AKAJIEMIYHI BI3II

Bunyck 55/2026

Ceknia A1 OcBiTHI HayKu
YAK 378.147:37.091.3:004

JlaTa nepiioro HaAX0KeHH CTaTTi 40 BUJAHHSA 2026-04-05
JlaTa NpUAHATTSA CTATTi 40 APYKY Nic/is peleH3yBaHHS 2026-05-30
JlaTa ny6Jikanii/onpuiaiogHeHHs 2026-05-30

l'eiimidikanist Ta MmoTuBaLisa B ESP-HaByaHHi: nudgpoBuil miaxiz,

MeabHuk Okcana BoaroaumupiBHa
CTapLIM¥ BUK/IaAa4 KadepU aHTJiMCbKOI MOBU Ta KOMYHiKalii
dakysbTeT poMaHO-TepMaHCbKoi ¢pinosorii, KUiIBCbKUIM CTOJMYHUIN YHIBEpCUTET iMeHi
Bopuca I'pinyeHnka, M. KuiB, Ykpaina
e-mail: o.melnyk@kubg.edu.ua
https://orcid.org/0000-0003-3293-3887
Tepemyk Mapia OsekcaHapiBHa
BUKJIaZla4y KadeIpu aHT/IiHCbKOI MOBUY Ta KOMYHiKallii
®akynbTeT poMaHO-repMaHCbKoi ¢inosorii, KUiBCbKUI CTOIMYHUI YHIBEPCUTET iMeHi
Bopuca I'pindeHka, M. KuiB, Ykpaina
e-mail: m.tereshchuk@kubg.edu.ua
https://orcid.org/0009-0008-8167-5208

AHoTauis. Y nocnigkeHHi aHanisyeTbcs BIUIUMB MPpoBoi refimidikallii Ha MOTHBalil0 Ta
3aJy4eHiCTh CTY[€HTiB YHIBEPCUTETIB Ha 3aHATTAX 3 aHIJIIKCbKOI MOBHU /sl podeciiHOro
cnpsamyBaHHs (ESP). Cnuparwyuch Ha Teopilo caMojeTepMiHalii Ta Mozesi eMOLiMHOTrO
3aJly4eHHs, po60Ta JAOCII/KYE, K irpoBi iIHCTPYMEHTHU HaBYaHHSA NOCUJIIOIOTh BHYTPILIHIO Ta
30BHIIIHI0O MOTHBaIil0 y mnpodeciiiHii MOBHiM ocCBiTi. ¥ mociaipkeHHi i3 3acTocyBaHHSAM
3MilllaHUX MeTO/IiB B3s/IM y4acTb 120 cTyaeHTIB Ta 15 BUKJIaAayviB, IKi IPOTArOM CEMECTPY
BUKOPUCTOBYBAaJIM iHTEpPAKTUBHI MmiaTdopMu, OGelmaki Ta 3aBJaHHS HA OCHOBIi BUKJIMKIB.
KinbkicHi gaHi 6ysio nmpoaHasii3oBaHo 3a jgonoMorot SPSS, a sAKicHi BUCHOBKM OTPUMaHO 3
HaMmiBCTPYKTYpPOBaHUX iHTepPB'I0 Ta pedJieKCUBHUX LO0JIeHHUKIB. Pe3ysbTaTH cBiyaTb Npo
3HayHe 3pOCTAaHHA MOTHBaAlLil, aKTUBHOCTI Ta BIEBHEHOCTI CTYAEHTIB Yy BHWKOHAHHI
npodeciiHUX KOMYHIKaTUBHHUX 3aBJaHb. ['eliMidikallii NO3UTUBHO BIJIMHYJIA HA eMOlliiiHe
3aJly4eHHs Ta caMoperyJisLito B [uPpoBoMy cepeZioBUILi. Bukiaaaydi Harosocuay, 1o 6anaHc
MK IrpOBUMM XapaKTepoM 1 aKaZleMiYHOK CTPOTICTI0 € K/IKWYOBUM JJid NiATPpUMaHHA
MoTuBanili. CTaTTAd 3aBeplIyeETbCAd MNeAArorivHMMM peKOMeHJaliiMU LoJA0 iHTerpanii
nudpoBoi reiimidikanii B HaBuasibHi nporpaMu ESP g1 cTuMysitoBaHHSI aKTUBHOT'O HABYaHHS
Ta eMOLilHOI cTilKocTi. OTpUMaHi pe3y/bTaTH poO6JISATH BHECOK Y IIUPUIWN JUCKYPC L0J0
MOBHOTO HaB4YaHHA 3 MiATPUMKOK TEeXHOJIOTIK Ta MOTHUBAL[iIKHO OpPiEHTOBAHOIO
JAUJIAKTUYHOTO JU3alHY.

