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GAME-BASED PRACTICES AS A TOOL FOR ENHANCING MOTIVATION AND
COMMUNICATIVE COMPETENCE IN INFORMAL FOREIGN LANGUAGE
LEARNING

Abstract. The rapid development of modern education and the growing importance of communicative
competence in foreign language learning require the search for innovative pedagogical approaches. One of the
promising directions is the integration of game-based practices into informal language learning environments. The
purpose of this study is to examine the effectiveness of game-based technologies in increasing learners’ motivation and
developing communicative competence in informal foreign language learning. The research was conducted among
sixth-grade students at a secondary school in Semey, Kazakhstan. The study employed a pedagogical experiment
including diagnostic, formative, and control stages. The results demonstrated that the systematic use of communicative
games, role-play activities, and collaborative tasks significantly increased learners’ motivation, speaking activity, and
confidence in using the foreign language. The findings confirm that game-based practices create favorable conditions
for communicative interaction and contribute to the development of language competence in informal learning
environments.
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Introduction

The rapid transformation of modern education and the growing role of communicative
competence in global communication have intensified the search for innovative approaches to
foreign language teaching. In contemporary educational research, increasing attention is being paid
to learner engagement, communicative interaction, and the creation of learning environments that
promote active participation and meaningful language use. Traditional approaches to language
instruction, which often focus on grammar practice and controlled exercises, do not always provide
sufficient opportunities for authentic communication and spontaneous language use. As a result,
learners frequently demonstrate theoretical knowledge of linguistic structures while experiencing
difficulties when attempting to apply them in real communicative contexts.

Recent developments in second language acquisition (SLA) research emphasize that language
learning is most effective when learners are actively involved in meaningful interaction and
communicative problem-solving. Sociocognitive approaches view language not merely as a system of
grammatical rules but as a dynamic tool for social interaction and knowledge construction. From this
perspective, language development occurs through participation in communicative practices,
collaboration with peers, and engagement in authentic tasks that require the functional use of language
resources. Such interaction-based learning environments encourage learners to negotiate meaning,
clarify misunderstandings, and apply linguistic knowledge in real-time communication. These
processes contribute to the gradual development of communicative competence, which includes not
only grammatical accuracy but also pragmatic and sociocultural aspects of language use. Therefore,
modern language pedagogy increasingly emphasizes interactive and learner-centered instructional
approaches that support active participation and meaningful communication in the classroom.

Literature review

In addition to communicative interaction, contemporary research highlights the crucial role of
motivation and emotional factors in successful language learning. According to Self-Determination
Theory, sustainable learning occurs when learners’ basic psychological needs for autonomy,
competence, and relatedness are satisfied [1]. Educational environments that support these needs
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foster intrinsic motivation and increase learners’ willingness to engage in communicative activities.
In foreign language learning, motivation is widely recognized as one of the most significant
predictors of success, influencing persistence, effort, and learners’ readiness to communicate [2].

Another important factor influencing language learning outcomes is learner engagement.
Contemporary educational psychology defines engagement as a multidimensional construct that
includes behavioral, emotional, and cognitive components [3]. Behavioral engagement is expressed
through active participation in learning tasks, emotional engagement through interest and positive
attitudes toward learning, and cognitive engagement through deep involvement in problem-solving
and knowledge construction. Research shows that high levels of engagement are closely associated
with improved academic achievement and stronger learning outcomes.

In recent years, informal learning environments have gained increasing attention as an
important complement to formal language instruction. Informal foreign language learning is
characterized by flexibility, voluntary participation, and opportunities for authentic communication
beyond traditional classroom settings [4]. Such environments create favorable conditions for the
development of communicative competence and learner autonomy, allowing students to engage
with language in meaningful and socially relevant contexts.

One of the most promising approaches for increasing engagement and motivation in informal
language learning is the integration of game-based technologies. Game-based learning has been
widely recognized as an effective pedagogical strategy that combines cognitive, emotional, and
social dimensions of learning. According to recent studies, game-based practices promote active
participation, reduce foreign language anxiety, and create an emotionally supportive learning
environment that encourages learners to experiment with language use [5].

