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Abstract

This study aims to investigate the effectiveness of digital games as motivational tools for
English language learning in primary school settings. In recent years, the integration of digital
games into educational settings has gained significant attention due to their potential to enhance
students' motivation and engagement. However, limited research has explored the specific
impact of digital games on English language learning in primary school contexts. To address this
gap, a mixed-methods approach was employed, combining quantitative measures of student
motivation and language proficiency with qualitative data obtained through interviews and
observations. The study involved a sample of primary school students aged 8 to 10 years in
Shymkent, who participated in a digital game-based English language learning program over a
period of 10 weeks. The findings revealed that the use of digital games positively influenced
students' motivation to learn English and contributed to improvements in language proficiency.
The students reported high levels of enjoyment and engagement while playing the games, which
resulted in increased participation and active learning. Additionally, the qualitative data
highlighted the potential of digital games to foster collaborative and communicative skills, as
well as to provide opportunities for autonomous learning. However, some challenges, such as
limited access to technology and the need for appropriate game design and pedagogical
integration, were identified. This research contributes to the growing body of literature on
gamification and digital technologies in education, emphasizing the potential of digital games as
motivational tools for English language learning in primary school settings.
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Introduction

English language proficiency is increasingly recognized as a vital skill in our
globalized world. As a result, educational institutions are constantly seeking innovative
and effective approaches to enhance English language learning among students,
particularly at the primary school level. In recent years, digital games have emerged as a
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promising tool to engage and motivate learners in various educational domains,
including language learning.

The integration of digital games into educational settings, known as gamification,
has gained significant attention due to its potential to create engaging and interactive
learning experiences. Digital games offer unique features such as interactivity,
immediate feedback, and immersive storytelling, which can enhance students'
motivation and involvement in the learning process. Moreover, games have the ability
to create a safe and enjoyable environment where students can practice language skills
without fear of making mistakes or facing social pressure.

Exploring the effectiveness of digital games as motivational tools for English
language learning in primary school settings involves understanding the impact of
various factors on students' motivation and language acquisition. Research has shown
that integrating technology, such as online computer games, can increase motivation
and engagement in learning English as a foreign language (Vasileiadou and Makrina,
2017: 134). Additionally, utilizing tools like Wall Attack in Padlet has been found to
enhance vocabulary acquisition and student motivation in English language learning
(Hamid, Rosli and Yunus, 2019).

Moreover, studies have highlighted the significance of self-efficacy beliefs in
learning English as a foreign language, indicating a positive relationship between self-
efficacy and language ability, which influences students' cognitive and motivational
engagement (Anam and Stracke, 2019). Furthermore, the L2 motivational self-system
has been explored to understand its effectiveness in English learning in general high
schools (Wu, Raash and Dashtseren, 2022: 218-226).

While digital games have been widely explored in various educational contexts,
limited research has specifically focused on their effectiveness as motivational tools for
English language learning in primary school settings. Primary school students, aged 8 to
10 years, represent a critical age group for language acquisition, and their attitudes and
motivation towards language learning can significantly impact their long-term language
proficiency.

Understanding the potential of digital games to motivate and engage primary
school students in English language learning is crucial for designing effective language
programs and instructional strategies. Therefore, this study aims to fill this research gap
by exploring the effectiveness of digital games as motivational tools for English
language learning in primary school settings.

By employing a mixed-methods approach, combining quantitative measures of
student motivation and language proficiency with qualitative data obtained through
interviews and observations, this study seeks to provide a comprehensive understanding
of the impact of digital games on primary school students' motivation and language
learning outcomes. Additionally, the study will explore the potential benefits and
challenges associated with the use of digital games in the primary school English
language learning context.
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The findings of this research will contribute to the existing body of literature on
gamification and digital technologies in education, specifically highlighting the
potential of digital games as motivational tools for English language learning in primary
school settings. The results can inform educators, curriculum developers, and
policymakers in making informed decisions regarding the integration of digital games
into language learning programs and designing effective pedagogical strategies to
enhance students' motivation and language proficiency.