Kiwouosi cioBa: reiimidikanis, MoTuBanis, qudpoBa neaarorika, eMoljiiiHe 3aay4eHHs],
BHILIA OCBiTa, aHTIJIiicbKa MoBa AJis npodeciiiHoro cnpsimyBaHHs (ESP).
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Abstract. The study explores the impact of digital gamification on university students’
motivation and engagement in English for Specific Purposes (ESP) classes. Grounded in self-
determination theory and emotional engagement models, the research investigates how game-
based learning tools enhance intrinsic and extrinsic motivation in professional language
education. A mixed-methods design was employed with 120 ESP students and 15 teachers
participating in a semester-long digital gamification program using interactive platforms,
badges, and challenge-based tasks. Quantitative data were analyzed through SPSS, while
qualitative insights were derived from semi-structured interviews and reflective journals. The
findings reveal a significant increase in learners' motivation, participation, and confidence in
performing professional communication tasks. Moreover, gamification positively influenced
students' emotional involvement and self-regulation in digital environments. Teachers
emphasized the balance between playfulness and academic rigor as key to sustaining
motivation. The paper concludes with pedagogical recommendations for integrating digital
gamification in ESP curricula to foster active learning and emotional engagement. The results
contribute to the broader discourse on technology-enhanced language learning and
motivation-based instructional design.

Keywords: gamification, motivation, digital pedagogy, emotional engagement, higher
education, English for Specific Purposes (ESP).

Introduction
Relevance of the Problem.

In recent years, the integration of gamification into educational contexts has gained
significant traction, particularly in language-learning environments. Gamification - the use of
game-design elements in non-game settings - has been shown to enhance learner engagement,
motivation, and emotional involvement in academic tasks [1]. Within English for Specific
Purposes (ESP) instruction, where learners often face abstract or professionally oriented
content, maintaining motivation is a persistent challenge [2]. This issue is especially
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pronounced in post-conflict and transitional educational systems, such as Ukraine's, where
emotional resilience and pedagogical innovation are critical [3].

Motivation in ESP classes is multifaceted, encompassing both intrinsic and extrinsic
dimensions. Self-Determination Theory (SDT) posits that learners are more likely to engage
deeply when their needs for autonomy, competence, and relatedness are met [4]. Gamified
environments can support these needs by offering choice, feedback, and social interaction [5].
Moreover, Flow Theory suggests that optimal learning occurs when students are fully
immersed in tasks that balance challenge and skill [6]. Digital gamification tools - such as
Kahoot, Quizizz, and Classcraft - create such immersive conditions, especially when tailored to
learners' professional goals and cultural contexts [7]. Unlike general English instruction, ESP
often involves abstract terminology, rigid formats, and discipline-specific discourse that can
alienate learners and reduce emotional engagement [11], a problem exacerbated in post-
conflict environments where students face psychological stress and disrupted learning
trajectories [12].

Analysis of Recent Research and Publications.

