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Importance. The use of game design features in educational activities, or gamification of learning, 
is a popular, albeit contentious, trend in the field of education right now. This research applies ga-
mification as a strategy to enhance inner motivation and learner autonomy in acquiring L2 tech-
nical vocabulary of the second language by students at the B2/C1 level in a virtual classroom. 
Research Methods. The case study uses a two-cycle action research design to assess the differ-
ence between learning terminology with and without Quizlet support throughout a spring semester 
2022, observes the development of learner autonomy through a survey, and demonstrates the 
growth of inner motivation reflected by Brain Quiz team scores. 
Results and Discussion. The paired-sample t-test findings showed a significant difference be-
tween the two vocabulary learning cycles. After utilising Quizlet, students’ vocabulary scores on 
Moodle quizzes increased by 10 to 15 % on average across all grade levels. As part of the evalua-
tion process, the online formative assessment “Brain Quiz” demonstrates that students with higher 
performance on Moodle quizzes are able to establish more productive teams. 
Conclusion. The study can contribute to the English Language Teaching (ELT) literature regarding 
innovative and technological tools that can improve students’ language skills in the 21st century. 
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Актуальность. Использование элементов игрового дизайна в образовательной деятельно-
сти, или геймификация обучения, является популярным, хотя и спорным трендом в сфере 
образования в настоящее время. Геймификация применяется в качестве стратегии повыше-
ния внутренней мотивации и автономии обучающегося при освоении специальной лексики 
второго языка студентами технических специальностей уровня B2/C1 в условиях онлайн-
обучения. 
Методы исследования. Использован двухцикличный дизайн исследования действий, что-
бы оценить разницу между изучением терминов с поддержкой и без поддержки Quizlet в 
течение весеннего семестра 2022 года, наблюдать за развитием автономии обучающегося с 
помощью опроса и продемонстрировать рост внутренней мотивации, отраженный в резуль-
татах командной викторины BrainQuiz. 
Результаты исследования. Результаты парного выборочного t-теста показали значитель-
ную разницу между двумя циклами изучения лексики. После использования Quizlet резуль-
таты обучающихся по лексике в тестах Moodle увеличились в среднем на 10–15 % по всем 
уровням. Результаты викторины BrainQuiz показали, что обучающиеся с более высокими 
показателями по тестам Moodle смогли создать более продуктивные команды. 
Выводы. Данное исследование может внести вклад в решение проблем преподавания анг-
лийского языка посредством инновационных и технологических инструментов, которые 
могут улучшить языковые навыки студентов в XXI веке. 
Ключевые слова: мотивация и вовлеченность обучающихся, геймификация учебного про-
цесса, виртуальный класс, инновации в образовании, образовательные викторины и игры, 
геймификация учебного процесса, дистанционное обучение, развитие автономии обучаю-
щихся 
Для цитирования: Шадрина О.В., Корнеева Е.Г., Кабанова Н.В. Использование Quizlet и 
Brain Quiz в виртуальном классе ESP в техническом университете (уровень CEFR B2/C1) // 
Вестник Тамбовского университета. Серия: Гуманитарные науки. 2024. Т. 29. № 2. С. 324-
336. https://doi.org/10.20310/1810-0201-2024-29-2-324-336    

IMPORTANCE 
 
Vocabulary has always been central to lan-

guage learning. It is reported that in the last 
twelve years, 30 % of the research in L2 are re-
ported to have investigated vocabulary learning 
in different contexts [1]. Strong connections be-
tween learners’ receptive vocabulary size and 

four main communicative skills (listening, read-
ing, speaking, writing) have been identified [2; 
3]. Nonetheless, the success of mastering L2 
vocabulary has always been based on the levels 
of learner autonomy in vocabulary learning [4; 
5]. Learner autonomy is defined as “the learn-
ers’ ability to self-direct their own learning 
process to attain learning goals, which eventual-

https://doi.org/10.20310/1810-0201-2024-29-2-324-336
mailto:nvkvolesya@gmail.com
https://doi.org/10.20310/1810-0201-2024-29-2-324-336
https://orcid.org/0000-0003-1980-375
https://orcid.org/0000-0003-4771-4484


Olesya V. Shadrina, Elena G. Korneeva, Nadezhda V. Kabanova 
Шадрина О.В., Корнеева Е.Г., Кабанова Н.В. 

