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Abstract

The study investigates the use of gamification in the context of English language acquisition among
primary school pupils, with a particular focus on its significance in light of the influence of digitalization on
the field of education. Amidst the evolving educational paradigms, the study identifies a gap in utilizing
game-based learning to enhance English language acquisition among young learners. The objective is to
assess the effectiveness of gamification techniques in improving students' engagement, motivation, and
language proficiency. Employing a mixed-methods approach, the study combines quantitative analyses of
student performance data with qualitative feedback from educators and students. The research involved a
purposive sample of primary school students and teachers, utilizing standardized tests, surveys, and
interviews to gather comprehensive data. Results indicate a significant positive impact of gamification on
students' English language skills, including enhanced vocabulary, grammar, and overall linguistic
competence. Teachers reported increased student participation and interest in learning activities. Key
conclusions emphasize the potential of gamification as a transformative tool in primary education,
suggesting a paradigm shift towards more interactive and student-centered teaching methodologies. The
findings contribute to the pedagogical discourse by highlighting the importance of integrating innovative
teaching strategies to cater to diverse learning needs and preferences.
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TEAMUOUKALIUSA U EE MIPUMEHEHUE B ITIPOIIECCE OBYYEHUS
AHT'JIMHCKOMY S3BIKY B HAYAJIBHOM IIKOJIE

AnHomayus

B uccrnenoBaHuu MccIeayeTCs MCTMONBb30BaHUE TeMH(HUKANNU B KOHTEKCTE OBJAJICHUS AHTIMHCKUM
A3BIKOM YYCHHKAMM HA4YaJIbHBIX KJIACCOB, YICIIAA oco00e BHMMAaHHE €€ 3HAYUMOCTH B CBETE BIIMSHUSA
nuppoBuzanud  Ha cdepy oOpazoBanus. Ha ¢one paspuBarommxcsi 00pa30BaTENIbHBIX —MapagurMm
HCCIIC/IOBAHNE BBISBIIICT MPOOET B KCIOJB30BAHUM HWIPOBOTO OOYYCHHS JUIS YIYYIICHHS YCBOCHHS
AHTJIINHCKOTO SI3bIKAa FOHBIMU YUYCHHUKaMHU. ]_IC.HB COCTOHUT B TOM, 4TOOBI OLICHUTH 3(1)(1)CKTI/IBHOCTB METOJ0B
FeﬁMHq)HKaHHI/I B IOBBIIICHUH BOBJICUCHHOCTHU, MOTHBAaLWKU W BJIaJCHUA A3BIKOM YyYalllUXCs. I/ICHOHBEIYSI
CMEIIaHHBINA MOJXO0JI, UCCICIOBAHUE COUETACT B ceOC KOJNMYCCTBCHHBIN aHATH3 JaHHBIX 00 YCIIEBaeMOCTH
yyaluxcs C KaueCTBEHHOW OOpaTHO#M CBA3bI0 OT TMpemojaBareneid W ydvammxcs. B uccienoBaHuu
MCIIONIb30BAJIaCh IiejieBasi BHIOOPKA Y4YAIIMXCS W y4YHUTENeH HAyallbHBIX KJIACCOB C HCIOJIb30BAaHUEM
CTaHIapPTU3UPOBAHHBIX TECTOB, OIMMPOCOB W HHTCPBBIO JJIA c60pa HNCYCPIIbIBAIOIINX JTaHHBIX. PeSyHI)TaTBI
yKa3bIBAIOT HA 3HAYUTEIBHOE MOJIOKUTEIBHOE BIUSHHUE TeWMU(DUKAIIMA HAa HABBIKK AHIIMHCKOTO f3bIKA
yUaIuXCs, BKJIIOYas pPacHIMPEHHE CIIOBAPHOTO 3amaca, TPaMMaTHKM W OOIIYIO JIMHTBHCTHYECKYIO
KOMIIETEHTHOCTh. Y YHUTEIIS COO6HII/I.HI/I O TOBBIIICHHWMU AKTUBHOCTH M HHTEPECA Yy4dallUuXCA K yqe6Hof/'I
nesiTenbHOCTH. KUTtoueBble BBIBOJBI MOMYCPKUBAIOT MOTCHIMAT TeHMH(PHUKAUMK Kak MpeoOpa3yroIero
HHCTPYMEHTA B HAYaJIbHOM 00Opa30BaHUM, PEATOAras CIBUT apaJurMbl B CTOPOHY 00Jiee HHTEPAKTUBHBIX
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¥ OPHEHTHPOBAHHBIX Ha YYAIIUXCS METOHOJOTHH oOydeHms. IlosmydeHHBIE pe3ynbTaThl BHOCAT BKJIAJI B
Mearorm4ecKuil IMCKype, NOAYEPKUBAsT BAXXHOCTh WHTETPALMH MHHOBAIIMOHHBIX CTPATErHil 00yYeHMs I
yIOBIETBOPEHUS Pa3HOOOPA3HBIX MOTPEOHOCTEH U MPEANIOUYTEHHH B O0YUCHUH.

