
          EuroAsian International Scientific Online Conference 

          INTERNATIONAL CONFERENCE ON SCIENCE, ENGINEERING AND TECHNOLOGY 

 
 

 
 

                        1  Volume 2   Issue 5   |  2025    

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



          EuroAsian International Scientific Online Conference 

          INTERNATIONAL CONFERENCE ON SCIENCE, ENGINEERING AND TECHNOLOGY 

 
 

 
 

                        2  Volume 2   Issue 5   |  2025    

INTERNATIONAL CONFERENCE ON SCIENCE, ENGINEERING AND TECHNOLOGY: 

a collection scientific works of the International scientific conference  – 

Gamburg, Germany, 2025 Issue 5 

 
Languages of publication: Uzbek, English, Russian, German, Italian, 

Spanish,  
 
The collection consists of scientific research of scientists, graduate 

students and students who took part in the International Scientific online 
conference « INTERNATIONAL CONFERENCE ON SCIENCE, ENGINEERING 
AND TECHNOLOGY ». Which took place in Gamburg, 2025. 

 
Conference proceedings are recommended for scientists and teachers in 

higher education establishments. They can be used in education, including the 

process of post - graduate teaching, preparation for obtain bachelors' and 

masters' degrees. The review of all articles was accomplished by experts, 

materials are according to authors copyright. The authors are responsible for 

content, researches results and errors. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



          EuroAsian International Scientific Online Conference 

          INTERNATIONAL CONFERENCE ON SCIENCE, ENGINEERING AND TECHNOLOGY 

 
 

 
 

                        38  Volume 2   Issue 5   |  2025    

Gamification in teaching a language 
 

Hotamova Nigora Toʻraboy qizi 
Termiz davlat pedagogika instituti Maktabgacha va boshlang’ich 

Talimda xorijiy til ( ingliz tili ) yo’nalishi 4-bosqich talabasi 
Samadova Visola Baxtiyor qizi 

Termiz davlat pedagogika instituti 
Gumanitar yo’nalishlarda xorijiy tillar kafedrasi o’qituvchisi 

 
Annotatsiya: Mazkur maqola til o‘qitish jarayonida gamifikatsiya 

yondashuvining afzalliklarini tahlil etadi. Ushbu usul o‘yin elementlarini 
ta’limga qo‘llash orqali o‘quvchilarning faolligini va motivatsiyasini 
kuchaytiradi. Natijada o‘quv mashg‘ulotlari yanada qiziqarli va samarali tus 
oladi. Duolingo hamda Kahoot kabi platformalar bu jarayonni qo‘llab-
quvvatlovchi vositalardir. Tadqiqotlar gamifikatsiya o‘quvchilarning til 
o‘zlashtirish darajasiga ijobiy ta’sir ko‘rsatishini tasdiqlaydi. 

Kalit so‘zlar: gamifikatsiya, til o‘qitish, motivatsiya, o‘yin 
texnologiyalari, interaktiv ta’lim. 

Annotation: This paper examines the benefits of applying gamification 
in the process of language education. By integrating game-based elements into 
learning, it enhances learners’ motivation and engagement. As a result, 
lessons become more dynamic and enjoyable. Tools such as Duolingo and 
Kahoot effectively support this approach. Studies confirm that gamification 
positively influences students’ language acquisition. 

Keywords: gamification, language teaching, motivation, game-based 
learning, interactive education. 

 Аннотация: В статье анализируются преимущества 
использования геймификации в процессе обучения иностранным 
языкам. Применение игровых элементов способствует повышению 
активности и интереса учащихся. Такой подход делает занятия более 
увлекательными и продуктивными. Платформы Duolingo и Kahoot 
служат яркими примерами успешного внедрения геймификации. 
Исследования подтверждают её положительное влияние на освоение 
языка. 

Ключевые слова: геймификация, обучение языкам, мотивация, 
игровые технологии, интерактивное обучение. 

