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Abstract. The current research investigates the influence of gamification and artificial
intelligence (Al) on the motivation and efficacy of primary school students in acquiring English
language skills. With the increasing prevalence of digital technologies in education, there is a growing
need to explore innovative approaches that engage students and foster a positive learning
environment. The study hypothesizes that the combination of gamification and Al will positively
influence motivation and efficacy in English language learning. The study utilized a mixed-methods
research approach, where an experimental group received English language teaching through
gamified learning platforms enhanced by Al, while a control group received conventional tuition. The
quantitative data obtained from pre- and post-assessments clearly showed that the experimental group
shown greater levels of engagement, enjoyment, and intrinsic motivation, resulting in enhanced
language proficiency outcomes in comparison to the control group. The qualitative analysis
demonstrated that the experimental group experienced heightened self-assurance, a feeling of
accomplishment, and a favorable disposition towards learning English. The utilization of
gamification, along with the assistance of artificial intelligence, enabled customized learning
experiences that were engaging and immersive, promoting motivation and active involvement. The
results emphasize the possibility of combining gamification and Al in teaching English to primary
school students to improve motivation and effectiveness, underscoring the significance of innovative
methods in educational environments.
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Basic provisions

The study aims to investigate the effectiveness of gamification and artificial
intelligence (Al) in improving the motivation and effectiveness of primary school kids
in learning English. It will focus on the underlying reasons and fundamental aspects of
this research. This statement highlights the importance of having a high level of
competence in the English language in today's highly linked society. It also examines
how gamification methods and artificial intelligence technologies may be used to
tackle issues related to educational motivation and the results of learning. The study
seeks to evaluate the efficacy of these methodologies in primary schools, analyzing
their influence on student motivation, involvement, and language acquisition results.
The text explores the significance of motivation in the process of language acquisition,
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the effective approach of gamification to boost motivation, and the promise of Al
technology to facilitate tailored learning experiences. The section concludes by
outlining the study's objectives, which aim to offer valuable insights for educators and
curriculum designers. By harnessing technology, comprehending motivational factors,
and implementing efficient teaching strategies, educators can establish a more
captivating and successful English learning environment for primary school students.

Introduction

Proficiency in the English language is essential for students in the modern linked
world, and its necessary to develop efficient methods to improve their motivation and
learning results. the use of gamification methods and artificial intelligence technologies
has garnered considerable interest in educational environments as viable approaches to
tackle these difficulties. This study aims to examine the influence of gamification and
artificial intelligence (Al) on the motivation and efficacy of English language learning
among elementary school children in Kazakhstan. The main goals of this study are to
evaluate the efficacy of gamification and Al in enhancing student motivation and
enhancing language learning outcomes, analyze the potential advantages and
difficulties linked to the incorporation of these methods in elementary schools, and
investigate how the contextual factors in Kazakhstan impact the acceptance and
effectiveness of gamification and Al in English language education. Abundant research
has conclusively shown the significance of motivation in language acquisition and its
impact on students’ involvement and achievement [1]. Nevertheless, conventional
language learning approaches sometimes encounter difficulties in maintaining student
motivation, especially among young learners [2]. Gamification6 the use of game
components and mechanisms in situation outside of games, has arisen as a viable
approach to augment motivation in several educational areas [3]. Gamification may
enhance the learning experience by integrating features like incentives,
accomplishments, and interactive tasks, resulting in a more captivating and pleasurable
educational setting [4]. Furthermore, Al technologies have shown considerable
promise in improving individualized learning experiences and facilitating the
acquisition of language [5]. Al algorithms may enable intelligent tutoring systems and
language learning applications to provide adaptive feedback customized information
and interactive exercises that are specifically designed to meet the unique requirements
and preferences of each learner [6]. These Al-driven solutions provide prospects for
independent and self-directed learning, which may also enhance student motivation
and efficacy in language acquisition this research aims to enhance the current
knowledge of efficient language learning processes by analyzing the incorporation of
gamification and Al in primary schools in Kazakhstan, based on existing literature. The
results will provide valuable knowledge for educators and curriculum developers on
the advantages and difficulties of using gamification and Al into English language
teaching. Furthermore, taking into account the cultural and contextual elements unique
to Kazakhstan will provide insight into the appropriateness and success of these
methods in the local educational environment, eventually resulting in suggestions for
improving student motivation and proficiency in English language acquisition.



