/The Lingua Spectrum The Lingua Spectrum
Cogito, etgo dumt

Volume 2. February 2025

Increasing student motivation and engagement through a game-based learning
environment

Nuraliyeva Gulzebo
nuraliyevagulzebo@gmail.com
English teacher

DIEP

Annotation. An organization of actively participating students who aim for learning success
requires student motivation plus engagement but traditional teaching approaches might struggle to
keep students interested. Game-based methods (GBL) establish an immersive learning system that
employs interactive gameplay elements to create motivational educational approaches for students.
This study reviews how game-based education systems lift student commitments in class and improve
learning engagement to generate superior educational results. GBL promotes student motivation by
creating a learning environment that merges storytelling with challenging tasks along with
competition and motivational awards designed to help students develop connection to subjects being
studied. The research evaluates different game-based approaches to understand their effects on
students' behavior along with their emotional and cognitive response. Scientific research has
confirmed that properly designed gaming systems improve both student cognitive development rates
and knowledge acquisition and their grades(Gee, 2007). The research investigates GBL because it
represents an educational method that meets current educational standards during the twenty-first
century. The analysis produces vital information that educational providers and curriculum planners
and legislative institutions can use for enhancing motivation in different educational settings.
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incentives, problem-solving, teamwork, competition, feedback system, immersive learning, adaptive
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Annomayusn. Opeanuzayusi aKMUSHO Y4acmeylouwux CmyoOeHmos, KOmopvie CMpeMsmcs K
ycnewnomy obyyeHuto, mpebyem MOMU8AyUU U B061€YEHHOCMU CMYOEHMOo8, HO MPAOUYUOHHbIE
noOX00bL K 00YYeHUI0 MO2Yym He noddepicueams unmepec cmyoenmos. Heposvie memoowt (GBL)
co30aiom cucmemy 0Oy4eHUs ¢ NOSPYHCeHUeM, KOMopas UCNOIb3Yem 1eMeHmbl UHMEPAKMUEHO20
uepo6o2o npoyecca 0Jis CO30aHUsL MOMUBAYUOHHBIX 0OPA308aMENbHBIX NOOX0008 OJisi CMYO0eHmos. B
IMOM UCCIEO08AHUU PACCMAMPUBAEMCS, KAK USPO8ble 00pa3oeameibhblie CUCMEMbl NOBLLUAIOM
NPUBEPIHCEHHOCMb CIYOEHMO8 8 KIACCe U YAYYUAIOm B061eYeHHOCMb 8 0byuenue OJisl NOJY4eHUs!
npesocxooHbIX obpazosamenvHuix pezyaomamos. GBL  nosviwwaem momusayuio cmyoenmos,
co30a6as yyebHYI0 cpedy, Komopas 00beouHsem N0BeCmBOB8AHUE CO CIONCHbIMU 3A0A4aAMU, d
Makdce CcopesHO8aHue U MOMUBAYUOHHbIE HAPAObL, NPU3BAHHBIE NOMOYL CHYOEHMAM pa36umbs
C613b ¢ uzyyaemviMu npeomemamu. Hcciedoganue oyenusaem paziuyHvle ucposvie Nnooxoowl,
ymobbl NOHAMb UX GIUAHUE HA NOBedeHUue CMYOeHmos, d MAaKH#ce HA UX IMOYUOHANbHYIO U
KocHUMu6eHyo peaxyuto. Hayunvie ucciedosanus noomeepouny, Ymo npasuibHo paspabomaHnivie
ucpoguvle Ccucmemvl YAYUUIAOM KAK NOKA3AMeNU KOSHUMUBHO20 pA36umusi cmyoeHmos, max u
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yceoenue 3uanuil u ux oyeuku. Mccneoosanue usyuaem GBL, nockonvky on npeocmasnsem cobot
obpazosamenvHulll  Memoo, KOMOpPbIll  COOMBEMCMBYem COBPEMEHHbIM — 00paA308aMenbHbIM
cmanoapmam 8 08aoyams nepeom 6exe. AHanuz oaem 6aJNCHYIO UHGOpMayuio, KOMOpyH
nOCMaswuKu 06paz08amenbHuIX YCiye, NIAHUPOSUWUKU YUEOHbIX NPO2pamMM U 3aKOHOOameNbHble
VupedcoeHus Mo2ym UCHONIb308amMb OISl NOGBIULEHUS MOMUBAYUU 8 PA3TUUHBIX 00PA308AMENbHbIX
VCIOBUAX.

