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Abstract. The effectiveness of mobile gamification in enhancing students’
memory and vocabulary acquisition has made it a significant research topic.
Traditional vocabulary learning methods often rely on the rote memorization of
words and drills, while gamified approaches employ interactive components such
as leaderboards, quizzes, rewards and points to heighten the efficiency of learning.
This research aims to examine advantages and disadvantages of mobile learning
channels and evaluate how gamified vocabulary development techniques stack
up against traditional methods of vocabulary learning, as well as identify the
most impactful gamification elements.

The study conducted a survey among 50 students using an online survey
platform (Google Forms). Quantitative data collection techniques and comparison
methods were used to investigate the effects of different platforms and game
mechanics on vocabulary learning and motivation in students. To find out how
various platforms and game mechanics impact vocabulary acquisition and student
motivation, quantitative data collection and comparative analysis techniques
were employed. A comparison of gamification platforms revealed that Quizlet
works well because it uses competitive elements and repeated learning, Duolingo
and Memrise use artificial intelligence to implement adaptive learning, Kahoot!
and Word Wall are easy to use in the classroom, and LingQ, while focusing on
contextual vocabulary learning, lacks gamification features.

By demonstrating how game mechanics impact vocabulary acquisition,
this study advances the fields of educational technologies and gamification.
The study’s findings recommend the best approach, which balances interest and
in-depth language comprehension, by combining gamification and structured
learning.

Keywords: mobile tools, digital platforms, MALL, gamification, mobile
learning, vocabulary acquisition, artificial intelligence, motivation

Introduction
Mobile technology has quickly changed the game with its cheap
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access everywhere and flexibility. Using Mobile-assisted language learning
(MALL), learners can study vocabulary at any time and from any location,
which accommodates adding MALL technology to conventional classes [1].
In Kazakhstan, the government encourages digitalization of education with
the “Digital Kazakhstan™ program, which promotes the introduction of mobile
technologies into the educational process (Government of Kazakhstan, 2017).

Information and communication technology has made it possible to
conduct a wide range of vocabulary exercises, including games that require
students to construct sentences (such as automatic dictionaries or programs that
choose synonyms and antonyms); fill-in-the-blank exercises, in which a student
who answers incorrectly moves on to the next task or sentence while the correct
answer is shown on the screen; and crossword exercises, in which the wrong
letter is highlighted in a different color when writing a word.

Most of the scientific works on mobile technologies in learning are
theoretical and focused on didactic properties and functions, typology of mobile
technologies, theoretical substantiation of the application possibilities in different
learning cases, as well as successful integration of mobile applications and their
description in the learning process, which is stated in the literature.

The proliferation of mobile applications and online platforms has opened
a realm of unprecedented access to innovative and participatory vocabulary
learning tools, rendering vocabulary acquisition both exciting and effective
for learners. This study aims to explore the effectiveness of gamification in
vocabulary learning through online and mobile platforms. The study specifically
seeks to understand how gamified aspects could enhance vocabulary retention
and acquisition, as well as how this can affect learner motivation and engagement.

In order to fulfil this objective, the study will be guided with the following
research questions:

RQ1: What are the vital gamification characteristics for enhancing mobile
applications and online platforms in vocabulary learning?

RQ2: What are the comparative effectiveness and user engagement of
mobile assisted gamification vocabulary learning experiences versus traditional
learning experiences?

RQ3: Which mobile-assisted gamification platform (Quizlet, Duolingo,
Memrise, Kahoot etc.) is most effective for vocabulary retention?

By answering these questions, this study intends to add to the growing
literature on gamification in education, while also offering guidance on
implementing these strategies to improve vocabulary learning in digital contexts.

The practical implications of research work are helping educators and
curriculum and educational technology developers to create more efficient,
personalized, and engaging learning experiences for students.

The term “gamification” originated in the digital media sphere [2].
According to Yusuf in 2016, the term began to be used in 2002, introduced by
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Nick Pelling in the context of a presentation at the TED conference. Gamification
is a concept where systems and techniques are used to augment educational
processes with concepts found in games to enhance the effectiveness of learning,
motivation and engagement of students.