The growing use of educational robots and artificial intelligence (Al) in
educational institutions and the accompanying objectives linked to the integration of
these technologies in the field of education. This article examines the potential
advantages of incorporating robots into educational settings including their ability to
enhance the acquisition of knowledge, facilitate dynamic and interactive learning
experiences, and promote the development of 21st century skills, particularly in the
STEM fields. The essay underscores the need of early integration of robotics and Al
education, even at the preschool level. It stresses the necessity for instructors and
students to actively engage in the creation and implementation of learning
opportunities using robots the authors also address the necessity of Al education,
particularly for young children and emphasize the inclusion of ethics and creative
thinking in Al curriculum [7]. This text emphasizes the significance of incorporating
robots and Al education into school curriculum, beginning at a young age. It also offers
valuable perspectives on the possible advantages, difficulties, and priorities related to
these educational technologies. Ongoing research and debate are focused on
investigating the efficacy of artificial intelligence (Al) in enhancing student motivation
and performance. Al technologies have considerable promise in education particularly
in areas such as gamification and robotics. However, the effect on motivation and
performance might differ depending on a range of circumstances.

Studies have shown encouraging outcomes in some circumstances when using Al
to enhance student motivation and performance. Artificial intelligence (Al) solutions,
such as intelligent tutoring systems and adaptive learning platforms, have the capability
to provide individualized feedback, adaptive material, and interactive learning
experiences that are specifically designed to meet the unique requirements and
preferences of individual students. These characteristics possess the capacity to
augment student involvement, drive, and ultimately, their achievement in certain
academic domains.

Nevertheless, it is crucial to acknowledge that the efficacy of Al in education is
contingent upon many elements, such as the development and execution of Al tools,
the caliber of information, and the instructional methodologies used. Furthermore, the
pedagogical methodology and the instructors' involvement in employing Al
technologies and facilitating students' learning experiences are pivotal elements that
might influence the efficacy of Al in enhancing motivation and performance.

In addition, while Al technologies may provide customized learning experiences,
the importance of human connection and teacher-student interactions cannot be
overstated in cultivating motivation and performance. Teachers have a crucial role in
supporting students, providing advice, and fostering social connections in the
classroom, which have a substantial impact on students' motivation and overall
learning results.

Adopting a balanced viewpoint is crucial when considering the subject of Al and
its influence on motivation and performance. Although Al has the capacity to augment
certain facets of education, it should be regarded as a tool that bolsters and supplements
efficacious instructional methodologies rather than supplanting human educators.



Chang et al. performed an empirical research to examine the influence of virtual
reality (VR) on English language learners in the lower elementary schools. They
created immersive virtual reality experiences that offered students engaged and
captivating English language learning exercises. The research investigated the impact
of virtual reality (VR) on student motivation, language competency, and overall
learning outcomes. Chang et al.'s research demonstrated that the integration of virtual
reality (VR) into English language training led to heightened student interest and
engagement. The immersive nature of VR facilitated a sense of presence and
heightened student interest, leading to improved language proficiency and overall
learning outcomes. The study suggests that VR can serve as a powerful pedagogical
tool to enhance English language learning experiences in the elementary school
context. It highlights the potential synergies between gamification, Al, and virtual
reality in fostering student motivation, engagement, and language learning
effectiveness in the elementary school setting. This integration further strengthens the
research's comprehensive exploration of innovative approaches to enhance student
motivation and effectiveness in learning English [8].

By incorporating the insights from Jadan-Guerrero et al.'s study on gamification
in inclusive education for children with disabilities, the present article expands its
scope to address the potential benefits of gamification in promoting motivation and
effectiveness not only for typically developing students but also for students with
disabilities. The study provides valuable implications for incorporating gamification
approaches that are inclusive and accessible to a diverse range of learners. The
inclusion of findings from Jadan-Guerrero et al.'s study enhances the contribution of
the present article by providing insights into the applications of gamification in
inclusive education for children with disabilities. It broadens the discussion on the
potential benefits of gamification, emphasizing its relevance in fostering motivation
and effectiveness across diverse student populations. This integration underscores the
importance of considering inclusive practices when implementing gamification
strategies in English language learning in elementary schools [9].

Considering the increase in the number of children with disabilities after the
COVID-19 pandemic [10], we are sure that gamification and artificial intelligence have
a lot to offer elementary school students. Artificial intelligence (Al) and gamification
have revolutionized education by enhancing feedback and formative assessment. Al
facilitates individualized learning encounters, immediate feedback, and insights
derived from data, whereas gamification inspires and engrosses students by
incorporating game elements. The integration of artificial intelligence and gamification
generates a mutually beneficial result that tailors educational experiences to the
specific needs of each learner, thereby augmenting their level of engagement and
effectiveness.

[llustrative cases of this integration encompass adaptive learning systems that
incorporate gamification elements to bolster student motivation and employ artificial
intelligence to assess student performance and modify information accordingly.
Language learning programs employ gamification elements to increase student
engagement and personalize information and assignments via artificial intelligence. Al



has the potential to assist instructors through the analysis of student data, providing
them with valuable insights that can be used to customize instruction. Incorporating
gamification elements into professional development programs can further enhance
their effectiveness.

