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Abstract. This article explores the impact of meaningful gamification on
the development of communicative competence among students learning English
as a foreign language. The study is grounded in the RECIPE model developed by
Scott Nicholson, which incorporates six core components: Reflection, Choice,
Engagement (Participation), Information, Play, and Exposure. These elements
are aimed at enhancing intrinsic motivation and fostering deeper educational
involvement. The quasi-experimental study was conducted among 7th-grade
school students in one of the secondary schools in Almaty, Kazakhstan. The
participants were divided into two groups: a control group exposed to traditional
gamification techniques and an experimental group engaged in activities designed
according to the principles of meaningful gamification. The research methods
included pre- and post-testing of communicative competence, student surveys,
classroom observation, reflective diaries, and semi-structured interviews.
Findings revealed that students in the experimental group demonstrated a
notable improvement in communicative activity, confidence in using English,
and sustained learning motivation compared to their peers in the control group.
The article concludes that meaningful gamification, when applied thoughtfully
and systematically, can serve as an effective pedagogical strategy to support
the development of communicative competence and long-term engagement in
language learning. Recommendations for educators and implications for further
research are also discussed.
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Introduction

Modern education is going through an era of transformation caused
by digitalization, increasing global mobility and changing needs of a new
generation of students. Traditional teaching methods are increasingly giving way
to interactive and flexible formats, where personal involvement of the student,
development of critical thinking and communicative competence come to the
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fore. In the conditions of information overload and decreased concentration, the
issue of increasing students’ motivation for learning activities becomes especially
acute [1, p. 30]. One of the most discussed approaches of the last decade has
been gamification - the introduction of game elements into the educational
process. Research confirms that it promotes learning motivation, increases
activity and interest in the subject [2, p. 3032]. However, when superficially
implemented - with an emphasis solely on external incentives (points, badges,
ratings) - gamification demonstrates limited effectiveness and does not ensure
sustainable skill development [3, p. 228]. This is especially relevant in the field of
teaching foreign languages, where social interaction, speech activity and internal
motivation to use the language in real situations are key.

Against this background, the concept of meaningful gamification developed
by Scott Nicholson is becoming relevant. Unlike traditional gamification, this
approach is aimed at creating learning conditions in which game elements do
not simply decorate the lesson, but are integrated into the system of personally
significant experience of the student. The focus is on internal motivation,
reflection, freedom of choice, emotional involvement, connection with the real
world.

Nicholson [4, p. 11] developed a meaningful gamification model under the
acronym RECIPE, which includes six key components:

- Reflection is an understanding personal experience and goals;

- Exposition is correlating the game context with real life;

- Choice is the ability to make decisions in learning;

- Information is conscious acquisition of knowledge;

- Play is a creative experiment;

- Engagement is emotional and cognitive participation.

The theoretical basis of the model is the Self-Determination Theory by
E. Deci and R. Ryan [5, p. 245], according to which satisfying the basic needs
for autonomy, competence, and belonging increases intrinsic motivation and
productivity of learning.

Interest in gamification is also growing in the CIS countries. Researchers
emphasize that the integration of game approaches requires not just copying
Western practices, but adapting them to the cultural and pedagogical context [6,
p. 74]. Meaningful gamification in this sense offers a way to create a learning
environment in which each student feels the significance of their participation,
and the learning process ceases to be formal and acquires existential value
[7, p. 59].

Thus, meaningful gamification is a promising strategy in the context
of teaching English, capable of not only stimulating student activity, but also
creating a basis for the formation of deep communicative and sociocultural
competence. The aim of this study is to analyze the effectiveness of meaningful
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gamification using the RECIPE model in teaching English to schoolchildren, as
well as to identify its impact on the development of communicative competence
in comparison with the traditional gamified approach.

