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INTEGRATING VIDEO GAMES
IN ENGLISH LEARNING AT SCHOOL

Annotation. The integration of video games in school application in language instruction
is an effective tool in instruction, blending instruction with enjoyment. In contrast with traditional
approaches, with a predisposition towards stiffness, video games generates dynamism, providing
rich environment for motivation and interaction derived from enjoyment. By offering contextual
application of language and contextualization in terms of narrative, students access authentic
structures, enrich unconsciously lexicons, grammar, and communicative competencies. Besides,
dimensions of gamificated ones-obstacles, feedback loops, achievements-engages mental
processes, strengthening recall and creation of meaning. Most importantly, multi-player platforms
triggers group instruction, hastens students towards negotiation of meaning, collaboration,
and use of language in real-time in a strategic manner. Such activity, replete with spontaneous
conversation and problem-solving of a complex kind, mirrors real-life use environments for
language. In spite of such activity, integration of video games in curriculums is not challenge free;
involves selection with care of materials, integration with educational aims, and consideration
for potential for distraction. For such reason, instructors must navigate with care in such seas,
utilizing engrossing potential of games and at the same time protecting pedagogical integrity.
In its quest to disentangle complex role played by video games in language development, such
inquiry promotes harmonious integration of conventional and unorthodox approaches in modern
trends in instruction in English language.

Keywords: video games, language skills, gamification, student motivation, school
education.

Introduction

In an era when technology reaches all nook and corners of life, conventional forms
of studying have changed in a significant way. Gone are days when studying happened in
textbooks, chalk boards, and rote memorization. With the new era of technology, a new
form of tool for studying is taking shape that makes studying participative, immersive, and
effective. Video games have become an unlikeliest but most effective tool for studying, and
language, in general, is no exception. As English keeps becoming a dominant language
in a lingua franca, effective and engrossing methodologies for imparting language have

22



1(78), 2025 MMEJATOTMUYECKWU BECTHUK KA3ZAXCTAHA

become a necessity at no stage in its life ever before. Step in video games — one tool long
regarded a form of leisure, but one increasingly regarded for its function in reorienting
students' approaches towards studying English in schools.

The global video gaming economy, valued at over $200 billion, is no source of leisure
for teens and youth any more. It is a multi-dimensional platform for offering narrative,
problem-solving, and social integration, and in its present form, an ideal platform for
delivering instruction. For instructors, holding students' attention and sustaining students'
curiosity in studying have long been a challenge, one for whose resolution traditional
methodologies have fallen short in a contest with smartphones, social networks, and, of
course, video games. What if, one could, in fact, utilize students' source of attraction and
make it an effective tool for imparting? That is precisely where putting video games in
language instruction for English comes in.

The idea of utilizing video games for educational purposes isn't new at all. Teachers
and researchers have long seen in games a chance for students to learn a variety of subjects,
including math and history. But its use in language instruction, and in English, in specific,
is a relatively new one. Video games have an ideal mix of immersive story, interactive
activity, and real-time dialogue, all of them ideally placed for language development.
Whether through reading dialogue in a video game, voice chatting with fellow worldwide
players, or following multi-faceted plots, video games have a rich and vibrant language
practice environment to draw upon.

Here's an example: a player in a multi-player title such as Fortnite or Among Us will
have to speak with fellow players in real-time, and in many cases, in English, in a bid to work
towards a common objective. Not only will speaking and listening develop, but confidence
in actually speaking language in a real-life, low-stakes environment will develop, too. In
narrative titles such as The Witcher or Life is Strange, even, real-life dialogue, accents,
and contextual information become attuned, all of them contributing to a general language
awareness and a heightened awareness of the English language, specifically. Even games
with little in terms of text, such as Minecraft, stimulate imagination and problem-solving,
with many times including reading instruction, working in groups, and articulation of
one's thinking in a concrete form.

The benefits of adding video games to instruction in English language go far beyond
language skill improvement. Video games are inherently engrossing, and students' natural
desire for challenge, discovery, and achievement can make them an effective tool for
motivation in language practice. That motivation extends to a willingness to practice
language skills, for students will practice when practice feels like amusement, not work.
Video games, moreover, can deliver a level of individualization not feasible in traditional
instruction, with students working at their pace, practicing sections that present a
challenge, and choosing games with a level of difficulty and a theme that appeals to them.
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Not only can individualization make students in charge, but it can insure instruction is
specifically geared for each individual’s needs.