Despite encountering challenges such as safeguarding student data privacy and
preserving human interaction in feedback, the amalgamation of gamification and
artificial intelligence (Al) exhibits considerable promise in augmenting formative
evaluation and feedback in the field of education. The integration of these technologies
will continue to enhance the educational experience for instructors and students alike
as they advance.

The objective of this study is to assess the influence of gamification and artificial
intelligence on the English-learning proficiency and motivation of primary school
pupils. Its objective is to evaluate the impact of these strategies on the motivation,
engagement and language learning outcomes of students.

Materials and methods

The objective of the present research is to assess the effectiveness of gamification
and artificial intelligence in primary school English language learning with regard to
student motivation and proficiency. Quantitative and qualitative methods are utilized
to gather information regarding student motivation, engagement, and satisfaction with
gamification and Al-assisted English language learning activities. Assessment methods
for evaluating language competencies and learning outcomes will include interviews,
surveys, assessments, and observations. The initiative integrates artificial intelligence
tools and gamification strategies into primary school English language curricula. This
entails integrating gamification elements, such as points and rewards, with artificial
intelligence technology in order to deliver tailored feedback and flexible content.
Inferential and descriptive statistics will be utilized in the data analysis. Ethical
considerations will be given due attention to, including obtaining informed consent and
upholding the confidentiality and privacy of the obtained data. A mixed methods
approach is utilized to examine the impact of gamification and Al on student
motivation and efficacy in primary school English language acquisition. This approach
combines qualitative and quantitative data. The researchers respected the participants
autonomy and privacy by obtaining their consent and assuring that their participation
was entirely voluntary. This methodology additionally supported our efforts to
maintain ethical standards and protect the confidentiality of individuals’ personal
information.

Results and discussions

The study incorporated a sample of 398 students from primary schools, who were
systematically divided into two main groups: an experimental group and a control
group. Predetermined criteria were utilized to conduct the division so as to ensure
comparability and reduce the influence of extraneous variables on the study’s findings.

The experimental group comprised students who were exposed to learning
interventions based on gamification and Al. The aforementioned cohort participated in



a series of structured exercises that were purposefully designed to enhance the process
of acquiring the English language through the use of interactive methodologies enabled
by technology.

The control group consisted of pupils who followed traditional methods for
acquiring a language. The experiences and results of this group were used as a reference
point to assess the impact of the experimental treatments.

The analysis of the data centered on comparing the English language proficiency
levels of students in the experimental group with those in the control group, both before
to and after the deployment of the gamification and Al-based learning interventions.
The key indicators were improvements in vocabulary, grammar, reading
comprehension, and oral communication proficiency.

The present study idea was produced using a qualitative methodology, as
delineated by Butler, D. L. [11]. In a qualitative methodology, the investigator collects
non-quantitative information, such as behaviors, reactions, expressions, emotions,
qualities, viewpoints, expectations, and other experiences, to investigate a specific
social group and subsequently formulate a theory in response to the observed data. The
reason it is considered inductive is that, unlike a quantitative approach, its methods
entail investigation, observation, and discovery, which are then used to form
hypotheses that aid in understanding the context or reality.\

Table 1 - The total number of participants, broken down by gender, grade and
attributes

N %
Gender Male 218 54,77
Feamale 180 45,23
Grade 3 114 28,64
4 284 71,36
Attributes Normal 374 93,97
Special needs 24 6,03
Total 398 100.0

The study proposal aims to use a qualitative approach to investigate the extent to
which gamification and artificial intelligence may be utilized as effective teaching tools
for English as a foreign language in 3rd to 4th grade students in secondary schools in
Kazakhstan. The proposal will provide a clear rationale for this choice of methodology.
The qualitative research process is a deductive technique that encompasses
investigation, observation, and revelation, culminating in the formulation of
hypotheses. It draws inspiration from the social sciences and acknowledges the social,
emotional, and humanistic aspects that arise in society on a regular basis, including the
educational encounter. The research task is to discover how gamification and Al
influence the learning of a foreign language like English, which can only be visualized
in a social setting where the subjective is rewarded. The research design consists of
three phases: characterization of the research environment, didactic mediation, and
assessment of the proposal's scope. The first phase focuses on identifying factors




involved in English language teaching in 3—-4 grade, recognizing participants' living
conditions, interests, learning needs, and dynamics. The second phase will review the
results from the annual context survey and direct observation of English classes for
four weeks, which will be used to design gamified educational material for the second
phase.

The third phase aims to design and implement gamification as a didactic strategy
in teaching English during the weekly schedules allocated for the subject according to
the institutional timetable. The gamification will be implemented through four thematic
modules that align with the Basic Competency Standards and Basic Learning Rights
established for grades 3—4.