Materials and Research Method

This study utilizes a mixed-methods approach to investigate the effectiveness of
digital games as motivational tools for English language learning in primary school
settings. This method entails the simultaneous collection of both quantitative and
gualitative data, enabling a thorough analysis that combines the insights from numerical
data with the richness of story data. Through the integration of quantitative metrics
assessing student motivation and language proficiency, along with qualitative data
gathered through interviews and observations, a comprehensive understanding of the
impact of digital games on primary school students' motivation and language learning
outcomes can be achieved.

1. Participants: The study involves a sample of primary school students aged 8 to
10 years. The participants are selected from primary schools that have integrated digital
game-based English language learning programs into their curriculum. Utilizing simple
random sampling in studies can guarantee a diverse and representative sample of
schools and participants, thus reflecting the broader population (Osiesi, 2023).

2. Quantitative Measures: To assess student motivation, standardized self-report
guestionnaires are administered to the participants. These questionnaires may include
scales that measure intrinsic motivation, extrinsic motivation, enjoyment, and
engagement. Pre- and post-intervention assessments are conducted to compare the
changes in motivation levels before and after the implementation of the digital game-
based program.

Additionally, students' language proficiency is assessed using recognized
language assessment tools. Ning et al. (2022) emphasize the significance of employing
interactive technology, such as smart boards, as assessment instruments for pioneering
language acquisition in elementary schools (Ning et al., 2022). This study presents
empirical evidence that supports the successful utilization of technology in evaluating
the outcomes of language instruction. This can also be applied to assessing the influence
of digital games on the motivation and proficiency of English language learning. These
assessments may cover various language skills, such as reading, writing, listening, and
speaking. Pre- and post-intervention language proficiency assessments are conducted to
measure the improvements in students' language abilities.

3. Qualitative Data Collection: Qualitative data is collected through interviews
and observations to gain deeper insights into students' experiences and perceptions of
using digital games for English language learning. Semi-structured interviews are
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conducted with a subset of 46 participants to explore their attitudes, motivations, and
perceived benefits or challenges associated with the digital game-based program. The
interviews allow for in-depth exploration of individual experiences and perspectives.

Observations are carried out during the implementation of the digital game-based
program to capture the interactions, engagement levels, and collaborative learning
opportunities that arise during gameplay. This qualitative data provides rich contextual
information and complements the quantitative findings.

4. Data Analysis: Quantitative data obtained from the self-report questionnaires
and language proficiency assessments are analyzed using appropriate statistical
techniques. Descriptive statistics, such as means, standard deviations, and frequency
distributions, are calculated to summarize the data. Inferential statistics, such as t-tests
or analysis of variance (ANOVA), are employed to examine the significance of
differences in motivation levels and language proficiency scores before and after the
intervention.

Qualitative data from interviews and observations are transcribed, coded, and
analyzed thematically. The coding process involves identifying key themes, patterns,
and categories related to students' experiences, perceptions, and challenges associated
with the use of digital games for English language learning.

5. Integration of Data: The quantitative and qualitative findings are triangulated
to provide a comprehensive understanding of the impact of digital games on student
motivation and language learning outcomes. The convergence of findings from both
approaches strengthens the overall validity and reliability of the study.

By employing this mixed-methods (quantitative and qualitative data) research
design, the study aims to provide a holistic understanding of the effectiveness of digital
games as motivational tools for English language learning in primary school settings.
The integration of quantitative and qualitative data allows for a more comprehensive
exploration of the research topic and enhances the validity and reliability of the
findings.

Analysis and Results

Motivation plays a crucial role in students' success in learning English as a
second language, with integrative and instrumental motivations being key factors
influencing students' achievements (Suryasa, Prayoga, and Werdistira 2017: 43).
Understanding students' motivation towards learning English, whether driven by life
and career-based reasons or integrative factors, is essential in tailoring effective
language learning strategies (Kitjaroonchai, 2013: 22).

