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Annotation This article explores the impact of video games and gamification on language
learning, with a focus on middle school students. It examines how game-based
learning (GBL) and gamified instructional methods enhance oral communication,
vocabulary acquisition, grammar, and pragmatic competence in English as a foreign
language. The study emphasizes the role of role-playing, interactive group activities,
scenario-based exercises, and digital game elements in creating immersive, learner-
centered environments. Cognitive and metacognitive aspects are highlighted as
essential factors in effective language acquisition through gameplay. The article also
(nvestigates social and cultural dimensions, illustrating how multiplayer and
collaborative tasks foster peer interaction, teamwork, confidence, and cross-cultural
awareness. Observational data and comparative analysis demonstrate that
structured integration of games and gamification into language instruction
significantly increases student engagement, motivation, and communicative
competence. The findings support the use of video games as an innovative, practical,
and pedagogically sound strategy to enhance oral communication skills, learner
autonomy, and overall language proficiency in middle school learners.
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Annotatsiya Ushbu magqgolada video o'yinlar va o'yinlashtirishning til o’rganishga ta’'siri
o'rganiladi, o’rta maktab o'quvchilariga alohida e'tibor qaratiladi. Tadgiqotda
o'yinlarga asoslangan ta'lim (GBL) va o'yinlashtirilgan metodikalar og’zaki muloqgot,
so’z boyligi, grammatika va pragmatik kompetensiyani rivojlantirishga ganday
yordam berishi tahlil gilinadi. Rolli o'yinlar, interaktiv guruh mashg’ulotlari
ssenariyli topshiriglar va ragamli o’yin elementlari orqali o'quvchi markazli
immersiv muhit yaratish ahamiyati ta’kidlanadi. Kognitiv va metakognitiv jihatlar
tilni samarali o’zlashtirishda muhim omil sifatida ko’rsatiladi. Maqola shuningdek,
{jtimoly va madaniy jihatlarni ham o’rganadi, ko'p foydalanuvchili va hamkorlik
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asosidagi mashg'ulotlar orqali tengdoshlar bilan mulogot, jamoaviy ish, o’ziga
ishonch va madaniyatlararo tushunishni rivojlantirish ko'rsatib beriladi. Kuzatuv va
taqqosiy tahlillar o'yin va o'yinlashtirishni o‘quv jarayoniga kiritish o‘quvchilarning
faolligi, motivatsiyasi va kommunikativ kompetensiyasini sezilarli darajada
oshirishini tasdiqglaydi. Natijalar video o'yinlarni og’zaki mulogot ko’nikmalarini,
mustaqil o’rganishni va umumiy til bilimini oshirish uchun innovatsion va samarali
strategiya sifatida qo’llash mumkinligini ko’rsatadi.

Kalit so’zlar Video o'yinlar, o'yinlashtirish, til o’rganish, o'yinlarga asoslangan ta'lim, og'zaki
mulogot, so’z boyligi, grammatika, pragmatik kompetensiya, motivatsiya, o’quvchi
markazli yondashuv
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reiMMprKaLmmn Ha N3yueHune . _ myoenm,
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Map>xaH Agun Knsu
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AHHOTaUuA B daHHoU cmamee paccMampusaemcs sausHue sudeouzp u 2elimugukayuu Ha
usydeHue A3bIKa, C AKYeHmMoM Ha y4auyuxcs cpedHez20 38eHa. Vccnedyemcs, kak
ueposoe obyyeHue (GBL) u zelimuguyuposaHHbie MemoOuku NO8bLILUAKM HABbIKU
ycmHol peyu, pacwupsrom Cc08apHbIU  3andc, yayqwarm 2pammamuky u
passusarom npazMamuyveckyro KOMnemeHyuro Npu Usy4yeHuu aHa/ulickoeo kak
uHocmpaHHoz2o  sA3bika. Ocoboe  eHUMaHue ydesneHO  posiegbiM  U2pam,
UHMepakmueHsIM 2pynnoseiM 3a0aHUSIM, CUEHAPHbLIM YNPAaxXHEeHUAM U Yugposeim
U2poBbIM  31IeMeHmMam, Cco30aroWuM UMMEPCUBHYH, OpUEeHMUPOBAHHYIO Ha
ydyeHuka  cpeody. KoeHumueHble ~ u  MemakoeHUMUBHble — acnekmel
paccmMampuearomca Kak kjaroqesole akmopel 3¢hgpekmueHo20 yceoeHus A3blKa
yepes ueposoli npoyecc. Cmames makxe aHasusupyem coyuasabHele U
Ky/JlomypHble — U3MepeHUs, NnoKaseleds, Kak MHO20Nno/b3osamesbckue U
cosmecmHele  3ada4u  cnocobcmeyrom  83auMo0elicmeuro  C8epCMHUKOS,
KoMaHOHOU pabome, ygepeHHOCMU U MeXKy/bmypHoU 0Cc8ed0MAEHHOCMU.
HabnwodeHus  u  cpasHumeseHelli  aHAanAu3  0eMOHCMpupyrom, — 4mo
CMpyKMypupo8aHHaa uHmMezpayus u2p u eeumugukayuu 6 obyyeHue
3HA4YUMesIbHO NoBbILIAeM B08/1€4EHHOCMb, MOMUBAYUID U KOMMYHUKAMU8Hble
Haseiku y4dawjuxca. Pesysemamel noomeepxdarom, umo sudeouzpsl ABAAMCA
UHHOBAYUOHHOU U npakmud4eckoli cmpameauel 05 pazsumus ycmHol pedu,
asmoHoMHocmu U obwjeli A3bIkosoU KoMnemeHyuu.