Gamification has piqued the interest of numerous scholars and educators
because it increases student motivation and engagement while learning.
Some reports showed that ESL learning through using games is more effective
than ESL learning without using games [3]. Gamification adds game-like
elements - points, levels, challenges, and rewards, for instance, to the educational
environment to increase student motivation and engagement.

Recent research has shown the effect of gamification on students vocabulary
learning and how it could contribute enhancing vocabulary achievement in EFL
environment. These studies have indicated that the use of mobile tools can aid
the learning of EFL vocabulary among students more effectively than traditional
learning. The study results reveal that students’ motivation via smartphone
applications correlates with their elevated motivation levels; hence, more
motivation enhances language acquisition [4], p.8,9].

A recent research by Hossain (2025) has highlighted the transformational
impact of new technology on language instruction and acquisition. The researcher
discovered that more than 85% of Japanese foreign language educators employ
mobile learning applications, while about 90% utilize LMS systems, both
enhancing student engagement, motivation, and language acquisition. And more
crucially, the gamification aspects and the Al-feedback systems implemented in
these applications have been demonstrated to enhance the students’ motivation and
have helped them to accomplish demonstrable advances in vocabulary, speaking,
and listening abilities. These results solidify the assumption that computer-based
settings offer more participatory, self-directed, and task - oriented possibilities
available to students than conventional ones, leading to a successful learning
process [5], p.401].

Different studies have discovered that in vocabulary learning, certain
gamification elements advance such acquisition. Mahmud et al. (2023), the most
critical component of language is its vocabulary. Having inadequate vocabulary
impedes students’ understanding of the text, expression of their ideas, and
proficiency development in listening, speaking, reading and writing [6]. Due to
Harmer (2005), teachers play a determinant role in learning vocabulary; there are
four basic facets. First is meaning, where words must be properly associated with
their objects or contexts. Second one is usage, which is the knowledge of how
vocabulary is used in communication. Third, word formation, meaning the
capacity to spell and pronounce words properly. The grammar, meaning, and
using the words in a grammatically proper way given a context [7]. These factors
significantly contribute to assisting students in establishing a solid vocabulary
foundation, subsequently allowing them to understand and articulate better in a
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foreign language.

The study highlights how adding gamification to vocabulary instruction via
online and mobile platforms can improve student retention and engagement. This
has been previously supported in studies investigating the effect of vocabulary
learning through mobile apps and online platforms via gamifications. According
to research, students prefer mobile learning to traditional learning methods and
find gamified vocabulary learning more effective [8], [9]. Research sheds some
light on the effects of mobile-assisted gamification even more, as one study
suggests that it enhances vocabulary learning outcomes and entertainment and
motivation of EFL learners [8].

On the other hand, according to some studies, students have a preference
for an online platform toward mobile apps and their awareness of game-based
learning concepts is limited, indicating the demand for an explicit use of mobile
technology for learning purposes within the domains of language [9].

According to Mukhamedzhanova et al., the introduction of mobile
technologies in foreign language teaching in 1968-1969, using new technologies
such as LOGO and Turtle programs, provided an opportunity to close the
educational quality gap. This approach viewed teaching as the active participation
of students as a teacher [10]. The principles of mobile learning, as illustrated
in Figure 1, which serve as the foundation for contemporary foreign language
teaching methods.
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Continuity
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Figure 1 — Basic principles of mobile learning

Materials and Methods

Different research articles reviewed as published during 2020 to 2025, and
investigations were based on the research questions, objectives and selection of
documents, arrangement of the details.
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The study was conducted by collecting the data through Google Scholar,
Scopus Articles, Springer Link and Research Gate. The study followed on
how Gamification can help in learning English vocabulary through mobile
apps. The key terms included “gamification”, “mobile learning”, “Gamification
components”, and “vocabulary acquisition”.

The use of a structured survey questionnaire was the primary tool for data
collection in this study, as it allowed students to offer detailed responses on how
they felt about the mobile app in relation to more traditional classroom-based
vocabulary learning methods. The questionnaire involved no more than multiple-
answer/multiple-choice questions or Likert-style questions and was designed to
be completed only by participants with limited technological skills or English
proficiency. In this study, we examine if and how often people use mobile apps
for vocabulary learning, for how long, how effective they think these ways
compare with traditional ways of learning, what kind of ways they like, and how
people view the mobile device used in the classroom.

