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Abstract. This article examines the impact of digital technologies on student motivation in
learning English. The purpose of the study is to determine how the use of digital tools such as
online platforms, educational applications, and gamification elements contributes to increasing
student motivation and academic performance. The scientific significance of this research lies in
analyzing the correlation between student engagement and digital tools, thereby contributing to
the development of modern pedagogical practices. The practical significance involves providing
recommendations for teachers on integrating digital technologies into the learning process. The
research employed methods such as surveys, performance analysis, and observations of activity
on educational platforms. The main results showed that the use of digital technologies increases
student engagement by 30% and improves their academic outcomes. This research can be valuable
for educators seeking to integrate modern technologies into the process of teaching English.
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Introduction

English is one of the most important tools for global communication, offering access to
academic, professional, and cultural opportunities. However, traditional teaching methods often
fail to engage students effectively, leading to challenges in language acquisition and retention. The
rapid advancement of digital technologies is transforming education, presenting innovative
solutions to these issues. Digital tools such as Duolingo, Kahoot!, and Google Classroom provide
interactive and personalized learning experiences that align with the habits and expectations of
today’s technology-driven generation, making learning more engaging and accessible.

This study examines the influence of digital technologies on student motivation in learning
English, focusing on how these tools enhance engagement, improve academic performance, and
address the limitations of traditional methods. Through a combination of theoretical analysis and
practical insights, it explores the role of technology in modern education while offering educators
actionable recommendations for integrating digital solutions into their teaching strategies.

The relevance of this research lies in its response to the growing demand for innovative
approaches that resonate with digitally native students. By identifying effective applications of
technology, the study contributes to optimizing English language education in the digital age. It
highlights how technology bridges gaps in traditional methods, creating dynamic and effective
learning environments for students across diverse contexts.

Materials and methods

Materials
The study utilized the following digital tools:

= Duolingo (Duolingo, USA) — a mobile application for language learning offering
interactive exercises.

= Kahoot! (Kahoot!, Norway) — an online platform for creating and conducting quizzes
and games with gamification elements.
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= Google Classroom (Google, USA) — a learning management system enabling the
organization of online courses and student-teacher interaction.

The equipment included personal computers with the Windows 10 operating system
(Microsoft, USA) and mobile devices running Android and iOS. Additionally, SPSS Statistics 27.0
software (IBM, USA) was used for statistical data analysis.

Methods
A mixed-method approach was employed in the study, incorporating both quantitative and
qualitative methods:

1) Surveying:

Surveys were conducted with students (n = 100) to assess their motivation before and after
using digital tools.

The questionnaires included 10 closed-ended and 3 open-ended questions about
perceptions of digital technologies in education.

2) Performance Analysis:

Data on student performance before and after the implementation of digital technologies
were collected (test scores, grade point averages). The study focused on students with language
levels from A2 to B1.

To assess student performance, pre and post-tests were developed specifically for this
study. The tests consisted of multiple-choice questions to assess vocabulary and grammar
knowledge, as well as reading comprehension exercises and short writing tasks. Additionally,
listening comprehension exercises were included to evaluate auditory skills. These tests were
administered at the beginning and end of the two-month study period, enabling the researchers to
measure progress and analyze the impact of digital tools on language learning outcomes.

3) Platform Activity Observation:

Data were analyzed on time spent on educational platforms, the number of completed tasks,
and the level of student engagement.

4) Statistical Analysis:

Collected data were processed using SPSS Statistics software.

T-tests were applied to compare results before and after the implementation of
technologies, and correlation analysis was used to identify relationships between student
engagement and performance outcomes.

Quialitative and Quantitative Data

Qualitative data: Students’ feedback on their interaction with the platforms.

Quantitative data: Performance before and after the experiment, and usage statistics of
digital tools.

[}

Main part

In recent decades, digital technologies have become an integral part of the educational
process, especially in foreign language learning. Their application allows for the creation of a more
dynamic and interactive learning environment, which is particularly important for maintaining
student motivation. [3] This study examined tools such as Duolingo, Kahoot!, and Google
Classroom, which were integrated into the English language learning process for a group of
students at the A2-B1 level.

At the initial stage of the experiment, students' current motivation and academic
performance were assessed. Surveys with questions about the perception of the learning process
and tests reflecting their knowledge were used. [4] Over the next two months, students actively
engaged with digital platforms. For example, Duolingo provided personalized assignments, and
Kahoot! featured quiz games that stimulated a competitive spirit. The data collected showed that
the implementation of digital technologies significantly improved student engagement. The most
notable changes were observed in the use of gamified elements. For instance, the results of quizzes
conducted on Kahoot! showed that 85% of students became more actively involved in the learning
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process. There was also a noticeable improvement in academic performance: the average grade
before the implementation of technologies was 72%, and after using Duolingo, Kahoot!, and
Google Classroom, it increased to 84%.

