-based activities can immerse students in
real-world situations such as navigating airports, checking into hotels or participating in
intercultural conversations. These skills are especially important for students working in the tourism
industry, where effective communication is the cornerstone of professional success. Motivation,
being a key factor in language acquisition, connects education with future career opportunities and
professional growth. Future tourism professionals should be ready not only to represent themselves,
but also to communicate effectively in a scientific, business and international environment that
would allow them to attract potential customers. By integrating game mechanics such as scores,
leaderboards, and rewards into language education, gamification aims to increase student
engagement, motivation, and create an interactive learning environment. Mastering a foreign
language for students in the field of tourism has an important role, since tourism includes
communication in society, which implies the ability to communicate in different languages.

Effective use of language is impossible without a sufficient vocabulary [7]. Language learners
find that the process of memorizing vocabulary is considered boring and unpleasant during
learning, so it is difficult for them to master a large number of dictionaries and use them effectively
in context [12]. In this regard, foreign language teachers should provide an effective and interesting
way to learn a language. Thus, learning languages through games is gaining momentum now. 4 21
«Recent changes in Information Technology have led to the evolution of new types of web tools to
provide need of the new generation, Gen Z (Generation Z), who lives and breathes technology.
However, implementing ICTs to teach foreign language develop into vital part of foreign language
teaching in order to assure that this will increase learners' interest and language development in the
learning process» [8]

This article explores the role of gamification and video games in language learning, namely
their impact on students in the field of tourism. It also examines the effectiveness of gamification in
the development of various skills among tourism students and their benefits in quickly learning new
words, using correct grammar in difficult situations.
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Methodology

To assess how effective gamification is in language learning, the researchers used a
combination of methods. A group of first-year students from 18 students of the International
University of Tourism and Hospitality in Turkestan were interviewed to find out their opinion about
the gemified language studies. This study focused on the target group of students in the 2023-2024
academic year. Several four-week play sessions were held. To collect the data, the researchers used
pre- and post-test tests to assess progress. Using the difference between the tests, the researchers
analyzed their language skills and level of engagement before and after, as well as during the
learning process using gamification in foreign language lessons. The data collection used the
motivation scale for language learning and the Quizlet questionnaire [13],[14]. The motivation scale
for learning English consists of 24 points and is designed to measure the motivation of students to
learn English using gamification in learning languge.

The students showed their agreement and disagreement in accordance with the options on a
five-point Likert scale, the range of which is from one (categorically disagree) five at a time (I fully
agree). Dizon's questionnaire included 23 items and the first six of them were devoted to students'
preferences in language learning, and the rest were based on the introduction of game-based
teaching methods according to Davis. In addition, observations during classes, as well as interviews
with both students and teachers, made it possible to better understand the impact of gamification on
learning outcomes.

For four weeks, students were taught a new vocabulary using Quizlet, and the game strategies
of language learning were introduced into the process of this lesson, which were conducted by their
teachers at that time. Next, the researchers sent links to prepared cards that corresponded to the
course program. For a deeper understanding of the impact of gamification, observations of the
educational process were conducted, as well as interviews with teachers and students after each
lesson during the entire research process.

After completing the course, participants filled out post-test questionnaires, then the test
results were analyzed using the SPSS program. Standard deviations and average estimates were
calculated. To determine statistically significant changes between the results of the pretest and the
post-test, the t-criterion for paired samples was applied. Thus, the results of the study made it
possible to determine the expected progress of the students of the experimental group and to
identify the influence of gamification on their academic achievements.

Results and discussion

Table 1 shows the average scores of students for the preliminary and subsequent testing. The
results showed a marked improvement in the vocabulary of students after completing lessons
through the use of gamification, including Quizlet. The value of n is exactly 0.015, which indicates
the statistical significance of the results.

Table 1 - The results of pre-test and post-test

Mean N Std.Deviation | Std.Error Mean t Sig.
Pair 1 Pre-test 3.6278 | 18 0,33610 0,07922 | -2,933
Post-test | 4.0333 | 18 0,35385 0,08336
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Figure 1 shows the amount of time that 18 students spent learning new vocabulary through
various classroom games each week. The results show that the participants devoted enough time to
study, and most of them devoted from thirty to sixty minutes a week to it. A number of students
demonstrated exceptional dedication, spending more than sixty minutes on careful assimilation of
the material.

Figurel — Amount of spent time to learn new material with the help of gamification.

How much,time did you spend to learn new material with the help of
more than 60 minutes games in the class?

between 40-60 minutes

between 20-40 minutes

less than 20 minutes

Table 2 - Average values and standard deviation according to the questionnaire data.