 

326 Вестник Тамбовского университета. Серия: Гуманитарные науки. 2024. Т. 29. № 2. С. 324-336 
Tambov University Review. Series: Humanities, 2024, vol. 29, no. 2, pp. 324-336 

 

ly leads to the development of life-long learning 
skills” [6]. Learner autonomy and inner motiva-
tion cannot advance on their own, but strongly 
depend on support provided by teachers in en-
couraging students to study autonomously [7,  
p. 160]. Over recent years, the rise of learner 
autonomy in vocabulary learning can be sup-
ported by means of gamification. 

Gamification is a relatively young trend in 
game technology. According to Cheng et al., a 
game is an organised play with goals, rules, and 
challenges that is played for amusement [8]. 
First used in 2008, the term “gamification” has 
become more and more relevant since the 2010s 
[9; 10]. Gamification is distinguished from 
games by its deeper intent. Although definitions 
of gamification vary, they typically center on 
one of two things: the practice of gaming and 
game-like experiences in serious contexts, or 
game features and techniques. Gamification re-
fers to the process of applying game mechanics 
and design elements to non-game contexts to 
increase user engagement [9]. It presupposes 
introduction of game-design methods into a non-
game context (work, study or everyday life) and 
contributes to an increase in sales, customer and 
employee’s loyalty and maximum involvement 
in the educational process [11]. Using person's 
instincts for competitions, collaboration, and 
focus on a common or individual result, gamifi-
cation successfully motivates a person to 
achieve goals and increase productivity. Unlike 
a working or training routine, a game for an 
adult can become a vivid experience and help 
activate the process of memorizing.  

F.A. Costa, M. Raleiras, J. Viana define 12 
main principles of gamification that should be 
observed while planning a game-design element: 
motivation, individuality, intentionality, auton-
omy, interaction, collaboration, challenge, ela-
boration, relevance, feedback, inquiry, and as-
sessment [12]. Game elements are, for example, 
levels, points, badges, leader boards, avatars, 
quests, social graphs, or certificates [13]. 

Since the 1970s, games have been created 
for instructional objectives. Games may be both 
appealing and effective when a learner's interest 
in them develops into engagement. According to 

Welbers et al., “gamification for learning” and 
“game-based learning” “share common ground 
on the idea that game elements can make learn-
ing experiences more engaging” when it comes 
to the alluring aspects of games with academics 
[14]. The notion that “application of gamifica-
tion could significantly influence the efficiency 
of human work and the enjoyment of executing 
it” [15] was supported by findings from a num-
ber of studies [16–20]. 

The flow theory developed by M. Csiks- 
zentmihalui et al. is also connected with the 
popularity of games in educational settings [21]. 
Under the theory in question, the flow is a spe-
cial mental state when a participant completely 
engages in the activity (game), “applies full 
concentration of the activity, becomes unaware 
of the passage of time, does not feel self-
conscious” [22]. We find such deep and perma-
nent engagement to be vital for efficient learning. 

Amid the move to distance learning during 
the pandemic, the use of game-design methods 
is extremely important because information 
flows are significantly narrowed, which nega-
tively affects the level of perception and assimi-
lation of new information. The game as a means 
of stimulating students’ activity can partly com-
pensate for the lack of direct contact with the 
teacher. 

Game-design methods are quite diverse: in-
teractive tasks, quizzes, quests, online simula-
tors and gameful features in the structure of the 
lesson. There are some trends towards the crea-
tion of virtual or role-playing games which con-
tain a plot, puzzles, choice situations. There are 
simpler solutions related to obtaining a variety 
of rewards for routine educational activities and 
the possibility to convert these rewards into 
something pleasant and beneficial for a particu-
lar learner.  