Materials and methods

The study used a combination of theoretical and empirical methods to
ensure scientific rigor. The theoretical framework included a review of existing
literature, a comparative study of pedagogical approaches, and a content analysis
of gamified educational materials. The empirical methods included a quasi-
experimental design, such as pre- and post-testing, observation of student activity,
questionnaires, semi-structured interviews, and analysis of written reflections,
which provided quantitative and qualitative data on the impact of meaningful
gamification on the development of communicative competence. This approach
allowed us to assess the potential application of this concept in Kazakhstan,
where it has not yet been used, and to lay the foundation for further development
of this methodology.

The study involved 60 seventh-grade students from Gymnasium No. 34 in
Almaty, Kazakhstan. All participants were 12—13 years old and studied in parallel
classes according to the same curriculum, which ensured their comparability
in terms of their level of preparation. According to the results of the entrance
testing and school certification, the level of English proficiency of all participants
corresponded to level A2 on the common European framework CEFR. The
selection was carried out using the principle of cluster sampling, with an even
distribution by gender and academic background.

The methodological basis is a quasi-experimental approach with preliminary
and final testing namely pre-test and post-test design. Participants were randomly
assigned to two groups:

- Control group (n = 30): training using traditional gamification elements:
quizzes, badges for completing tasks, cumulative points and ranking by results.
The main emphasis was on external stimulation of learning activity. - Experimental
group (n = 30): training based on the principles of meaningful gamification
according to the RECIPE model. The program included a variety of components
designed to promote active engagement and meaningful learning. Reflective tasks
such as reflection diaries and self-assessments encouraged students to critically
evaluate their progress and develop metacognitive skills. Project-based activities
centered around real-life contexts, for instance, organizing a global youth forum
that provided opportunities to apply knowledge in authentic settings. Additionally,
culturally oriented role-playing games and debates, such as simulating a UN
youth assembly, fostered intercultural awareness and communication skills.
The inclusion of variable tasks with options for creative expression, including
essays, blog posts, and video messages, further supported learner autonomy and
accommodated diverse learning styles.
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During the experiment, both ready-made digital tools and original tasks
developed taking into account age characteristics and the principles of meaningful
gamification were used. The main platforms were Wordwall for creating game
exercises on vocabulary and grammar; Canva for designing posters and blogs;
Nearpod for interactive lessons with elements of choice; Kahoot for game quizzes
to update knowledge.

All tasks were thematically related to real socio-cultural contexts and aimed
at developing the practical use of language in intercultural communication.

To assess the effectiveness of the program, a combination of qualitative
and quantitative methods was employed. These included pre- and post-testing
of communicative competence, which comprised an oral monologue, a written
assignment, and participation in a dialogue based on a proposed situation.
Students also completed questionnaires measuring educational motivation,
satisfaction, and perception of game elements using a Likert scale. Additionally,
semi-structured interviews were conducted with a sample of 20 students, 10 from
each group, to capture individual perspectives and impressions regarding their
participation in the experiment. Pedagogical observation of students’ behavior
during classes provided further insights into engagement and interaction patterns.
Finally, participants maintained reflective diaries, documenting their feelings,
challenges, emotions, and understanding of the learning process throughout the
study.

The data were subjected to descriptive statistics (calculation of mean values,
standard deviations). To identify differences between groups, the Student’s t-test
for independent samples (comparison of results before and after the experiment)
was used, with a significance level of p < 0.05. Qualitative data were analyzed
using thematic coding of statements and correlation with the parameters of
involvement and motivation.

Results and discussion

The analysis of the preliminary testing results demonstrated a comparable
level of communicative competence in both groups before the experiment.
The average scores for the criteria of ‘vocabulary’, “grammatical accuracy’,
‘spontaneity” and ‘participation in dialogue’ fluctuated within 58—62 points out of
100, which indicates approximately the same initial preparation of the students.

After the completion of the four-week experimental program, significant
differences in the dynamics of the development of communicative skills were
observed between the control and experimental groups.

In the experimental group, studying according to the principles of
meaningful gamification, an average increase of 22% was recorded for all key
criteria. Particularly pronounced growth was observed in the components of
spontaneous speech (by 27%) and proactive participation in dialogue (by 25%),
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which indicates an increase in confidence and readiness for communication. In
addition, the students’ thematic vocabulary expanded, the coherence of statements
improved, and the number of grammatical errors decreased.