KaroueBble cioBa: reiimudukanys, HaualbHOE 00pa3zoBaHue, 00ydeHNE aHTIUHCKOMY SI3BIKY, BTOPOH
SI3BIK, UTPOBOE OOyUYEHHE.
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TEAMUAGUKALA )KOHE OHBbI BACTAVBIII MEKTENTE
AFBUIIIBIH TUITH OKBITY YAEPICIHJE KOJIJIAHY

Anoamna

3eprreyne umdpranabipyapH OiiM Oepyre BIKIaibl TYPFBICHIHAH OHBIH ©3CKTUIITiHE Hazap aynapa
OTBIPBIN, OACTaybIIl CHIHBII OKYIIBUIAPBIHBIH AFBUIMIBIH TITIH MEHrepy KOHTEKCTiHAe TeHMH(UKAIUSHBI
KOJIIaHy KapacTeIpbutaznsl. Jlambin keme »kaTkaH OimiM Oepy mapaaurMaiapblHBIH asiChIHIA 3€pPTTEY Kac
OKYLIBUIAPBIH aFbUIMIBIH TiUTIH MEHTepyiH jKaKcapTy YIIiH OWBIH HETi3iHIeri OKBITYIbl MaijanaHyJarsl
ONKBUTBIKTHI ~ aHBIKTAWABl. MakcaTel: TelMu(UKanus oMiCTEepiHIH OKYIIBUIAPIABIH  OEJICeHILTITIH,
MOTHBAIUACHIH XOHE TUIAI MEHTepy NEHTeWiH apTTHIpyAarbl THIMAUITIH Oaranay. Apamac omicTep oMiCiH
KOJIIaHa OTBIPBIN, 3€PTTECY MYFaJIiMACP MEH CTYJISHTTECPMAIH camayibl Kepi OailaHBICBIMEH OKYIIbLIApIbIH
yJrepimMi Typaisl AepeKTeplliH CaHABIK TalAayblH OipikTipeni. 3epTreyae >KaH-KaKTbl JEPEeKTep.i >KuHay
YIIIH CTaHAApTTaIFaH TECTUIep, cayalHamaiap jKOHEe cyxOaTTap apKbUIbl OacTayblll CHIHBIN OKYIIBLIApHI
MEH MyFaliMACpiHIH MakKcaTThl YIrici madijanaHbiinbl. HoTwmwkenep rediMudUKanMsSHbIH CTYIACHTTEPIIH
arbUIIIBIH TUTl JIaFIbUIapblHA, COHBIH IIIHJIE CO3MIK KOPBIH, TI'PDAMMAaTHKAChIH JKOHE MKaJllbl TLIIIK
KY3BIPETTUIriH apTThIpyFa aiTapiblkTail OH ocepiH kepceTemi. MyfamimMuep OKYyIIBLIAPIBIH OKY ic-
opeKeTiHe OeNICEHLTITI MEeH KbI3bIFYIIBUIBIFBIHBIH apTKAHBIH Xabapassl. Herisri KOpbITEIHABUIAD OacTaybIIn
OuiM Oepyeri TYpJICHAIpY Kypajibl PeTiHIe IedMU(UKAIUSHBIH dJICYETIH KepceTedi, OYJ1 WHTePaKTUBTI
KOHE OKyIIbIFa OarbITTaJFaH OKBITY OIiCTEMeJepiHe NapaJurMaHbl e3repTyli ychiHaabsl. Hormkenep
OPTYpPII OKy KaXKETTUIIKTepi MEH KalayjlapblH KaHaraTTaHIBIPY YVIOIH OKBITYJBIH HHHOBAIIMSUIBIK
CTpaTerusuiapbiH OipiKTipyiH MaHBI3ABUILIFBIH KOPCETY apKbUIBI TIEJarOTUKAIIBIK JUCKYPCKa BIKITA €TE/Ii.