This article addresses language skill development through an integration between
school language learning processes and video games. It addresses developing listening,
speaking, reading, and writing skills through video games, and larger dimensions of
learning through games, such as motivation, awareness about cultures, and collaboration.
It not only addresses obstacles and factors in its use, but pragmatic approaches and
examples of effective case studies, as well. It then addresses future trends, and new
emerging technology and educational gaming trends and how these can contribute towards
language learning in future.

The Role of Video Games in Modern Education

The integration of video games in current educational practice is a break with
educational practice in its practice and its theory. What a decade ago was considered
merely a form of amusement, video games have developed into sophisticated tools with a
potential for immersing, exciting, and educating learners in a variety of subjects, including
language development. In this section, through an analysis of video games' contribution
towards schoolchildren's language development in school settings, I will shed a spotlight
on the revolutionising role played by video games in educational practice, in describing
how video games have developed into a useful and effective educational tool for language
development, supported both through studies and theory.

History of Learning Tools

The background of educational tool confirms humanity's predisposition for
adaptability in utilising technology for educational ends. With each technological
development, new channels for education have been added, starting with the printing
press, then computers, and then, subsequently, the web. In the last several decades,
information and communications technology (ICTs) have re-shaped the face of the school
room, with white boards, virtual environments, and web sources, for example, but video
games' development as educational tools is a breakthrough in its own right. Unlike
traditional tools, video games combine enjoyment and instruction, creating an immersive
and participatory form of instruction.

Materials and methods

Theoretical foundations for educational application of video games can be derived
through work such as that of such theorists such as Gee, who argued that video games
embody constructs of effective learning, such as active engagement, problem-solving,
and feedback in real-time. Ideal compatibility between games and constructivist theory,
with its use of experiential and self-motivated learning, is documented in Gee’s work.
In a similar direction, Prensky embraced use of terms «digital game-based learning»
in explaining training in information and skills through games in a format that engages
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learners in a technology-native environment—Ilearners reared in a technology-intensive
environment.

Video games lend themselves particularly well for use in studying, in that, through
interactivity and immersivity, they compel learners to act, make judgments, and problem-
solve actively, in contrast with passive delivery forms such as lecture and textbooks, and
in a format that is ideally compatible with Krashen’s theory of language intake, in that
learners must receive intelligible intake in a low-anxiety environment, and in that video
games present such an environment through contextualized language intake in form of
instruction, dialogue, and narrative [1].

One of the greatest strengths of video games is that they can model real environments,
and learners can practice language in a safe, guided environment [2]. For instance,
massively multi-player, multi-user, role-playing games (MMORPGs) such as World of
Warcraft construct virtual communities in which learners have to work and speak with one
another in an effort to gain shared goals. Language learner use of MMORPGs and such
games enable meaningful activity and opportunity for real language use and opportunity
for negotiation of meaning and pragmatic competency development—something that can
prove difficult to implement in a traditional language room [3].

Second, video games can deliver a level of individualization that proves difficult to
gain with any educational technology device. Video games can adjust difficulty level to a
player’s skill level, neither under-challenging nor over-challenging them [4]. That aligns
with Vygotsky’s zone of proximal development theory, in that it appreciates providing
a level of scaffolding in instruction in an effort to adapt to a learner’s capabilities. For
instance, Smith S. P. researched whether educational video games could effectively
promote mastery of English language vocabulary for Chinese learners. In a study, he
concluded that games for learners' level of skill increased mastery of vocabulary and
motivation for Chinese students.

3 Relevance to Language Learning

The relevance of video games in language learning is in that they can present a
rich and immersive environment for language practice. Video games expose learners to
real language input, such as grammar, vocabulary, and cultural nuance, in a meaningful
and immersive environment. That is in agreement with Krashen’s (2013) contention that
reading extensively and language exposure in a significant role in developing vocabulary.
Video games, and rich narrative and dialogue games in particular, present a kind of
“extramural English” [5].

The fact that video games involve an interactivity helps develop communicative
competency, one of language instruction’s most important objectives. Thorne developed
a study in utilizing virtual gaming communities for language socialization, and found
that learners developed both language and cultural competency in communicating with
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native speakers in an immersive environment. That is significant in a scenario in which
language instruction for a global language, such as English, involves working with a
variety of accents, dialects, and cultures.