Additionally, the contribution of the personalized approach provided by platforms such as
Duolingo was analyzed. Students noted the convenience of flexible scheduling and the ability to
practice at their own pace. This confirmed that technologies can adapt to individual needs, which
Is particularly important for students with diverse learning styles. The results also showed that
Google Classroom effectively structured the learning process, providing access to materials and
assignments. As a result, the timely submission of tasks increased: 68% of students started
completing assignments on time.

Digital technologies significantly expand the possibilities of the educational process. While
traditional teaching methods, such as lectures and written assignments, are often perceived as dull
and passive, digital platforms allow for the creation of a dynamic and engaging environment. [5]
The advantages of these technologies lie in their ability to personalize learning, allowing each
student to work at their own pace and adapt the course to their needs. For example, apps like
Duolingo allow tasks to be personalized based on the student’s level, and the Kahoot! platform
turns learning into an exciting game, encouraging participation through gamification elements.

However, despite all the advantages, digital technologies also have their limitations. For
instance, to effectively use these platforms, a stable internet connection and proper technical
equipment are necessary. Digital inequality, where some students lack access to the required
devices, is a significant barrier. Moreover, the implementation of these technologies requires
educators not only to master new tools but also to integrate them into the learning process in a way
that ensures accessibility while fostering deeper learning. [6]

Thus, the analysis of the effectiveness of digital technologies showed that their integration
contributes to a significant increase in student motivation and engagement. However, it is
important to consider the challenges related to technical aspects and the need for additional teacher
training. [7] In the future, we can expect even deeper integration of artificial intelligence and
virtual reality into educational processes, opening new horizons for student interaction and
enhancing their motivation.

The comparison of traditional teaching methods and digital technologies shows that
traditional approaches are often perceived as dull and passive, while digital technologies stimulate
student engagement by providing interactivity and personalized learning. This is demonstrated by
the use of platforms such as Duolingo, Kahoot!, and Google Classroom, which help increase
student motivation by allowing them to work at their own pace and receive real-time feedback.

Results and discussions

In the course of the study, data collected from students using digital tools in the process of
learning English were analyzed. The key finding is a significant increase in student motivation,
which is supported by both quantitative and qualitative data. Students using platforms such as
Duolingo, Kahoot!, and Google Classroom showed greater engagement and improvement in
academic results compared to traditional methods.

1. Performance and Engagement Results

One of the key indicators for analysis was the performance of students before and after the
use of digital tools. Table 1 demonstrates a significant increase in average scores across all the
tools used, highlighting the positive impact of integrating technology into the learning process.

Table 1 — Changes in Students' Average Performance

Tool Average Grade Before Average Grade After Growth
Duolingo 72 84 +12%
Kahoot! 68 78 +15%
Google Classroom 75 83 +8%
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This table shows a clear increase in student performance when using digital tools (see
Table 1). The greatest increase was observed among students using Kahoot!, which confirms the
effectiveness of gamification in the educational process. The 15% increase suggests high student
engagement in the learning process, especially when students are able to compete with one another.

In addition to the table, the distribution of performance growth across the tools is visualized
in Chart 1. The circular diagram provides a clearer understanding of the contribution of each tool
to the observed performance improvements.

Chart 1 — Performance Growth Across Digital
Tools

m Duolingo
m Kahoot!

Google
Classroom

Chart 1 — Performance Growth Across Digital Tools

As shown in Chat 1, the most significant growth is attributed to the use of Kahoot!, with
gamification elements proving highly effective in enhancing student engagement and
performance. Duolingo also demonstrated notable improvements due to its personalized approach,
while Google Classroom provided a structured and accessible learning environment that
facilitated consistent academic progress.

By combining insights from Table 1 and Chat 1, it is evident that each tool plays a unique
role in improving student outcomes, and their collective use creates a comprehensive and effective
digital learning environment.

2. Impact of Digital Technologies on Student Motivation

The primary result of the study is the increase in motivation among students using digital
platforms. Most students noted that using these tools made the learning process more interesting
and accessible. (see Table 2) For example, with Kahoot!, students participated in quizzes, which
motivated them to study in a competitive format. This is particularly important for teenagers and
students who may not be interested in traditional teaching methods such as lectures and written
assignments.

Table 2 — Student Feedback on Digital Tools

Tool Positive Feedback (%) Key Feedback Highlights
Duolingo 72% Personalized assignments and flexibility.
Kahoot! 85% Competitive, engaging quiz-based activities.
Google Classroom | 68% Easy access to materials and well-structured courses

Digital technologies also support personalized learning, as confirmed by the experience
with Duolingo. The platform adapts assignments according to the student's level, allowing them
to work at their own pace and receive feedback throughout the process. This approach significantly
boosts motivation and helps prevent feelings of overload or failure.