Tyiiin ce3nep: reiiMudukanys, 6actaybiln OUTIM, aFbUINIBIH TUTIH OKBITY, €KIHII TiJI, OMBIH apKbLIbI
OKBITY.

Basic provisions. Gamification, the application of game-design elements in non-game contexts,
has gained attention as a potential strategy to enhance the teaching-learning process of the English
language in primary schools. The essay examines the influence of digitalization on education,
namely in elementary school, and the function of gamification in improving English language
acquisition. The text explores many approaches to introducing gamification, such as using platforms
like Kahoot, with the aim of actively involving students. The work furthermore explores the
viewpoints of educators about gamification, showcasing results derived from surveys and
interviews.

The use of gamification to primary school kids yields enhanced motivation, engagement, and
proficiency in language skills. The article underscores the need of using innovative and ongoing
pedagogical approaches in education. It has also been suggested that gamification can create
integration situations that make lessons more enjoyable and increase student motivation [1].
Furthermore, the use of gamification in the English learning context has been associated with
enhancing education to be fun and motivating [2]. In addition to the benefits for students,
gamification has been shown to prepare learners to be active and take responsibility for their own
learning [3].
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The evidence suggests that integrating gamification into language education can create a more
enjoyable and effective learning environment for students.

Introduction. After the pandemic, there are a lot of changes in the world, one of which is
digitalization. This, of course, affects the education system. It is true that during the transition to a
traditional education system after the pandemic, it was difficult for children to concentrate. This is
due to the fact that they have learned to use different platforms in online learning, look at colorful
templates. The constantly changing and competitive conditions of our time have increased the value
and importance of the student's resources. In this regard, the main task is to nurture creative,
educated and responsible human resources that play an important role in the development and
progress of society, continuous learning and development of personal and professional activities of
teachers. There are many ways to prepare and develop professional teachers. But with globalization
and in the third millennium, the growth in the use of digital technologies in human resource
training, the popularity of smart technologies, including the use of gamification using these
technologies as a technology learning tool.

Implementation of gamification in mastering the basic vocabulary of the English language of
younger students, which is aimed at responding to the need of students for more meaningful
knowledge and considering their interests and motivations.

The research aims to reveal that such a technological tool as gamification stimulates and
changes the attitude of students to learning work and improves their second language skills.

It is advisable and effective to start teaching English from the 2nd-3rd grade or the 5th grade,
depending on the preferences of the parents [4]. In the primary grades of Kazakhstan, English is
planned to be studied not from the 1st grade, but from the 3rd. According to the Minister of
Education and Science Askhat Aimagambetov, the results of research and analysis showed that it is
difficult for a 1st grade student to master three languages at once [5]. To make mastering a second
language not a problem for an elementary school student, great results can be achieved with the
technological aid of learning gamification.

English is an area of learning that attracts children, but at the same time causes them fear and
difficulties in combining new terms that include the processes of writing and speaking in a language
unknown to them. The use of technological means that allows children to learn through play in an
interactive and playful way, increases the motivation of a younger student to more easily assimilate
new knowledge.

With this in mind, this study aims to demonstrate gamification as an easy and fun way to learn
English by applying the dynamics and principles of play to various activities in everyday life. The
gamification of education seeks to use these principles in education, that is, given that ICTs are a
source of resources that teachers should use as a tool for learning and improving educational
processes, as well as for increasing knowledge, as well as for learning that enriches vocabulary
stock and stimulates to learn a second foreign language through a variety of games and technologies
for students of the situation.

The purpose of this research is the use of gamification as a technological means of learning in
mastering a second language by students of the third and fourth grades, which actually stimulates
and gives its effectiveness.

The research includes diagnostic testing of basic knowledge of the English language for
students belonging to the school class, which is compared with the final assessment of the proposed
strategy, analyzes the relevance of using gamification or digital games for learning English.

At the beginning of the 21st century, the rise of digital games turned the concept of games into
a significant industry and a field of research in its own right.

Therefore, the main goal of teaching English through games in primary school is to develop
communicative competence of our students to help them in their future life and enable them to
establish good relationships. It is very important for students to have fun during primary education.
That's why the game will have a great impact.
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The use and application of games for learning purposes has been studied for years in order to
increase the motivation of students, which is a determining and dominant factor in learning
activities [6].

