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GAMIFICATION AS AN EFFECTIVE STRATEGY FOR THE FORMATION OF THE 

FOREIGN LANGUAGE LEXICAL COMPETENCE 

RIABKA DARIA (dasha.maslyuk19@gmail.com) 

Bogdan KhmelnitskyMelitopol State Pedagogical University 

 

This paper explores the effectiveness of gamification as a strategy for developing foreign 

language lexical competence, focusing on its impact on vocabulary acquisition and retention. By 

leveraging game elements and mechanics, gamification enhances learner motivation, engagement, and 

overall language proficiency in foreign language learning. The empirical evidence supports the notion 

that gamified language learning approaches positively influence vocabulary acquisition and retention, 

emphasizing the significance of innovative strategies in optimizing language education outcomes. 

 

Statement of the problem. The concept of gamification in education is a nascent field that is 

currently undergoing active development. It involves the stimulation of excitement and motivation, 

commonly associated with gaming activities, to facilitate the attainment of educational objectives. The 

idea of integrating gamification draws inspiration from the successful advancements in the gaming 

industry, social networking platforms, and marketing strategies, becoming an intrinsic characteristic of 

contemporary teaching methodologies. The efficacy of implementing gamification to foster foreign 

language lexical competence among high school students within the context of modern educational 

practices remains a pressing matter subject to ongoing debates. While some scholars argue for its 

appropriateness in educational settings, others perceive games solely as sources of entertainment. 

The main task is to demonstrate the efficacy of gamification as a strategy for developing foreign 

language lexical competence, emphasizing its impact on vocabulary acquisition and retention. 

Presenting main material. Gamification functions and develops in close relationship with the 

improvement of educational programs. According to P. Fres and J. Piaget, a person's emotional state 

greatly affects their intellectual abilities. The process of getting acquainted with new material is more 

effective if it is followed by positive emotions through the usage of games [1]. In today's world, it is of 

the greatest importance to realize the aim of applying innovative approaches in education in order to 

improve its overall outcome. 

It is clearly stated that by using elements of gamification in teaching process, the understanding of 

educational material increases due to the involvement of emotional intelligence of students. Anyway, the 

main task of such integration is to increase the level of students’ participation in the learning process by 

modelling their behavior [2]. Thanks to unconscious involvement, external motivation changes to 

internal, involuntary attention is activated, and the learning process runs more efficiently. In addition, 

students boost their brain power and perception [3]. 

“The learning pyramid” [4] shows how different types of educational work affect students' 

perception and memorization of material. Such types of educational activities as lectures, reading, audio-

visualization and demonstration are passive forms of learning and do not contribute greatly to the 

understanding of the material. While discussion, practice and interaction are active forms of learning that 

have an impact on the development of productive types of language activities [5]. 
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Gamification can prove itself as an effective method of motivation to learn a foreign language and 

an effective system of monitoring the assimilation of knowledge and the formation of skills, since when 

using gamification, students are abstracted from their usual social roles and are used in the role of their 

characters, using, for example, avatars, and acting in accordance with a certain plot, which allows them to 

perceive something new and interesting, forgetting about daily problems. 

The implementation of computer games in the practice of teaching a foreign language by the 

gamification method involves the traditional process of pedagogical planning with an appeal to innovative 

forms of educational material presentation. For better performance it is necessary to note four main 

components of game content. So, they include interaction, that is depicted in a wide range of techniques 

that provide social interchange between users; dynamics, whose aim is to attract users and stimulate their 

appropriate reaction in real time and ,of course, mechanics that is vivid in usage of virtual rewards, 

statuses, points, levels and other elements onto game process. 

The American scientist K. Kapp [6] points out two types of gamification: 

1) structural gamification which involves the use of various game elements in the learning process. 

In this case, all activities are measured in points, which determine the level of students’ progress. 

2) meaningful gamification which means non-traditional learning methods where the whole process 

is usually built according to one game plot and certain gaming rules. Educational computer games are its 

vivid examples. 