3. Student Feedback and Perception of Digital Technologies

Feedback from students showed that the use of digital tools improved their perception of
the learning process. 85% of students expressed a positive opinion about Kahoot!, highlighting its
entertainment aspect that makes learning more engaging. Meanwhile, 72% of students noted that
Duolingo helped them develop language skills through its personalized approach.
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One of the key advantages is the ability to adapt learning to the individual needs of each
student, something that is difficult to achieve in a traditional classroom without significant
effort from the instructor. This is especially noticeable with Google Classroom, which helps
structure courses and allows students to learn at their own pace while maintaining discipline
in completing assignments.

4. Challenges and Limitations

Despite the positive results, the use of digital technologies revealed several challenges. One
of the main limitations is the need for a stable internet connection and appropriate devices.[8]
Students without consistent access to the internet or necessary technical equipment reported
difficulties in mastering the material. This issue is particularly evident in remote areas, where
access to technology is limited.

Another limitation is the need for additional teacher training. Some instructors faced
difficulties in using the platforms and integrating them into their teaching process. This requires
time, effort, and specific knowledge that is not always available to teachers accustomed to
traditional methods.[9]

5. Recommendations for Further Use of Technologies Based on the results of the
study, the following steps are recommended for the further use of digital technologies in
educational institutions:

o Consider the technical capabilities of students and ensure equal access to digital tools
for all learners.

o Enhance teacher qualifications through training and courses on using new educational
technologies.

o Develop hybrid learning models that combine traditional and digital methods to
facilitate effective interaction between students and teachers.[10]

The table above demonstrates the increase in student engagement after the introduction of digital
technologies in the learning process. Before using digital platforms, the engagement level was 60%. After
the implementation of tools such as Duolingo, Kahoot!, and Google Classroom, student engagement
rose to 85%. This resulted in a 25% increase in engagement, confirming the effectiveness of digital
technologies in creating a more interactive and motivating educational environment.

Conclusion

In this study, the effect of digital technologies, such as Duolingo, Kahoot!, and Google
Classroom, on student motivation and performance in learning English was analyzed. The results
showed that the integration of these technologies contributes to a significant increase in student
engagement, motivation, and academic performance. Students using digital tools showed better
results compared to those learning through traditional methods. Notably, the performance increase
among students using Kahoot! is evidence of the high effectiveness of gamified elements in the
educational process.

The study confirmed that digital technologies can significantly transform teaching
approaches, making them more interactive, accessible, and personalized. Platforms like Duolingo
and Google Classroom allow each student to work at their own pace, which helps improve
confidence and motivation. In turn, Kahoot! fosters a competitive atmosphere, which encourages
active student participation.

However, the implementation of technologies did not come without challenges. One of the
main barriers is digital inequality, related to limited access to the internet and required devices.
Additionally, there is a need for improving teacher qualifications so they can effectively integrate
digital tools into the learning process.

The results obtained are of significant practical value for education. They can be used to
optimize the learning process, enhance student motivation, and improve the quality of education.
In the future, with the development of technologies and improved access to them, digital tools may
become an essential part of the educational system, particularly in the context of remote learning.
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The impact of digital technologies on student motivation and performance is an important
area for future research. Future studies may focus on examining the long-term effects of using
these technologies, as well as developing recommendations for overcoming existing barriers.

Thus, the results of this study confirm that digital technologies can significantly improve
the educational process, but achieving maximum effectiveness requires a comprehensive approach
that includes equal access to technology and teacher training.
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AFBLTIIBIH TUITH OKBITYIbI OHTAMJIAHIBIPY: CAH/IBIK
TEXHOJOTHUSIAPJBIH CTYAEHTTEPAIH MOTUBAILMSICBIHA OCEPI

Cpovimosa C.b.

Acmana xanvixapanvix ynugepcumemi, Kazaxcman Pecnyonuxacwl, Acmana x.
*e-mail: Srymova2002@gmail.com