It consists of a method and approach to learning English through gamification in order to
further motivate students and motivate them through game design, style, and the use of game
elements while learning English and a better understanding of the environment [7]. Basically, it
aims to engage students as much as possible and engage their minds, so that they can learn English
better, gain interest and inspiration to continue on the path of progressive English learning. This
would be a surprising effect in terms of their achievements, as many gamification in English
language learning are useful to primary school students and teachers today.

According to the definition, gamification usually involves the process of identifying elements
that include fun and engaging games and the close interaction between the players, i.e., the students
and the teacher, to continue the game.

The answers to the main research questions are based on the evaluation of the results obtained
in the Google form. Prepared a questionnaire for descriptive elementary teachers on Google Form.
In addition, gamified training sessions were conducted on Kahoot premium+ learning platform for
creating quizzes, tests and educational games. This observation was conducted collaboratively from
the perspective of another teacher in the classroom.

Table 1 — The goal of increasing the activity of elementary school students

Goal Game specific elements

Unpredictable moments Quests, Goals, Rating
D o
£ o
é § Overcoming difficulties Quests with automatic rating
£
< E | Feedback Random achievements, content surprises, various
quests
Learn new words Story, Avatar
2%
© 5 | Arouse interest Story, graphics, quests
g%
Increase imagination Inclusion in the storyline

By teaching elementary school students who are learning a foreign language for the first time
through games, as shown in the table above, we can increase their interest in memorizing new
words of a second language, increase their motivation, and achieve the necessary competencies.
Thus, by introducing these simple methods and such a "surprise™ factor in the classroom, one can
develop very useful attitudes in the English language such as motivation, interest and active
participation in the lesson.
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Thanks to such awakened attitudes in students, it is possible to study the school year better, to
be in search and to use English daily, and the results can be improved when the content of the
lesson is more interesting and difficult to understand than the traditional one.

Gamification has great benefits such as changing behavior among students and increasing
productivity through self-motivation. In this regard, it should be noted that there are two types of
motivation: extrinsic and intrinsic motivation. Extrinsic motivation is most commonly used in
learning and involves completing tasks to achieve prizes or rewards. And internal motivation means
the motivation that is born inside the subject, activates him to the desired result, interests him and
brings him to the intended goal. Both motivations are present in the process of gamification.

Analyzing by term, we find the following in the definition of gamification proposed by Kapp K.
M.:

Games: Classic definitions in game studies state that games, unlike toys, are characterized by
clear systems of rules and the competition or struggle of actors within these systems for specific
goals or outcomes.

Elements: Most games have common components or elements such as self-representation with
avatars, narrative context, feedback, different scales and levels of play, time pressure or competition
based on specific rules [8].

On the other hand, the author defines integration by stating that meaningful learning is
"generalized”, that is, it is incorporated into the individual and causes changes in behavior, attitudes
and, sometimes, can even affect the student's own personality.

In the same way, another of the essential factors in significant learning is the evaluation, since
in it the student establishes if an activity satisfies his needs and, therefore, if it contributes to
expanding his knowledge in the learning of the second language or not.

Finally, Kapp highlights the meaning, since significant learning is what makes sense for the
student throughout his experience [8].

Game parameters evolve by providing feedback to players immediately after an action, which
in turn leads to a reaction [9]. Learners need to be supported to achieve goals through informational
feedback in digital learning environments and throughout the learning process [10]. This confirms
the self-understanding of the role of the teacher, as stated by Ebrahimzadeh M., & Alavi S.:
"Constructive concepts of teaching are based on a different understanding of teaching and require a
change in the roles of teachers and students: [...] The role of the teacher changes from a knowledge
mediator to a learning partner. Communication technologies, therefore, can be expected to support
such a change due to their potential” [11].

In turn, by adding educational games through the various platforms that the Internet offers us,
we can contribute to the development of more meaningful language learning, Goltsova T. A.
defines from two elements:

First of all, we find the individual presence of each of the subjects. It should be qualitative, as
the author believes that the learning process affects the whole person, both cognitively and
psychologically or emotionally.

Second, we distinguish self-initiation, in which the author emphasizes a sense of novelty,
interest in achieving a goal, or understanding something, even if it is from external stimuli. This
self-initiative comes from within a person [12].