KnioueBble Budeouepel, 2elimugpukayus, usyyeHue fA3bikd, uepogoe obyyeHue, yCMHAsA peds,
cnoBa c/108apHbIl 3anac, paMmMamuka, npazmamudeckas KomnemeHyus, Momueayus,
OpUEHMUPOBAHHbIU HA y4eHUKa nooxo0
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Introduction

The acceleration of information and
communication technologies and the advent of
personal devices have triggered considerable
changes in the way languages are learned.
Among these, video games have become
particularly popular. Understood in the broad
sense of the term, video games are currently
the principal source of entertainment among
many teenagers and young adults. A large
proportion of this segment of the population
spends a significant amount of time playing
them, with figures ranging from 1 hour, 22
minutes to over 8 hours regularly (Casaf-
Pitarch, 2018). The significant presence of video
games in the daily life of millions of young
people, along with the adoption of English as a
primary vehicle for content, has prompted
researchers to investigate different facets of the
interplay that links gaming, learning, and,
specifically, language acquisition.

The multifarious benefits of language
instruction through game-play has made this
particular avenue a topic of research and
development for several decades (Garland,
2015; Molumby, 2016). Game-based language
learning is gaining currency as a means to
enhance many of the gaps left unattended by
prevalent paradigms of language education.
Gaming represents the manifestation of a
paradigm shift: rather than presenting material
that the learner subsequently practices, the
language is a by-product of acting and
performing (Vesanen, 2015). Yet, such an
observation has led some to consider that more
than merely presenting material, game-play is
a paradigm of discovering meaning and
effecting the acquisition of the language. A
wide spectrum of investigations into different
aspects of language acquisition through game-
play has emerged and continues apace.

In the language domain, gaming
apparently facilitates the acquisition of
vocabulary, syntax and, to some extent,
pronunciation, among other factors. The
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concern at play has concentrated on the need
to establish a precise understanding of the
elements that constitute the gaming
phenomenon, a precursor essential to the
formulation of queries and concerns
compatible with the precise objectives of a
given investigation.

Literature review

Digital game-based learning (DGBL) is a
pedagogical approach that leverages electronic
games to advance language competencies
(Nadi-Ravandi & Batooli, 2022). Gamification
can augment teaching approaches by
incorporating game mechanics to boost
motivation and engagement. The selection of
games aligned with teaching goals, including
scenarios, mechanics, and emotional
elements, can create immersive experiences
that foster language development. The design
process and the affective dimensions of
gameplay are central to successful language
outcomes, and DGBL can be adapted across
digital and non-digital contexts (Casafi-Pitarch,

2018; 90-92).
Gamified platforms, such as
ReadTheory.org, cultivate positive student

attitudes, autonomous learning, and increased
exposure to reading in and beyond the
classroom. Ease of access, portability, and
motivational features - including rewards,
badges, and self-directed objectives -
contribute to enhanced reading
comprehension. These platforms create
engaging  environments  that  support
experiential and learner-centered education,
indirectly supporting language development
through increased practice opportunities
(Alalwany, 2021; 47-50). Online language
learning through gamified mechanisms,
including  multiplayer interactions  and
discussion forums, can foster meaningful
exchanges and improve vocabulary retention.
Intrinsic motivation sustains engagement and
supports  superior  learning  outcomes.
Personalization  according to individual
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learning  preferences  further  optimizes
engagement and effectiveness. Adaptive,
learner-centered gamified platforms, especially
via mobile apps, allow flexible pacing and self-
regulated learning, contributing to sustained
language development (Shen, Lai, & Wang,
2024; 80-84).