byn makanaoa canovlk mexwono2usnapovly azbliwblE MiliH 0KyOa cmyoeHmmepoiH
MOMUBAYUACBIHA 2CEPI KApacmulpbliaobl. 3epmmeyoiy MaKcamsl — OHLAUH niamgopmanap, 6inim
bepy KoculMuanapul Hcane cetimugpuxayus snemeHmmepi CUKmMovl CAHObIK KYpaioapobl nauoaiamy
ApKbLIbL CMYyOeHMmMepOiy MOMUBAYUACHL MEH AKAOEMUSLIbIK YA2ePIMIH apmmulpy MHCOIOAPbIH
anvikmay. foeinvimu maybi30uLasiebl cmyoenmmepOiy Oencendinici MeH CaHObIK MeXHON02ULLAPObl
KONOAHy apacvlHOagbl OAUIAHbICMbL Mandayoa ixcamolp, Oy Ka3ipei 3aMaHbl nedaco2uKaiblk
NPAKMUKAIapobly 0amybiHa biknai emeoi. [Ipaxmukanvix Maywbl30ulivlesl — Oinim bepy npoyecine
CaHObIK MeXHON02UANAPObl eH2i3y OOUbIHWA OKbIMYWbLIAPEA YCblHbicmap Oepy. 3epmmeyoe
cayanHama, yneepimoi manoay sxcaue 0inim bepy niamgpopmanrapvinoasel bencenoinixmi 6aKviiay
cusiKmul 20icmep KoA0aHuLI0bl. Heeizei namudicenep kepcemrkeroel, caHoblK MeXHOA02UANAPObl
Konoany cmyoenmmepoiy Oencenoinicin  30%-2a apmmulpvin, 01apObIY  AKAOEMUSIBIK
acemicmixmepin sxcaxcapmaowvl. byn zepmmey azvliuiblh MiliH OKbIMY HpoOyeciHe 3aMaHayu
MEXHON02UANAPObL eH2I3Y 0l KO30eUMIiH OKbIMYWbLIAP YUl Natoaivl O01Ybl MYMKIH.
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Tylingi ce3mgep: canovlk mexnonozusnap, cmyoeHmmepoiy MOMUBAYUACHL, ALbLIULLIH
MiniH OKblMY, OHJAUH naam@opmanap, Oilim b6epy KoCbiMulaniapul, 2eumMu@ukayus, 3amMaHayu
Oinim bepy mexHono2usIapol.

ONTUMU3AIIUS OBYUEHUSA AHTJITMACKOMY S3BIKY: POJIb IIU®POBLIX
TEXHOJIOT'MI B MOTUBAIIUU CTYJIEHTOB

Cpvimosa C.b.

Medicoynapoonwiii ynusepcumem Acmanwi, Pecnyonuxa Kazaxcman, e.Acmana
*e-mail: Srymova2002@gmail.com

B oannoii cmamee paccmampueaemcs enuanue yu@dposulx mexHouioUull Ha MOMUBAYUo
CMYyOeHmo8 npu U3yYeHUU aHeIulcKo2o szvika. Llenv uccnedosamus — onpedenums, Kax
UCNONB308aAHUE YUDPOBLIX UHCPYMEHMO8, MAKUX KAK OHIAAUH-NIam@opmvl, 06pazosamenbHvle
NPUNOIICEHUSL U DIIEMEHMbL 2eUMUPUKAYUU, CROCOOCMBYen NOBbIULEHUI) MOMUBAYUU CINYOEHMO8
U ux axademuyeckou ycnegaemocmu. Hayunas 3Hauumocms UCCIeO008AHUS 3AKNIOYUAEMCA 6
aHanuze G3aUMOCEA3U MENHCOY BOBIEUEHHOCMbIO CHMYOEHMO8 U UCHOIb308AHUEM YUDPOBBIX
MEXHONI02UL, YMO 6HOCUM GKIAO 8 pAa3eumue COBPEMEHHbIX Neda20cUdecKUx NpaKmuk.
Tlpakxmuueckas 3HauuMocms UCCIe008aHUsL 3aKTIOUAEMCsL 8 NPEOOCMABIEHUU PEKOMEHOayull 015
npenooasamenell nNoO UHmMezpayuu YUPPosviX MexHonoull 8 obpazosamenvHulii npoyecc. B
UCCE008AHUU  UCNONL30BAIUCL MAKUe Memoobl, KAK ONpOChl, AHAIU3 YCNesaeMocmu U
Habaw0eHue 3a aKmusHOCMbvl0 HA 00pasosamenvHulx niamgopmax. OcHOBHbIE pe3YIbmambl
NOKA3AIU, YMO UCHOIb3068AHUE YUDPOBLIX MEXHOIOUN YEEIUUUBAEH B0GIEUECHHOCb CINYOCHMO8
Ha 30% u ynyuwaem ux akademuyeckue pe3yibmamvl. ImMo Ucciedosanue modxcem Ovimb
nonesHviM OJisk npenooasamelietl, CmpemMAuuUxcs UHMezpupo8ams COBPEMEHHbLE MEXHOI02UU 8
npoyecc 00y4eHuUs: AHTUUCKOMY A3bIKY.

KiawoueBble cioBa: yugposvie mexnonocuu, Momugayusi CcmyoeHmos, uyueHue
AHTUTICKO20 SA3bIKA, OHIAUH-NAAMDOPMbL, 00PA308AMENbHBIE NPUNONHCEHUs, 2elUMupuKrayus,
cospeMeHHble 00PA306aAMeNbHbLE MEXHOLOSUU.
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