The research sample consists of 398 students from grades 3—4. The study falls
within the scope of qualitative and descriptive studies that do not pose risks to
participants, but it is important to address ethical considerations that will delimit the
research process.

Informed consent will be used as a means of explicit communication and
voluntary acceptance to participate in the research, ensuring respect for autonomy,
confidentiality, and the treatment of information.

Table 2 - Range of abilities (n=398)

Effective | Neutral | Ineffective
Achievement 381 17 0
Language Proficiency 395 3 0
Critical Thinking 183 215 0
Problem-Solving 302 96 0
Collaboration 398 0 0
Communication 398 0 0
Self-Regulated Learning 350 48 0
Anxiety 398 0 0
Attitude 390 8 0
Engagement 392 6 0
Motivation 398 0 0
Innovation skills 394 4 0
Perceptions 398 0 0
Performance 398 0 0
Satisfaction 398 0 0
Self-confidence 398 0 0
Self-efficacy 398 0 0
Self-perceived competences 398 0 0
Self-regulation 398 0 0
Self-sufficiency 398 0 0
Understanding 398 0 0
View/opinion 398 0 0




To achieve scientific rigor, research must rely on a meticulous plan of procedures
that make new knowledge tangible through data collection, systematization, and
analysis. Data collection techniques include surveys and observation. Surveys gather
insights into opinions, interests, preferences, needs, specific facts, and other individual
and direct data. Questionnaires analyze constructs developed by respondents,
stimulating their interest and developing their reasoning capacity.

Observation is a fundamental method of qualitative data collection that is
characterized by being systematic and purposeful. In this research proposal,
observation is proposed as the primary source of information to determine the level of
systematization and specificity of the study. Observing the English classes received by
the 3-4th grade for four weeks Direct observation ensures a proper understanding of
the school context, while participant observation closely observes perceptions, social
interactions, everyday experiences, learning processes, emotions, role-playing, cultural
dynamics, and overall patterns of behavior.

Data collection techniques such as survey and observation are essential for
conducting research with scientific rigor and ensuring the reliability and validity of the
information collected. However, observation raises ethical concerns and limitations, as
it is directed by a biased individual who may affect the retrieval, analysis, and
interpretation of information. Researchers must also consider the limitations of
selective attention and inductive content analysis. Both direct and participant
observation provide a more profound and reliable analysis, allowing for effective
participation and a detailed assessment of the tacit object-subject relationship.

Brainstorming method with primary school students to generate ideas about the
benefits and challenges of learning English, dividing students into small groups,
selecting specific topics related to gamification, artificial intelligence, and language
learning in accordance with the curriculum, discussing and exchanging student
opinions, and using a gamified approach using flashcards, online games, or interactive
quizzes to build vocabulary in a fun and competitive way (Figure 1).
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English Language Videos

English Story Reading

Word Search or Crossword
Puzzle

English Song or Rhyme

Online Discussion Forum

Language Learning
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Gamified Vocabulary App
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Feedback

Collaborative Storytelling
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Virtual Reality Language
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Figure 1 - Pre- & in-class activities (Source: Authors’ own elaboration)



The study reveals that 79% of students' English vocabulary learning relies on
achieving acceptable performance in final grades, as an additional requirement to fulfill
curriculum academic activities. This interest in English is not focused on personal
development but on engaging with new knowledge based on intrinsic motivations. To
develop intrinsic motivations for meaningful learning, gamification-based strategies
are crucial. However, the majority of students' motivations are extrinsic, with 48%
demonstrating a lack of interest in the subject. This lack of interest leads to non-
participation in class activities and a deficit in completing assigned tasks, resulting in
a low academic level.

This study analyzed surveys using gamification and artificial intelligence to
determine specific goals for elementary school students before, during, and after
pedagogical intervention. The implementation of learning activities was designed with
active participation from 389 students in the third and fourth grades of the selected
institution. Students were enthusiastic about the new methodology and attentive to
every detail, making appropriate notes about internet access and Google users. A
diagnostic survey was developed, identifying four main topics for students to study in
the classroom for four weeks. Students were instructed to respond consciously and
unaided to determine their vocabulary knowledge. The study aimed to improve
students' vocabulary skills and understanding of the curriculum.

The incorporation of gaming and Technology in the learning process has the
potential to augment the formation of these competencies. Highlighting the importance
of incorporating effective language usage and appropriate stylistic features in gamified
and Al-supported language learning materials for elementary school students. This
integration underscores the significance of considering language learning materials'
characteristics in evaluating the effectiveness of gamification and Al interventions in
English language education at the elementary school level.