N Minimum Maximum Mean Std.Deviation

Total 18 3.00 5.00 4.1222 0.47856

The average value and standard deviation of the variables are shown in Table 2 above. The
average value for the constructions was more than four, indicating a positive attitude of students
towards the use of various gamified methods and video games in the EFL classroom. The study,
conducted at the International University of Tourism and Hospitality in Turkestan, involved 15
first-year tourism students who used the Quizlet platform for four weeks to build vocabulary. A
mixed-methods approach was employed, combining pre-tests, post-tests, observations, interviews,
and questionnaires to evaluate vocabulary acquisition, motivation, and students’ attitudes toward
gamified learning.

Observations revealed consistent and active participation in vocabulary-building games, with
students spending 20 to 60 minutes weekly, as illustrated in Figure 1. None of the participants
exceeded the allocated 60 minutes, indicating that the schedule was well-aligned with their
preferences and capacity for focused engagement. During these sessions, students were frequently
observed interacting with Quizlet cards, demonstrating concentration and enthusiasm. Many
voluntarily shared their progress with peers, and this enthusiasm extended beyond the classroom, as
noted in their independent use of the platform.

Interviews with students supported these observations, with participants expressing that
gamified methods made vocabulary learning engaging and enjoyable. They frequently highlighted
the interactive nature of games as a key factor in maintaining motivation. Students noted that tools
like Quizlet helped them break down complex vocabulary into manageable chunks, making the
material less daunting. The inclusion of gamified elements such as leaderboards and timed quizzes
also contributed to their intrinsic motivation, fostering a sense of accomplishment and progress.

Teachers similarly emphasized the positive impact of gamification on student behavior and
outcomes. They noted higher levels of class participation and an improved overall classroom
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atmosphere. According to one teacher, the playful, competitive nature of the approach encouraged
students to collaborate and communicate more effectively, especially during group activities. The
improved retention of vocabulary was another significant benefit observed by the teachers, who
compared the results with those of previous semesters where traditional methods were used.

In addition to classroom dynamics, the study highlighted gamification’s adaptability to
varying levels of student preparedness. For tourism students, this adaptability proved particularly
valuable in simulating real-world scenarios. Role-playing and situational exercises, such as
navigating airports or managing customer interactions, were noted as effective ways to connect
language learning with practical professional skills.

The integration of gamification into language learning aligns with prior research, such as that
by Khamrakhodzhayeva et al., which emphasizes its role in enhancing cognitive skills like memory,
attention, and problem-solving. Teachers in this study also observed similar effects, noting that
students became more resilient in tackling challenging vocabulary and displayed better
organizational skills over the study period.

The pre-test and post-test analysis, while not showing statistically significant differences (p =
0.476), indicated a slight improvement in vocabulary acquisition, suggesting that gamification may
primarily impact engagement and motivation rather than immediate test performance. Nevertheless,
this increase in enthusiasm and participation has long-term implications for sustained learning,
particularly in professional programs where language proficiency is critical.

These findings further substantiate the view that gamification not only improves academic
outcomes but also develops soft skills essential for tourism professionals, such as teamwork,
adaptability, and effective communication in diverse settings. The use of Quizlet as a primary tool
demonstrated how gamified platforms can be seamlessly integrated into educational programs to
meet both pedagogical and industry needs.

Conclusion

The findings of this study demonstrate that gamification is an effective and engaging
approach to language learning for students in travel-related programs. When integrated into
language courses, gamified activities such as vocabulary games, interactive quizzes, and role-
playing scenarios grounded in real-world travel contexts proved to be the most impactful. These
methods not only increased student motivation and engagement but also fostered critical problem-
solving and communication skills essential for success in the tourism industry.

Students particularly valued opportunities for team-based competition and immediate
feedback, which enhanced their sense of achievement and collaboration. Similarly, teachers
observed that the gamified approach contributed to a more dynamic and interactive classroom
atmosphere, helping students retain vocabulary more effectively and develop skills relevant to their
professional futures.

Gamification also demonstrated its ability to align educational practices with the needs of the
tourism industry by creating a stimulating learning environment that mirrors real-world demands.
By incorporating game elements into the curriculum, educators can better prepare students for
practical challenges they may face in their careers.

