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MOTIVATION AS AKEY FACTOR IN GAMIFIED
ENGLISH LANGUAGE LEARNING AMONG STUDENTS
IN NON-LANGUAGE MAJORS

Abstract. The modern education system offers a large number of useful and at the same time exciting ways
to learn a foreign language. The article considers the problem of forming motivation for studying a professional
foreign language by students of non-linguistic specialties. Based on a critical analysis of the scientific literature
on the research problem, it was found that motivation is a driving force in learning a foreign language, and if
enhanced, it will contribute to the intensification of the process of mastering a foreign language. The article
reveals the concept of gamification in the educational environment, and also explores the positive impact
of using gamification during English classes to motivate and engage students.

The aim of the article is to determine the role of motivation in gamified English learning for students of non-
linguistic specialties.

The key aspects that influence the support of motivation in the learning process, such as setting goals,
realistic expectations, creating a captivating learning environment, using a variety of teaching methods,
constant practice and support from the environment are considered. The scientific novelty of the study lies
in the comprehensive analysis of the influence of motivation on the quality of learning a foreign language,
namely English.

Strategies for maintaining a high level of motivation are described, including involvement in real-life
scenarios, encouraging progress, communicating, and finding inspiration in the successes of others. The
importance of constant self-improvement and development is emphasized even after achieving a certain
level of language proficiency. Maintaining motivation is the key to successful language learning, and it is
recommended to use various strategies to achieve this goal.

The article proposes a definition of motivation. The factors and conditions for forming motivation for
language learning are determined. The possibility of formingng motivation as a desire to perform a certain
task is shown. The article examines the main types of motivation, its role in learning foreign languages,
ways and methods of increasing motivation in foreign language classes, problems associated with the lack
of motivation in students. The article clarifies the importance of gamification as the integration of game
techniques in the educational process. The goals of using gamification elements in English language learning
(more effective engagement, optimization of knowledge, discipline and interaction) have been identified.
A number of benefits have been created for three groups: students, teachers, higher education institutions
(motivation, operational feedback, stress reduction; analytics for teachers; learning success, attendance
and reputation of higher education institutions).
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MOTHUBALIA SIK KJIOYOBUN ®PAKTOP TEUMI®PIKOBAHOT O BUBYEHHA
AHIVIIMCBKOI MOBU CTYAEHTAMUW HEMOBHUX CIIEHIAJIBHOCTEHA

Amnoranisi. CyqacHa cucTeMa OCBITH IPOTIOHYE BEJIMKY KUTBKICTh KOPUCHUX Ta OJHOYACHO 3aXOILTIOI0UHX
crmoco0iB BUBUEHHS iHO3€MHOT MOBH. Y CTaTTI PO3TISTHYTO TIPOoOIeMy (popMyBaHHS MOTHBAIli O BUBUCHHS
CTYICHTaMH HEMOBHHX CIICIliaTbHOCTeH 1HO3eMHOI MOBH y TpodeciiHiil mismmeHOCTI. Ha OCHOBI KpHTHU-
HOTO aHaIi3y HAyKOBOI JITEpaTypH 3 MPOOJIEMHU TOCITIIKEHHS 3’ ICOBAHO, 10 MOTHBAITIS € PYIIIHHOIO CHIIOI0
y BHBYEHHI 1HO3EMHOI MOBH, a 1i TIIBUIIEHHS CIPUATAME iHTeHCH(]IKAIli MPOIecy 3aCBOEHHS 1HO3EMHOIO
MOBOIO. Y CTaTTi PO3KPHUBAETHCS MOHATTS reiimiikallii B OCBITHBOMY CEPEIOBHII, a TAKOXK TOCTIIKYETHCS
MMO3UTUBHUN BIUIMB BUKOPUCTAHHS TeWMidiKamii mix yac 3aHsITh aHTIIHCHKOI MOBHU TSI MOTHBAIIIl Ta 3aiy-
YEHHS CTYICHTIB.