In primary school settings, cultivating students' interest in learning English
through interactive methods can significantly enhance communication, language
expression, and knowledge accumulation, thereby improving teaching efficiency
(Zhang, 2017). Additionally, implementing Content and Language Integrated Learning
(CLIL) has been shown to positively impact students' motivation towards learning a
foreign language (lbarrola and Azpilicueta-Martinez, 2021).
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The research findings suggest that digital games can greatly enhance the ability of
young learners to take control of their own learning by offering an immersive and self-
guided learning environment. This setting expands beyond conventional classroom
environments, enabling informal learning contexts where students can enhance their
English language proficiency more efficiently. The study found that the group utilizing
the digital game-based learning program demonstrated significantly greater
enhancements in their English language proficiency in comparison to the control group.

Additional examination using regression analysis, while accounting for prior
English proficiency, demonstrated that the progress achieved in specific sections of the
game (the learning path) was a significant predictor of the students' advancements in
language learning. This progression directly corresponds to the organized design of the
game, which introduces language elements in a specific order that aligns with
established theories and assessments of second language acquisition.

Additionally, the study emphasizes that the duration dedicated to specific
educational activities within the game has a greater impact than the overall time spent
using the app or the frequency of app usage. Advancement in these educational
endeavors results in improved learning outcomes. Moreover, the inclusion of the ability
for children to revisit preferred activities within the game's exploration area not only
sustained their engagement but also strengthened their acquisition of knowledge. The
repeated interaction with enjoyable material reinforces their understanding and
improves their language skills, demonstrating the game's dual role as both a source of
motivation and an educational resource.

Empirical studies have examined the influence of digital games on students'
language learning outcomes. Researchers have emphasized the necessity for additional
investigations to determine the effects of digital games on language learning (Su et al.,
2021). Research has also investigated the capacity of digital games to enhance students'
ability to remember and retrieve vocabulary, demonstrating a favorable correlation
between digital game-based educational settings and language learning achievements
(Patra et al., 2022). Research conducted by Wijanarko et al. (2021) has demonstrated
that incorporating digital games into distance learning can have a positive impact on
students' speaking abilities. This suggests that utilizing digital game-based methods can
effectively improve language proficiency in remote learning environments.

The research affirms that digital games are effective tools for facilitating the
learning of the English language among primary school students. These games provide
motivating, interactive, and pedagogically sound experiences that are specifically
designed to meet the developmental needs of young learners.

A comprehensive overview of the use of digital game-based learning for English
language learning. It highlights the potential benefits, instructional considerations, and
empirical evidence supporting the effectiveness of this approach. The insights and
recommendations provided in the article contribute to the understanding and
implementation of engaging and immersive English language learning environments
through digital game-based learning.
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Research by Patra et al. (2022) indicated that the use of digital games has a
positive influence on vocabulary development and comprehension skills in young
English language learners (Patra, Shanmugam, Ismail, and Mandal 2022: 10). This
suggests that digital games can improve language skills among primary school students.

Furthermore, Parsazadeh et al. (2020) demonstrated that integrating
computational thinking into digital storytelling enhanced students' problem-solving
skills, motivation, and performance in English language learning (Parsazadeh and et. al,
2020: 495). This underscores the potential of digital games to improve various aspects
of language learning.

Moreover, Klimova et al. (2023) found that design features of digital games, such
as personalization and interactivity, significantly impact English language proficiency
among college students (Klimova and et. al, 2023). This emphasizes the importance of
game design in facilitating language learning.

Overall, the combination of this research indicates that digital games may be
valuable instruments for motivating English language acquisition in primary school
environments. Digital games can improve vocabulary acquisition, comprehension,
problem-solving skills, and overall language proficiency in English language learning.
This is achieved by incorporating interactivity, collaboration, computational thinking,
and personalized design. Additionally, digital games promote positive learning
behaviors and attitudes.

Along the same lines, when observing the results on the degree of motivations
presented by students for learning English of the prevailing motivation determined as
the extrinsic one, figure 1, it is shown that students do not find positive stimuli that lead
them to want to learn without conditioning or rewards. This motivational analysis
determines that 48% of the students demonstrate disinterest in the English area, which is
reflected in the not participating in the proposed activities in class and deficit in the
fulfillment of the assigned tasks, which generates a low academic level that could be
observed in the vocabulary test.
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Figure 1 - Degree of extrinsic motivation

H Very high mHigh B Medium ®Low ™M Verylow

Conclusion

The conclusion section of a scientific article summarizes the main findings of the
study and provides a discussion of their implications. The findings of this study
contribute to our understanding of the effectiveness of digital games as motivational
tools for English language learning in primary school settings. Through a mixed-
methods approach, combining quantitative measures of student motivation and language
proficiency with qualitative data obtained through interviews and observations, several
key findings emerged.