From a psychological perspective, games activate important cognitive processes such as
attention, memory, and problem-solving. Research in digital game-based learning demonstrates that
interactive game environments require learners to make decisions, process information rapidly, and
apply knowledge in dynamic situations [6]. These characteristics make game-based activities
particularly valuable for language learning, where learners must constantly adapt linguistic
resources to communicative contexts.

Game-based learning also aligns with contemporary communicative and task-based language
teaching approaches. Task-based language teaching emphasizes the importance of performing
meaningful communicative tasks as a central mechanism for language development [7]. Game-
based activities naturally incorporate such tasks by creating goal-oriented situations in which
language functions as a tool for achieving objectives rather than as an object of study.

Furthermore, game-based environments contribute to the development of learner autonomy
and collaborative interaction. Studies in learner-centered education suggest that when students
participate in collaborative problem-solving and interactive activities, they develop stronger
communication skills and greater responsibility for their own learning [8]. Game formats often
require teamwork, negotiation, and joint decision-making, which promote the development of social
and communicative competencies.

Despite the growing interest in game-based learning, the pedagogical potential of game-based
practices in informal foreign language learning environments requires further empirical investigation.
In particular, there is a need for studies examining how systematic integration of game-based
activities influences learners’ motivation, engagement, and communicative competence [9].

Therefore, the purpose of this study is to examine the effectiveness of game-based practices in
improving learners’ motivation and communicative competence in informal foreign language
learning [10]. The research focuses on the implementation of a game-based learning program
among middle school students and aims to evaluate its impact on language development, learner
engagement, and emotional attitudes toward foreign language learning [11].

In addition, the integration of game-based practices into informal educational contexts may
contribute to the development of learner-centered teaching models that emphasize interaction,
creativity, and collaborative problem-solving. Such approaches reflect current trends in educational
innovation, which prioritize flexible learning environments and active participation of learners in
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the construction of knowledge. By combining elements of communication, motivation, and
experiential learning, game-based activities can support the development of both linguistic
competence and broader cognitive and social skills. Consequently, investigating the effectiveness of
these approaches is particularly relevant for the modernization of foreign language education and
the improvement of teaching practices in contemporary schools.

Materials and Methods

The present study employed a quasi-experimental research design aimed at examining the
effectiveness of game-based practices in informal foreign language learning. The research was
organized as a pedagogical experiment consisting of three consecutive stages: diagnostic (pre-
experimental), formative (experimental intervention), and control (post-experimental evaluation).
Such a design made it possible to compare learners’ language proficiency and motivation levels
before and after the implementation of the game-based learning program and to identify the
dynamics of change in both the experimental and control groups.

The study followed a mixed-methods approach combining quantitative and qualitative research
methods. Quantitative methods were applied to assess learners’ language proficiency and motivation
levels, while qualitative methods were used to analyze behavioral changes, learner engagement, and
interaction patterns observed during the learning process. The integration of these approaches ensured a
more comprehensive interpretation of the results and increased the reliability of the research findings.

The research was conducted at Secondary School Ne32 in Semey, located in the Abai Region of
Kazakhstan. The participants were 30 students from two parallel Grade 6 classes aged between 11 and
12 years. This age group was selected because middle school learners typically demonstrate increased
cognitive activity, curiosity, and responsiveness to interactive learning formats, which makes them
particularly suitable for participation in game-based learning activities. The participants were divided
into two groups: an experimental group consisting of 15 students and a control group consisting of 15
students. When forming the groups, learners’ previous foreign language proficiency, academic
performance, age characteristics, and level of learning motivation were taken into account in order to
ensure comparability between the groups and increase the validity of the experimental results.