Results and discussion
The study included (n=50) students from institutes of higher education.
They were subsequently filtered down to 48 valid responses, as 2 responses had
missing or conflicting answers. Demographic characteristics of respondents are
presented in Table 1.
Table 1 - Demographic characteristics of respondents

Category Frequency (n=48) Percentage %
Gonder Male 18 37, 50%
Female 30 62, 50%
Engineering 10 21%
- - "
Field of Study Social sciences 13 27%
Language Teaching 15 31%
Humanities 10 21%

Due to the first research question participants were asked what elements
of game-like interactions they enjoyed most in apps for vocabulary learning.
A shown in Figure 2 the most often chosen aspects were points and rewards
(40%), then challenges and quizzes (25%) and leaderboards (25%). The least
engaging elements were avatars and story-based learning (10%). These results
are consistent with prior research (Deterding et al., 2011), emphasizing the
motivational influence competitive and reward-based mechanisms of gamified
learning provide.
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RQ1: What Are the Most Effective Gamification Elements in Mobile
Applications for Vocabulary Learning?

Avatars and story based learning -
Challenges and quizzes —
S

0% 5% 10% 15% 20% 25% 30% 35% 40% 45%

Figure 2 — The most effective gamification elements

The results examined the role of gamification in vocabulary learning and
identified which elements work best at engaging students and increasing retention.
Design components such as leaderboards and avatars, tests and quizzes, points
and rewards, as well as story-based learning significantly enhance language
acquisition.

The first element is that the only motivation for students to engage is points
and rewards. These components correspond to research conducted by Kingsley
and Grabner-Hagen (2018) which found that reward-based systems are effective
motivators [11].

The second is that tests and quizzes promote retrieval-based learning, which
enhances long-term memory and retention. Gamified platforms, such as Quizlet,
helped low-achieving students retain vocabulary much better [12].

The third is leaderboards, which create engagement, motivation, and
a sense of competition. Although leaderboards can be helpful for some
students, Hamari et al. (2014) caution, these events can also be distressing
for some people. According to research, using gamification concepts such as
leaderboards, quizzes, points, and rewards to enhance vocabulary learning may
have a very positive effect by increasing motivation and memory retention, as well
as making learning more enjoyable [13]. Leaderboards, for example, promote
a spirit of competition and social interaction between people, encouraging
students to familiarize themselves more with the material and become involved
[14]. Likewise, incentivizing users with points and rewards keeps the brain in
its primitive reward system and releases dopamine, which keeps users hooked
and motivated and encourages user retention. Moreover, engaging in quizzes
and tests provides instant feedback [15], enhancing the learning experience and
facilitating vocab retention. Each one of these gamification techniques contributes
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to a full immersive and effective learning environment for vocabulary learning.

And while avatars and story-based learning elements do not have a direct
effect on vocabulary retention, they do create a more personalized experience,
one that ultimately enhances student interest. In addition, gamification
techniques enhance student involvement and make learning more fun. By
teaching words in context, they facilitate the retention of vocabulary. According
to Castro Granda (2023) while integrative contextual learning allows students to
understand concepts at a deeper level [12], some students can get distracted by
the story-based learning.

Due to the results the best gamification components for vocabulary learning
are leaderboards, tests, points and rewards. These elements increase motivation,
improve memory, and make learning fun.

RQ2: What are the comparative effectiveness and user engagement of
mobile assisted gamification vocabulary learning experiences & traditional
learning experiences?

Mobile-assisted vocabulary learning becomes an increasingly trendy focus
of research the ongoing studies revealed the effectiveness of the integration of
gamification in mobile-assisted vocabulary learning in improving students’
engagement, motivation, and retention. A survey of 48 participants was conducted
to compare the effectiveness of gamified and traditional vocabulary learning
techniques.

The results are shown in Figure 3, assessing how effective, engaging, and
frequently compared the former to the latter. The students’ responses provided
insight into their preferences, motivations, and challenges associated with each
method.