Knwueewvie cnosa: [eimugpurayus, axmusnoe obyuenue, yugpogoe obOyueHue, usposvie
MexanuKu, Hazpaovl U NOOWPeHUsl, peulenue npodaem, KOMaHOHAs paboma, copeeHosanue, Cucmema
06pamHoOU C853U, NOSpydHceHHoe 0byueHue, adanmusHoe obyueHue, 00pa306amenbHble MexHOI0Ul,
OpUEeHMUPOBaHHOe Ha CMyoeHma oOyyeHue, 0Opa308amenbHblie USPbl, MOMUBAYUS CMYOEHMO8,
B08I€UEHHOCb, 3HAYKU OOCIMUNICEHUI.

Talabalar motivatsiyasi va ishtirokini oshirishda o‘yin asosida o‘qgitishning ahamiyati

Nuraliyeva Gulzebo
nuraliyevagulzebo@gmail.com
Ingliz tili o ‘gituvchisi

DIEP

Annotatsiya. Muvaffagiyatli o ‘rganishni magsad gilgan faol ishtirok etuvchi talabalarni tashkil
gilish o ‘quvchilarning motivatsiyasi va faolligini talab giladi, ammo o ‘gitishning an‘anaviy
yondashuvlari talabalarni gizigtirishi mumkin. O yinga asoslangan usullar (GBL) o ‘quvchilar uchun
motivatsion ta'lim yondashuvlarini yaratish uchun interaktiv o ‘yin elementlaridan foydalanadigan
immersiv ta'lim tizimini yaratadi. Ushbu tadgiqot o ‘yinga asoslangan ta'lim tizimlari o ‘quvchilarning
sinfdagi majburiyatlarini ganday oshirishi va yuqgori ta'lim natijalarini yaratish uchun o ‘quv
faolligini yaxshilashini ko ‘rib chigadi. GBL talabalarning o ‘rganilayotgan fanlar bilan alogasini
rivojlantirishga yordam berish uchun mo ‘ljallangan ragobat va motivatsion mukofotlar bilan birga
hikoya qilishni qiyin vazifalar bilan birlashtirgan o ‘quv muhitini yaratish orqgali talabalar
motivatsiyasini rag ‘batlantiradi. Tadqgigot turli xil o‘yinga asoslangan yondashuvlarni, ularning
hissiy va kognitiv javoblari bilan birga o ‘quvchilarning xatti-harakatlariga ta'sirini tushunish uchun
baholaydi. IImiy tadqgigotlar shuni tasdigladiki, to‘g‘ri ishlab chigilgan o‘yin tizimlari ham
o ‘quvchilarning kognitiv rivojlanish sur'atlarini, ham bilimlarni egallash va ularning baholarini
yaxshilaydi. Tadgigot GBLni o ‘rganadi, chunki u yigirma birinchi asrda joriy ta'lim standartlariga
javob beradigan ta'lim usulini ifodalaydi. Tahlil ta'lim beruvchilar, o‘quv dasturlarini
rejalashtiruvchilar va gonun chigaruvchi institutlar turli ta'lim sharoitlarida motivatsiyani oshirish
uchun foydalanishi mumkin bo ‘lgan muhim ma'lumotlarni ishlab chigaradi.

Kalit so‘zlar: Geymifikatsiya, faol o ‘rganish, ragamli ta’lim, o ‘yin mexanikasi, mukofot va
rag ‘batlantirish, muammolarni hal gilish, jamoaviy ish, ragobat, fikr-mulohaza tizimi, immersiv
o ‘qitish, adaptiv o ‘gitish, edtech, talaba markazli ta’lim, ta’lim o ‘yinlari, talabalar motivatsiyasi,
ishtirok, yutuq nishonlari.

Introduction.

Students in present times show reduced focus along with diminished interest during traditional
educational approaches within digital classes. Increasing digitization of education explains why
educational game design effectively motivates students. Educational environments established by
teachers produce more motivated and knowledge-retaining students through elements from gaming
like reward-based challenges and interactive narratives. Through competitive systems and linked
immediate reaction processes and group work approaches game-based learning generates student
involvement with educational programs. Educational environments with integrated games show
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research-backed benefits toward student problem-solving skills together with critical thinking
abilities and memory retention and classroom performance enhancement. The research examines how
game-based learning techniques affect student participation through essential implementation
methods across various educational settings (Hamari, Koivisto, & Sarsa, 2014). Participatory and
self-directed educational methods become possible in game-based learning which enhances learning
quality according to teachers' academic standards.

Materials.