The integration of gamification into ESP instruction has gained scholarly attention over the
past decade, with a growing body of research examining its motivational and pedagogical
impact [18]. A systematic review by Jaramillo-Mediavilla et al. (2024) analyzed over fifty
studies and concluded that gamification consistently improves academic performance and
learner motivation across disciplines, including language education. The review emphasized
that game elements such as points, badges, and leaderboards foster intrinsic motivation when
aligned with clear learning goals and feedback mechanisms. Researchers have likewise
conducted meta-analyses of gamification in educational settings, finding that its effectiveness
is amplified when emotional engagement and cognitive challenge are balanced - support for
the application of Flow Theory in gamified ESP environments, where learners experience deep
immersion through well-designed tasks.

In the ESP domain specifically, Garcia-Sdnchez and Lujan-Garcia (2022) explored gamified
MOOCs and their role in promoting autonomous learning. The authors found that gamification
not only increased motivation but also improved self-regulation and task persistence among
students in business and tourism ESP tracks, and highlighted the need for culturally responsive
design that reflects learners' emotional and professional identities. Sailer et al. (2017)
examined the psychological mechanisms behind gamification and identified competence,
autonomy, and relatedness as key motivational drivers, echoing the principles of Self-
Determination Theory. Melnyk (2023) argues for a psycholinguistic approach that considers
emotional responses to academic texts, suggesting that gamification can bridge cognitive rigor
and emotional resilience in ESP instruction.

The theoretical foundation of this study integrates psychological, pedagogical, and design-
based perspectives. Self-Determination Theory, developed by Ryan and Deci [21], holds that
motivation is driven by the fulfilment of three basic needs - autonomy, competence, and
relatedness — which gamification supports through choice, feedback and progression, and
collaborative elements such as leaderboards or team quests [22]. Flow Theory, introduced by
Csikszentmihalyi [23], describes a state of deep immersion that arises when tasks balance
challenge and skill; digital platforms such as Kahoot or Classcraft can induce flow by
transforming abstract language tasks into interactive experiences [24]. Gamification design
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principles drawn from Human-Computer Interaction, User Experience, and narrative theory
[25] require that mechanics - points, badges, levels, avatars, storytelling - be aligned with
learners' professional goals and cultural contexts. Recent psycholinguistic research further
highlights the role of emotional response in academic reading and language acquisition [26],
positioning gamification as a bridge between cognitive rigor and emotional engagement in
conflict-affected settings.

Identification of the Unsolved Part of the Problem.

Despite growing interest, empirical research on gamification in ESP remains limited and
fragmented, particularly in Eastern European settings. Existing studies often focus on general
EFL contexts or overlook the emotional and intercultural dimensions critical to effective ESP
instruction [8], [17]. Few address the emotional dimensions of gamified learning in conflict-
affected regions such as Ukraine, or examine which game mechanics best support specific
motivational constructs across professional tracks. This study addresses that gap by examining
how digital gamification influences motivation and emotional engagement among Ukrainian
ESP students in business, IT, and tourism tracks.

Aim of the Article.

The primary goal of this study is to investigate how digital gamification influences student
motivation and emotional engagement in ESP instruction within higher education. The
research is guided by three questions: (1) How do specific gamification elements affect
motivational dimensions in ESP learners? (2) What emotional responses are triggered by
digital gamified instruction? (3) How can gamification be culturally adapted to support
inclusive pedagogy in conflict-affected contexts? Specifically, the study aims to:

@ identify which game-based elements (points, badges, narratives, leaderboards) most
effectively enhance the motivational constructs of autonomy, competence, and
relatedness defined by Self-Determination Theory [19];

® explore the emotional responses of ESP learners to gamified digital environments,
drawing on psycholinguistic insights into academic reading and affective engagement
[20];

@ evaluate the pedagogical impact of gamification across different ESP domains (business,
IT, tourism), with attention to learners' professional goals and cultural contexts;

® develop recommendations for integrating gamification into ESP curricula in a way that
supports inclusive, emotionally sensitive, and resilient education, particularly in
conflict-affected regions such as Ukraine.