MeTor0 CTaTTi € BU3HAYUTH POJIb MOTHBAITli T'eiiMi(hiKOBAaHOTO BHBUCHHS AHTIIWCHKOT MOBH CTYICHTAMH
HEMOBHHUX CIICIIaTbHOCTEH.

Po3msHyTO KITFOY0BI aCIIEKTH, 0 BILITMBAIOTH HA MIATPHUMKY MOTHBAIII] ¥ MPOTIeCi HABYAHHS, TaKi SIK BCTa-
HOBJICHHSI ITiIJICH, peayiCTHUHI OYIKyBaHHS, CTBOPCHHS I[IKABOTO HABYAJIHLHOTO CEPEIOBHINA, BHKOPHUCTAHHS
PI3HOMaHITHUX METOJIB HaBYAHHSA, TOCTiMHA MpaKTUKa Ta MIATPUMKa OTOoYeHHS. HaykoBa HOBHM3HA JOCITI-
JUKSHHS TIOJISTae€ B KOMIUIEKCHOMY aHaJjIi3i BIUIMBY MOTHBAIIIl HA SKICTh BUBYCHHS iHO36MHOI MOBH.

OrmrcaHo cTpaTerii MaATPIMKA BUCOKOTO PiBHS MOTHBAITiT, BKITIOYAIOUHN 3aTyUSHHS 10 pealbHUX CUTYaITii,
320X0UCHHS TIPOTPECy, CIIIKYBAaHHS 3 CITUIBHOTOIO Ta TMONTYK HATXHEHHS B yCHiXax iHmwux. Haromomeno Ha
BYKJTMBOCTI TIOCTITHOTO CaMOBIOCKOHAJICHHS Ta PO3BHUTKY HABITH ITICIS JOCATHEHHSI TIEBHOTO PIiBHS BOJIO-
IHHS MOBOO. [linTpriMKa MOTHBAITIT € KITFOYEM IO YCIIIITHOTO BUBYCHHS MOBH, 1 PEKOMEHAYETHCS BUKOPHCTO-
BYBATH Pi3HOMAaHITHI CTpaTeTii TOCATHEHHS 1€l METH.

V crarTi 3anporroHOBaHO BU3HAYCHHS MOTHBaIii. Bu3sHaueHo dhakropu Ta yMOBH (hOpMyBaHHS MOTHBAIIi{
JI0 BUBYEHHS MOBH. [10Ka3aHO MOMJIMBICTh CTBOPEHHS MOTHBAIIIT SIK Oa)KaHHS BUKOHYBATH TICBHE 3aBJaHHSI.
BUIIIEHHST MOTHBAIIl Ha 3aHATTSAX 1HO3eMHOI MOBH, TIPOOJIEMH, TIOB'sI3aHi 3 BICYTHICTIO MOTHBAIlli B YYHIB.
VY crarTi 3’scoBaHO BaroMicTh reiMidikariii Sk iHTETparlii irpoBUX TEXHIK Y HaBYAJIHLHOMY IPOIIECi; iIeH-
Tr(]iKOBaHI IiJIi BUKOPUCTAHHS CJIEMEHTIB TeiMidikamii mx 9ac HaBdaHHS aHTIHCHKOI MOBHU (OUTBIN edek-
THBHOI 3aJTy4eHOCTI, ONTUMI3aIlii 3HaHb, TUCIUILIIIHHU, B3aeMozii). CTBOPEHO MUTy HU3KY TIEpeBar s TPhOX
rpyI: 3m00yBadi OCBITH, BHKJIa/Iadi, 3aKIaJl BUIIOI OCBITH (MOTHBAILS, OepaTUBHUN (DimOeK, 3SMEHIIECHHS
PIBHS CTpecy; aHATITHKA I BUKJIaAava; YCIITHICTh HaBYaHHS, BiIBIIyBaHICTh 1 pEIyTaIlis 3aKJIaJiB BUIIIO1
OCBITH).