Games present exceptional learning possibilities through motivational environments that lead
to noticeable student involvement enhancement. Various successful implementation methods and
considerations exist for carrying out this approach which includes the following:

Add Game Mechanics in

Students earn points through work completion that reflects their achievement in both goal
completion and skill demonstration under the Leaderboards Badges and Points (PBL). Points and
achievement markers serve as visual recognition elements but leaderboards maintain competitive
interactions between students.

The education system requires improved progress systems that permit students to better
understand their subjects for continuous learning development.

Establish a Narrative Framework

Storytelling: Create an engaging plot for your kids. Students become more interested in
educational contents when suitable assignments mirror the subjects they are studying (Huang &
Soman, 2013).

Through permitting students to choose characters who symbolize their personality during
games you enable them to establish personal connections with lesson content.

Promote Cooperation

The group requires collaboration to tackle special difficulties which team-based assignments
solve through communication and teamwork practices.

Student learning improves due to peer feedback features that give them opportunities to review
feedback from their classmates as well as provide feedback to them (Kapp, 2012).

Give them freedom and choice.

Students need access to option selection which offers multiple tasks and challenges based on
their preferences and learning methods.

The game lets students create personalized learning routes because it tailors its targets to student
advancement speed and requirements.

Encourage a Secure Learning Environment

The instructional procedure needs elements to educate pupils about failure as an essential
learning component. Students need to learn from their mistakes inside a protected environment where
no penalties exist for their mistakes.

Students should obtain mutual support by creating an educational atmosphere that focuses on
learning growth.

Research and methods.

Include Technology

The educational success of students can be improved through digital platforms which serve as
web sites or applications dedicated to game-based learning to offer interactive feedback and feedback
in real-time.

An assessment of augmented reality (AR) and virtual reality (VR) technology should explore
ways to develop interactive learning environments (Kiili, 2005).

Complement the Learning Objectives

The educational value stays intact as teachers should design game activities whose content
adheres precisely to established curriculum standards together with learning objectives.
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The game should contain formative tests to track student progress and comprehension because
it helps monitor their development.

Constant Improvement and Feedback

The delivery of immediate performance feedback to students within game activities helps them
detect both their fundamental competencies and development zones.

The design loop of iterative development supports student engagement enhancement through
routine collection of feedback regarding game features and game experiences (Malone & Lepper,
1987).

Honour accomplishments

Recognition Events should be established to promote student game accomplishments through
formal events which build school spirit.

Children should display their learning progress to their parents and students as well as their
school community.

The motivational core of games implemented for educational purposes constitutes game-based
learning (GBL) which establishes an effective alternative to traditional teaching methods. The
utilization of GBL should follow these effective strategies to enhance student motivation and
engagement.

Knowing the Basics:

Gamification versus Game-Based Learning (GBL):

Real games in digital or non-digital formats serve as platform for the delivery of specific
material under GBL. Both parts of the game contain educational material. Play strategy games as an
effective way to understand previous wars.

The method of adding game mechanics like leaderboards and points along with badges to non-
game environments serves as a behaviour stimulation strategy. Students should get receiving points
when they complete their assignments (Prensky, 2001).

Essential Elements of Successful GBL.:

The game requirements must specifically demonstrate their support for both curriculum and
learning objectives.

Free will should be granted to players because their decisions must directly influence gameplay
outcomes.

The game complexity should increase step by step based on student progression levels to
maintain appropriate difficulty levels.

Students need to understand their learning targets and immediately receive useful assessment
about their progress.

Educational activities employing competition and collaboration should complement student
engagement when considered within context of educational aims and requirements (Sailer, Hense,
Mayr, & Mandl, 2017).

Students should encounter a gaming environment where they feel protected with respect and
acceptance.

School teachers must incorporate games as an essential component of their current academic
material rather than administering them outside the curriculum framework.

The development process of game-based learning environments requires evaluation of available
games which currently exist.

Several useful education-focused experiences in commercial games can be found in Assassin's
Creed: Discovery Tour as well as Kerbal Space Program and Minecraft: Education Edition.

The majority of games created for education target specific subjects as their focus. Proper
examination of these games must determine their alignment with your curriculum alongside their
ability to maintain student engagement.

Results.
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Make Your Own Game:

Digital games: Making original games with technologies like Scratch, Unity, and GameMaker
(Deterding, Dixon, Khaled, & Nacke, 2011).

Non-Digital Games encompass developing board-based activities along with card-based and
role-playing simulations and classroom-based games that match your curriculum standards.

Components of Game Design to Increase Engagement and Motivation:

kredible plots attract students while strengthening their memory retention of information.