In the control group, where traditional gamification elements were used
(quizzes, points, leaderboards), the increase was less pronounced and amounted
to 8-10%, mainly due to an increase in vocabulary. However, the improvement
in grammar and spontaneous speech was insignificant, which may indicate the
insufficiency of external motivation as the only factor of engagement.

According to the final questionnaire, 86% of students in the experimental
group noted that they ‘like using English in real-life situations’, while in the
control group this figure was only 53%. Moreover, participants in the experimental
group indicated an increase in interest in English-speaking cultures, a desire to
learn more about foreign peers, and to participate in international projects.

Reflective diaries filled out by students weekly confirmed these data. The
entries included statements such as ‘now English is perceived as a personal
resource’, [ am no longer afraid of making mistakes’, "I felt that I could influence
the course of the lesson’, which reflects the formation of internal learning
motivation and a meaningful attitude toward language as an instrument of self-
expression and communication. Statistical processing of the results using the
Student criterion showed the presence of reliable differences (p < 0.05) between
the two groups in the following indicators: spontaneity of speech, initiative in
dialogue, flexibility of language response. This confirms the hypothesis that
meaningful gamification has a higher developmental potential in the context of
the formation of communicative competence in adolescents (see Table 1).

Table 1. Comparative results of experimental and control groups on
communicative competence and motivation indicators

Indicator Experimental Group | Control Group
Students who enjoy using English in real-life 86% 53%

situations

Interest in English-speaking cultures Increased Not mentioned
Desire to learn about foreign peers and join Increased Not mentioned
international projects

Reflection: English as a personal resource Observed Not observed
Reflection: Not afraid of making mistakes Observed Not observed
Reflection: Feeling of influencing the lesson Observed Not observed
Statistical difference (p < 0.05): Spontaneity of Significant Not significant
speech

Statistical difference (p < 0.05): Initiative in dialogue | Significant Not significant
Statistical difference (p < 0.05): Flexibility of Significant Not significant
language response
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The presented data are visualized in a diagram (see Picture 1), which clearly
demonstrates the quantitative changes before and after the experiment.

Comparison of the results of the control and experimental groups
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Picture 1 - Comparative indicators of four criteria of communicative
competence in the control and experimental groups
(before and after the experiment)

The obtained results of the empirical study allow us to conclude that
meaningful gamification is highly effective as a tool for developing internal
learning motivation and forming communicative competence in school education.
The significant difference between the experimental group and the control group
in terms of speech activity, initiative, and readiness for interaction indicates a
profound influence not only on the cognitive but also on the affective components
of learning activities.

The identified effects are fully consistent with the Self-Determination
Theory by E. Deci and R. Ryan [5, p. 256], which emphasizes that motivation
develops sustainably when a learner feels autonomy, task significance, and
involvement in the learning process. Meaningful gamification according to the
RECIPE model implements these principles, providing space for reflection,
freedom of choice, social and emotional involvement. Unlike the traditional
model focused on external control and reward, meaningful gamification turns
the learning process into a path of personal growth and self-awareness. Our
interpretation of the results is also consistent with the findings of Scott Nicholson
[4, p. 17], who argues that meaningful gamification allows us to move away
from ‘'manipulative’ approaches to learners and move on to creating a sustainable
educational experience centered on the learner’s subjectivity. This approach is
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becoming especially relevant in the context of modern education, where the most
important tasks are not so much memorizing information as developing critical
thinking, initiative, and the ability to interact interculturally.

In the works of Khusainova and Gabbasova [8, p. 103], meaningful
gamification also demonstrates high efficiency, especially in the context of
blended and distance learning, where natural motivation is reduced and support
for engagement is needed. The authors emphasize that elements of choice,
project activities and emotional engagement help to retain students’ attention,
deepen their understanding of the material and develop linguistic flexibility. It
i1s important to note that meaningful gamification does not simply add game
elements to the lesson, but reorganizes the educational space itself, transferring it
from the category of a “controlling environment’ to a “supportive and developing
one". This shift allows the student to feel like an active participant in the process,
rather than a passive executor of instructions. It is this quality, according to
modern educators and psychologists, that is key to the formation of motivation
for lifelong learning.