80%
70%

60%
50%
40%
30%
20%
| P | AR
0%

Which method has  Which method do  Which method do  Which method has  Which method do

helped you retain you find more you practice increased your you prefer for
vocabulary better? engaging and vocabulary with  motivation to learn vocabulary
enjoyable? more often? vocabulary? learning?

m Gamified Learning (%)  m Traditional Learning (%) Both Equally (%) Neither (%)

Figure 3 - Comparative Effectiveness of Gamified vs. Traditional Vocabulary
Learning
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These results indicated that the majority of students found these gamified
learning methods to be more effective, engaging, and motivating than traditional
methods. Most respondents (70%) preferred gamified learning, with only 20,6%
preferring traditional learning, and 7,4% preferred both of them and only 2% of
respondents answered as neither one.

The study results have shown that gamification with mobile assistance
is a very effective approach for vocabulary learning, particularly when it
comes to practice frequency, motivation, and engagement. The most creative
element gamified platforms offer is the interactive features that make learning
fun and encourage students to perform vocabulary exercises more frequently
than they would through traditional teaching methodologies. Consistent with
previous studies regarding the benefits of extrinsic motivation in online learning
environments, the introduction of points, rewards, and challenges generally
increases students’ motivation to practice more frequently.

Gamification has drawbacks in addition to its benefits. According to some
students, game-like features like leaderboards and animations may be distracting
and take focus away from the learning goals. This highlights the importance
of designing gamified learning environments that balance cognitive load and
engagement.

There’s also a need for strategies that combine gamification with more
thorough contextual learning, as highlighted by concerns about shallowness
of learning in some gamified applications. While traditional teaching practices
were viewed as comprehensive and organized, they lacked the real-time
engagement that many learners found useful on gamified platforms.

A hybrid approach that integrates gamified aspects with more traditional
language teaching methods could enhance the effectiveness of gamification in
vocabulary acquisition. This would allow students to benefit from the depths of
classical learning approaches alongside the motivational aspects of gamification.
Future researchers could explore how these adaptive learning technologies (e.g.,
augmented reality and artificial intelligence) may help to close the objective
approach to gamification used today.

RQ3: Which mobile-assisted gamification platform (Quizlet, Duolingo,
Memrise, Kahoot!, etc.) is the most effective for vocabulary retention?

Table 2 - Mobile-Assisted Gamification Platforms and Features

Platform |Points & |Challenges & |Leaderboards | Personalization (Al, | Spaced
Rewards Quizzes Adaptive Learning) |Repetition
Quizlet X
Duolingo X
Memrise X X
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Kahoot! | X X X
Wordwall | X X X X
LingQ X X X

Respondents said some mobile-assisted gamification platforms were better
than others for vocabulary learning, but each had its unique advantages and
limitations.

Quizlet’s points, quizzes, and leaderboards encourage competitive learning,
resulting in student success. Several respondents said they liked its system of
spaced repetition, which kept the learned words in their mind longer. On the
other hand, students still said Quizlet does not use Al to personalize content to
each student, so it cannot track individual progress in learning.

For Duolingo, respondents stressed its highly personalized nature as the
platform uses Al and adaptive learning to customize exercises based on the
user’s performance. Several students said they were motivated to practice daily
by Duolingo’s streaks, points and rewards. But several respondents said they
found the app to be entertaining but not interactive quizzes like other services
had when they were dealing with translation-based material instead of a more
in-depth approach to vocabulary.

Because of that, students that used Memrise said it is highly effective for
helping them retain vocabulary as it combines Al-driven personalization with
spaced repetition. Several respondents liked the fact, that the platform was
helping them build their vocabulary through mnemonics and association. But
some students commented that Memrise lacks competitive elements they found
motivating in other apps, such as leaderboards and head-to-head challenges.

For Kahoot! respondents described engaging and competitive platform
and how real-time quizzes and leaderboards made vocabulary learning fun and
interactive. Students reported Kahoot! was best for use in the classroom but had
limited applications for learning on one’s own time as it lacked spaced repetition
and Al-driven personalization.

Students liked using Word Wall because the customizable quizzes and
interactive activities could be led by the teacher. Still, several who responded said
that they didn’t think it was engaging enough for independent study compared to
other gamified platforms, as it lacks points, leaderboards and adaptive learning.

Finally, LingQ users were very enthusiastic about their unique vocabulary
learning approach which matches the reading and listening to the learners
themselves. The platform made vocabulary acquisition more contextualized and
meaningful because it recommended content based on the students’ interests and
progress, which many of them liked. But to some users, the absence of points,
quizzes, and leaderboards made it seem less like a gamified way to learn and
more like a reading-oriented language app.
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In general, students preferred sites that balance engagement and effective
learning strategies, noting spaced repetition, extremely accurate adaptive
learning, and competitive elements as major contributors to their vocabulary
growth. However, others had highlighted the requirement of more disciplined
learning methods and less distraction in some gamification-based applications.