How Video Games Enhance English Language Ability

Video games have emerged as a powerful tool for enhancing language skills in
English, offering a combination of interactivity, immersion, and engagement that cannot
be emulated through traditional instruction . In this section, I will detail in full how video
games particularly enhance listening, speaking, reading, and writing skills, and mastery
of vocabulary and grammar, and draw on a rich corpus of studies, including Peterson
(2012), Sundqvist and Sylvén (2016). With a rich corpus of studies at our disposal, I will
examine in detail how video games construct a contextualized and dynamic environment
for language development, and then survey methodologies and materials in these studies
in order to paint a complete picture of the evidence for language instruction through video
games.

1 Ability in Listening

Listening is an important part of language development, through which learners can
understand speech, become attuned to pronunciation, and develop listening processing
skills [6]. Video games, and particularly ones with rich narrative and voice acting, offer
an ideal environment for listening practice in an immersive and exciting form.

Contextualized Learning:

The immersive atmosphere of video games ensures listening happens in a contextual
manner Players must listen to instructions, follow a narrative, and respond to characters,
all of which require active language processing. MMORPGs, in particular, enable
contextualized listening, with learners having to comprehend and respond to verbal or
textual commands from fellow players [7]. Contextualization enables comprehension and
recall, with learners relating words and phrases to concrete settings.

2 Ability to Speak

Speaking proves to be one of language learners' most challenging capabilities, with
not only language mastery but confidence and fluency in speaking involved in speaking.
Video games, in particular, with voice chat and multi-player options, enable a relaxed
atmosphere for speaking practice [8].

Real-Time Interaction:

Multi-player games such as Fortnite, Among Us, and World of Warcraft require
real-time conversation in an attempt to achieve shared objectives. Interaction tends to
occur in English, particularly in international gaming communities, providing learners
with an opportunity to practice speaking naturally and spontaneously. According to
Thorne gaming communities in cyberspace enable language socialization, with learners
developing pragmatic and linguistic competency through contact with native speakers.
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Voice Chat Features:

Many modern games feature voice chat, allowing for verbal communication between
players, in contrast to text chat. Voice chat is particularly useful for language learners, as
it promotes practice in pronunciation, intonation, and fluency. Voice chat in computer
games increased learners' willingness to speak, a significant language acquisition factor
[9]. By participating in real-time conversation, players gain confidence and develop
speaking skills.

3 Reading Ability

Reading is an important skill for language learners, in that it permits them to
access printed information, expand their lexicons, and develop comprehension skills.
Video games, and particularly games with high volumes of text, represent a rich source of
reading matter in an exciting and participatory format [10].

In-Game Text and Subtitles:

A lot of video games feature printed text in terms of instruction, dialogue, and
subtitles. Players have to read and understand such text in order to make headway in
a game, creating a natural motivation for practicing reading skills. Examples include
Firewatch and Oxenfree, in both of which a lot of narrative is conveyed through text, and
therefore, a lot of reading must be performed in order to understand them. Reading a lot
is a key to lexical development and language development [11].

Problem-Solving and Critical Thinking:

Reading in video games extends beyond mere comprehension, with players having
to apply information that they have read in order to solve puzzles, make choices, and move
through the virtual environment [12]. Active reading in such a manner strengthens critical
thinking and analysis, both of which underpin effective reading. Video games enable
«situated learning,» in which learners gain and apply information in a contextual manner,
and reading, therefore, becomes a meaningful and memorable activity [13].

4 Writing Ability

Writing is yet another language skill that can effectively develop through video
games. Most games demand that players use written language in communicating, for
instance, through typing messages, creating posts, and contributing in forums [14].

Chat-Based Communication:

Minecraft and Roblox, for instance, have chat options through which players can
converse with one another in a language format. In such an environment, learners have
a chance to practice writing in a real-life scenario, in that they have to produce messages
that make sense, are concise, and relevant to a specific scenario [15].

5 Vocabulary and Grammar

Grammar and vocabulary make up the backbone of language, and video games
represent a rich and contextualized environment for language learners to build them [16].
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By seeing and practicing structures and words in meaningful environments, learners can
build and develop language and accuracy.

Grammar in Action:

Games also enable learners to encounter and practice grammar structures in
use [17]. For instance, learners can follow imperative form-written directions or must use
specific tenses in conversation.