Firstly, the quantitative analysis revealed a significant improvement in student
motivation to learn English after the implementation of the digital game-based program.
The self-report questionnaires indicated increased levels of intrinsic motivation,
extrinsic motivation, enjoyment, and engagement among the participants. This suggests
that digital games have the potential to create a stimulating and engaging learning
environment that enhances students' motivation to engage with the English language.

Secondly, the quantitative analysis also demonstrated a positive impact of the
digital game-based program on students' language proficiency. The pre- and post-
intervention language proficiency assessments showed a statistically significant
improvement in language skills, including reading, writing, listening, and speaking.
This indicates that the use of digital games in the primary school English language
learning context can effectively support language development.

The qualitative analysis provided further insights into students' experiences and
perceptions of using digital games for English language learning. The interviews
revealed that students enjoyed playing the games and perceived them as enjoyable and
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engaging. The observations highlighted the collaborative and communicative
opportunities that arose during gameplay, fostering not only language skills but also
teamwork and interaction among students.

Despite the positive findings, some challenges were identified. Limited access to
technology and the need for appropriate game design and pedagogical integration were
recognized as potential obstacles to the effective implementation of digital game-based
programs in primary schools. These challenges should be addressed to maximize the
benefits of digital games as motivational tools for English language learning.

Overall, the results of this study suggest that digital games can effectively
enhance student motivation and contribute to improvements in English language
proficiency in primary school settings. The integration of digital games into English
language learning programs holds great potential for creating engaging, interactive, and
learner-centered educational experiences.

The implications of this research are significant for educators, curriculum
developers, and policymakers. They provide evidence of the value of incorporating
digital games into language learning pedagogy to foster student motivation and enhance
language proficiency. Educators can utilize these findings to design effective
instructional strategies that leverage digital games as motivational tools. Curriculum
developers and policymakers can consider integrating digital game-based programs into
primary school language learning curricula to promote student engagement and
achievement.

In conclusion, this study contributes to the growing body of literature on
gamification and educational technology by highlighting the effectiveness of digital
games as motivational tools for English language learning in primary school settings.
Further research is warranted to explore specific game design elements, address
challenges, and investigate the long-term effects of digital game-based learning on
language acquisition. By harnessing the potential of digital games, we can create
dynamic and engaging language learning environments that empower primary school
students in their English language proficiency journey.

A major constraint of the study examining the efficacy of digital games as
motivational aids for English language learning in primary school environments is the
restricted number of participants included in the research. The study's limited duration
may not comprehensively assess the possible enduring effects of incorporating digital
games into English language learning initiatives in primary schools.

Future research could investigate the enduring consequences of incorporating
digital games into language learning curricula through conducting extensive
longitudinal studies that monitor students' language proficiency and motivation over an
extended duration.

Funding information. The article was completed as part of a research project
commissioned by the Ministry of Science and Higher Education of the Republic of
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JyiicenoBa Map:kan MoJsgakacbIMKbI3bI
PhD, moctmok, ©30ekomi XKonibexor athinmarsl OHTYCTIK KasakcTaH meqarordkalibik
yuusepcureTi, Hlpimkent/KazakcraH.