Educational tools that clearly display progress indicators include badges levels alongside
progress bars.

Quick and Helpful Feedback: Give students constructive criticism as well as encouragement
for their activities.

Students should obtain the ability to modify their characters together with their avatars or
customize their gaming experience.

Set challenging assignment targets which students find difficult yet realistic enough to maintain
their interest.

Students need to participate in group activities which promote mutual assistance along with
information exchanges.

gamers should experience mastery through the game design as they progress since it enhances
their sense of competence while providing achievement (Gee, 2007).

Within the educational framework students should receive intrinsic drivers (challenge, curiosity
and achievement satisfaction) ahead of extrinsic rewards (grades and points). Application in the
Classroom:

Preparing for the game:

Teach the students today by specifying upfront which academic objectives the game intends to
achieve (Kapp, 2012).

The game links directly to present curriculum content through this section.

The game requires proper definition of mandatory rules which all participants must strictly
follow.

While playing the game:

The game should never be played individually by students. Students should receive guidance
through your questions and your input and active introspection resources.

The development of lesson understanding can be tracked through teenage student social
interactions to identify places where confusion may exist.

Passive players should receive guidance to cooperate by learning from peers throughout the
activity.

Reflection and Evaluation After the Game:

The educational practice of debriefing enables teachers to discuss gameplay with students and
help them draw relationships between classroom material and actual life situations.

The game provides a measure of student learning through assessment activities such as tests
and assignments or observer feedback.

Feedback includes discussing pupil performance while showing them their weak areas(Kiili,
2005).

Handling Possible Difficulties:

The implementation of GBL as a practice demands significant amounts of valuable time. The
initial approach should be basic before advancing to more complex tasks.

Some program software along with gaming products come with high price tags. Look for
economical or no-cost replacement tools while exploring financial aid possibilities.

Every student should possess essential technology equipment. Pupils who lack access should
receive alternative assignments.
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Discussion.

An inappropriate management of GBL will produce classroom disruptions. Determine precise
rules that specify expectations and organize structured activities for the students.

The implementation requires addressing any concerns students and parents have together with
showing them the potential benefits of GBL.

Particular Techniques to Raise Engagement & Motivation:

Allow students to make their own choices within the game by selecting characters together with
following quests and experimenting with solution techniques (Malone & Lepper, 1987).

Students will gain more imaginative power through interactive storytelling or by becoming part
of different roles.

The level of difficulty in tasks should be made more complex for progressing students while
starting with simple problems at the beginning.

The schedule includes brief stopping points together with active learning techniques that should
alternate with gaming sessions to prevent exhaustion.

Students achieve better learning outcomes through creating an encouraging educational
environment that celebrates their achievements in front of the entire student body (Sailer, Hense,
Mayr, & Mandl, 2017).

Students should obtain access to modify existing video games according to their preferences or
participate in game development.

Determine how information taught in class can work in practical scenarios through relevant
examples of real-world applications.

Examples of Learning Activities Based on Games:

Strategy game "Civilisation"” provides an educational experience about various historical events
across different civilizations.

The game Portal provides an excellent opportunity to demonstrate math concepts particularly
problem-solving and spatial thinking.

Students can play "Minecraft: Education Edition" to study scientific concepts of physics and
ecosystems.

Language Arts demands students to create role-playing games for improving their writing
capabilities along with their communication skills.

The tools Scratch and Code.org allow users to develop interactive games along with animations
(Gee, 2007).

Conclusion.

Educational contexts that link enjoyable learning materials to relevant schoolwork make
students more motivated to remain engaged in their academic lessons. Current standard-based
teaching methods mandate educators to implement gameful design elements when they construct
educational spaces which use structured games for delivering essential content and fostering team
student work (Prensky, 2001).

The gameplay experience lets students develop concentration on educational work creating
possibilities for learning. Professional teachers use proper classroom activities to establish learning
environments which drive both student academic success and foster group-work-driven motivation.
The evaluation method for GBL requires sustained dedication because the methods need regular
adaptations according to student feedback and performance assessment (Huang & Soman, 2013).

Student participation and motivational commitment in educational activities can be improved
considerably when learning spaces incorporate rewarding gameplay features in their games. Students
make their education into personal responsibility due to game elements that give them dynamic
feedback while delivering challenges. Academic achievement for students improves when learning
environments create conditions for team-based critical thinking aspects (Deterding, Dixon, Khaled,
& Nacke, 2011).
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When teachers use recreational elements in their instructional game design the learning effects

will be most effective. Students experience improved performance in academics and their careers
because of game-based learning which drives contemporary educational progress.
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