A plethora of online resources are available 
to assist educators in gamifying their lessons. 
For example, a number of programmes, includ-
ing Quizalize, Kahoot, Quizlet, Blooket, Play-
Posit, and Edpuzzle, are made to support educa-
tion by utilising the concepts of game-based 
learning. They offer a user-friendly platform 
where students may have fun while creating, 
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competing, interacting, sharing, and helping one 
other to reach their full learning potential. 

Quizlet is designed as a free website plat-
form made up by Andrew Sutherland in 2005 
which provides learning tools for students, such 
as flashcards, study and game modes. It com-
prises more than 50 million user-generated 
flashcard sets. The benefits of Quizlet in voca-
bulary learning have been highlighted in various 
experimental studies [23–25] and the percep-
tions of its users have been outlined [26–32; 24]. 

T.T. Phi, V.H. Tho, M.H. Thanh and  
P.T. Khanh carried out a survey to find out the 
effect of Quizlet on vocabulary learning of 210 
students at The University of Economics Ho Chi 
Minh City [33]. The students’ scores for vocabu-
lary tests, the questionnaires and interviews were 
employed as the instruments of the research. The 
results showed a higher degree of motivation in 
learning English vocabulary through Quizlet and 
better vocabulary knowledge. 

G. Dizon conducted a similar study on us-
ing Quizlet in EFL classroom with Japanese 
EFL university students [34]. The findings des-
ignated that the learners were capable of making 
statistically considerable gains. More important-
ly, the overview of the questionnaire arranged 
by the researcher proved students’ positive per-
ceptions of Quizlet to learn vocabulary. 

In an empirical survey by A. Aksel, it was 
disclosed that the Quizlet users scored higher on 
tests in comparison to non-users [27]. In an ex-
perimental study on Quizlet, B. Lander empha-
sized that undergraduate students found using 
Quizlet in English courses effective and enjoya-
ble [30]. According to the results the tests’ score 
of Quizlet users were increased by 6 %, demon-
strating the benefits of Quizlet on the students’ 
lexical advancement. 

In another survey on the effects of Quizlet 
on vocabulary acquisition, Sanosi used experi-
mental research with a pre-test and post-test 
control group design [31]. Having compared the 
test scores of the groups, it was found out that 
Quizlet helped enhance the vocabulary know-
ledge of the students in the experimental group. 

In classroom action research carried out by 
A.G. Anjaniputra and V.A. Salsabila, the use of 

Quizlet in classrooms for vocabulary acquisition 
was considered beneficial. The outcome of the 
study revealed that Quizlet created enjoyable 
learning atmosphere for the participants, and 
boosted their attention, as well as engagement in 
vocabulary learning process [26]. 

The increasing demand for highly skilled 
professionals in technical fields necessitates 
specialized linguistic knowledge to be used in 
the professional development process such as 
educational training, career development, scien-
tific communication, etc. Due to the complex 
nature of ESP acquisition and the lack of solid 
research addressing this issue, this study intends 
to present a new approach to language skill de-
velopment that incorporates digital tools and 
gamification elements. The relevance of the re-
search is explained by the necessity to study the 
effects of Quizlet on mastering technical voca-
bulary at high school. 

This survey aims to prove the efficacy of 
Quizlet in the vocabulary tests, and to investi-
gate students’ perception of the instrument. In 
addition to Quizlet, the study explores further 
practice of technical terms in context 
(MOODLE exercises) that is supported by gami-
fication (Brain Quiz) in a classroom action re-
search design. The authors have opted for these 
tools since vocabulary quizzes and MOODLE 
exercises are assumed to promote learner auton-
omy, whereas gamification through the use of 
Brain Quiz facilitates learner vocabulary consol-
idation and assessment in the classroom. By 
employing a classroom action research design 
where learners acquire new vocabulary both 
with and without gamification tools, the re-
searchers expect to get empirical evidence of 
how gamification influences vocabulary learn-
ing outcomes, promotes learner autonomy, as-
sess vocabulary consolidation and growth of 
inner motivation through Brain Quiz. 