A common definition describes "gamification as the use of game design elements in non-game
contexts" [13]. This can often be found in marketing strategies that talk about the supposed
gamification of PBL, consisting of points, icons and leaderboards. Werbach K., Hunter D. expands
the definition to "the use of game elements and game design techniques in non-game contexts" [14].
This definition is increasingly accepted in science. Explains the term gamification and the latter
shows gamification in the context of the school environment. These measures can be important for
the learning process if students are not motivated enough and both teachers and parents should
encourage children to improve their studies. In the case of school, for example, learning homework
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or vocabulary becomes difficult if the teacher does not extrinsically stimulate motivation by
checking reading or homework.

The gamification system helps to increase the motivation of students and works on behavior
formation. When making a choice of gamified software tools and platforms, the selected work is
determined by competencies as the main psychological needs [15]. Properly selected software and
platforms, in turn, affect their effectiveness and accordingly, the motivation of elementary school
students. The development of the game includes the new ideas of the game and the corresponding
modifications and rules to adopt new rules and new words fluently in English to connect the players
to the game in the long term by giving the players the feeling that they want to play. The system
game should be balanced: a set of tasks that are challenging but interesting for a primary school
student.

In the school context, gamification is now being used to structure lessons in a game form using
typical game elements and to awaken the intrinsic motivation of students through this competitive
culture, so that in the school context they can use high-level game elements, learn the fun factor in
the flow experience.

According to K.V. Shokarev, competitions are always present in human life and have a life-
technological origin. There is also constant competition in computer games, which can be
individual or group depending on the game and acts as an engine of game discipline for further
improvement. Players want to win, but the form of winning varies greatly depending on the game
environment [16]. A gamified learning environment has game-specific elements that students
associate with the game they are familiar with, but can quickly motivate them in a school context,
such as the ranking list function, which clearly shows weaker students as those at the bottom of the
ranking.

Game settings depend on giving feedback to players immediately after an action, which in turn
leads to children expressing their opinions openly. And being able to express one's opinion is a
great achievement for a primary school student. As mentioned above, Garland considers this to be
one of the key conditions for gamification. According to Garland, the culture of direct feedback
between teachers and students during the lesson is of great importance for independent learning.
Feedback is considered one of the ten most influential factors in successful learning. Feedback is
described as a tool that moves students from where they are to what their parents and teachers are
aiming for, gradually closing the gap through learning. Feedback can take place in many ways and
at different levels: affective processes, different cognitive processes, other strategies, etc. offers.
Feedback on whether the student is correct or incorrect in processing the task is only one form, but
it is often considered very important by students. When errors occur, the learning culture should be
positive in dealing with errors so that errors are used as opportunities to improve and restructure
knowledge towards success [17].

Materials and methods. This study used a mixed-methods approach to investigate the
perceptions and effectiveness of gamification initiatives among prospective and practicing primary
school teachers. A purposive sampling method was used to choose a total of 150 participants,
consisting of 75 pre-service teachers (students enrolled in teacher education programs) and 75 in-
service primary school teachers. This approach guarantees the involvement of persons who have
direct relation to the aims of the research, therefore enabling in-depth understanding of the
educational consequences of gamification.

The research recruited participants from many teacher education institutes and elementary
schools, aiming to include individuals from varied socio-cultural backgrounds in order to enhance
the data with a wide range of viewpoints and experiences. Participation was optional, with
permission acquired after providing individuals with relevant information, in accordance with
ethical research standards that respect participants' rights and anonymity.

The research included a blend of questionnaires and semi-structured interviews to collect data
on participants' attitudes, experiences, and perceptions of gamification in education. The surveys
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included Likert-scale questions to quantitatively assess participants' perspectives, while the
interviews provided qualitative insights into their individual experiences and recommendations for
integrating gamification into teaching methodologies.

The process of data analysis included the use of quantitative techniques to analyze survey
results, using statistical software to conduct descriptive and inferential statistics. Additionally,
qualitative analysis was performed on interview transcripts to uncover recurrent themes and
patterns. This method facilitates a thorough comprehension of the possible influence of
gamification from the standpoint of those who are either about to join or currently employed in the
primary education sector.

The acquired data were anonymised and analyzed using the statistical program SPSS Version
29.0.2.0. Descriptive and inferential statistics were used to evaluate the efficacy of gamification in
comparison to conventional approaches. By adopting a holistic strategy, the study results are made
more reliable and valid, therefore making a valuable contribution to the continuing conversation on
novel teaching practices.