To evaluate learners’ language proficiency, a set of diagnostic tasks aligned with levels Al-
A2 of the Common European Framework of Reference for Languages (CEFR) was used. The
diagnostic test included tasks designed to assess the main components of communicative
competence, including lexical knowledge, grammatical accuracy, listening comprehension, and
speaking skills. The lexical and grammatical section consisted of multiple-choice tasks, matching
exercises, and sentence completion activities. Listening skills were assessed using short audio texts
followed by comprehension questions aimed at identifying both general meaning and specific
information. Speaking skills were evaluated through short oral tasks in which students were asked
to introduce themselves, describe their daily routines, and respond to simple questions related to
familiar topics. The assessment criteria included speech fluency, grammatical accuracy, vocabulary
range, and the ability to maintain communication.

In addition to language assessment, learners’ motivation toward foreign language learning
was examined using a questionnaire administered at both the initial and final stages of the
experiment. The questionnaire included a series of statements aimed at identifying students’ interest
in language learning, their willingness to participate in communicative activities, and their attitudes
toward interactive learning formats. Students’ responses were categorized according to three levels
of motivation: high, medium, and low. The questionnaire also included open-ended questions that
allowed learners to express their preferences regarding learning activities and instructional formats.

Classroom observation was used as an additional research method in order to analyze
learners’ behavior and engagement during the learning process. Particular attention was given to
indicators such as participation in communicative tasks, willingness to speak in the foreign
language, interaction with peers, and emotional responses during classroom activities.
Observational data provided qualitative insights into the dynamics of learner engagement and
allowed the researcher to identify behavioral changes throughout the experimental period.
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The pedagogical experiment lasted eight weeks and included three stages. During the
diagnostic stage, baseline data were collected concerning learners’ language proficiency and
motivation levels through language testing, questionnaires, and classroom observation. These
procedures made it possible to determine the initial level of communicative competence and
establish the comparability of the experimental and control groups.

At the formative stage, an informal foreign language learning program based on game-based
practices was implemented in the experimental group. The program consisted of weekly
extracurricular sessions organized in a flexible learning environment designed to reduce
psychological tension and increase learners’ participation in communicative activities. The
instructional process incorporated a variety of game-based practices, including communicative
games, role-play simulations, information-gap tasks, team competitions, and quest-based activities.
Each session followed a structured sequence that included warm-up activities aimed at activating
prior knowledge and reducing language anxiety, core communicative games focused on developing
speaking and listening skills, and reflective activities intended to consolidate newly acquired
language material.

In contrast, the control group continued learning through traditional instructional methods
such as grammar exercises, textbook-based tasks, and dialogue practice without systematic
integration of game-based technologies. This methodological distinction between the two groups
made it possible to compare learning outcomes and determine the influence of game-based practices
on language development and learner motivation.

At the control stage, the same diagnostic procedures used at the beginning of the experiment were
administered again in order to evaluate changes in learners’ language proficiency and motivation levels.
The comparison of pre- and post-experimental results allowed the researcher to identify improvements
in communicative competence, engagement, and confidence in using the foreign language.

The collected data were analyzed using both quantitative and qualitative approaches.
Quantitative analysis involved comparing the percentages of learners demonstrating high, medium,
and low levels of language proficiency and motivation before and after the experiment. The results
were presented in tables illustrating the dynamics of change in both groups. Qualitative analysis
was based on classroom observations and learner responses during communicative tasks, which
provided additional insights into learners’ engagement, interaction patterns, and emotional attitudes
toward foreign language learning. The combination of quantitative and qualitative methods enabled
a comprehensive evaluation of the effectiveness of game-based practices in informal foreign
language learning.

Results and Discussion

The results of the pedagogical experiment demonstrated noticeable improvements in the
experimental group compared to the control group. First, a significant increase in learners’ speaking
activity was observed. Students in the experimental group became more willing to participate in
communicative tasks and produced longer and more confident oral responses. The number of
students demonstrating a high level of speaking skills increased considerably. During the final stage
of the experiment, learners showed greater readiness to initiate dialogue, ask questions, and respond
spontaneously in English. In contrast, the control group demonstrated only minor changes in
speaking activity, which confirms the effectiveness of interactive and game-based learning formats
in stimulating communicative interaction.