Practical Applications in the Classroom

The integration of video games in the classroom is not a theoretical exercise but
an actionable and pragmatic practice that can function in a range of educational settings.
In this section, I will detail in full how video games can function in instruction in the
English language, with concrete examples, lesson plans, and teacher strategies. Drawing
on studies and real-life case studies, I will review in detail how video games can serve
language instruction and overcome any potential barriers. In addition, I will detail
methodologies and materials involved in such implementations, offering teachers tools
for practicing game-based instruction in practice in their classrooms.

1 Game-Based Lesson Plans

Creating lesson plans with video games entails planning and coordination with
instruction objectives. Teachers must select games that not only motivate students but also
integrate with language skills to develop. Examples of utilizing video games in instruction
in the English language follow below:

Example 1: Learning Vocabulary with Minecraft

Objective: Enrich students' vocabulary for construction, geography, and
collaboration.

Activity: Student groups build a virtual environment in Minecraft and must utilize
target vocabulary terms (e.g., «foundationy, «terrainy, «blueprinty) to label and report to
group members.

Evaluation: Students present work to group, utilizing target vocabulary in describing
work.

Example 2: Learning with The Sims for Writing Stories

Objective: Enhance students' creative writing through developing stories about in-
game scenarios.

Activity: Students develop characters and scenarios in The Sims and produce short
stories about characters' lives.

Assessment: Students recount experiences with classmates and receive feedback for
improvement.

Example 3: Playing Among Us for Speaking and Listening

Objective: Improve speaking and listening through real-time conversation.
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Activity: Students play Among Us in groups, using voice chat to deliberate and
dispute who is «the impostor.» They must use persuasive speech and active listening in
order to win.

Assessment: Teachers observe students' communications and provide feedback
about accuracy and fluency.

The examples reveal how video games can be constructed for specific aims,
providing a flexible yet organized format for language practice.

2 Traditional Activities Made Engaging through Gamification

Gamification is an exercise of taking gaming aspects, including points, levels, and
incentives, and inserting them in non-game settings. It can make traditional language
practice activities exciting and engaging for students.

Example 1: Vocabulary Quizzes with a Twist

Activity: Instead of a conventional vocabulary quiz, students earn points for correct
answers and «unlock» «levels» for advancement. They can even challenge classmates in
a competition format.

Tools: Online platforms such as Kahoot! or Quizlet can be leveraged for creating
interactive quizzes with gaming options.

Example 2: Role-Playing with Comprehension

Activity: Students read a short story and then role-play characters in a scenario.
They earn points for correct use of target grammar and vocabulary structures.

Tools: Teachers can use digital tools such as Google Slides or PowerPoint for creating
role-playing scenarios.

Example 3: Writing Assignments with Incentives

Activity: Students complete writing assignments and earn badges or incentives
for accomplishment of specific requirements, such as use of a specific number of new
vocabulary terms or a minimum of a certain number of words.

Tools: Online platforms such as Classcraft can be leveraged for tracking and
dispensing incentives.

Gamification not only involves students but also instills a sense of achievement and
progression, both of which contribute to long-term motivation.

3 Student-Centered Learning

Student-centered learning naturally occurs in video games, in which students
become responsible for their own learning.

Example 1: Independent Exploration

Activity: Ask students to choose a video game of preference and play it individually.
Ask them to keep a journal in English, documenting experiences, new language, and
challenges.
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Evaluation: Ask students to present their journals in class and report about new
language acquired.

Example 2: Group Projects

Activity: Ask students to work in groups to make a presentation or video about a
video game played in a group activity. They must narrate plot, characters, and language
structures in English.

Evaluation: Ask groups to present to the class, and have classmates provide
feedback.

Example 3: Peer Teaching

Activity: Ask students to teach a fellow student a video game, explaining in English
the rules, controls, and strategies.

Evaluation: Ask students to evaluate students' language use in communicating
effectively and clearly in English.

Student-centered learning empowers students to become responsible for taking an
active role in studies.

4 Collaorative Projects

Collaboration is a key part of language learning and gaming. Video games enable
students to work together, communicate, and problem-solve in a group

Example 1: Multiplayer Game Challenges

Activity: Ask students to play a multi-player game such as Fortnite or Roblox in
groups, working through challenges that require communicating and working together.
Ask them to use English in planning and communicating with one another.

Evaluation: Observe students' collaboration and language use, providing feedback.

Example 2: Game Design Projects

Activity: Students work in groups to build a video game, using English for developing
narrative, characters, and dialogue. They can use tools such as Scratch or RPG Maker to
apply their ideas.

Assessment: Presentations of group games in class, with groups describing their
design and language structures.

