GAMIFICATION IN LANGUAGE LEARNING

Annayev Ravshanbek
Teacher Tashkent Geodesy and Cartography va kartografiya
technical school In Tashkent, Uzbekistan
Phone:+998 70 021 02 17
annavevravshan999@gmail.com
Expert advisor: Mirzabekov Abdimumin

Abstract: Gamification in language learning refers to integrating elements
typically found in games into the educational process, with the goal of enhancing the
language acquisition experience. This approach taps into the motivating aspects of
games, such as rewards, levels, leaderboards, challenges, and achievements, to create
a more dynamic and enjoyable learning environment. By introducing these game-like
features, learners are encouraged to stay engaged and motivated throughout their
language learning journey.
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A 2012 study conducted by the Finnish educational company PlayGen, in
collaboration with the European Union’s Lifelong Learning Programme, found that
incorporating gamified elements into learning environments can increase student
motivation by as much as 85%. Duolingo, one of the world’s most widely used
language-learning apps, has successfully integrated gamification features to engage
and retain users. By 2021, Duolingo reported over 500 million global users,
showcasing the effectiveness of gamification in enhancing user participation. The
impact of gamification can be measured through various metrics, such as the
experience points users accumulate and the streaks they maintain, which reflect their
learning consistency. A 2020 Duolingo survey revealed that 60% of users felt more
motivated to continue using the app because of these gamified aspects. The
satisfaction from earning badges and maintaining streaks also helps to improve
retention. For example, users who keep a streak for seven consecutive days are 60%
more likely to remain engaged with the app in the long run.

Other educational platforms have similarly embraced gamification for language
learning. In 2020, Quizlet, a popular educational technology platform, introduced
game modes like "Match" and "Gravity" to help learners with vocabulary acquisition.
According to a survey, 90% of teachers believed these gamified activities significantly
enhanced student engagement. Similarly, Memrise, which combines native speaker
video clips with gamified lessons, reached over 50 million users by 2020, further
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highlighting the success of gamification in language learning. The educational
gamification market is expected to grow rapidly, with the 2018 Serious Games Market
Research predicting a compound annual growth rate (CAGR) of 29.54% from 2020 to
2025, potentially reaching a value of $24.92 billion by 2025. Language learning plays
a key role in this expansion, as both educational institutions and businesses
increasingly adopt gamified methods to improve learning outcomes. Beyond
motivation, gamification also enhances knowledge retention. A 2016 study by
researchers at the University of Colorado found that gamified learning environments
led to a 14% increase in skill-based knowledge and an 11% improvement in factual
knowledge compared to traditional learning approaches, demonstrating that
gamification not only boosts engagement but also contributes to improved learning
effectiveness.

Kahoot!, another popular gamified learning platform, had over 1 billion users
across 200 countries by 2020. The platform uses interactive quizzes and competitive
elements, such as leaderboards, to sustain student interest. This widespread adoption is
a clear indicator of the growing trend of game-based learning in education. Other
platforms, such as Rosetta Stone’s "Flashcard" feature and Transparent Language’s
vocabulary games, also incorporate adaptive learning paths that tailor content to
individual learners, increasing learning efficiency by up to 40% as students engage
with content that suits their proficiency levels. In the corporate world, gamification is
also being applied to employee training programs. Babbel for Business, for example,
has incorporated gamified elements into its language courses, leading to a 70%
increase in course completion rates in 2019 compared to non-gamified alternatives.

In conclusion, gamification has proven to be an effective tool in language learning,
harnessing intrinsic motivation, fostering healthy competition, and providing a sense
of accomplishment. By integrating game mechanics into educational environments, it
has been shown to improve both learner engagement and outcomes. As technology
continues to evolve and the demand for personalized learning experiences grows,
gamification is likely to become an even more significant force in the future of
language acquisition.
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