Second, vocabulary use and grammatical accuracy improved. The repeated use of language
structures during game-based activities helped learners internalize new vocabulary and grammatical
patterns. Game situations required students to actively apply language resources in meaningful
communicative contexts, which contributed to the development of automatic language use and
reduced the frequency of pauses during speech production. As a result, learners began to
demonstrate greater fluency and flexibility when expressing their ideas.

Third, the level of academic motivation increased significantly. Questionnaire results showed
that students in the experimental group expressed greater interest in foreign language learning and
demonstrated a higher willingness to communicate in English. Many learners reported that game-
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based activities made lessons more engaging and enjoyable. The presence of collaborative tasks and
team-based interaction also encouraged learners to support each other during communicative
activities, which strengthened the social dimension of learning.

Another important result was the reduction of foreign language anxiety. Game-based
activities created a positive emotional atmosphere in which mistakes were perceived as a natural
part of the learning process [12]. This contributed to increased confidence and more active
participation in communicative tasks. Learners became less afraid of making errors and more
willing to experiment with language use during communication.

These findings correspond with contemporary research emphasizing the role of engagement,
motivation, and emotional support in effective language learning. Interactive and collaborative
learning environments promote active participation and help learners develop communicative
competence more effectively. Game-based practices provide opportunities for meaningful
interaction, which is considered one of the key mechanisms of second language acquisition.

Overall, the experimental group demonstrated greater improvement in language proficiency,
motivation, and engagement compared to the control group. The results confirm that systematic
integration of game-based practices can significantly enhance the effectiveness of informal foreign
language learning and create favorable conditions for developing communicative competence.

Conclusion

The findings of this study confirm that game-based practices are an effective pedagogical tool
for enhancing motivation and communicative competence in informal foreign language learning.
The results of the pedagogical experiment indicate that systematic integration of communicative
games, role-play activities, and collaborative tasks significantly increases learners’ speaking
activity, motivation, and confidence in using the foreign language.

Game-based learning environments create favorable conditions for communicative
interaction, reduce language anxiety, and support active learner participation. These characteristics
make game-based practices particularly valuable in informal learning contexts, where voluntary
participation and learner engagement play a crucial role [13].

The study also highlights the importance of methodological integration of games into the
learning process. Games should be aligned with instructional objectives, learners’ language
proficiency level, and communicative tasks.

The findings suggest that game-based technologies can contribute to the modernization of foreign
language education and the development of more interactive and learner-centered teaching practices.
Such approaches not only improve language skills but also foster learners’ creativity, collaboration, and
critical thinking abilities, which are essential competencies in contemporary education.

Future research may focus on exploring the integration of digital games and hybrid learning
environments in foreign language education. Further studies could also investigate the long-term
effects of game-based learning on students’ communicative competence and motivation across
different age groups and educational contexts.

References
1. Ryan R. M., & Deci E. L. Self-Determination Theory: Basic psychological needs in motivation,
development, and wellness // New York: Guilford Press. — 2020. P. 1-11.
2. Mercer S., & Dornyei Z. Engaging language learners in contemporary classrooms // Cambridge:
Cambridge University Press. — 2020. P. 1-12.
3. Sato M., & Ballinger S. Peer interaction and second language learning // Amsterdam: John
Benjamins. — 2016. P. 1-15.
4. Ellis R., & Shintani N. Exploring language pedagogy through second language acquisition
research // London: Routledge. —2018. P. 1-14.
5. Dewaele J.M., & MacIntyre P. D. Foreign language enjoyment and foreign language classroom
anxiety: The right and left feet of the language learner // Studies in SD. Research methods in
language learning motivation // System. —2020. — Vol. 89. — Article 102495.

34



«TakapiM yHuBepcuTeTiHiH Xabapiubicbl. Dunonorus cepusic» Nel (5) 2026
«Bulletin of Shakarim University. Philology series» Nel (5) 2026

6. Plass J.L., Mayer R.E., & Homer B. D. Handbook of game-based learning // Cambridge, MA:
MIT Press. —2020. P. 1-18.

7. Atkinson D. Language learning in mind, body, and world: A sociocognitive approach //
Language Teaching. —2018. — Vol. 51(1). — P. 1-38.

