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Summary. The article argues that gamification is a highly effective pedagogical approach for
developing professionally oriented English communication skills among future managers at
institutions of higher education. It defines the concept of “gamification,” its key elements, and its
pedagogical potential. The article analyzes how gamification technologies impact motivation,
engagement, and learning effectiveness for management students. It highlights the most effective
gamification tools in English language instruction: role-playing games, business simulations, online
platforms, and systems of points, levels, and rewards. The use of interactive digital platforms in
professional training for managers is examined and justified. The article concludes that
gamification significantly contributes to the development of communication skills, critical thinking,
teamwork, and increased learning motivation among students.
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Statement of the Problem. The modern higher education system prioritizes
preparing professionals to succeed in a global environment. For future managers,
English proficiency is essential, as it underpins much of todays business
communication and international cooperation.

Traditional teaching methods often fail to motivate students to learn a foreign
language. A promising approach for modernizing education is gamification—the use
of game elements in non-game settings. Researchers note that gamification
increases engagement, fosters positive motivation, and stimulates learning.

Analysis of Research and Publications. Gamification and game-based learning
are widely used in university English instruction, particularly in management and
business programs. Research shows that game elements can boost motivation,
engagement, and learning outcomes, but they require careful pedagogical
implementation. Both Ukrainian and foreign scholars have studied the issue of using
gamification in the educational process. In particular, the topic of implementing
gamification in foreign language instruction at the higher education level is
addressed in the works of O. Tarnopolsky, S. Kozhushko, and M. Kabanova [11].

S. Sheludchenko and A. Koren examine the specifics of using gamification tools
to increase student motivation in the process of learning English. The researchers
emphasize that the use of digital platforms, game mechanics, and interactive tasks
has a positive impact on students’ learning engagement [12].
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The scholars devote special attention to the professionally oriented training of
future managers. M. Ogrinich emphasizes the importance of developing English-
language communicative competence among management students as a
component of their professional training [9].

Research Objective. The purpose of this article is to examine the characteristics
of gamification in English language instruction for future managers and to determine
its impact on the development of students' professional foreign language
proficiency.

To achieve this objective, the following tasks have been identified:

e To define the concept of “gamification” and describe its main elements in
the context of the educational process.

e To analyze the characteristics of using gamification in teaching English to
students majoring in “Management.”

e To investigate the impact of gamification technologies on the motivation
and learning engagement of future managers.

e To describe the most effective methods and tools of gamification in the
process of learning English (role-playing games, business simulations, digital
platforms, reward systems, etc.).

e To justify the pedagogical feasibility of using gamification to develop
students’ professionally oriented foreign language communicative competence.

Presentation of the main material. Gamification is a modern educational
technology that involves the use of game mechanics, elements, and principles in the
learning process. The main elements of gamification include points, rankings, levels,
rewards, achievements, competitions, quests, and simulations.

In the process of teaching English to future managers, gamification is
particularly important because it allows for the simulation of real-world professional
situations. For example, students can participate in business simulations, conduct
negotiations, present projects, or resolve conflict situations in English. Such activities
contribute to the development of professional communication skills and critical
thinking.

The most effective gamification methods and tools in the process of learning
English include role-playing games, business simulations, digital educational
platforms, language quests, as well as reward and rating systems. Their use helps
stimulate students’ cognitive activity, develop communication skills, and increase
motivation to learn [12].

One of the most effective methods is role-playing, as it allows for the simulation
of real-life professional communication situations. While playing specific roles,
students learn to use English in conditions that closely resemble real life. For
example, future managers can participate in negotiations with clients, conduct
interviews, organize business meetings, or present business projects. This approach
helps develop skills in spontaneous speech, argumentation, and business etiquette.
In the Business English course for management students, gamification (digital
quizzes, role-playing games) significantly increased all motivation indicators
according to the ARCS model and improved classroom dynamics [5].

An important tool of gamification is business simulations, which recreate
professional situations and company management processes. Participants can make
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management decisions, analyze market situations, allocate resources, or resolve
conflicts in English. Business simulations contribute not only to the development of
language proficiency but also to the formation of critical thinking, leadership
qualities, and teamwork skills.