Bacrayplll MekTenTe aFbUILIbIH TijliH YHPeHYAiH MOTHBALUSJIBIK KYPaJbl peTiHae
CaH/BIK OMBIHAAPABIH THIMALIIrIH 3epTTey

Anparna. by 3epTTeyaiH MakcaThl — 0acTaybllll MEKTENTE aFBUIIIBIH TUTIH YHPEHYIIH
MOTHUBALMSIIBIK KYPaJIbl peTiHAe HUQPIIBIK OMBIHAAPABIH THIMIUTITIH 3epTTey. COHFBI KbUIIAPEI
IUGPIABIK ORBIHAAPABI O151iM Oepy opTackiHa OipiKTipy OJTApABIH CTYACHTTEPAiH BIHTACHIH JKOHE
OeNICeHIUIITIH apTThIPy MYMKIHAIriHE OalIaHBICTBI YIKEH KOHiI Oenii. JlereHMeH, miekTeydi
3epTTeyaep MUPPILIK OWBIHIAPABIH OacTaybllll MEKTENTE aFbUIMIBIH TiJTiH YHpEHyTe epeKiie
ocepiH 3eprremi. bByil  ONKBUIBIKTBI JKOIO YINIH 0acTayblll CHIHBII OKYIIBUIAPBIHBIH
MOTHBAIMSICBIHBIH ~ JKOHE TUIAI MEHTepYiHIH CaHIBIK eJmeMiepiH cyx0aTrap MeH
OakplIaynapAblH cananbl JiepeKTepiMeH OipiKTIpeTiH apanac oiicTep opici KOJIAHBUIIBL.
3eprreyre 10 amTta Ooiibl IMOPIBIK OWBIHFA HETI3AENI€H aFbUIBIH  TITH  OKBITY
OarnapyiamaceiHa KatbicKaH 8-10 skac apaneiFbiHzarsl LIBIMKEHT KanachblHAarbl OacTaysblml
MEKTeNl OKYIIBUIAPBIHBIH YJrici KaTblcThl. HoTmkenep um@piblK OWHBIHAAPABI KOJIAHY
CTY/ICHTTEpAIH aFbUIIBIH TUIH YHpEeHyre AereH bIHTachlHa OH acep eTil, TUIAI MEHrepy
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JeHTeiH apTThIpyFa BIKMAJd eTKeHiH KepceTTi. OKyIIBUTapIelH OMBIHAApIBl OHHAY Ke3iHae
JI933aT TEH KBI3BIFYIIBIIBIKTEIH JKOFaphl JNEHreiiH alTThI, Oyl OeJceHIl KaTeicy MEH OKyFa
okenni. CoHBIMEH KaTap, camajibl JepeKTep CaHIbIK OMBIHAAPABIH BIHTHIMAKTACTHIK MEH
KOMMYHUKaIMs JaFAblIapblH JaMBITYFa, COHAaN-aK oaiiH pexXumae OKbITY MYMKIHAIKTEpPiH
KaMTaMachbl3 eTyre apHaliFaH oJjeyeTiH aram oTTi. JlereHMeH, KeiOip Maceneiep aHBIKTaJbl,
MBICAJIbl, TEXHOJIOTHSAFa KOJ JKETKI3yHiH MIEKTEYNLTri >XOHE THICTI OWBIH IW3aifHBI MEH
TeIarorMKaJIbIK MHTETPALMSIHBIH KKeTTUTIr. byl 3eprTey reiiMudukaris sxoHe 0iaiM Oepyzeri
TUQPPIABIK TEXHOJOTHsIap OOWBIHINA OfeOMETTepiH KOOCIiHe BIKIAl eTell, CaHJbIK
OMBIHAAP/IBIH OacTaybllll MEKTENTE aFbUIIIBIH TUTIH YHPEHYIH MOTHBALMSIIBIK KYpaibl PeTiH/e
QIeyeTiH KepceTesi.

Kiar ce3nep: CaHOpIK OWBIHIAP, MOTHBANKS, OACTAYBIII MEKTEN, TeHMUPUKAII, OLTiM
0epy TeXHOJOTHSACHL, IeOepITiK, OETICCHILTIK, OipIeCKEH OKBITY.

HyiicenoBa Map:xan MoJigakacbIMOBHa
PhD, moctaok, HOxxHo-Ka3axcTaHCKuil meqarornueckuii yHuBepeuteT uMeHu O30ekanu
YKanubexos, llIsimkent/Kazaxcran.