Thus, meaningful gamification can be characterized as a methodologically
verified, theoretically substantiated and practically effective approach to
organizing the educational process, especially in the field of teaching foreign
languages, where the importance of motivation, emotional involvement and
cultural awareness is of paramount importance.

Conclusion

The conducted study confirmed that meaningful gamification, implemented
on the basis of the RECIPE model, is an effective pedagogical technology that
promotes the development of communicative competence of schoolchildren in
the process of learning English. Unlike traditional forms of gamification, based
mainly on external motivation, meaningful gamification focuses on the deep
personal involvement of students, the meaningfulness of educational activities
and their connection with real life.

The results of the experiment demonstrated that the use of meaningful
gamification activates spontaneous speech practice, contributes to the growth
of confidence in communicating in a foreign language, forms a stable internal
motivation for learning, strengthens critical thinking skills and socio-cultural
awareness.

Thus, meaningful gamification can be not only an additional resource, but
also a key element of the strategy for modernizing school language education,
especially in the context of the transition to a competency-based learning model.
The introduction of this approach makes the educational process more flexible,
individualized and focused on the values of the 21st century.
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In this regard, it seems appropriate to broaden the application of
meaningful gamification to other age groups and subject areas, thereby exploring
its wider pedagogical potential. It is also essential to develop methodological
recommendations and teaching materials that reflect the specific features of
this approach and support its effective implementation in diverse educational
contexts. Furthermore, continued scientific research involving a larger and more
representative sample is necessary to validate the findings and examine the long-
term effects of meaningful gamification in foreign language instruction.
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MAFBIHAJIBI TEUMUA®UKALUSHBIH AFBLIIIBIH TIJITH
OKbITYJIA KOMMYHUKATUBTIK KY3BIPETTIJIIKKE OCEPI
Kaiixan U.', bekremuposa C.B.%, * Ajicaranuesa A.T.?

'AMachst YHuBepcuTeTi, Amachs, Typiust
2¥35n-Papabdbu areiaaarsl Kaszak ¥irTeik YauBepcureti, Anmarsl, Kazakcran

Angarna. byn makanazna mieren TUIl PETIHJAE aFbUILIBIH TUIIH MEHrepy
OapbICbIHAAQ OKYIIbUIAP/AbIH KOMMYHMKATUBTIK KY3BIPETTUIINH JaMbITyFa
Ma3MyH/1bI (OCMBICIIEHHAs ) FeiMU(UKALUSHBIH bIKIAJIbI )KaH-KaKThl TaJ1aHabl.
3eprrey Cxort Hukomcon yceinran RECIPE wmonenine cyiienemi. ArtanraH
MoJienb peduieKcHsl, TaHAay, KaTbICy, aKlapar, OMbIH )KOHE SKCHO3UIMS CUSKTHI
QJIThl HET13T1 KOMIIOHEHTTEH Typajbl. Byl KOMIOHEHTTEpIiH OpKaiCBICHI OKY
YAEPICIH TepPEeHIPEK TYCIHY/1, OKYIIbUIAPAbIH KayalKePIIUIITiH apTThIPY/Ibl )KOHE
OJIapJbIH 1K1 MOTHUBAIMSCHIH KOJAAyAbl Ko3aehai. MoenbaiH 6acThl MaKCaThl
OKYILUBUIAP/IbIH TOHIe JE€TreH TAaOWFH KbI3BIFYLIBUIBIFBIH OSTHIN, OJApIbIH OKY
OpEKEeTIHE CaHaJIbl, MAKCATThI TYP/E KAaTbICYbIH BIHTAJIAHABIPY OOJIBIN TaObLIA b
KBasmdkcnepumeHTTIK 3epTTey AJMarhl KamachiHarbl Ne34 TruUMHAa3USHBIH
7-ChIHBINI OKYLIBbLIApbl apacblHAa XYpri3iaal. 3epTrey Ou3ailHbl €Ki TONTbI
KaMTbLbI: 0aKbliay TOOBI 19CTYpIIl redMuuKanus 9IICTEPIMEH KYMBIC ICTECE,
AKCHEPUMEHTTIK TONTa Ma3MYH/Ibl Fe MU (UKL SIEMEHTTEP1 €HI1311/11. 3epTTey
OapbhIChIHAA TYPJl OMICTEp KOJJAHBUIIBI: KOMMYHHMKATHBTIK KY3BIPETTLIIKTI
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aJJIbIH ajla JKOHE KeHIHHEH MarHoCTUKajay, OKyIlIbUIapFa cayaJHaMa Yprisy,
cabak OapbICBIH KyHeni OaKpliay, OKYIIbUIAPAbIH PeQIIEKCUSIIBIK KYHIACIIKTEPIH
Tajiay KoHe KapThlUlail KypbUIbIMAAIIFaH cyX0arTap aiy.