e Game-based learning and gamification in

language acquisition

The relevance of games in the
educational world is becoming more and more
evident. The use of games in the classroom
dates back to the times of ancient Greece, as
explained in gaming literature. The learning
environment has evolved a lot throughout the
years, where life-like experiences have replaced
textbooks and blackboards, and the definition
of games has changed drastically throughout
the years (Casaf-Pitarch, 2018). Games have
recently evolved into a necessity for today’s
youth in this global era of telecommunications
and games have become more intricate than
ever. Scholars have linked the importance of
games in the learning process and games are
seen as highly motivational. However, one of
the key features of all games is that they are
based on re-structure. In the game, the learner
is placed into role-play situations where
different kinds of English are required Similar to
teleconferencing and E-learning programs,
such as World of Warcraft, game-based
learning allows for experiences in environments
where the learners may not have been able to
acquire them through ordinary exposure (Rojas
Rojas, 2015).

To define the notion of Game-Based
Learning (GBL) probably the best way is to split
the term into two parts, GAMES and LEARNING.
The video games today are different from what
they were over the last 10-15 years. There are
numerous types of games available for use in
education today ranging from board games to
computer-based games and now even mobile
devices have become a pupil-friendly
educational tool. Game-based learning uses
games specifically designed with language
learning principles in mind. In the context of
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games, vocabulary is only experienced,
whereas language knowledge is only
acquired. In GBL, exposure occurs through
authentic language, while acquisition happens
through problem solving with others. Games
designed for other than educational purposes
can still be used. Various types of games
hold significantly different strengths. Non-
educational games surveyed present several
issues. For commercial games not specifically
developed for education, proximity to
language level becomes an issue, the expected
linguistic level, the richness of content, the
preferred text type, target-desired exposure,
interaction, and percentage of speech play an
important role.
e Cognitive and metacognitive perspectives
In digital game-based learning, cognition
is explored through attention, working
memory, and processing efficiency. Study of
attentional load links game complexity to
cognitive  benefits, suggesting students’
capacity for simultaneous code-switching in
academic and informal contexts enhances
focus on language forms. Role of cognitive
flexibility in vocabulary acquisition among
learners, stated to be significantly easier than
L1 acquisition. Gaming’' positive effects on
vocabulary are further shaped by learners’
awareness of complex character limitations and
phonetic discrepancies (Shen et al., 2024).
Metacognition,  including  strategic
planning, self-regulation, and reflection on
learning, also important (Casaf-Pitarch, 2018).
Considered in game design, regulated through
learners’ own settings, and highlighted in
supplementary post-game activities. Strategy
use during gaming, self-regulatory skills, and
reflective comments established as indicators
of extensive self-regulated learning. Ability to
reflect on game enjoyability linked to
willingness to investigate complex language
features, aided by visual game assistance.
Gamification’s establishment of temporary
limits for exploratory behaviours viewed as
cognitive support enabling deeper
engagement with complex game structures.
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Linguistic impacts of video games and
gamification

Game-based language learning
promotes students’ acquisition of new
terminology and language forms by
developing mind maps linking symbols,

references, and referents. It helps students
learn new terminology in a comprehensible
and playful way that allows testing functions
and practicing what they have learned. The
connection among serious games,
gamification, and digital game-based learning
is essential for implementing a digital game-
based approach in the foreign language
classroom. The increasing use of personal
devices like smartphones, laptops, and tablets,
along with accessible applications and games,
has improved the integration of video games
into language learning, fostering the
development of students’ communicative skills
in foreign languages.

e Vocabulary acquisition and lexical access

Language acquisition is a complex topic
that encompasses diverse aspects, with
vocabulary acquisition taking centre stage.
Vocabulary has great relevance in any language
acquisition environment, and video games fall
under that umbrella. Academia has opted for
the term “lexical access” to describe the process
of looking up a word. Multimodal
environments and gaming contexts provide
situations where students notice language
forms (Chan & Lo, 2022). The type and extent
of these interactions depend on the class of
games considered: in classes where vocabulary
items enter the game dialogue or text,
vocabulary is more likely to be acquired than in
games where the language is simply selected
from icons or where the messages to be
understood are encoded in pictograms,
signifying that input remains pictographic.