KurouoBi cioBa: MoTHBaris, CTyICHT, aHITIiiCbKa MOBa, TeiiMuGiKalis, BUKIIaaad, 3aMikKaBiIeHICTh, daxi-
BeIlb.

Problem setting. In the modern world, the
international, economic and cultural policy of
the country sets new tasks for professionals. The
point is that a modern specialist must have a set
of competencies that will allow them not only to
perform professional duties effectively, but also to
interact with others and improve themselves. One of
the competencies is the mastery of an international
language. Most often, nowadays, a highly qualified
specialist knows more than one foreign language
because in order to get a higher position, one has
to review literature and scientific papers not only
in one’s native language, but also participate in
international conferences and have communicative
skills in English. However, despite the leading posi-
tion of English in the world and professional and per-
sonal advantages of mastering it, students of technical
specialities do not fully understand the importance of
this academic subject and are not enthusiastic about

acquiring foreign language skills. We consider weak
motivation one of the reasons of this problem.
Analysis of research and publications.
Motivation has been identified as a critical factor in the
acquisition of a foreign language. In general, motiva-
tion is the process of encouraging oneself and others
to work in order to achieve personal goals. Different
scientists interpret the term “motivation” in differ-
ent ways taking into consideration varying concepts
attributed to it. A. M. Kolot in the book “Motivation,
Stimulation and Evaluation of Personnel” presents
the following statement: “Work efficiency under other
equal conditions is determined by one’s personal
attitude toward work, his or her work behavior”.
According to the researcher, motivation is a desire to
do something at the highest level, to improve the result
of one’s work [1]. According to foreign researchers,
motivation is “the influential factor” and “the wrench
of success in learning activity” [2], and “the internal

154

Hayxkogi 3anucku JIAYBK/I. Ilenarorika i ncuxoJiorist. 2026. Ne 1 (7)



drive that drives individuals to achieve specific goals,
such as mastering a new language” [3].

The purpose of this paper is to determine the role
of motivation in gamified English language learning
among students of non-linguistic specialties.

Statement of the main material. There are two
predominant categories of motivation, internal and
external. Internal or intrinsic motivation is a learners’
set of thoughts and ideas, i.e. cognitive prosesses and
psychological factors that they bring to the learning
process and that is manifested in their internal emo-
tional response. Thus, this kind of motivation encom-
passes the following elements:

— interest in acquiring proficiency in foreign
languages;

— understanding of the importance of learning
foreign languages;

— interest in educational material;

— interest in the culture of the country of the tar-
geted language;

— aspiration to read books in the original, etc.

External motives play a significant role in the
formation and development of intrinsic motivation.
For example, students exhibit enthusiasm for class,
demonstarte interest in the academic subject, and
complete all the assignments with pleasure thanks to
the positive atmosphere during lessons and a favor-
able attitude towards the teacher in particular [4].

External motivation on students’ actions during
their studies is often influenced by social factors and
society. External motivation sets the student up to
move forward during their pursuits from the outset of
their academic journey, including:

— the opportunity to find a promising job;

— the opportunity to receive grants for studying
abroad;

— participation in international conferences and
olympiads and subsequent rewards;

— the aspiration to succeed in all endeavors and
excel within their group;

— passing an exam or test;

— parental influence;

— the potential for interaction with foreigners,
etc. [5].

Consequentally, we can conclude that intrinsic
motivation engenders satisfaction in the learning
process, while extrinsic motivation, in contrast, com-
pels us to learn.

In addition, motivation can be classified as
positive and negative. Positive motivation is rooted in
positive motives, while negative motivation is shaped
by negative stimuli. The follow example can be used
to illustrate these kinds of motivation: a positive
motivation is “I need to learn a language to pass IELTS
and go study abroad” and a negative motivation is “I

need to learn a language so that I don’t get expelled
from university”. Maintaining positive motivation is
imperative for teachers.