Scientific Novelty.

The study is among the first to examine the combined motivational and emotional impact
of digital gamification in Ukrainian ESP instruction across three professional tracks (business,
IT, tourism), foregrounding the cultural and emotional adaptation of gamified tasks in a
conflict-affected educational context.

Practical Significance.

The findings yield concrete pedagogical recommendations for integrating culturally
responsive, emotionally attuned gamification into ESP curricula, supporting active learning,
self-regulation, and psychological resilience among university students.

Lls1 po6oTa JineH3y€eThCA BianoBigHo o Creative Commons Attribution 4.0 International License
e-ISSN: 2786-586X



AKAJIEMIYHI BI3II

Bunyck 55/2026

Methodology
Research Methods.

The study employs a mixed-methods research design, integrating quantitative and
qualitative approaches to capture both measurable outcomes and nuanced learner experiences.
It follows an explanatory sequential design, beginning with quantitative data collection and
analysis, followed by qualitative exploration to contextualize and deepen the findings; this
structure supports triangulation and enhances validity [27]. Quantitative data were analyzed
in SPSS using descriptive statistics, paired t-tests, and ANOVA to identify significant changes in
motivation across groups, while qualitative data were coded thematically in NVivo, focusing on
emotional responses, perceived autonomy, and cultural resonance. The study adhered to
ethical standards for educational research: informed consent was obtained from all
participants, data confidentiality was ensured, and the research was approved by the
institutional ethics committees of the participating universities.

Data Sources.

The study involved 120 undergraduate students enrolled in ESP courses across three
Ukrainian universities, representing the disciplines of business, IT, and tourism. A subset of 15
participants was selected for in-depth interviews based on their engagement levels and
willingness to reflect on emotional responses. Participants engaged in a six-week gamified ESP
module, with weekly tasks incorporating points, badges, leaderboards, and story-based
missions. Surveys were administered pre- and post-intervention, and interviews were
conducted in the final week. A modified version of the Academic Motivation Scale (AMS) [28]
assessed intrinsic and extrinsic motivation, while semi-structured interviews explored
emotional engagement, perceptions of gamification, and cultural relevance.

Analytical Tools.

Data analysis relied on SPSS for the quantitative strand (descriptive statistics, paired t-
tests, ANOVA) and NVivo for thematic coding of the qualitative strand. The gamification
intervention used Kahoot, Quizizz, and Classcraft, selected for their accessibility, narrative
features, and collaborative mechanics. Visualizations - bar charts and heatmaps - were
generated to illustrate motivational shifts and emotional-engagement patterns [29].

Research Limitations.

Several limitations apply. The design captured short-term motivational gains over a six-
week period; long-term effects on language retention and professional readiness were not
measured. Occasional digital fatigue and unequal access to devices - particularly in rural areas
- constrained participation, although these were partially mitigated by asynchronous options
and mobile-friendly platforms [30]. Varying levels of gamification literacy among educators
also limit the generalizability of the implementation.

Results

A paired-sample t-test comparing pre- and post-intervention scores on the Academic
Motivation Scale (AMS) revealed statistically significant increases in intrinsic motivation across
all three ESP domains (p < 0.01). Table 1 summarizes the mean scores before and after the six-
week gamified module.
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Table 1
Mean Motivation Scores (Pre- and Post-Intervention)
ESP Domain Pre-Test Post-Test A Mean | Significance (p)
Mean Mean
Business 3.21 4.05 +0.84 0.008
IT 3.45 4.32 +0.87 0.004
Tourism 3.18 4.01 +0.83 0.011

Students reported the highest gains in autonomy and competence, particularly when using
platforms such as Classcraft, which allowed for personalized avatars and narrative progression.
Leaderboards and team-based challenges also boosted relatedness, especially in the tourism
and business tracks.