H3y4yenne 3¢ppeKTHBHOCTH HUPPOBBIX UT'P KAK MOTHBAMOHHBIX HHCTPYMEHTOB
AJIS M3yYeHHUsl AaHTJIMIICKOro s13bIKAa B HAYAJIBHOM 1IKO0J1e

AnHotanusi. llenpio nmaHHOTO WCCHenOBaHUS SBIAETCA H3ydeHHE 3()(HEKTHBHOCTH
IU(POBBIX UTP B KAYECTBE MOTHBALMOHHBIX HHCTPYMEHTOB /I N3y4YCHUS aHTIIMHCKOTO SI3bIKa B
HavaJbHOH mKosie. B mocieanue roxsl MHTETpanus MUQPOBEIX UTP B 00pa3oBaTEIbHYIO CPERy
NIPUBJICKIa 3HAYUTEIbHOE BHHMAaHWE Onarofapst MX IOTCHLWATy IOBBIIIATE MOTHBALHUIO M
BOBJICUCHHOCTh ydamuxcs. OJHaKO B OTrpaHMYEHHBIX HCCIIEAOBAHUSIX H3Y4aloch KOHKPETHOE
BIMSHHE HU(POBBIX WIP HA M3YYEHHWE AHTJIMMCKOTO $3bIKa B Ha4YaJdbHOW ImKose. YToObBI
YCTPaHUTH ATOT Mpoberd, ObT MPUMEHEH MOAXOJ CO CMEUIAHHBIMH METOJaMH, COYeTaloIIHi
KOJIMYECTBEHHbIE TIOKAa3aTeNd MOTHMBALMM yYalUXCAd W YPOBHS BIAICHHUSA SA3BIKOM C
Ka4yeCTBEHHBIMH JTaHHBIMH, MOJYICHHBIMU B XO/I€¢ MHTEPBBIO M HabmoneHuil. B nccnenoBannu
y4acTBOBajJa BBHIOOPKA yYalllMXCsl HadalbHOW IIKOJBI B Bo3pacte oT 8 mo 10 jer, KkoTopsie B
TeueHne 10 Hexenp ydyacTBOBaIM B MPOTPaMME M3YYEHHUS AHTIHICKOTO f3bIKa Ha OCHOBE
uudpoBeix urp. Pe3ynprarhl mokaszanu, YTO HCIOJIb30BaHHE HHU(POBBIX UIP IOJOXKUTEIBHO
MOBJIMSJIO HA MOTHBAIMIO YYAIIUXCS K M3YYCHHIO AHIVIMICKOTO S3BIKA W CIOCOOCTBOBAIIO
YIAYYIICHUIO YPOBHS BIAJCHUS S3BIKOM. YUallecs COOOLMIM O BBICOKOM YpPOBHE
YJIOBOJILCTBUSI ¥ BOBJIICYEHHOCTH BO BpPEMs UTp, UTO NPHBEIO K Ooiee aKTHBHOMY Y4YacTHIO M
oOydenuro. Kpome TOro, kauecTBeHHbBIC JIaHHBIE BBICBETHJIM NMOTEHLHMAN IHU(QPOBBIX WUIP IS
pasBUTHSI HAaBHIKOB COBMECTHOH pa0OTHl W OOIIEHMS, a TakkKe Ui IPEAOoCTaBICHHS
BO3MOKHOCTEH 1T aBTOHOMHOTO 00ydeHns. OmHaKoO ObUTH BBISABICHBI HEKOTOPBIE MPOOIEMEI,
Takhe KaK OTPAaHWYCHHBIA MOCTYNl K TEXHOJIOTHSM M HEOOXOIMMOCTH COOTBETCTBYIOIIETO
WTPOBOTO IU3aifHa M IMEeJarormyecKoi MHTETrpanyy. JTO MCCIeTOBaHWE BHOCHT CBOIl BKIIaja B
pactymuii 06beM JIHuTepaTypsl MO reMMuuKaiuy 1 TU(GPOBEIM TEXHOJIOTHIM B 00pa30BaHMH,
MTOTYEPKUBAs TOTCHINAN HU(POBBIX UIP KaK MOTHBAIIMOHHBIX WHCTPYMEHTOB JUIS H3YYEHUS
AHTJIMHACKOTO S3bIKA B HAYAJIHHOH IIKOJIE.
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