To what extent does the process of teaching a for-
eign language depend on motivation? In this case,
motivation is a psychological process, a student’s
internal strength that helps them move forward
when they procrastinate. For students specializing
in technical disciplines, extrinsic motivation is
paramount. Consequently, it is very important for
a teacher to create all the conditions for successful
language learning. Students should develop a keen
interest in educational materials which may encom-
pass not only books in the original language, but also
videos and game materials. A favorable atmosphere,
the involvement of students in group activities, and an
engaging presentation of the material in the classroom
facilitate positive motivation. Moreover, a teacher
can cultivate students’ interest through their personal
example. A teacher with a profound understanding of
their subject and a passion to work, can present the
material in an original way, instill in students a love
for their academic discipline, and teach not only a
foreign language but also illuminate the cultural and
historical intricacies of the country of the language
they teach. To maintain interest in their academic
discipline, a teacher must incorporate different types
of activities during classes, such as discussions of
various topics, taking into account questions by
specialty; video lessons; online lessons; roundtable
discussions. At the same time, the teacher should be a
catalyst for innovation, fostering the development of
communication skills in students with little initiative,
and underscore the significance of mastering a foreign
language to each individual student.

The process of learning a foreign language
through traditional methods often seems monotonous
and tedious which can result in a loss of interest
and motivation among students. However, due to
global digitalization, the possibilities of educational
technologies have undergone significant expansion
allowing for diversification of the forms of educational
activity as well as the enhancement of the efficiency
of learning. Gamification is one of such educational
technologies. To substantiate the use of gamification
as an educational method, it is necessary to examine
the definition of this phenomenon. First of all, the
English term “gamification” can be described as “the
use of game design elements in non-game contexts”
[6]. In other words, the integration of methodolo-
gies used in the design of computer games to address
diverse challenges in non-game processes [7]. Thus,
gamification of educational environment is a strategy
to enhance engagement through incorporating game
elements into the learning environment.
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This system incorporates elements of competition,
achievements and rewards:

— points for completed tasks;

— levels or ranks for consistent learning;

— badges or trophies for certain achievements;

— leaderboards or team quests to build team
spirit;

— story tasks or missions to create context and
meaning.

Unlike a regular game, where the main goal is vic-
tory, in gamified learning the focus is on the process
and progress. Students see how their actions lead to
the result, perceive a sense of control over their learn-
ing and experience positive emotions. This creates
an “internal motivation loop”: completed the task —
received feedback — striving for more.

The game approach has been recognized in the
field of education for a long time and has already
proven its effectiveness. Games engage students in
the process facilitating the comprehension of infor-
mation. In the domain of education, gamification ful-
fills a variety of functions: educational, developmen-
tal, motivational, communicative, socio-cultural and
entertaining. Gamification in education is not limited
to the use of ready-made games, it extends beyond
the entire educational process and trasforms it into a
game, thereby motivating and inspiring students.

One of the essential tasks for a teacher is to
engage students in the academic discipline being
taught. Motivation is crucial for achieving success
in learning a foreign language. It is the driving force
that ensures the involvement of students in the work
during classes. Therefore, the main goal of using
gamification in the teaching process is to incorporate
the latest game-based educational technologies to
attract students’ attention to the academic discipline
and enhance their level of motivation.

According to Zicherman and Cunningham, utiliz-
ing of gamification awakes a unique property of the
brain because everyone is eager to receive rewards
for the work done. The integration of game forms and
methods within the program components of non-game
spheres of life allows achieving significant results
in attracting and motivating learners. Therefore,
within the context of educational games, motivation
is employed in the form of rewards providing
advantages when performing subsequent tasks, or
even using role-playing systems to accentuate the
strengths of students [8].

These researchers define motivation as “a
subjective process of education and the formation
of internal and external motives which stimulate,
regulate and organize activities in mastering a foreign
language aimed at achieving certain goals, including
communicative and educational ones.” Gamification

mainly works through a system of external rewards,
such as points, prizes, coins, etc, which is certainly
external motivation. While external motivation plays
a big role in this case, it is obligatory to acknowledge
the role of internal motivation, which is characterized
by emotions such as curiosity, enthusiasm and interest
that are formed in students during gamified classes.