8. Van den Branden K. Task-based language education: From theory to practice // Cambridge:
Cambridge University Press. —2016. P. 1-16.

9. Fredricks J.A., Reschly A.L., & Christenson S. L. Handbook of student engagement
interventions // London: Academic Press. —2019. P. 1-20.

10. Benson P. Teaching and researching autonomy in language learning (3rd ed.) / London:
Routledge. —2017. P. 1-12.

11. Gee J.P. What video games have to teach us about learning and literacy // New York: Palgrave
Macmillan. — 2018. P. 1-17.

12. Reinders H. & Benson P. Research agenda: Language learning beyond the classroom //
Language Teaching. —2017. — Vol. 50(4). — P. 561-578.

A.B. Kaiipat, U.M. /l1ocexkeHeBa
[TokapiM yHUBEPCUTETI,
071412, Kazakcran Peciyonukacel, Cemett K., ['muaku k-ci, 20 A
*ORCID: 0009-0005-4125-2276
“e-mail: kayratova003@mail.ru

BEMPECMM HIET TIITH YHPEHY IE MOTUBALIAA MEH KOMMYHUKATHBTIK
KY3IPETTIJIIKTI APTTBIPY KYPAJIbI PETIHJIAE OUBIHT A HET'T3JIEJII'EH
TI/KIPUBEJIEP

AngaTna. 3amanayu OinmiM OepylmiH KapKbIHABI JaMybl JKOHE IIET TUTIH MEHrepyae KOMMYHHKATHUBTIK
KY3BIPETTIIKTIH MaHBI3ABUIBIFBIHBIH apTybl MHHOBAIMSUIBIK TEJarOTHKANBIK TOCUINEpIl i3MeCTipyAl Tajmam eTemi.
Bonamars! 30p GarbITTapAbIH O0ipi — OefipecMHu TiNIIK OKBITY OpTachlHAa OMBIHFA HETi3MereH TaxKipudenep i enrizy. by
3epTTeYIiH MaKcaThl — OeHpecMH MIET TUTIH YHpeHy KarmaiblHIa O1IIM adylIblIapIslH MOTHBAIMSICHIH apTTRIPy MEH
KOMMYHHUKATHUBTIK KY3BIPETTUIITIH JaMBITYJa OMBIH TEXHOJIOTHJIAPBIHBIH THIMIUTITIH 3epTTey. 3epTTey KazakcTaHHBIH
CemMell KanacbIHIAFbl XKaJIMbl opTa OuUTiM OEpeTiH MEKTENTiH aiTHIHIIBI CHIHBIN OKYIUBLIAPHI apachlHAa KYpri3iiai.
3epTTey OaphICBIHAA AMATHOCTHUKAJBIK, KAJBINITACTHIPYIIBI JXKOHE OaKbUlay Ke3eHACPiH KAMTHTBHIH II€JarorHKabIK
9KCICPUMCHT KOJIAaHBUIIbL. HoTHkenep KOMMYHHUKATHUBTIK OWBIHAAPIBI, POIIIK ONBIH OPEKETTEPiH KOHE OipJiecKeH
TarnchlpMaiapAsl KyHenl KojjaHy OuTiM anylmbulapAblH MOTHBALMACHIH, Ceijey O€JICEHIUIriH JKoHE HIeT TUIH
KOJIJAaHYAaFbl CCHIMIUIITIH alTapibIKTall apTTBIPFAHBIH KOPCETTi. 3epTTey KOPBITHIHIBLIAPHI OWBIHFA HETI3CITCH
TOXKIpUOEIepAiH KOMMYHHUKATUBTIK ©3apa OPCKCTTCCTIKKE KOJIAMIBI JKarmail >KacalThIHBIH JKOHE OeWpecMu OKy
OpTachIHIA TUIMIK KY3BIPETTUTIKTIH JaMybIHA BIKIAT €TETiHIH AoNeIIeH .