AJBIHFaH HOTHIKEJIEP SKCIIEPUMEHTTIK TOINTBHIH OKYIIbUIAPBI aFBUIIIBIH
TUTIHAE KapbIM-KaThIHAC »acay OeJICEHIUTITIHIH, ©31HE JIeTeH CEeHIMIUTIKTIH
JKOHE 1K1 OKYy MOTHBAIIMACHIHBIH aMTapJIbIKTall apTKaHBIH KOPCETTI. 3epTTey
Ma3MYHJIbl TeHMUMUKAIUSHBIH TUAIK KY3BIPETTUIIKTI JaMBITy/a, COHJAM-
aK TUIAl y3aK Mep3imMal YHpeHyre KbI3bIFYIIbUIBIK MEH TYPaKThl KaTbICY/bI
KQJIBINITACTBIPY/Ia THIMJI TEJArOTHKAJBIK CTpaTeruss €KEHIH OJIeNIeH/Il.
Makanaga MyramiMJepre MpaKTHUKaJIbIK YCBIHBICTap YCBIHBUIBIN, OoJamax
3epTTeyJepre apHajaFraH OarbITTap alKbIHIAIa Ibl.

Tipek ce3mep: Ma3MyHIbl reiiMu(UKalys, ETEN TUIIH MEHrepy, 1IIKi
MOTHBALIUS, KOMMYHUKATUBTIK Ky3blpeTTinik, RECIPE mozeni, ofiblH apKbLibl
OKBITY, OKYILIBIHBIH OeJICeHAIIr1, peduiekcus, 611iM Oepy TeXHOIOTHsIaphl

BJIMUSITHUE OCMBICJIEHHON TEUMU®UKAIINNA HA
KOMMYHUKATUBHY IO KOMIIETEHLH WO B NIPEIIOJABAHUA
AHITIMHUCKOTI' O SI3bIKA
Kaiixan W.!, Bekremuposa C.Bb.%, *Ajicaranuesa A.T.?
"'VuuBepcuter AMachsi, Amaces, Typrus
2¥3Kazaxckuit HarimoHanbHbI YHHUBEPCUTET MM. anb-Dapadwu,
Anmarel, Kazaxcran