Qualitative data from interviews revealed that gamification elicited strong emotional
responses, including excitement, curiosity, and pride. Students described feeling “more
connected” to the content and “less anxious” about making mistakes. As one IT student noted:
“When [ saw my name on the leaderboard, I felt like I belonged in the class.” A thematic analysis
identified three dominant emotional themes:

® Empowerment: students felt more in control of their learning;

® Enjoyment: game elements made ESP content more accessible and engaging;

@ Resilience: gamification helped students cope with external stressors, particularly in the
context of ongoing conflict.

Gamified tasks that incorporated culturally familiar scenarios (e.g., Ukrainian business
case studies, tourism simulations) were rated as more engaging. This aligns with Melnyk's
(2023) findings on the importance of emotional resonance in academic reading: students
responded more positively to tasks that reflected their professional aspirations and national
identity.

Discussion
Interpretation of Results.

The findings support Self-Determination Theory: gamification enhanced all three
motivational needs - autonomy, competence, and relatedness. Flow Theory was also validated,
as students reported deep immersion during timed quizzes and narrative quests. The
convergence of quantitative gains and qualitative accounts of empowerment, enjoyment, and
resilience indicates that gamification operated not only on measurable motivation but also on
learners' emotional relationship to professionally oriented content.

Comparison with Other Studies.

These results echo prior studies on gamification and motivation [18], [19] but extend them
by emphasizing emotional and cultural dimensions in a Ukrainian ESP context. Where earlier
work concentrated on general EFL settings or on performance outcomes, the present study
foregrounds affective engagement and culturally responsive design as conditions for sustained
motivation, consistent with Garcia-Sdnchez and Lujan-Garcia (2022) on autonomy in gamified
ESP and with Sailer et al. (2017) on the psychological needs underlying gamified learning.
Scientific Novelty (Expanded).

The study advances the field by demonstrating that, in a conflict-affected setting, digital
gamification functions as a bridge between cognitive rigor and emotional support rather than
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as a purely motivational add-on. By linking motivational outcomes to emotional resilience and
cultural identity across business, IT, and tourism tracks, it contributes an emotionally and
culturally situated account of gamified ESP instruction that prior research has largely
overlooked.
Practical Significance (Expanded).
For practice, the results underscore the value of thoughtful formatting of gamified objects
- lists, formulas, tables, figures, and software code - in making abstract content accessible,
personalized, and emotionally resonant. Educators can integrate points, badges, avatars, and
narrative missions into ESP modules while balancing playfulness with academic rigor, and
should favor culturally familiar scenarios and mobile-friendly, asynchronous options to widen
access. These recommendations are especially pertinent to curricula that must support both
academic achievement and psychological resilience.
Conclusions
This study demonstrates that digital gamification significantly enhances motivation and
emotional engagement in ESP instruction. By integrating game-based elements - points,
badges, avatars, and narrative missions - into ESP modules, educators can foster autonomy,
competence, and relatedness in line with Self-Determination Theory. The use of culturally
relevant scenarios and emotionally attuned feedback further supports Flow Theory, enabling
deep immersion during language tasks. Quantitative findings revealed marked increases in
intrinsic motivation across business, IT, and tourism tracks, while qualitative data highlighted
emotional responses such as pride, enjoyment, and resilience. These outcomes suggest that
gamification is not merely a motivational tool but a bridge between cognitive rigor and
emotional support - especially vital in conflict-affected educational contexts such as Ukraine.
Limitations remain: digital fatigue, unequal access to devices, and varying gamification literacy
among educators challenge widespread implementation, and long-term effects on retention
and professional readiness require further study. Future research directions include:
® longitudinal studies to assess the sustained impact of gamification on ESP learning
outcomes;
@ cross-cultural comparisons of how gamification functions in diverse educational
systems;
@® Al-enhanced gamification using adaptive algorithms to personalize learning paths and
emotional feedback;
@ teacher-training models to support the integration of gamification into ESP pedagogy;
@ resilience-focused frameworks that combine gamification with trauma-informed and
inclusive teaching strategies.
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