TyiiiH ce3aep: OHbIHFA HETI3JENTeH OKBITY, OcelipecMu OimiM Oepy, MET TiMiH OKBITY, KOMMYHHKATHBTIK
KY3BIPETTIIIK, OKY MOTHBAIIMSICHI, OUTIM aTyIIbLIapABIH OCIICEHAUTIT], KOMMYHHKATHUBTIK ©3apa opeKeT.
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HUI'POBBIE IPAKTUKHA KAK CPEACTBO NOBbIINEHWA MOTUBALIUA U
KOMMYHHUKATUBHOU KOMIIETEHIIMX B HE®@OPMAJIbBHOM OB YYEHUU
NHOCTPAHHOMY A3BIKY

AunHotanusi. CrpemuTenbHOE pPa3BUTHE COBPEMEHHOrO 00pa3oBaHMs W BO3pacraiolliee 3HAYCHHUE
KOMMYHUKATHBHONH KOMIIETCHIMM B OOYYEHMH HHOCTPAHHBIM SI3bIKaM TPEOYIOT MOWCKA HHHOBALMOHHBIX
MeIaroruyeckrux moaxoa08. OJHUM U3 MEPCIEKTUBHBIX HAMPABJICHHUH SIBJISICTCS HHTETPALMsl UTPOBBIX HPAKTHK B CPEAY
He(OPMAITLHOTO SI3BIKOBOTO 0O0ydeHHs. llenb JaHHOTO WCCIeAOBaHUS 3aKII0YaeTcsl B W3YYeHHU 3PQPEKTHBHOCTH
UTPOBBIX TEXHOJOTHI B IMOBBIIICHUM MOTHBALUU OOYYAIOIIUXCS U PA3BUTUM KOMMYHUKATHBHON KOMITCTCHIUU B
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yCIOBHAX HEPOPMAaIbHOTO O0yYCHHS MHOCTPAHHOMY S3bIKY. VcclieZjoBaHME MPOBOAMIOCH CPEIU YYaIUXCs IIECTBIX
KJaccoB cpenaHer mkonbsl ropoma Cemeit, Kasaxctan. B paborte ObUT MCHONB30BaH MEAarOrHYCCKHI IKCIICPUMEHT,
BKIIOYAMONIUA  JAMArHOCTHYCCKHMA, (QOPMHUPYIOIIMA ©  KOHTPOJBHBIA 3Tambl. Pe3ynbraThl MMOKa3aiH, dYTO
CHCTEMAaTHYECKOE HCIOIH30BAHNE KOMMYHHKATHBHBIX WIP, POJIEBBIX 3aJaHWN W COBMECTHBIX BHJIOB ACATEIHHOCTH
3HAYUTEIBHO TIOBBIIIACT MOTHBAIMIO OOYYAIOIIMXCS, MX PEUEBYI0 AKTHBHOCTH W YBEPEHHOCTH B HCIIOJIB30BAHUU
WHOCTPAaHHOTO s3bIKa. [lomydeHHbIE NaHHBIE ITOATBEP)KAAIOT, YTO WIPOBBIC TPAKTHUKH CO3JAIOT OJIaronpHsATHHIC
YCIIOBHS JUISI KOMMYHHKATHBHOTO B3aMMOJCHCTBHSA W CIIOCOOCTBYIOT Pa3BUTHIO SI3BIKOBOW KOMIICTEHIIMH B YCIOBHUSX
He(hOPMaITLHOTO O0YUICHHS.

KuaroueBble ciaoBa: wurpoBoe oOydeHue, HedopMmalbHOE 00pa3oBaHWe, OOYUCHHE WHOCTPAHHOMY SI3BIKY,
KOMMYHUKATHBHAsT KOMIICTCHIUS, Yyd4eOHAas MOTHBAIUs, BOBJICYCHHOCTh OOYYAIONIUXCSA, KOMMYHHKATUBHOC
B3aUMO/ICHCTBHE.
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