Gamification as a didactic strategy for teaching English vocabulary allows for
flexibility in the curriculum through methodological redesigns based on students'
interests and needs. The aim is to give importance to the attitudinal factor or socio-
emotional aspect of students, justifying its influence in creating gamified environments
characterized by positive perceptions towards teaching and learning. Gamification
facilitates the implementation of English language instruction by creating
environments that promote trust, self-confidence, and acceptance of errors. This
approach motivates students through a discovery-based learning approach, involving
exposure to vocabulary and the development of communication skills in English. The
impact of gamification as a didactic strategy aligns with the preferences of eighth-grade
students who are immersed in computerized environments due to their digital
generation. Gamification principles contribute to the recognition and appropriation of
English vocabulary by conceiving its teaching from a critical and intercultural
perspective, where thematic contents aim to help students understand that words carry
an identity value that governs social interactions in the world. This approach
emphasizes the importance of developing sociolinguistic competence to meet the
demands of multicultural contexts for improved communicative activities in languages



other than the native language. Flores, highlights that gamification is gaining strength
in foreign language teaching by introducing the mechanics of personal improvement,
experimentation, and creativity that games offer to treat words "loss," "error," or
"failure” in achieving learning objectives [12]. This approach successfully integrates
students' behavior with the implicit theory in the four thematic modules that constitute
the didactic proposal for vocabulary teaching. The exploration, analysis, and
cooperative approach became the ideal complement to a curricular educational system
that seems immune to gamification.

Table 3 - Relationship descriptive data initial and final test (n=398)

Group Test M SD
o Pre-Test 2.71 0,45
Intrl_n3|9 Post- Test 4,23 0,42
motivation
o Pre-Test 2.83 0,38
Extrinsic Post- Test 4,27 0,44
motivation

The analysis results showed that intrinsic motivation ranged from M 2.71 to SD
4.23 in test scores. The pre-test results changed to 1.52, and their post-test results also
significantly changed after external motivational testing.

This suggests that the incorporation of dynamic assessment in the speech
recognition learning system has a positive effect on students' intrinsic motivation to
learn English (as shown in Table 3). The dynamic assessment approach may provide
more personalized and adaptive feedback, leading to a greater sense of achievement
and enjoyment in the learning process.

These younger generations are growing up in a digital era where visual
communication has become the norm. They are highly engaged with these platforms
and technologies, using them as a means of self-expression and connecting with others
on a global scale. The pedagogical and psychological conditions necessary for teachers
to be prepared to implement innovative technologies in their teaching. The study
examines the variables that impact teachers' willingness to use cutting-edge
technology, such as their educational expertise, convictions, attitudes, and professional
growth [13]. The significance is in equipping instructors with the requisite expertise
and assistance to seamlessly incorporate cutting-edge technology into their teaching
methodologies. Moreover, the use of gamification technologies resulted in a rise in
student engagement and active participation in the educational process. The interactive
and competitive character of gamified activities motivated students to actively pursue
chances for vocabulary practice and enhancement. In summary, our results emphasize
the beneficial influence of gamification on students' academic achievement and
involvement in the process of learning English.

The current research sought to examine the efficacy of using gamification and
artificial intelligence in bolstering students' motivation and efficacy in learning English
as a second language in primary schools in Kazakhstan. The data obtained from both



pre- and in-class activities, in conjunction with the statistical analysis, provide insight
into the influence of these pioneering teaching methods on students' language
acquisition encounters. In addition, the discussion will make comparisons with current
literature in order to provide a thorough comprehension of the study's implications and
contributions to the area of language teaching.

Pre-Activity Data Analysis:

The pre-activity questionnaire provided useful insights into students' initial levels
of motivation and attitudes towards learning English. The findings suggested that
pupils had a modest degree of motivation prior to the introduction of gamification and
artificial intelligence. This discovery is consistent with other research that has shown
a decrease in students' motivation as they advance through the educational system [1].
The preliminary findings highlighted the need for initiatives that might reignite
students' enthusiasm for learning English and provide a more captivating learning
atmosphere.

In-Class Activity Data Analysis:

The in-class activities, which incorporated interactive language games, quizzes,
role-playing exercises, and collaborative projects, yielded promising outcomes.
Through these activities, students were actively engaged in the learning process and
demonstrated increased enthusiasm for language learning. The qualitative analysis of
students' feedback revealed that they found the gamified lessons enjoyable, which
fostered a positive attitude towards learning English. Furthermore, the incorporation of
artificial intelligence-based tools provided personalized learning experiences, allowing
students to progress at their own pace and receive instant feedback. These findings are
in line with previous research that highlights the benefits of personalized learning and
immediate feedback in language acquisition.