In recent years, the use of gamification in education has gained significant 
attention as an innovative approach to enhance learning outcomes. In 
language teaching, gamification involves the integration of game elements 
such as rewards, points, challenges, and levels into classroom activities. This 
method transforms the traditional learning environment into a more dynamic 
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and motivating experience for students. By applying gamified techniques, 
teachers can increase learners’ engagement, participation, and confidence in 
using the target language. Moreover, various digital tools like Duolingo, 
Kahoot, and Quizizz have proven that game-based learning can effectively 
support vocabulary development, grammar practice, and communication 
skills. Overall, gamification serves as a modern and interactive strategy that 
makes language learning both enjoyable and productive. 

In addition to transforming the classroom environment, gamification 
addresses one of the main challenges in language learning: maintaining 
learners’ sustained interest. Traditional methods often struggle to keep 
students consistently motivated, especially when practicing grammar, 
vocabulary, or speaking skills. By introducing playful elements and interactive 
tasks, gamification creates a more engaging context where students feel 
encouraged to participate actively. This approach not only captures attention 
but also fosters a sense of achievement and progression, making learners 
more willing to take risks and use the target language in authentic situations. 

The use of gamification in ESL and EFL classrooms is effective mainly 
because it incorporates key game-based elements that boost learners’ 
motivation, increase active participation, and create more meaningful learning 
conditions. These components typically include systems of points and 
rankings, various badges or digital rewards, story-based tasks with 
challenges, as well as interactive activities such as escape-room scenarios or 
scavenger-hunt style exercises. 

Points and leaderboards enhance engagement through extrinsic 
motivation. Platforms like Kahoot! and  Quizizz  assign  points for  correct  
answers,  while  Duolingo’s  experience  points  (XP)  system motivates users 
with daily streaks. 

In recent years, gamification has attracted considerable attention as an 
innovative strategy to enhance educational outcomes. In language teaching, it 
involves incorporating game-based elements such as rewards, points, 
challenges, and levels into classroom activities. This approach transforms 
traditional lessons into more dynamic and motivating experiences. By 
applying gamified techniques, teachers can boost learners’ engagement, 
participation, and confidence in using the target language. Additionally, digital 
platforms like Duolingo, Kahoot, and Quizizz have demonstrated that game-
oriented learning effectively supports vocabulary acquisition, grammar 
practice, and communication skills. Overall, gamification serves as a modern, 
interactive approach that makes language learning both engaging and 
productive. 

Beyond simply making lessons more dynamic, gamification addresses a 
critical challenge in language education: sustaining learners’ interest over 
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time. Traditional methods often struggle to maintain consistent motivation, 
especially when students practice grammar, vocabulary, or speaking skills. By 
integrating playful elements and interactive tasks, gamification provides a 
stimulating environment where learners are encouraged to participate 
actively. This method fosters a sense of achievement and progression, 
motivating students to take risks and use the target language in authentic 
contexts. 

A core aspect of gamification in ESL and EFL classrooms is the use of 
points, leaderboards, and badges. These elements enhance extrinsic 
motivation, providing learners with tangible recognition for their 
achievements. For instance, platforms like Kahoot! and Quizizz assign points 
for correct answers, while Duolingo uses experience points (XP) and daily 
streaks to encourage regular practice. Badges and levels reward consistent 
effort, helping students set and achieve short-term goals while remaining 
engaged in their learning journey. 

Interactive and narrative-driven tasks further reinforce engagement. 
Quests, missions, and story-based exercises contextualize language practice, 
requiring learners to apply reading, writing, listening, and speaking skills in 
meaningful scenarios. Activities such as escape rooms and scavenger hunts 
promote collaboration, problem-solving, and critical thinking while 
encouraging active use of the target language. Immediate feedback during 
these exercises allows students to correct mistakes, reflect on their 
performance, and adjust strategies in real time, strengthening overall 
language proficiency. 

In conclusion, gamification provides a comprehensive framework that 
combines motivation, interactivity, and meaningful learning experiences. It 
helps learners remain engaged, build confidence, and participate actively in 
classroom activities. Real-world examples like Duolingo and Kahoot illustrate 
how gamified approaches can make language instruction both effective and 
enjoyable. By thoughtfully integrating game-based elements, educators can 
create an environment where students are motivated, supported, and 
empowered to succeed in mastering a new language. 
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