Conclusion

This study showed that using gamification through mobile technologies
is effective for vocabulary learning. The results of the questionnaire based on
the three main research questions showed that employing gamification tools
through mobile applications were helpful in that it produced better learning
outcomes, a more enjoyable environment, and improved motivation for learning.
Furthermore, points, quizzes, and leaderboards were found to be the most
successful gamification elements because they provided motivation, encouraged
frequent practice, and helped retention of vocabulary.

In addition, the study underscores the importance of finding the
right balance between meaningful and gamification of learning experiences.
Leaderboards and prizes can be a great extrinsic motivation, but they shouldn’t
add unnecessary stress to your students. Even though avatars and story-based
learning do little to enhance vocabulary retention, they do improve engagement
in the learning process by making it more entertaining and interactive. Finally,
students’ beliefs in the positive effect of MAG usage for vocabulary acquisition
positively correlated with its effectiveness.

Moreover, in terms of motivation, engagement, and retention, gamification
greatly outperforms traditional approaches in mobile-assisted vocabulary
learning. The survey’s findings showed how popular interactive and incentive-
based features are in online learning settings. In line with earlier research on
extrinsic motivation and retrieval-based learning, adding points, leaderboards,
and quizzes to other websites, Quizlet, Duolingo, and Kahoot! made students
more willing to practice vocabulary more often.

But for some students, gamification elements were distracting, especially
when leaderboards or animations came to dominate educational goals.

Furthermore, some students thought that the lack of competitive elements
made the experience less interesting, even though spaced repetition and Al-driven
personalization helped improve vocabulary retention in programs like Memrise
and Duolingo.

Future research should also investigate the types of learners to whom
gamified vocabulary learning is more effective and how the techniques of
gamification can be enhanced by adaptive learning technologies such as artificial
intelligence and personalized feedback. Gamification and context-based learning
can result in improved long-term vocabulary retention and increased general
language competency, too. Moreover, it should explore augmented realities
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(AR) and artificial intelligence (Al) as future technologies in gamified learning
experiences to enhance flexibility, engagement, and usefulness in vocabulary
acquisition.
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MOBWJIBAI KOCBIMIIAJIAP ’)KOHE OHJIAWH IIVIAT®OPMAJIAP
APKbLIbI TEUMU®UKALUSHBIH CO31IK YUPEHYTE OCEPI
*Bbomarbek C.!, Onmnakbaposa A.T.%, Tanksibacsa M.X.?
*19n-Dapabu areiHmarbl Kazak yITThIK yHHBepcUTeTI, Anmarsl, Kazakcran
’Kasak yITTBIK KbI3ap MeIaroruKaiblK YHUBepcUTeTi, Anmarsl, Kazakcran
3 Aobutaii xan ateiagarsl KasXKxOTY, Anvarer, Kazakcran

Anjaarna. Moowib/11 reiMuUKAIUSTHBIH OKYIITBUIAPIBIH €CTE CAaKTaY KOHE
CO3/IK KOPBIH MOJIAUTYIAFhl THIMJIUIINT OHBI MaHBI3IBI 3€PTTEY TaKbIPHIOBIHA
aitHanmabIpAbl. [locTypii JeKCHKaHbl OKBITY o/icTepi KeOiHece ceslepal kKoHe
KATTBIFyJIap/Ibl €CTE CaKTayFa Her13/1ese/11, al reiMupuKanusIaHFaH TOCUIIEP OKY
THIMJIUTITIH apTTHIPY YIIIH KOIOacIbliap TaKTachkl, BAKTOPUHAIAP, Mapararrap
KOHE yMaijgap CHUSKThl HMHTEPAKTUBTI KOMIIOHEHTTEpAl mNakjanaHanbl. by
3epTTey MOOMIIB/II OKBITY apHaJapbIHbIH apThIKIIBUIBIKTAPbhl MEH KEMIIUTIKTEPIH
3epTTeyre J>KOHE TeUMHQUKANMUIAHFAH CO3MIK JaMbBITy OJICTEPIHIH CO3JIK
OKBITYIBIH JOCTYPIl 9JICTEpiHe Kallail colikec KeNeTiHIH Oaranayra, COHIaN-aK
€H ocepili reiMupUKaIus 3JIeMEHTTEPIH aHbIKTayFa OarbITTaIFaH.