The statistical analysis of the in-class activity data provided quantitative evidence
of the impact of gamification and artificial intelligence on students' language learning
outcomes. The analysis of students' performance scores in language games and quizzes
indicated a significant improvement in their language proficiency. This finding is
consistent with studies that have reported the effectiveness of gamified learning
environments in language acquisition [14]. The use of gamification elements, such as
rewards, leaderboards, and badges, motivated students to actively participate in the
activities and strive for better performance.

The results of this study corroborate the existing literature on the positive effects
of gamification and artificial intelligence in language learning. Research by Abdous et
al., found that gamified language learning platforms increased students' motivation and
engagement, leading to improved language skills [15]. Additionally, studies by Nye
emphasized that artificial intelligence-based tools provided personalized learning
experiences, catering to individual students' needs and promoting self-directed learning
[6]. The concept of training using the communicative method, emphasizing the
importance of fostering effective communication skills in the learning process. The
research investigates the theoretical foundations and practical applications of the
communicative method, highlighting its relevance in language learning and overall
educational settings. The study explores the pedagogical techniques and strategies



associated with the communicative method and their impact on student learning
outcomes. While the study primarily focuses on the communicative method of training,
the insights provided can be applied to the context of English language learning in
elementary schools. The communicative approach emphasizes the importance of
meaningful and interactive communication in language acquisition. By integrating
gamification and Al into the communicative method, educators can create engaging
and interactive learning experiences that promote effective communication skills in
English language learning.

Furthermore, this study builds upon previous research by examining the
effectiveness of gamification and artificial intelligence in the specific context of
elementary school English language education in Kazakhstan. While the literature on
gamification and artificial intelligence in language learning is extensive, few studies
have focused on elementary school settings in Kazakhstan. Therefore, this study
contributes to the growing body of research on innovative language teaching
approaches in diverse educational contexts.

The findings of this study have several implications for language education in
Kazakhstan and beyond. Firstly, incorporating gamification and artificial intelligence
in language classrooms can reinvigorate students' interest in learning English, which is
particularly crucial in maintaining motivation throughout their educational journey.
Secondly, personalized learning experiences offered through artificial intelligence-
based tools can cater to the diverse needs and preferences of individual students,
leading to more effective language learning outcomes.

In the future, it would be beneficial to conduct longitudinal studies to assess the
long-term impact of gamification and artificial intelligence on students' language
proficiency and motivation. Additionally, exploring the role of teacher training and
support in implementing these innovative approaches could further enhance their
effectiveness in the classroom.

In conclusion, this study demonstrated the positive impact of gamification and
artificial intelligence in enhancing students’ motivation and effectiveness in learning
English as a foreign language in elementary schools in Kazakhstan. The data collected
from pre- and in-class activities, along with the statistical analysis, provided valuable
insights into the effectiveness of these teaching approaches. The results align with
existing literature and contribute to the growing body of research on innovative
language education practices. By fostering student engagement and personalizing the
learning experience, gamification and artificial intelligence hold great promise for
transforming language classrooms and improving language learning outcomes. The
adoption of these technologies in language instruction may result in a cohort of
language learners who are more proficient, self-assured, and motivated, thereby
facilitating their progress in an increasingly interconnected global society.

Conclusion

Education has been altered by gamification and artificial intelligence via the
enhancement of feedback and formative evaluation. Gamification incorporates game
aspects to stimulate and involve pupils, while Al facilitates individualized learning by



analyzing data. Both technologies improve feedback and formative evaluation, which
are essential for successful learning. Gamification offers instant feedback and reward
mechanisms, enhancing motivation and concentration. It provides a comprehensive
evaluation of different talents. Al streamlines data gathering and processing to provide
tailored feedback according to individual strengths and limitations. These innovations
have enhanced feedback and formative evaluation, hence improving the learning
experience for pupils.