Example 3: Constructing a Virtual World

Activity: Students work in groups to build a virtual world in Minecraft or The Sims,
using English in planning and putting together their designs. They must negotiate roles,
make a contribution, and sort out issues together.

Assessment: Teachers monitor students' collaboration and effective use of language
in English.

Collaborative work not only strengthens language, but it promotes working together,
thinking creatively, and problem-solving [18].
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5 Overcoming Challenges

Although video games have numerous positive factors, integration in the classroom is
not free of challenge. Teachers must overcome these obstacles for successful integration.

Challenge 1: Health and Screen Time

Solution: Limit gaming-related activity to short, focused sessions and include
exercise-related activity or break times to restrict screen use.

Challenge 2: Choosing Appropriate Games

Solution: Opt for games that are age-appropriate, school-related, and relevant to
instruction objectives. Consult sources such as Common Sense Media for review and
recommendation.

Challenge 3: Hardware and Software Access

Solution: Provide students with access to computers and connectivity through
school provisions or collaboration with community groups.

Challenge 4: Staff Training

Solution: Provide training for teachers in effective integration of video games in
instruction.

Challenge 5: Monitoring and Measuring

Solution: Construct explicit rubric and evaluation criteria for language use in
gaming-related activity. Use a mix of formative and summative assessments to monitor
and evaluate.

By overcoming these obstacles, teachers can develop a supportive and effective
environment for gaming-related instruction.

Trends in Educational Gaming

As educational gaming continues to grow, a number of trends are in evidence that
could shape the future of English language education.

Gamification of Learning Management Systems (LMS):

Most schools and institutions are integrating LMS platforms such as Moodle, Canvas,
and Google Classroom. These platforms are increasingly incorporating gamification
elements, such as badges, leaderboards, and progress tracking, to make learning more
engaging. In the future, LMS platforms could integrate video games directly into their
systems, allowing teachers to assign game-based activities and track students' progress
seamlessly.

Collaborative and Social Gaming;:

Multiplayer games, where teamwork and interaction between players would more
likely continue to rise. Games will create chances for the student to share and interact
with children all over the world by being able to put their English in a life natural setting
[19]. Current games on the leading platforms of Roblox and Minecraft, but the success
seen there is apt to grow and expand further with newer versions.
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3 Policy and Curriculum Development

For game-based learning to reach its fullest potential, it needs policy and curriculum
support that will not only acknowledge such learning's value but also give a nod towards
implementation guidelines [20].

4 Long-Term Impact on Language Education

The long-term effects of video games on English language education may be
profound, transforming not only the way students learn but also the way teachers teach.

Personalized Learning:

These highly personalized learning experiences will be accomplished by video
gaming once Al and adaptive technologies reach an advanced state. In such a case,
students may work at an individual pace when the games are tailored to their preference,
needs, and capabilities. This way, language can be acquired quite efficiently and within
less time when learners receive needed targeted support related to their respective weak
areas in class.

Results

The research conducted, involving 101 students who completed questionnaires,
provided the following results based on descriptive analysis.

As shown in Figure 1, 44.1% of participants reported playing video games for 1 to 2
hours, 9.0% for less than 30 minutes, 18.0% for 3 to 4 hours, 12.7% for more than 4 hours,
and 3.7% stated they do not play video games. This represents the lowest percentage
among mechanical engineering students at UMKT. Interestingly, all respondents who
claimed not to play games were female, while all male respondents reported playing video
games. These findings indicate that most students engage in gaming for 1 to 2 hours
(44.1%).

Figure 2 illustrates that 41.9% of respondents prefer MOBA games (Mobile
Legends, DotA, League of Legends, Arena of Valor), 36.0% favor FPS games (Point
Blank, Counter-Strike, Valorant, Call of Duty), and 9.7% choose MMORPGs (Ragnarok,
Seal Online, RF, Dragon Nest). This suggests that MOBA games are the most popular
initial choice among players.

According to Figure 3, 65.9% of respondents selected Multiplayer games as their
favorite type, while 21.7% chose Single Player games. This indicates that multiplayer
gaming is the preferred mode among the 101 surveyed students.

Figure 4 reveals that the majority (55.3%) of respondents prefer playing with both
friends and players worldwide, while 22.4% exclusively play with friends and 9.7% opt for
playing with people worldwide.