Among modern gamification tools, digital platforms and online services hold a
special place. Resources such as Kahoot!, Quizlet, Wordwall, Duolingo, or
LearningApps allow for the creation of interactive exercises, quizzes, flashcards,
language competitions, and tests. Their advantages include immediate feedback, the
ability to personalize learning, and high student engagement. The use of digital
platforms makes the learning process more dynamic and accessible.

Language quests and team games are also effective methods, during which
students complete a series of tasks to achieve a specific goal. Such tasks may include
searching for information, solving professional case studies, creating presentations,
or addressing problem situations in English. Quests help develop collaboration,
communication, and creative thinking skills.

Reward systems, which include points, badges, rankings, levels, and
achievements, play an important motivational role. They create a sense of success
and encourage students to participate more actively in the learning process. The
presence of competitive elements increases student interest and promotes regular
review of the material.

In addition, the use of storytelling elements in gamification is effective.
Structuring learning in the form of a story or scenario helps students become
emotionally engaged in the learning process and better absorb the material. For
example, students can take on the roles of employees at an international company
and gradually complete various professional challenges in English.

Thus, combining various gamification methods and tools ensures the
comprehensive development of students’ foreign language communicative
competence. The use of role-playing games, business simulations, digital platforms,
and reward systems contributes to the development of professional language skills,
increases motivation to learn, and makes the educational process more interactive
and practice-oriented [1].

Researchers note that gamification stimulates both intrinsic and extrinsic
motivation in students. The system of rewards, levels, and achievements creates a
sense of success and encourages students to further improve their language skills.

Team-based activities are particularly relevant for future managers. Gamified
tasks help develop collaboration, leadership, and decision-making skills. For
example, completing a group business quest in English helps students develop
business communication and teamwork skills.

Management students report easier acquisition of professional terminology,
development of critical thinking, teamwork, and confidence in professional
communication in English [4]

At the same time, the use of gamification requires adherence to certain
pedagogical conditions. The instructor must take into account the students’ language
proficiency level, their professional needs, and learning objectives. Excessive use of
game elements can lead to a loss of the lesson’s educational value or a decrease in
attention to the content of the instructional material.
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The pedagogical rationale for using gamification to develop students'
professionally oriented foreign language communicative competence lies in the fact
that it enhances motivation, stimulates cognitive activity, and creates conditions for
the practical application of English in professionally relevant situations [2].

First, gamification fosters students' intrinsic motivation to learn a foreign
language. The use of game mechanics—points, levels, rewards, rankings, and
quests—creates a positive emotional atmosphere for learning and sustains students’
interest in completing tasks. This is particularly important for future managers, as
professional communication in English requires constant practice and a high level of
engagement.

Second, gamification enables the simulation of real-world professional
situations in which students can apply their language skills in practice. Role-playing
games, business simulations, negotiations, presentations, or team projects allow
future managers to develop skills in business communication, argumentation,
negotiation, and working in an international environment. In this way, learning takes
on a practical and professionally oriented character [3].

Third, the use of gamification promotes the development of students’
communicative competence through active interaction among participants in the
educational process. While completing game-based tasks, students learn to work in
teams, express their own opinions, analyze information, and make decisions in
English. This helps develop not only language skills but also social and professional
competencies.

In addition, gamification allows for personalized learning. Digital platforms and
interactive services enable the difficulty level of tasks to be adapted to students'
language proficiency, provide immediate feedback, and offer opportunities for self-
assessment. As a result, students can gradually improve their language skills in a
comfortable learning environment [6].

Another important aspect is the development of critical thinking and creative
abilities. Gamified tasks often involve solving problem situations, analyzing case
studies, or making managerial decisions, which aligns with the specific nature of
future managers' professional activities.

Thus, the pedagogical value of gamification lies in its ability to combine the
educational, motivational, and professional components of the learning process. The
use of gamification technologies contributes to the effective development of
students’ professionally oriented foreign language communicative competence and
prepares them for future professional activities in an international communicative
environment.

Gamification in English language instruction for future managers increases
motivation, engagement, and outcomes, and promotes the development of
professional communicative competence and “soft” skills. The best results are
achieved when game elements are integrated into the professional context of
management, support clear learning objectives, and are combined with traditional
methods, taking into account resource and methodological constraints [10].