Results and discussion. The research included a heterogeneous cohort consisting of 75 pre-
service teachers and 75 in-service primary school teachers, ranging in age from 21 to 45 years. The
gender distribution was evenly split, with 60% of participants identifying as female (n=90) and 40%
identifying as male (n=60). The participants were selected from several educational institutions to
provide a broad representation of varied teaching backgrounds and experiences.

Descriptive statistical research provided considerable insights into individuals' perspectives of
gamification in schooling. Most participants acknowledged the capacity of gamification to augment
student involvement and motivation in the process of learning English. More precisely, the
feedback showed a favorable opinion of using gamification tactics, with a noticeable eagerness to
integrate these strategies into their teaching methods.

Table - 2. Summary of Participants' Responses
on the Perception of GamificationDescriptive Statistics

Variable N Mean Std. Deviation
Engagement with Gamification| 150 4.23 0.89
Improvement in  Language
Skills 150 4.05 0.92
Preference  for  Gamified
Learning 150 4.17 0.88

Table 2 replicates the given example, presenting a breakdown of the participants' demographic
distribution, their institutional connections, and summarizing their replies to survey questions
addressing the use of gamification in education. The text offers a succinct summary of the main
discoveries, backed by descriptive data that depict participants’ opinions and attitudes regarding the
use of gamification in English instruction.

Participants identified various gamification components that they deemed very impactful, such
as points, badges, and leaderboards. They hypothesized that these characteristics might greatly
enhance an engaged and competitive learning atmosphere, hence promoting improved language
acquisition.

Additionally, the research identified differences in the inclination to embrace gamification
techniques between instructors who are now working and those who are still in training, indicating a
want for additional instruction and support to allow the incorporation of these approaches into
current educational frameworks.

The investigation revealed a robust agreement about the beneficial influence of gamification on
learning results, with conventional teaching approaches being seen as much less captivating.
Participants stressed the significance of incorporating cultural and linguistic components into
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gamification in order to enrich the learning process and foster cultural consciousness among
students.

Among the digital games, we can single out the Kahoot platform, which offers us the
opportunity to design tests adapted to the needs of students, with the help of which we can collect
measurable and quantitative information.

Participants used Kahoot as an interactive platform that uses game elements to increase
competitiveness, challenge, interest, and encourage users to participate in experiences that
positively impact their performance. Participants have critically considered the advantages and
disadvantages of learning English using the Kahoot platform for students of the 3rd and 4th grade of
primary school, as well as the moments that caused problems.

For primary school students, the Kahoot platform participation procedure is very simple. First,
the primary school teacher should create a test, survey, or assignment type with questions on
content that matches the child's ability.

After preparing a survey or assignment, the steps to follow are very simple, as the teacher gives
them a PIN code that can be accessed from any electronic device and browser by logging into the
Kahoot platform.

By entering the said PIN code and the nickname that identifies them, various questions
suggested by the teacher will start appearing on the screen (figure 1).

Which word should start with a capital letter?

(2]

A apple & flag

@® country H america

Figure 1 — Questions created on the Kahoot platform

Once a question is answered, the app provides immediate feedback so that each player is aware
of the level obtained in the problem or content. In this way, not only the teacher evaluates, but also
self-evaluation is realized (figure 2).
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Which punctuation mark goes at the end of a question g

Correct
+ 905

v ..

x H Nothing

Figure 2 — Ability to receive feedback on questions created on the Kahoot platform

This platform has become a very popular platform for several years and is used by teachers of
various educational levels due to its interactive nature, the almost instantaneous response process of
participants and the general interest in promoting learning based on new technologies. It is
completely free but user-friendly as it is a platform with limited features and easily accessible.
Questions and tasks accompanied by musical rhythms, the ability to compose tasks or questions by
inserting pictures and videos and most importantly, the student is given the opportunity to choose
the time. It is generally well received by users. In addition, this software allows us to collect and
present data.