Figure 5 highlights that 36.0% of respondents believe MOBA games contribute to
improving their English vocabulary, followed by 32.9% for MMORPGs and 18.0% for
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FPS games. These results suggest that MOBA and MMORPG games play a significant
role in vocabulary development.

According to Figure 6, 72.6% of respondents believe that gaming vocabulary is
useful beyond academic settings, while 14.9% do not share this view.

Figure 7 indicates that 37.4% of respondents identified Speaking as the most
beneficial skill acquired through gaming, followed by Reading Comprehension (25.2%),
Listening Comprehension (22.2%), Written Conversation skills (6.1%), and a combination
of Oral Conversation and Writing (5.1%).
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AsshowninFigure 8,32.9% of respondents agreed that playing video games improves
English skills, 24.6% strongly agreed, 29.9% remained neutral, 10.1% disagreed, and 5.1%
strongly disagreed, stating that gaming did not enhance their English proficiency.

Figure 9 demonstrates that 18.7% of respondents reported learning Speaking skills
through gaming, followed by Words (11.2%), Expressions, Idioms, and Phrases (10.5%),
Pronunciation (4.4%), Spelling (3.7%), Grammar (3.0%), and Dialect/Slang (1.5%). These
results indicate that Speaking is the most commonly developed skill among gamers.

Figure 10 presents the skills that have improved due to gaming: 39.4% of respondents
cited Speaking, 31.3% Reading, 23.2% Listening, and 7.1% Writing. These findings show
that the most frequently improved English skills are Speaking and Reading.

Figure 11 details how gaming has enhanced Speaking and Reading skills: 41.1%
of respondents reported improvements in both areas, 23.9% mostly in Reading, 8.2%
mostly in Speaking, 6.8% only in Speaking, 6.0% only in Reading, and 1.5% saw no
improvement. The data suggests that most respondents experienced benefits in both
Speaking and Reading skills.
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Figure 12 highlights respondents’ perceptions of the usefulness of skills gained
through gaming: 29.9% rated them as Average, 27.7% as Useful, 15.8% as Very Useful,
10.5% as providing Very Little benefit, and 3.7% as Not Helpful. These findings suggest
that most respondents consider the skills acquired through gaming as at least moderately

useful.

According to Figure 13, 90.9% of respondents stated that video games help them
learn English effectively, whereas 10.1% disagreed.
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are helpful outside of the game or my studies
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Figure 14 outlines the perceived usefulness of skills gained from gaming beyond
academic and gaming environments: 36.0% of respondents found them Sometimes useful,
21.7% reported Very Little usefulness, another 21.7% deemed them Very Useful, and
8.2% claimed they were Not Helpful.

Figure 15 presents the application of gaming-acquired skills outside academic
settings: 36.7% of respondents cited Speaking, 8.7% Words, 4.4% Grammar, 3.7%
Pronunciation, 3.0% Expressions, Idioms, and Phrases, and 1.5% each for Dialect/Slang
and Spelling. The data confirms that Speaking is the most commonly utilized skill outside
of studies.

Conclusion

The integration of video games in school instruction of English is a 21st-century
revolution in instruction, one that mirrors 21st-century realities and requirements. In this
article, through many examples, we have seen in detail, how video games can make a
contribution towards language skills, such as listening and speaking, reading, and writing,
and even grammar and vocabulary. By providing an immersive, interactive, and exciting
environment, video games bypass many of the weaknesses of traditional instruction,
offering learners a personalized and exciting language practice environment.

The examples in this article present the potential of video games in becoming an
effective tool in instruction. Research studies conducted by Peterson (2012), Sundqvist
and Sylvén (2016), and many others, have established that video games can effectively
develop language skills through providing learners with real language input, real-time
conversation, and active practice. Besides, the positive contribution of instruction through
games extends to motivation, awareness of cultures, and collaboration, all of which are
important for success in a globalized society.

The incorporation of video games in school, however, comes with its sets of
challenges. Challenges such as over-use of screens, access to technology, and teacher
training must be addressed in order for effective and equitable use of instruction through
games to become a reality. Teachers must, in addition, make wise choices regarding
games, in relation to instruction, and make them meaningful for language practice.
By overcoming such challenges and utilizing video games in full, schools can build an
effective and exciting environment for instruction.