In many scholar programs structural gamification helps teachers find a balance between achieving 

their goals and meeting the growing students’ demands. Moreover, it is implemented to maximize 

enjoyment of lessons and develop students’ participatory skills [7]. Having considered the main principles 

on which gamified education is based, we can highlight the most important ones: 

1) Autonomy. In gamified education, as in a game, each next step depends on the participant's 

choice. Involvement of students in the educational process increases when everyone feels their 

responsibility for the final result. 

2) Value. It should be remembered that learning by using game elements is radically different from 

playing. Its goal is the acquisition of new knowledge and skills useful in real life. 

3) Gradual growth of competence. The game is usually divided into several levels - from simple to 

complex. The better the student copes with the current part of the task, the more they have a desire to 

continue further work. Upon completion of the next level, the student receives an objective view of their 

own progress and an incentive to improve. 

4) Freedom to fail. Everyone is given the opportunity to make several attempts to achieve success. 

It encourages experimentation, creativity and risk-taking. At the same time, it does not lead to 

disappointment and distraction from learning. 

For a clear understanding of the principles of teaching by games, we have conducted an empirical 

study. In order to conduct the research, a month before, the teachers started to implement the practice of 

using games in each foreign language lesson. The research itself was organized in the specialized school 

of the I-III degrees with in-depth study of the English language № 44 located in Kyiv. 50 students took 

part in the pedagogical experiment, including 25 students in the experimental group and the same number 

in the control group. 

The assessment of the level of lexical and grammatical skills formation took place in accordance 

with the assessment of the mastery level of such types of foreign language activities as speaking, 

listening, reading and writing. We were pleasantly surprised by the results. The progress of students 

increased rapidly. 

To be more precise, at the formative stage of the research, we have highlighted the key features of 

using the gamification method as a way to increase the level of mastery of lexical and grammatical skills 

among students. The features of these games are based on traditional forms of work (interaction in pairs, 

groups, teams, evaluation of student actions) and on innovative pedagogical technologies using ICT 

(interactive tasks on an interactive whiteboard, short videos, etc.). Thus, the improvement of lexical and 

grammatical skills keeps up with the formation of other competencies, namely speaking and listening. 

Thanks to such an approach in the methodology of teaching a foreign language, it is possible not only to 

form the motivational interest of students in the presented material, but also to lay all the foundations for 

the formation of key foreign language competencies in the future. 
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We can conclude that gamification of education is a technology that promotes interest in learning, 

quick and effective obtaining of knowledge and skills, while the game in this process is only a useful tool. 
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ІНФОРМАТИКИ 

СІКАН А.О. 9llinadanilovska3@gmail.com) 

КРИВОНОС О.М. (krypton@zu.edu.ua ) 

 Житомирського державного університету імені Івана Франка 

 

У статті розкрито активізацію пізнавальної діяльності учнів старших класів на уроках 

інформатики. Активізація пізнавальної діяльності учнів старших класів на уроках інформатики є 

актуальною та важливою проблемою сучасної освіти. Здійснення цієї активізації сприяє 

покращенню якості навчання, розвитку творчих здібностей учнів та їх пізнавальної активності. 

Активізація пізнавальної діяльності на уроках інформатики є важливим елементом сучасного 

навчання. Використання різноманітних активних методів навчання сприяє покращенню якості 

навчання, розвитку критичного мислення та творчих здібностей учнів. Вчитель має важливу 

роль у створенні стимулюючого навчального середовища та впровадженні активних методів у 

практику навчання 

 

Активізація пізнавальної діяльності учнів старших класів на уроках інформатики є 

актуальною та важливою проблемою сучасної освіти. Здійснення цієї активізації сприяє 

покращенню якості навчання, розвитку творчих здібностей учнів та їх пізнавальної активності. У 

даній роботі розглянуті теоретичні аспекти активізації пізнавальної діяльності, методи активізації 

на уроках інформатики, а також власний педагогічний досвід використання активних методів 

навчання. 

Активізація пізнавальної діяльності - це процес стимулювання інтелектуальної активності 

учнів, спрямований на підвищення їхньої зацікавленості у навчанні та підвищення ефективності 

освоєння нового матеріалу. Активізація допомагає учням відкривати та розкривати власні 

когнітивні можливості, розвиває творче мислення і самостійність у навчанні. 