Thus, gamification is an effective means of modernizing English language
instruction in higher education institutions. Its implementation helps increase
student motivation, stimulate learning activities, and foster the professional
communicative competence of future managers.
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Conclusions and Recommendations. Thus, gamification is an effective
pedagogical tool for teaching English to future managers. The use of game elements
helps increase student motivation, develop professionally oriented communication
skills, and make the learning process more engaging.

Gamified teaching methods foster the development of teamwork, critical
thinking, leadership, and decision-making skills, which are essential for managers'
future professional careers. Prospects for further research include examining the
effectiveness of specific digital gamification tools in professionally oriented English-
language instruction.

References:

[11 Adipat, S., Laksana, K., Busayanon, K., Ausawasowan, A., & Adipat, B. (2021). Engaging
Students in the Learning Process with Game-Based Learning: The Fundamental
Concepts. International Journal of Technology in Education.
https://doi.org/10.46328/ijte.169.

[2] Elaish, M., Ghani, N., Shuib, L., & Al-Haigi, A. (2019). Development of a Mobile Game
Application to Boost Students’ Motivation in Learning English Vocabulary. IEEE Access, 7,
13326-13337. https://doi.org/10.1109/access.2019.2891504.

[3] Jaaska, E., Lehtinen, J., Kujala, J., & Kauppila, O. (2022). Game-based learning and
students’ motivation in project management education. Project Leadership and Society.
https://doi.org/10.1016/j.plas.2022.100055.

[4] Hannichenko, T., & Zhebko, O. (2025). GAMIFICATION AS AN INNOVATIVE APPROACH TO
TEACHING ENGLISH TO MASTER'S STUDENTS IN MANAGEMENT. Zhytomyr lvan Franko
state university journal. Pedagogical sciences.
https://doi.org/10.35433/pedagogy.3(122).2025.22.

[5] Nurhikmah, Z.,, & Farani, Y. (2025). The effects of gamification in Business English classes
on the motivation and engagement of Management study program students. EnjourMe
(English  Journal of Merdeka) : Culture, Language, and Teaching of English.
https://doi.org/10.26905/enjourme.v10i1.15714.

[6] VYulistiyani, S., Kurniawan, E., Zahiroh, V., & Pujiani, T. (2025). GAME-BASED LEARNING AS
AN INTERACTIVE LEARNING MEDIA IN ENGLISH CLASSROOM. Wiralodra English Journal.
https://doi.org/10.31943/wej.v9i2.360.

[7] TpuHboBa, FO. (2025). FEMMIDIKALIA 9K IHHOBALIVHWM TIAXIA Y ®OPMYBAHH
AHTTOMOBHO!  FTPAMATUYHOI  KOMMETEHTHOCTI.  Haykosi  3anucku. — Cepis:
MedazoziuHi Hayku, (219), 133-137. https://doi.org/10.36550/2415-7988-2025-1-219-
133-137

[8] Xykeswy,|.M, & Cripiuesa, O. B. (2026). TEVIMIDIKALIA AK IHCTPYMEHT ®OPMYBAHHS
KPUTUYHOIO MUCAEHHSA Y MPOLECI HABYAHHA IHO3EMHOI MOBM  3A
MPODECIMHUM CMIPAMYBAHHAM. [ledazoziuHi Hayku: meopis ma npakmuka, (1), 85-91.
https://doi.org/10.26661/2786-5622-2026-1-10

[9] OrpeHiu, M. A. (2024). ®OopMyBaHHSI KOMYHIKaTMBHOI KOMMETEHTHOCTI MalibyTHIX
MeHeKepiB Y MPOoLEeci BUBYEHHS aHMNINCLKOT MOBW. Haykosi 3anucku. Cepid: [Tedaz202ivHi
Hayku. (212), 120-126.