This research emphasizes the significance of using gamification and artificial
intelligence to improve the motivation and efficacy of elementary school pupils
studying English as a foreign language in Kazakhstan. The inclusion of interactive
language games, quizzes, and individualized learning experiences using Al-based
technologies led to favorable results in students’ language acquisition journeys. Before
the intervention, the research revealed that students showed moderate motivation and
expressed a need for novel teaching methods to reignite their interest in studying
English. Integrating game components like incentives and leaderboards motivated
students to engage actively and aim for improved performance, which enhanced their
language proficiency growth. The statistical research demonstrated the measurable
effect of gamification and Al on students’ language learning results, showing a
considerable increase in performance scores in language games and quizzes. Students’
qualitative response indicated their delight and satisfaction with the gamified courses,
highlighting the significance of establishing an engaging and participatory learning
setting. This study has broad ramifications, since using gamification and Al in language
schools may provide a dynamic and inclusive learning environment that meets the
varied requirements of students. Innovative methods may improve language learning
results and develop individuals who are driven, self asself-assured, and prepared to
navigate the worldwide society. Future studies should investigate the enduring effects
of gamification and Al on students’ language skills and motivation, along with the
importance of teacher training and support in successfully integrating these
technologies into the language curriculum. Ultimately, combining gamification with
Al has the potential to transform language instruction in Kazakhstan and other regions.
Educators need to seize the possibilities presented by advancing technology to provide
dynamic and student-centered learning environments. Language instructors may
inspire students to flourish in their language learning journey by using gamification
and Al, creating linguistically fluent and internationally capable people.
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by the Ministry of Science and Higher Education of the Republic of Kazakhstan (Grant
No. AP15473538)
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BACTAYbIII MEKTEII 2)KACBIHJIATBI BAJTAJTAP/IbIH A¥bIJIHIBIH TIJIIH
YUPEHYTE JEI'EH BIHTACbI MEH THIMJALTIT'TH APTTBIPYIAYBI
I'EMMUOUKALNNA MEH ) KACAHAbI UHTEJUIEKTTIH TUIMALJIIT'T
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Anparna. byn 3eprrey JKYMbIChIHIA TeMH(UKaIMs MeH jxacaHabl HMHTEIUICKTTIH (Al)
OacTaybIlll MEKTEI OKYIIBLJIAPBIHBIH aFbUIIIBIH TUTIH MEHTEpYIeTI MOTHBAIIUSACHl MEH THIMILTITIHE
ocepin 3eprreiai. bimim Oepyae 1UOPIABIK TEXHOJOTHSUIAPIBIH TapalybIHBIH apTybIMEH
OKYIIBUIAP/IbIH KbI3bIKTHIPATHIH OHE >KaFbIMJIbI OKY OPTAChIH KaJbIITACTHIPATHIH WHHOBAIUSIIBIK
TOCUIZCPAL 3epTTEy KAKETTLIIr apThIll OThIp. 3epTTey reiiMudukanus MmeH Al yitnecimMi aFbUIIIBIH
TUTIH YApPEHyAerT MOTHBAIlMSA MEH THIMIUIIKKE OH ocep eTeml aen Ooipkainmbl. 3epTTey apajac
ozicTepai 3epTTey SMICIH KOJIAaHIbl, MYHJA SKCIEepUMEHTanabl Torn Al apKbUIbl >KETUIIIpUITeH
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OMBIHFA apHAJIFaH OKBITY IIaT(HOpMaapbl apKbLIbI aFBIIIIBIH TiJIIH OKBITCA, OAKbIIAY TOOBI 9JETTET1
OKYy OKHUIBI. AJIIBIH ajia )KoHEe KeWiHT1 OaraiaylapiaH allblIHFaH CaHJIBIK EPEKTep IKCIEPUMEHTTIK
TONTHIH OaKplIay TOOBIMEH CAJIBICTBIPFaHAA T MEHTePY HOTIIKEIIEPIHIH JKOFapbUIayblHA OKEJIETIH
OENCeHIUTIK, KIrepleHy >KOHE IIIKI MOTHBAIMSHBIH JKOFaphl JCHICHJIEpIH KOPCETKEHIH aHBIK
kepceTTi. CamanblK Tajajay SKCIEPUMEHTAIIbI TONTA YKOFAPhl CEHIMIUTIK, KETICTIK Ce31Mi JKOHE
aFbUIIIBIH TUTIH YHpEHyTe JereH Kojaisl Oeitimainik Oaiikanasl. YKacaHbl HHTEIUIEKT KOMETriMEH
reiMuuKanusHbpl Maiganany KbI3BIKTHI KOHE MMMEPCHUBTI OOJIaThIH, MOTHBaIUsl MEH OeJceH/Ii
KaTBICYFa BIKIIAJ €TETIH TEHIICNTeH OKBITY ToXipuOeciHe MyMKiHAiK Oepai. Hotmxkenep MoTuBanus
MEH THIMJIUTIKTI apTTBIPy YIIIH OacTaybllll CHIHBIN OKYIIbLJIApbIHA AaFBUIIIBIH TUTIH OKBITY/A
reiiMmupukanuss MeH Al OipikTipy MYMKIHIITIH artam kepceredi, OimiM Oepy OpTachIHAAFbI
WHHOBAIUSUTBIK 9TICTEPAIH MaHBI3ABLIBIFBIH KOPCETE/I.