It is worth emphasizing the following advantages
of the gamified approach to education:

— there is no need for a teacher to rely on external
factors in order to enhance motivation in their students.
The game itself brings pleasure and captivates students,
giving them positive emotions that generate internal
motivation. Positive emotions that accompany the
process of any game contribute to increasing students’
interest, concentration of attention on the task, and also
provide easier memorization of new material;

— the utilization of gamification facilitates the
immediate provisions of feedback to students. They
can quickly see the results of their efforts, which
affects the overall increase in motivation. This
sense of achievement — the correct answer to a quiz
question or a successful completion of one level in
a quest — increases students’ motivation, fueling a
desire to continue the learning process because they
can see the fruits of their work over a short period
of time. It proves one of the benefits of this meth-
odology: traditional teaching requires more time for
assessment of students’ task and due to the workload
of teachers, it can take a week or more to assess
their progress which makes it difficult to maintain
motivation among students;

— the same game can be used several times while
varying its content. Therefore, gamification elements
can appear in different forms, and, therefore, can be
applied at various stages of learning and in the course
of different types of work in the classroom [9].

Gamification strategies in language learning
include interactive programs, quests, and quizzes that
help students immerse in the language environment
and promote positive educational environment.

The following online resources and applications
that teachers can use to increase motivation and
engage their students in exciting foreign language
learning can serve to illustrate the use of gamification
in an educational environment:

— Duolingo is a platform specifically designed
for teachers. It includes game elements such as dots,
bars, and levels, motivating learners to constantly
practice and progress in language learning.

— Quizlet is a flashcard platform that has a
cooperative game mode called Quizlet Live. It
promotes teamwork and competition, encouraging
students to memorize and understand how to use
vocabulary and phrases in English.
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— Lingodeer is an interactive language learning
application that uses gamification to teach different
languages. It includes lessons, tasks, and quizzes in a
gamified format, making learning process engaging.

— FluentUs ues real-world videos about the
language. The platform gamifies the experience by
turning videos into interactive lessons where students
can interact with the content through quizzes and
games.

— Busuu is a language learning application that
incorporates gamified elements into its lessons.
Students can complete tasks, earn rewards, and
practice speaking with native speakers, improving
their skills in a playful way.

In the contemporary global context, English
proficiency is becoming a valuable asset, and
gamification has proven to be an effective and
enjoyable way to achieve this goal. Gamification as
a pedagogical strategy has a potential to transform
games to educational experience, especially when
it comes to motivating to learn English. By making
learning enjoyable, providing instant feedback,
allowing for personalization, and ensuring long-term
interaction, gamification fosters the environment in
which students are eager to learn and develop their
language skills.

Therefore, motivation plays a key role in learning
English, which is why it should be nurtured, supported
and developed. The numerous factors that comprise
this phenomenon and their synergy can lead to the
desired result. Educators must acknowledge the piv-
otal role of motivation in the context of a foreign
language learning. A student’s motivational factor is
affected by a group of elements including their per-
sonal attitude to foreign languages, education and its
structure, attitudes towards such a professional group
as teachers, as well as beliefs about the values of
particular teaching methods.

Conclusions. The research involved a thourough
examination of the concepts of “motivation” and
“gamification” which resulted in the establishment
of their interrelationsnips. Among the most common
problems recognized both by educators and learn-
ers is insufficient level of motivation and the lack
of the opportunity to practice the studied language
in a real language environment, in particular, to
communicate with native speakers and participate
in various interactive forms of work. This, in turn,
means that modern society anticipates education
to impact not only theoretical knowledge, but also
practical skills that can be effectively used in real-
world settings. Thus, the data obtained allow to
conclude that in order to increase the motivation of
students of non-linguistic specialties, it is necessary
to create conditions for the active use of language,

use a variety of interactive teaching methods, and
also ensure a connection between language learning
and real life.
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