The use of Kahoot as a gamification tool in the teaching-learning process of the English
language in primary schools has been supported by various studies, which have demonstrated its
positive impact on language learning and teaching. However, challenges such as over-competitive
behavior among students and the need for further research for young learners should be considered
when implementing gamification tools like Kahoot in primary school settings. In the figure 3
below, we have shown the main benefits as a result of our research.

immediate
solutions

Significant

learning Motivating

Content Preparation of

internalization reports SO

Attractive Imaging results Stimulating

Figure 3 — Kahoot Benefits
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Today, primary school students have several obstacles to learning English, including fear of
learning a new language and lack of motivation. Considering the lack of motivation of the majority
of primary school students regarding the subject of English at school, an innovative methodology
dominated by game methods and new teaching strategies is urgently needed. For this, gamification
is an ideal strategy, because by using game elements we can make English learning more enjoyable,
engaging and interesting. The reason why gamification is effective when used in the classroom is
that the primary school student is still a playful child who has not yet developed a passion for
games.

This methodology has been tested in other studies and it has been shown to have very positive
results for both students and teachers as it not only increases motivation in class but also improves
outcomes and academic performance of subjects.

As we mentioned at the beginning of the article, gamification is a method that is rapidly
spreading in today's teaching and learning process, primarily through technological applications.

More teachers are encouraged to incorporate this type of strategy into their lessons to keep
students engaged and to achieve more meaningful internalization of content, making them dynamic
and interesting.

For all these reasons, the main goal of our research will be to determine the knowledge of
English language teachers in primary education about gamification and the methods of using games
for the development of English as a foreign language in the classroom.

The use of the interview is mainly to obtain detailed information about the knowledge that
primary education teachers have about the use of gamification in the classroom, also to find out to
what extent they use it and their assessment of possible benefits or drawbacks for its application in
class.

Studies have shown that the use of gamification may have favorable results in students'
cognitive, motivational, and emotional achievements [18]. The majority of instructors have been
seen using gamification in their English Foreign Language instruction, demonstrating its extensive
use in educational environments [19]. The text discusses the philosophy of gamification in
education, the benefits of gamification, the explanation of Kahoot, the advantages of utilizing
Kahoot, and the use of Kahoot in the English classroom. It provides practical advice for educators
on how to incorporate gamification into language instruction [20].

The integration of gamification into English language teaching in primary education is crucial
due to its potential to enhance learning motivation and engagement among students. Gamification
offers a dynamic platform for students to learn grammar effectively and positively in EFL, and can
be widely used in various aspects of English learning, including vocabulary, grammar, listening,
speaking, and reading. However, the use of gamification raises questions about student and teacher
preferences for this form of learning. Research has shown that gamification can have positive
effects on students' cognitive, motivational, and affective outcomes. It has been recommended as a
teaching method for English language teaching at all levels of education.

Conclusion. After interviewing the teachers, collecting and analyzing the responses, very
interesting data was collected, according to which the largest majority of 55% who said that they
know about gamification and its use in the classroom, admit that they know about it because of
studies in undergraduate, graduate or specialized courses, while the remaining small number The
percentage of people who know something about gamification thanks to tools such as the internet,
magazines or media is consistent.

Second, our study found that among the teachers we interviewed, teachers under the age of 45
used gamification techniques in their daily classes, compared to teachers who said they knew the
term because of age. Half of people over 45 say they don't know the term gamification and they
don't use anything related to it in their classes. They admit that they feel uncomfortable using new
technologies.
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Primary school teachers prefer to mix the most innovative methods, such as digital applications,
with other traditional methods, especially when teaching more specific content that requires detailed
explanations, such as grammar.

On the other hand, we found that teachers are aware of many apps, websites, games and game
strategies that can be used. However, they admit that gamification requires a lot of commitment.
This requires advance planning. Therefore, they still do not dare to introduce it regularly in their
classes. As for the most used methods, they confirm that they use it in combination with traditional
games and reward systems, with 70% of our interviewees confirming that they use sites as well as
different platforms.

Finally, regarding the challenges that gamification brings, most of the interviewed teachers
mention one of the following: lack of time and resources, lack of planning, and above all, little
preparation.

Gamification is a well-accepted method among elementary education teachers, and most of
them limit its use or associate it only with new technologies and electronic devices.

Gamification is not to be used in the classroom for no purpose, but to use the game in the
learning process to achieve the goal, to increase the motivation of students.

After the diagnosis of the use of this methodology with primary school teachers of English
language, both teachers and lecturers came to a common opinion that they would like to use the
gamification technique more often in their classes.

Gamification has a great impact on the process of learning English in a game environment. This
IS very important because it increases students' active participation, motivation and interest in
learning English.

This research is funded by the Science Committee of the Ministry of Science and Higher Education of
the Republic of Kazakhstan (Grant No. AP15473538)
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