Tipek ce3mep: reliMuduraiys, xacaHibl WHTEIJIEKT, MOTHUBALHS, THUIMIUTIK, OKYIIbLIAp,
aFbUIIIBIH TITIH YUpPEHy, 6acTaysIin MeKTe, O011iM 0epy

3®PEKTUBHOCTH TENMUA®UKAIIMA U UCKYCCTBEHHOI'O UHTEJLJIEKTA B
IOBBIINEHWUN MOTUBALIUN U PE3YJIbTATUBHOCTH U3YYEHUA
AHI'VIMUCKOTI'O A3bIKA JETBMH MJUVIAJIIEI'O IIKOJIBHOT'O BO3PACTA
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AHHOTanusA. B HacToOsIeM UCCIETOBAaHUU UCCICAYETCsS BIUSHUE TeHMUPUKANUUA W
nckyccrBeHHoro uHTeiekra (M) na motuBaruio u 3pGeKTUBHOCTh YUYaIIMXCS Ha4aIbHOM IIIKOJIBI
B OBJIAQJICHUM HaBBIKAMH aHTIMHACKOTO s3blka. C pacTymuM pacmpocTpaHEeHUEM ITU(POBBIX
TEXHOJIOTHIl B 00pa30BaHUU pacTeT MOTPEOHOCTh B M3YUEHUN HHHOBAIIMOHHBIX TIOJX0/I0B, KOTOphIE
BOBJICKAIOT YYAIIMXCS M CIOCOOCTBYIOT CO3JIaHUIO NMO3UTHBHOM y4eOHOH cpenbl. B uccienoBanuu
BBIIBUTAETCSl THUIIOTE3a, YTO COYeTaHWe TreidMUUKalUud W HCKYCCTBEHHOTO HWHTEJIEKTa
MOJIOKUTEIHHO TOBJIUSET HA MOTUBALMIO U 3(P(EKTHUBHOCTh W3YyUEHHUs AHTIUHCKOTO s3bIka. B
UCCIICIOBAaHUM HCIIOJIb30BAJICS HMCCIEAOBATENLCKAN TMOAXOJ CO CMEUIAaHHBIMH METOJaMH, MpU
KOTOPOM DSKCIIEpUMEHTANIbHAsA Tpymna o0ydanach aHTIUHCKOMY $3bIKY C IOMOIIBIO HUIPOBBIX
oOydaromux miatopm, JOMOIHEHHBIX HCKYCCTBEHHBIM UHTEIIJICKTOM, B TO BPEMS KaK KOHTPOJIbHAS
rpynna mnonydaina oOblgyHOe oOyueHue. KonudecTBeHHbIE AaHHbBIE, IMOJyYEHHbIE B peE3yJbTaTe
IpeIBapUTENbHON W TOCIEAYIOMEH OIEHKH, SICHO TOKa3ald, YTO SKCHEpUMEHTalbHas TpyIIa
MPOJEMOHCTpHUpOBaia 0oyiee BBICOKMH YpOBEHb BOBJICYEHHOCTH, YJIOBOJBLCTBUS U BHYTpPEHHEU
MOTHBAIIMH, YTO TPUBEIO K YIYUYIICHUIO DPE3YyJbTAaTOB BIAJCHUS S3BIKOM [0 CPaBHEHHUIO C
KOHTPOJIbHOU Tpynmoi. KauecTBeHHbIN aHaN3 MOKa3all, YTO SKCIIEPUMEHTAIIbHAS TPYIINA UCTIbITAJIA
MOBBIIIIEHHYIO YBEPEHHOCTH B ce0€, UyBCTBO BHITIOJIHEHHOTO JI0JITa M OJIArONPHUATHOE PACIIOIOKECHHE
K M3Y4YCHUIO aHTIUHCKOTro s3bIka. lcnonp3oBaHue TredMU(UKAIMM HApsALy C IOMOIIBIO
MCKYCCTBEHHOT'O MHTEJICKTAa MO3BOJIMIIO CO3/IaTh MHAUBHIYIbHBIN OMBIT 00YYEeHHsI, KOTOPBIH ObLT
yBJIEKaTeIbHBIM U UMMEPCUBHBIM, CITIOCOOCTBYS MOTHUBALIUY U aKTUBHOMY BOBJICUEHHIO. Pe3ynbTaThl
MOMYEPKUBAIOT BO3MOXKHOCTH COUETaHHWS TeHMU(PUKAMA M HMCKYCCTBEHHOTO WHTEIIEKTa B
Oo0Oy4eHHUU aHMJIMACKOMY S3BIKY YyYaIIMXCS HAadallbHOM MIKOJBI JJISi MOBBILICHUS MOTHUBALIMU H
3 PEKTUBHOCTH, TOJYEPKUBAsi BAXKHOCTh MHHOBALIMOHHBIX METO/I0B B 00pa30BaTeIbHOM cpere.

KuroueBble ciioBa: reiiMuQuKanus, UCKyCCTBEHHbIN HHTEIJIEKT, MOTUBALINSL, 3D PEKTUBHOCTD,
y4arecs, U3y4eHue aHrJIMHCKOTo s3bIKa, HadyabHas 1IKoJa, 00pa3oBaHue
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