Looking to the future, the future for game-based instruction is full of exciting
possibilities. Emerging technology in the form of virtual reality (VR), augmented reality
(AR), and artificial intelligence (AI) will revolutionize the way students learn English,
creating even more immersive and personalized experiences. Trends in educational
gaming, such as the gamification of learning management systems and growing social
and collaborative gaming, will extend even further the potential for video games to serve
as a tool for language instruction. Meanwhile, both curricula and policy will have a
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critical role in supporting widespread use of game-based instruction, and in insuring that
it is implemented in a manner that maximizes its impact in educational systems.

Stood at the threshold of a new era in instruction, it is clear that video games have
an opportunity to become more than a form of leisure activity. Video games can become
a gateway to mastery of language, a tool for cross-cultural awareness, and a catalyst
for a life of ongoing instruction. By taking a chance with this new and exciting form
of instruction, instructors can not only make instruction in language both effective and
efficient but even make it a pleasure, and in doing so, make students capable of competing
in a globalized society.
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10.B. ITonouckuii, I' K. Tineyxanosa
Axanemuk E.A. BexeroB arsiniarsl Kaparanabl yHUBEpCUTETI
Kaparannpi, Kazakcran

MekTenTe aFbUINIBIH TUTIH YiipeHyIe BHI€0 OMBIHIAPALI HHTETPAUSIAY
AnHoTanusi. Mekrente TUIAl yHpeTylae BUICO ONBIHAAPABI MaiifanaHy OKBITY MCH KBI3BIKTHI
YaKBIT OTKI3y/i OIpIKTIpETiH THIMII Kypasl 00bIn Tadbuiaabl. JJoCTypiai ogicTepAcH albIpMaIlbLIBIFbI, OCH-

HeoibIHIap cabakka AMHAMUKA KOCHII, OKYIIBLIAP/IBIH IHTACKIH apTTHIPaIbl )KOHE 03apa 9pEKEeTTECTIKTI
KamTamachi3 etesi. OWbIHAAp TULAIH KOHTEKCTIK KOJJAHBLTYBIH XoHe OasH/ay apKbUIbl Ma3MyHFa eHYIH
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KaMTaMachl3 €Te OTBIPBII, OKYIIbUIAPFa IBIHANBI TiJ1 KYPBUIBIMIAPBIH UTepPyTe, CO3IK KOPbIH OelcaHabl
TYpJe KEHEHTyre, rpaMMaTHKaHbl MEHIepyre )KoHe KOMMYHHUKATHBTIK AaFbUIAPbIH JAMBITyFa MYMKIHZIK
oepeni.

CoHbIMEH KaTap reiMuuKaIys JIEMEHTTepl — Keaepriiep, Kepi OailaHbIC UK, )KETICTIKTEp —
oiijlay TMPOIECTepiH OeNCeHIIpeNai, eCTe caKTay MEH MarblHAHBl KaJbIITACTBIPYIbl KyluehTtenmi. EH
MaHBI3/IBICHI, KOI OWBIHINGI IUIaTGopMaiapbl TONTHIK OKBITyFa BIKHAJ €Till, OKYIIbLIAPJbl MarblHAHBI
KeJlicyre, bIHTBIMAKTACTHIKKA )KOHE T1JI/II HAKTHI yaKbIT PEXKUMIHJIE CTPATETHSIIBIK KOJIaHyFa UTepMeEIeii .
MyHpait ic-opekeTTep, KypAeii Macenenepl Henyre 0arbITTalFaH epKiH KapbIM-KaThIHACKA TOJbI, IIIbI-
Halbl OMIpJEri TUIIIK OpTaHbl OeitHenei .

JlereHMeH BHICO OMBIHIAPIBI OKY OarmapiaMachiHa CHri3y Oenriii Oip KUBIHABIKTApMEH Oaiina-
HBICTBI: MaTepHajiap/ibl MYKUST TaHzay, OlTiM Oepy MakcaTTapbIMEH YHJecTipy )KoHe OWBIHHBIH Haz3ap-
JIbl 0ackara ayJapy BIKTUMAJIIBIFBIH eckepy KakeT. Ochl ceOenTi MyFalmiMaep ONMBIHIAAPABIH KBI3BIKTHIPY
QJieyeTiH THIMJI NakanaHa OTHIPHII, IEAaroTHKAJIbIK TYTACTHIKTHI CaKTay YIIIH YKBINTBHI TYpAe OarbIT-
Taybl THIC.

By 3eprTey BUIEO OWBIHAAPABIH Tl AAMBITYAAFbl KypJCi PeNiH Taaaayasl MaKkcaT eTedi JKOHE
aFBUIIIBIH TLUTIH OKBITYJAFbI IOCTYPJIi )KOHE MHHOBAIMSUIBIK TOCUIIEPAl YHIECTIpY/l KOJIAaliabl.