Although the current study focused on short-term impacts, it highlights the potential for
gamification to be adapted for long-term language acquisition. Future research should investigate
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the sustained effects of gamification on language retention, its scalability in online and blended
learning environments, and its capacity to integrate emerging technologies such as virtual and
augmented reality. These advancements could further enhance the educational experiences of
tourism students, equipping them with the tools to thrive in an increasingly globalized and
interactive industry.
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Hezi30enceH. 3epmmeyce mepm anma iwiHOe JHCAHA JleKCuKauvl yupeny yuin Quizlet
naamegopmacvin nanoananear 15 oipinwi kypc cmyoenmmepi kamuicmul. Onapoviy MOMUBAYUACDL
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MeH OlbIHEA 0e2eH KO3KAPACLIH 6azanay yulin minoi yupenyee blHmaianowvlpy wkanacol (Ensoy &
Boyaci, 2018) scone Quizlet cayannamacer (Dizon, 2016) Kondanvindel. Tecm andvinoagvl dHcoHe
mecmmeH KeliHel CcayarHamanapovly Hamudicelepine, COHOAU-aK MHCYNmacmulpbllean yiciiepee
apuanean t-kpumepuiiine caukec, CMAMUCMUKAILIK MaHbl30bl auvipmawsiivikmap (p = 0,476)
CO30iK KOpbIH UeleHy OeHeeliHoe aHbIKmaimaowl, oipax wamansl dxcaxcapy odauxanovi. Convimen
Kamap, 6aKwvliayiap meH cyxoammap 2euMupurayus oKyusbliapovly 6eaceHoi KamviCyblHa bIKNAl
ememiHiH, 01apobly MOMUBAYUACHIHA OH 2Cep eMemIHIH HCIHe Ml YUpeH)YOi UHMEPAKMUBMI HCIHE
Kbl3blKmbl ememinin kopcemmi. OKblmywvbliap COHbIMEH KAmap OKVUbIIAPOblY 0elceHOiniciHiy
APMKAHBIH HCIHE CHIHBINMAZbI AMMOCHEPAHBIH HCAKCAPRAHBIH AMAan 6mmi.

Kinm ce3oep: ceiimugpuxayus, momusayus, mypucmix cmyoenmmep, UHMEPaKmuemi oKbiny,
wiem minoepin yupeHy

K. ABJITUXAHOBA'®2, A. HIOKIIAPOB?, A. HYPMAHOBA*
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TEHMH®HKAIIHA B U3YYEHHH SA3bIKA: IPAKTHYECKHUH ITPUMEP
IIPEIIOJABAHHA A3bIKA CTYJAEHTAM TYPUCTHYECKHUX CIHEITHAJIBHOCTEH

Annomayusn. B oannoli cmamve paccmampugaemcs @uusHue ceimupurayuu u sudeousp Ha
npoyecc u3yyeHus AHeIULCKO20 A3bIKA CMyOeHmamu, ooyuanwumucs 8 cghepe mypusma, ¢ yeivro
passumusi ux s3bIKOBbIX HABLIKOE U MNOGbluleHUus momugayuu. Hccredosanue nposoounocs 6
Mesicoynapoonom yHusepcumeme mypusma u cocmenpuumcmea 6 Typkecmane u OblLIO OCHOBAHO
HA CMeUaHHoM Memooe, 8KIUaouem anKemuposanue, Habaooenue U UHMEPEbIO CO CIMYOeHMAaMu
u npenooasamenamu. B uccreoosanuu npunsiu yuacmue 15 cmyoenmog nepeoco Kypca, Komopuvle
8 meuenue wemvlpex Heoelb UCNONb308aIU naamgopmy Quizlet Ons uzyuenus Hogou iekcuxu. /s
OYEHKU UX MOMUBAYUU U OMHOUEHUS K 2elMUpUUUpPOBAHHOMY NOOX00y ObLIU UCNOTIb30BAHDL
wkana momusayuu k uzyuenuio azvika (Ersoy & Boyaci, 2018) u onpocnux Quizlet (Dizon, 2016).
Coenacno pezynomamam npeomecmosozo U NOCMmecmog8o20 Onpocos, a makdice t-kpumepus 0is
NAapHuIX 8bIOOPOK, cmamucmudecku 3Hauumvlx pasziuyui (p = 0,476) 6 ypoeue e6nadenus
CIl0BAPHBIM 3aNACOM B8bI8IEHO He Obllo, XOms U HAOII00AN0Ch He3HayumenvHoe yayuuenue. B mo
JHce 8pemsi HAONIO0eHUsT U UHMEPBbI0 NOKA3AIU, YMO 2eUMUpUKayus cnocoocmeyem aKxmueHoMy
yuacmuio y4auuxcs, noI0ACUMeNbHO 6IUsem HA UX MOMUsayuio u oeidaem usyyeHue s3vika Oonee
UHMEpaKmMueHblM U yelekamenvhviM. Ilpenodasamenu makdce ommemunu  NOBbIULEHUE
806J1EUeHHOCTNU YHAWUXCA U YIYYUleHue ammocgepbl 8 Kiacce.

Knwuesvie cnosa: cetimughuxayus, momueayus, CmyOeHmMul-mypucmol, UHMEPAKMUEHOe
obyueHue, uzyuenue UHOCMPAHHBIX A3bIKOE
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