3eprreyne onnaitH cayanHama miatdopmaceit (Google Forms) maiimanana
OTBIpHIN, 50 CTYIEHT apachlHAa cayajqHaMa XYprizal. OpTypii miardopmanap
MEH OMBIH MEXaHUKACHIHBIH CO3/IIK OKyFa )KOHE CTYJCHTTEP/IH MOTHBAIIUSICHIHA
oCepiH 3epTTey VIIIH CaHABIK JEPEKTEP/Il JKMHAY OMICTEPl MEH CaJIBICTBIPY
omicTepi KOJITaHbLIIbL.

Optypai 1iargopmaiap MEH OMBIH MEXaHUKACBIHBIH CO3IK KOPBIH
MEHIepyiHe jKoHEe OKYIIbLIapAblH MOTHBAIMSIChIHA KaJlall 9cep €TeTiHIH aHbIKTay
YUIIH CaHIBIK JAEpEeKTepll KHHAy KOHE CaJbICTBIpMaNIbl Taljaay omicTepi
KOJITAaHBUI/IBL.

Ieiimudukanus miatdopmanapsia canbicThipyaa Quizlet saKchl KYMBIC
aTKapaThIHIBIFBIH KOPCETTI, cebebl os1 Gacekere KaOLIeTTi 3JEeMEHTTEp/l KoHe
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KalTajmaHaThlH OKBITYIBI Maiganananel, Duolingo xone Memrise 6eiimaenreH
OKBITY/Ibl KY3€re achlpy YIIIH acaHIbl MHTEUIEKTTI naiaananansi, Kahoot!
xoHe Wordwall ceiHbinTa maiiganany oHai, an Ling(QQ KOHTEKCTIK JIEKCHKAHBI
OKBITYFa Ha3ap ay/lapraHbIMeH, FreiMUpUKAIIST MYMKIHIIKTEP1 KOK.

OilblH MexaHHKachl CO3[1K KOpIAbl MEHrepyre Kajail ocep €TeTiHIH
KOepCEeTe OTHIPHII, OyJI 3epTTey O01s1iM Oepy TEXHOJIOTHsIIapbl MEH reMUpUKAIIHS
cajaJapblH ajifa JKbUDKBITAJbl. 3epTTey HOTWXKelepl reiMudukanus MeH
KYPBUIBIMIBIK OKBITYZIBI OIPIKTIPY apKbUIBl KBI3BIFYIIBUIBIK TIEH TUIII TEpPEeH
TYCIHY/1 TEHECTIPETIH €H KaKChl TOCUI1 YCHIHAIBL.

Tipexk ce3mep: MoOunbAl Kypanaap, uudpiblk miarpopmanap, MALL,
redMuduKanys, MoOOUIb/II OKBITY, CO3/IIK KOPbIH MEHIEpY, KacaH/1bl MHTEIJICKT,
MOTHUBAIHS

BJIUSTHUE TEUMU®UKALIMU HA N3YYEHUE JIEKCUKHA
C IOMOIIBIO MOBWIbHBIX NPUJIOKEHUHN U OHJIANH-
MNJIAT®OPM
‘bonarbek C.!, Anmnakbaposa A.T.?, Tankeioaesa M.X.}
"'Kazaxckuii HAIMOHAJILHBIN YHUBEPCUTET MMeHH aib-Dapadbu, Amarsl,
Kazaxcran
’Kazaxckuii HallMOHAIbHBIN KEHCKHUH MeIarorndecKuii yHUBEPCUTET, AJIMaTHI,
Kazaxcran
S KasYMOuMSI umenn AObinail xana, Anmarsl, Kazaxcran