[10] Crenaneuko, O. (2025). Tenmidikauia sk cTpaTeria NiABMLLEHHS 3auikaBNeHOoCTi
CTYAEHTIB Y BUBYEHHI aHMINCBKOI MOBW: MefaroriyHui niaxia. Haykosud xypHan
«Haykoei  3anucku  HauioHaneHo20  yHigepcumemy «OCmpo3eka akademis»: cepis
«Pinonoeiax, 28(96), 58-61. https://journals.oa.edu.ua/Philology/article/view/4682

[11] TapHononecbkmi, O. b., Koxyuwko, C. I, & KabaHoBa, M. P. (2018). lelimidikauia B
HaBYaHHI  IHO3eMHWX MOB Yy  BULWiA  wWkoni. [Ho3emHi  mosu, (3). DOI:
https://doi.org/10.32589/im.v0i3.142589

2026 ABTOpPCbKI NpaBa 3axueHi | Creative Commons Attribution-ShareAlike 4.0 International License

1239

TIXX U1T7€0d

V11920 V1 vXIJ0l1vT73u


https://doi.org/10.46328/ijte.169
https://doi.org/10.1109/access.2019.2891504
https://doi.org/10.1016/j.plas.2022.100055
https://doi.org/10.35433/pedagogy.3(122).2025.22
https://doi.org/10.26905/enjourme.v10i1.15714
https://doi.org/10.31943/wej.v9i2.360
https://doi.org/10.36550/2415-7988-2025-1-219-133-137
https://doi.org/10.36550/2415-7988-2025-1-219-133-137
https://doi.org/10.26661/2786-5622-2026-1-10
https://journals.oa.edu.ua/Philology/article/view/4682
https://doi.org/10.32589/im.v0i3.142589

1240

PEDAGOGY AND EDUCATION

SECTION XXII.

International scientific journal «Grail of Science» | Ne 69 (May 2026)
ISSN 2710-3056

[12] LUENYAYEHKO, C. B, & KOPEHb, A. M. (2024). IHCTPYMEHTM TEUMIGIKALYT 9K
MOTMBATOP MPW HABYAHHI AHIMINCHKOT MOBU. AKAJEMIYHI CTYAl. CEPIS
«EAATOT KA, (2), 44-50. https://doi.org/10.52726/as.pedagogy/2024.2.7

FEMUMI®IKALIA Y HABYAHHI AHMNIACbKOI MOBU MAMBYTHIX
MEHEDXKEPIB

Beab TetaHa MukonaiBHa

BMKNagay kadenpw neaaroriku, iHo3eMHoI Ginonorii Ta nepeknagy
Xapkigcekult HAYIOHANLHUL eKOHOMIYHUU yHIgepcumem

imeHi CemeHa Ky3Heys, YkpaiHa

AHOmayis. Y cmammi 00cidxeHo 0cobaugocmi 8UKOpUCMAaHHSA 2edmigikayii y  npoyeci
HAB8YAHHA aH2/IlCLKOI Mo8U MatbymHix MeHedxcepig y 3ak1adax suujoi oceimu. Bu3Ha4YeHO
CymHicme noHammas «2elmigikayisi», i OCHOBHI enemeHmu ma neda202iYHul nomeHyian y
GOPMYBaHHI NPOYECIIHO OpPIEHMOBAHOI  IHUOMOBHOI  KOMYHIKGMUBHOI  KOMNemeHmHocmij
cmydeHmig. [looaHani308aHO 8naus 2elimMidikayiliHUX mexHOA02il Ha MOMUBAYitD, 3G/1yYeHICMb
ma epekmusHICmes  HA8YAHHA cmydeHmig cneuiansHocmi «MeHedxmeHm».  Po32a5Hymo
HaO6in6W epekmusHi iHcmpymeHmu eedmipikayii' y suknadaHHI aHeAIlC6KOI MOBU. pO608I i2pU,
6i3Hec-cuMmynsayii, oHAalH-NAam@opmu, cucmemu 6anig, pigHie ma Ha2opod. ObrpyHmMo8aHo
00YiNeHICMb BUKOPUCMAHHS IHMEPAaKMUBHUX UGPOosUX naam@opm y npodeciHil nid2omosuyi
mMalbymHix meHeoxcepis. 3pobaeHO 8UCHOBOK NPO me, WO 2elMipikayida cnpuse po3sumKy
KOMYHIKQMUBHUX HABUYOK, KPUMUYHO20 MUC/AEHHHA, KOMAHOHOI pobomu ma nidsuujeHHo
Hae4anbHOI Momueayii cmydeHmie.

Knroqosi cnoea: eetiMigikayia, aHaniliceka Mmosa, MalbymHi  MeHeoxepu, npogeciliHa
nidzomoeka, Momu8ayis, IHMepaKmMugHI MexHoa02ii, KOMyHIKamMu8HA KOMNemeHmMHIcMe.
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