AHHoTanusi. B craree moapoOHO uccienyercs BIUSHUE OCMBICICHHON
reiMuuKany Ha pa3BUTHE KOMMYHHMKATUBHON KOMIIETEHIMH YYalUXCS
IIpU U3YYEHUM AHIJIMHCKOIO $3bIKa KaK MHOCTPAHHOIO B YCIIOBHUSIX CPEIHETO
oOpaszoBanus. B ocHoBe uccnenosanus nexut moneinb RECIPE, npeanoxxennas
Cxorrom HukoncoHoMm, BKJIOUaroOliasi IIECTh KIIIOYEBBIX KOMIIOHEHTOB:
pednexcus, BIOOp, yuacTue, nHGOpPMAIIUS, UTPA B IKCIO3UIIUA. DTH AIEMEHTHI
HalpaBJieHbl HA YCUJIEHHE BHYTPEHHEH MOTHBALMU y4alluxcs, GopMUpOBaHUE
YCTOMYMBOIO HMHTEpeca K HM3yYEHHUIO f3blKa U cO3AaHHe Oojiee IIIyOOKOro
SMOIIMOHAIPHOTO Y TTO3HABATEIHLHOTO BOBJICUEHUS B yueOHbIN mporiecc. Ocoboe
BHUMaHUE YIESETCS TOMY, KaK KaXKIbli KOMIIOHEHT MOJIEIHM CIIOCOOCTBYET
Pa3BUTHIO HaBBIKOB OOILIEHHUS, CAMOCTOSITEIbHOCTH U OTBETCTBEHHOCTH 32
coOCTBEHHOE 00yUEHHUE.

KBasuskcnepuMeHTanbHOE  HUCCIIEOBAHWE  IPOBOAWIOCH  Cpeau
cemukiaccHukoB ['mmnHaszum Ne34 roponma Ausmarsl, Kazaxcran. YuacTHHKH
ObUIM pa3ziesieHbl Ha KOHTPOJIbHYIO TIPYMILY, I7le NPUMEHSIach TPaAULIMOHHAS
reiMuuKanus, U SKCIEPUMEHTAIbHYIO IPYyINIy, B KOTOPOH HCHOIb30BAINCH
MIPUHLIMIIBI OCMBICIIEHHOH reiiMugukannu. B xone uccienoBanus npuMeHsUIUCh
pazHooOpa3Hble MeToibl cOopa JaHHBIX: NPEABAPUTEIBHOE U UTOTOBOE
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TECTUPOBAHUE KOMMYHUKAaTUBHOW KOMIIETEHIIMH, AHKETHPOBAHUE YYalllUXCs,
CUCTEMAaTHYECKOE Iearorndeckoe HaOmIoJeHue, aHaiu3 pedaeKCUBHBIX
JTHEBHUKOB U IIPOBEACHUE MOTYCTPYKTYPUPOBAHHBIX HHTEPBBIO.

Pesynprarel mokazanu, YTO Yydyalluecs SKCIEPUMEHTAJbHOW TIpYMIIbI
MIPOAEMOHCTPUpPOBaJIM ~ Oojee  BBHICOKMH  YpPOBEHb  KOMMYHUKAaTHBHOU
AKTUBHOCTH, YJIy4YLI€HHUE YBEPEHHOCTH B MCHOJb30BAHUMU AHIIMIICKOTO
s3bIKa, a Takke (OpMUpPOBAHME YyCTOMUYMBOW yuyeOHOW MoTuBanuu. B crarbe
00ocHOBaHa 3()()EKTUBHOCTh OCMBICIEHHOW reMU(pHUKAIMN KaK COBPEMEHHOMN
[EarorM4eCcCKOl  CTpaTeruy,  CHOCOOCTBYIOLIEH  PAa3BUTHUIO  A3BIKOBOU
KOMITETEHIIUH U MOBBIIIEHUIO JOJITOCPOYHOI BOBIEUEHHOCTH yuamuxcsa. Kpome
TOTO, IIPE/ICTABJICHBI IPAKTUUECKUE PEKOMEHIALINH [Tl yUUTeNIed 1 0003HaYEHbI
MEePCIEKTUBHbBIC HANPABICHUSI JadbHEUIINX UCCIeI0OBaHUM B JaHHOW 001aCTH.

KiroueBble  cioBa:  ocMmbicieHHass — reiiMudukanusg, — oOyueHue
WHOCTPAHHBIM f3bIKaM, BHYTPEHHSSI MOTHBALUs, KOMMYHHUKaTHUBHas KOMIIE-
teHius, Monenb RECIPE, urpoBoe oOydeHue, BOBJIEUEHHOCTh YdallluXcs,
pednekcus, 06pa3oBareIbHbIC TEXHOIOTHH
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