AnHoTamusi. DPPEKTUBHOCTH MOOMIBHOW TeMMU(BUKAIIMKN B YIy4dIIEHUN
MaMsATH U TPUOOPETEHUM CIIOBAPHOTO 3amaca y4alluxcsl cliejajia ee BaKHOU
TEMOW WCCIIeOBaHUs. TpagUIIMOHHBIC METOIbl HW3yYCHHUs JIEKCUKHA YacTo
MOJIaraloTCsl HA MEXaHUYECKOE 3allOMHUHAHKE CJIOB U YNPaXXKHEHHsI, B TO BpeMs
KaK WUTPOBBIC MOIXObI UCTOJB3YIOT WHTEPAKTUBHBIE KOMIIOHEHTHI, TAKUE KaK
TaOJIUIIBI TUACPOB, TECTHI, HArPaabl U 0aJUIBI, JUIsl TOBBIMICHUS YPHEKTUBHOCTH
oOyuenus. Llenpio 3TOro HMccinenoBaHUS SBISETCS U3yUEHUE MPEUMYIIECTB U
HEJOCTAaTKOB KaHAJOB MOOWIILHOTO OOydYeHHs U OLIEHKa TOrOo, KaK UTPOBBIC
METOIBI PA3BUTHS CJIIOBAPHOTO 3aI1aca COUETAIOTCS C TPATUIIMOHHBIMHA METOIaAMHU
W3yYeHHUs JIEKCUKHU, a TaKKe BbIsBICHHE HanOosee 3(PPEeKTUBHBIX >IEMEHTOB
rediMupuKaImm.

B xome wuccnemoBanus Obu1 mpoBeneH omnpoc cpeau S0 yuyammxcs
C ucroib30oBaHWEM  IiaTdopMbl  oHmaiH-onpocoB  (Google  Forms).
KonuuecTBeHHBIE METOIBI COOPA JAHHBIX U METOJbI CPABHEHUS UCTIONH30BAIUCH
JUTSL U3yYCHUS BIIMSTHUAS PA3JIMYHBIX I1aT(GOPM U HTPOBBIX MEXaHUK Ha U3YYCHHE
JIEKCUKU U MOTUBAIUIO yUYaIIUXCS.

UToObl BBISICHUTH, KaK pa3jHyYHbIC TUIATPOPMBI U HUTPOBHIC MEXAaHUKU
BIUSIOT HAa MPUOOPETCHHE CIIOBAPHOTO 3araca M MOTHBAIMIO YYaIluXCs,
HCIIONb30BAIMCh KOJIMYECTBEHHBIE METOMbI cOOpa MaHHBIX U CPABHUTEIbHBIN
aHaIIN3.
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CpaBnenue miardopm reiimMudukanmu mokazano, yro Quizlet padortaer
XOpOWIO, MOCKOJIBKY MCIOJNb3YET COPEBHOBATEIIBHBIE 3JIEMEHTHI U IOBTOPHOE
oOyuenue, Duolingo u Memrise HCIONB3YIOT HCKYCCTBEHHBIH WMHTEIICKT
Uil peanu3anuu anantuBHoro ooOydenus, Kahoot! m Word Wall mpocter B
UCIIONB30BaHUM B Kiacce, a LingQ, xoTd u (oKycHpyeTcss Ha KOHTEKCTHOM
U3yYeHUM JIeKCUKHM, He HuMeeT ¢QyHKuui reiimudukanuu. JlemoHcTpupys,
KaKk WIrpoBasi MEXaHMKa BIUSET Ha MpUOOpPETEeHHE CIIOBApHOIO 3araca,
9TO MCCJIEJOBaHUE IPOJABUraeT oO0JacTH O0Opa30BaTEIbHBIX TEXHOIOTUH U
reiiMudukay. Pe3ynbraTel HccaeJ0BaHUS PEKOMEHIYIOT HAWTYYIIHi OIX0/,
KOTOPBI ypaBHOBELIMBAET UHTEPEC U ITyOOKOE MOHUMAHUE SI3bIKa, 00bEeINHSSA
reiMuUKaInio U CTPYKTypUPOBaHHOE 00yUYEeHHE.

KiroueBble ci1oBa: MOOMIbHBIE MHCTPYMEHTHI, IU(PPOBBIE MIAT(HOPMBI,
MALL, reitmudukamnusi, MOOWIbHOE OOydYeHHE, TPHOOPETEHHE CIIOBAPHOTO
3araca, MICKyCCTBEHHBIN MHTEJUIEKT, MOTUBALIUs
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