It is then of immense importance to
briefly define vocabulary acquisition before
investigating the positive role of video games
(Casan-Pitarch, 2018). Vocabulary acquisition
can be defined as resorting to a word, phrase,
or sentence previously learnt to elaborate a
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new text. Gaining a text relies on an elaborate
knowledge (e.g. word class, meaning,
colocation...) of word. This procedure consists
in a retrieval operation of lexical knowledge
and depend on the contact of the language
representations and of contextual language
knowledge, together with phonological,
textural, semantic and graph phonemic
matching of the forms.
e Grammar

Video games have this way of affecting
how people use grammar, especially when they
are chatting online in those digital spaces. Like
in games such as World of Warcraft or Fortnite,
players are always typing or talking fast to team
up or get stuff done. It is quick, you know, so
they skip a lot of the usual rules and just say
things like need help or go left. That sort of
pushes everyone towards grammar that gets
the point across without worrying too much
about making it perfect. Garland talks about
this in his research, where gaming makes
language feel situated, meaning you pick it up
naturally from playing and interacting over and
over. Players end up getting a feel for how
sentences work, like commands or if then kinds
of things, just from all that back and forth. It
seems especially helpful for people learning
English as a second language, since the context
makes it stick. But then there is the other side,
where this gaming talk normalizes shortcuts
and abbreviations in everyday communication.
Scholars in applied linguistics point out how it
changes the old school grammar rules for
modern stuff. Sometimes it feels like the
informal side takes over a bit too much, | am
not totally sure. Anyway, that is how digital
environments are reshaping things. Video
games can really help with language stuff in
some ways, but they also have problems.

Pragmatic impact

Video games really seem to change the
way people talk when they are interacting
socially, and that ties into pragmatics, which is
all about how context affects what words mean
in conversations. | mean, in those online
multiplayer setups, players are always figuring
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out what each other means, working together
on plans, and tweaking their words based on
what they need to do in the game. It can help
build up skills in pragmatics, like knowing how
to reply to a compliment or a request,
especially if its in a second language. There are
studies from Applied Linguistics that look at
this, showing how playing games boosts
communication in context for language
learners (Chan & Lo, 2022). For instance, it
helps with coming up with the right responses
to things like social compliments, so gaming
can support developing those pragmatic
abilities in L2. Players often switch between
languages on the fly in these games, organizing
their talks dynamically and adjusting strategies
right there during play. Research in the Journal
of Pragmatics points that out, with how they
draw on different languages in real time. That
part about bilingual stuff stands out, because it
shows the adaptation happening so quickly.
Some might think its just casual chat, but it
actually builds competence (Shen et al., 2024).
e Exposure to real-time feedback

Many multiplayer games incorporate real
time text or voice chat options which enable
direct conversation and peer to peer learning
through gaming. This can help to develop
communicative competence, as they adapt
their language on the pragmatic situations,
including both positive and negative situations.
Such simulations may be highly useful on
practicing negotiation, persuasion, and conflict
using speech acts. Especially, games with role
playing features might simulate every day
social situation in which players interact with
non-player characters (NPCs) and other real
players. By this learners can experiment with
different approaches to conversation in
different settings to learn implicit cues and
politeness strategies effectively.

Social impact

In any age, especially in early adolescence
interaction and development of social skills
form sense of identity, social impact cannot be
overseen. It is important for both academic and
personal success, providing both opportunities
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for interaction and potential sources of social
isolation.
e Peer interaction and teamwork

Cooperative play is mainly promoted by
many video games, where players work
together for common goals. Cooperative
modes in multiplayer games, team-based
strategies, and shared storytelling experiences
create spaces for socialization outside
traditional classroom settings. Such
collaborative  environments  can  foster
empathy, teamwork, and communication skills
(Molumby, 2016; Vesanen, 2015).

The online nature of many video games
allows learners to connect with peers beyond
their immediate geographical locations. This
exposure to diverse cultures and backgrounds
can broaden social horizons and foster a
deeper appreciation for diversity. Moreover,
the online social medium of video games may
encourage players to form lasting friendships
that can extend into real life.

Cultural development
games

Many video games are designed with
rich, multicultural narratives that introduce
players to traditions, mythologies, and societal
structures from around the world. Such games
can serve as entry points into different cultures,
broadening students’ horizons and
encouraging an appreciation for global
diversity (Menchaca et al., 2019). Interactive
cultural  storytelling enables players to
experience the values, beliefs, and customs of
various societies in an engaging manner.
Certain video games incorporate historical
contexts, artistic movements, and philosophical
themes into their gameplay. These elements
can lead to an increased interest in cultural
studies and art appreciation. For instance,
games that recreate historical settings or
significant cultural events encourage students
to explore history beyond their textbooks,
fostering a more integrated cultural education.
Such experiences may stimulate interest in
learning new languages and encourage
learners to appreciate linguistic and cultural

and video
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differences (Gressick & Langston, 2017). This
exposure can support more inclusive cultural
development and promote global citizenship

ideals.