KinTTi ce3mep: Buico oWbIHIAp, aFbUINIBIH TUTIH YHpEHY, TUILMIK Jarmsuiap, reimudukaius,
MHTEPAKTHBTI OKBITY, OKYIIII MOTHBAIIMSCHI, TEXHOJOTHSHBI HHTETPAIMsIay, MEKTENTIK O11iM Oepy.

10.B. [ononckuii*, I'K. Tneyxanopa
Kaparannuackuil yHuBepcuTeT nMeHH akaaemuka E.A. Bykeros
Kaparanna, Kazaxcran

I/IHTeraHI/lﬂ BUACOUTID B U3YyUCHHEC AHIJINIICKOTO0 SI3bIKA B LIKOJIE

AHHoTanusi. VIHTEerpanys BUACOUTP B IIKOJIBHOE OOyueHHE S3BbIKY sIBIsieTCs 3()(EKTUBHBIM HH-
CTPYMEHTOM, COUeTaroIuM o0ydeHHe ¢ pa3BiedeHueM. B oTinune oT TpaJAuIIMOHHBIX OAX0IO0B, CKIOH-
HBIX K (OpMaTU3MYy, BUICOUTPHI CO3MAIOT AMHAMUYHYIO Cpely, 0OecreunBas MOTHBAIMIO U B3aUMOJCH-
CTBUE uepe3 yHoBOAbCTBUE. [IpenocTaBisis KOHTEKCTHOE IIPUMEHEHHE A3bIKa U [I0BECTBOBATEIIbHYH0 OCHO-
By, UIPbl IIOMOTAOT YYalllUMCs YCBauBaTh AyTEHTUYHBIC SI3BIKOBBIE CTPYKTYDBI, IOIOJHATH JIEKCUKOH,
OCBaWBaTh I'PAMMaTHKY M Pa3BUBaTh KOMMYHHKaTHBHBIE HABBIKM O€CCO3HATEIBHO

Kpome Toro, urpoBble MEXaHUKH — HPEMATCTBUS, KBl 0OPAaTHOM CBSI3H, TOCTHIKEHUS — CTUMY-
JIUPYIOT MBICJIUTEIBHBIC TPOLECCHI, YKPEIUIsis 3alloMUHanue U GopmupoBanue cMmbiciia. Hanbonee Baxk-
HO, YTO MHOTOIIOJIb30BATENbCKHE MIATPOPMBI CIIOCOOCTBYIOT IPYIIIIOBOMY OOYYEHHIO, YCKOPSs MPOIECC
OCMBICIICHUSI 3HAYEHUM, COTPYIHUYECTBA U CTPATETMYECKOTO UCIIOIb30BAHMSI A3bIKA B PEAJIbHOM BPEMEHU.
Taxue akTUBHOCTH, HAITOJTHEHHbIE CIIOHTAHHBIMU THAJIOTaMH U CIIOXKHBIM PELICHHEM NPoOJIeM, OTpaXaroT
peanbHYIO SI3BIKOBYIO CpENLY.

HecMmortpst Ha Bce npenMyIecTBa, MHTETpalys BUJCOUTP B yUEOHBIH MPOLecc COMpshKeHa ¢ TPyI-
HOCTSIMU: TpeOyeTcsl TIaTeNbHbII 0TOOp MaTepHaloB, y4eT 00pa3oBaTelIbHbIX eJiei 1 BHUMaHHE K TIOTEH-
UaJbHBIM (akTopam oTeiedeHus. [10 3TOi mpu4KHe MmpenoaaBaressiM BaKHO TIIATELHO OallaHCUPOBAaTh
MEX/ly BOBJICKAIOIUM IIOTEHIIUAJIOM UI'P U COXPAHEHUEM II€1arOrMYeCKOU LEJIOCTHOCTH.

HccnenoBanue cTpeMUTCs MPOAHAIU3UPOBATh CIOXKHYIO POJb BUIEOUIP B S3BIKOBOM DPa3BUTHH,
CIMOCOOCTBYSI TAPMOHHUYHOMY COYETAHUIO TPAAMIMOHHBIX W WHHOBALIMOHHBIX METOJOB B COBPEMEHHBIX
TEHJCHIMSX IIPENOIaBaHus aHINIUKHCKOTO SI3bIKA.
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