Despite their many potential benefits,
video games can perpetuate stereotypes or
present oversimplified views of certain cultures.
are uncritically
adopted from popular media without careful
may develop
skewed perceptions regarding race, ethnicity,
representations
might inadvertently reinforce biases or cultural

If cultural

contextualization,

or national

representations
students

identity. Such
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appealing narratives, some video games may
appropriate cultural elements without accurate
representation. This risk of misrepresentation
can lead to a superficial understanding of
complex cultural histories and traditions. The
lack of nuance in cultural portrayals may
impede the deeper learning of cultural identity
and understanding. The global popularity of
certain video game franchises, particularly
those developed in Western contexts, might
lead to a homogenized cultural experience. The
predominance of specific cultural voices in
video gaming could reduce exposure to diverse

generalizations. In the quest for exotic or

local traditions and values (Vesanen, 2015).

Game-Based Learning

Language Skill Traditional Teachin . Observed
gFaz’tor ! Approach ° A 1o (ERITTES (22 Outcome
PP Gamification)
Learning vocabula Learning vocabulary through | Higher vocabular
Vocabulary 9 rary . 9 vy g ghe! y
. .. through memorization | interactive game dialogue, retention and
Acquisition . .
and textbook exercises | quests, and contextual tasks | faster lexical access
Grammar rules ) . Improved
Grammar . . Grammar used in real-time .
explained explicitly and .. . functional
Development communication during

practiced through
written exercises

gameplay and teamwork

grammar usage in
communication

Oral
Communication

Limited speaking
practice mainly in
classroom discussions

Continuous communication
through multiplayer
interaction, role-play, and
voice/text chat

Increased fluency
and confidence in
speaking

. Context-based interaction Better
Pragmatic Formal classroom - _ .
. . requiring negotiation, understanding of
Competence conversations with )
. . requests, and responses in contextual
limited real-life context
games language use
Student Moderate motivation High motivation due to Greater
., due to traditional rewards, challenges, badges, | engagement and
Motivation 9 9 9ag

teaching methods

and competition

participation

Cognitive Skills

Focus mainly on
memorization

Development of attention,
problem solving, and
strategic thinking during
gameplay

Improved cognitive
flexibility and
learning efficiency

Social
Interaction

Interaction mostly
limited to classroom
group work

Multiplayer collaboration,
teamwork, and peer
communication

Enhanced
teamwork and
interpersonal skills
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Cultural Cultural information Exposure to multicultural Increased cross-
presented through narratives and global players | cultural
Awareness . ;
texts or lectures in games understanding
Table 1. Impact of Game-Based Learning on Language Development among
Middle School Students
Grou Teaching Engagement Language Use Overall
P Method Level During Activities Performance

Control Traditional instruction Medium Limited speaking Moderate
Group (textbook + exercises) practice improvement

. . . Frequent N
Experimental | Game-based learning | High d o Significant

e _ communication .
Group and gamified activities : . improvement
and interaction
Table 2. Observational Comparison of Student Engagement
Conclusion communication skills, allowing students to
In  conclusion, video games and practice language in meaningful contexts. In
gamification represent powerful tools for addition to linguistic and cognitive benefits,
enhancing language learning, particularly video games also play a role in cultural

among middle school students. The integration
of game-based learning environments creates
interactive and engaging conditions in which
learners actively participate in the language
acquisition process. Through role-playing
activities, collaborative tasks, and scenario-
based interactions, students are exposed to
authentic language use that promotes the
development of vocabulary, grammar, and oral
communication skills. The findings discussed in
this study demonstrate that digital games not
only improve linguistic competence but also
contribute to cognitive and metacognitive
development. Elements such as problem
solving, strategic thinking, and real-time
decision-making support deeper engagement
with language structures and encourage
learners to regulate their own learning
processes. Furthermore, multiplayer and
collaborative gaming environments foster
social interaction, teamwork, and pragmatic

awareness and global communication.
Exposure to diverse narratives, characters, and
international players enables learners to
develop a broader understanding of different
cultures and social perspectives. However, the
potential risks associated with excessive
gaming, inappropriate content, and online
conflicts highlight the need for careful
supervision and balanced integration within
educational settings.

Overall, when used thoughtfully and
strategically, video games and gamified
learning methods can significantly enhance
motivation, engagement, and communicative
competence in foreign language education.
Therefore,  educators  should  consider
incorporating structured game-based activities
as a complementary approach to traditional
language teaching methods in order to support
more effective and learner-centered language
learning experiences.
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