 
RESEARCH METHODS 

 
Research is based on the action research de-

sign, which provides a structured process for 
customizing survey findings, giving teachers the 
opportunities to address certain questions, con-
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cerns, or problems within their own classrooms, 
schools, or districts. The main focus was on the 
exploration of the efficacy of using Quizlet for 
increasing vocabulary learning outcomes, as-
sessed through Brain Quiz, and enhancing learn-
er autonomy. Reviewing Kurt Lewin‘s work (the 
originator of action research), G. Adelman hig-
hlighted the positive effect of action research on 
improving practice. In education process, action 
research is employed when educators make sev-
eral changes to their teaching practices to ad-
dress problems in the classroom [35]. This led to 
the creation of a two-cycle action research de-
sign, wherein during the first four weeks of the 
study, all students participated without any ga-
mification support; during the second eight-
week cycle, participants were split equally into 
two groups (Group 1 and Group 2), with the 
second group receiving gamification support 
during their studies (Fig. 1). 

The entire study was conducted over 12 
weeks, with formative assessment through exer-
cises on Moodle every fourth week, and a final 
test at the end of the second cycle. The conclud-
ing assessment (summative assessment) took the 
form of a Brain Quiz after week 12, followed by 
a questionnaire to elicit students' views on their 
experience of using Quizlet in vocabulary learn-
ing. This method provided the definite advan-
tage of having a built-in control group, since the 
same students were used for both cycles. Thus, 
proof of validity of the concept was increased. 

Context and Participants. The study was 
conducted for 12 weeks in the spring academic 
term of 2021–2022 at Moscow Institute of Phys-
ics and Technology (MIPT). The selected course 
was named ”Language for Specific Purposes” 
and aimed at advancing students ‘ English know-
ledge and skills for both academic and profes-
sional communication. The group of subjects 
contained 110 third-year students (73 % male, 
27 % female) who majored in Fundamental and 
Applied Physics, Aerospace Technology, Elec-
tronics, Photonics and Molecular Physics, Ap-
plied Mathematics and Informatics, Biological 
and Medical Physics.  Ranging from 19 to 20 
years old of age, the students’proficiency was at 
the level of Upper-Intermediate users (B2/C1) in 
the Common European Framework of Reference 
for Languages (CEFR). All the participants were 
informed of the research and agreed to partici-
pate as long as it did not affect their course 
grades. 

Data. There were 3 types of data utilized in 
this study. The first data were students’end of 
month online Moodle exercises (vocabulary 
tests), the scores were included into a student’s 
general rating. The second data were obtained as 
a result of the end of course Brain Quiz. The 
third data came from a survey questionnaire, 
which was distributed after week 12. Each of the 
data are elaborated on in the next section. 

 
 

 
 
Fig. 1. Scheme of action research 
Рис. 1. Схема практического исследования 

Week 1–4  
Vocabulary list learning 
without Quizlet support 
Test on the Moodle 

Cycle 2 

Week 5–12 
Group 1. Vocabulary list 
learning with Quizlet support  
Group 2. Vocabulary list 
learning w/o Quizlet support 
Final Test on the Moodle 

Week 13 
Survey questionnaire 
Brain Quiz 

Evaluation Cycle 1 
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Fig. 2. Example of the vocabulary test on the Moodle 
Рис. 2. Пример словарного теста на Moodle 
 
 
Vocabulary scores. The students had 3 vo-

cabulary tests on the Moodle platform (online) 
at the end of each month (February, March, 
April) and a final vocabulary test at the end of 
the second cycle. The tests were meant to assess 
the outcomes of the students’ autonomous voca-
bulary learning for each vocabulary list. There 
were 100 sentence completion questions, aimed 
at using the terms in context. The tests were 
conducted at home as a part of home preparation 
for the lessons. The students took the test by 
going to www.moodle.phystech.edu using their 
laptops or tablets (Fig. 2).  

The teacher could monitor students’ 
progress as soon as the tasks were completed. 
The maximum score for the vocabulary test was 
10 and the minimum score – 6. 

The target vocabulary underlying the voca-
bulary tests consisted of 300 academic English 
words at B2/C1 levels in the CEFR: 200 words 
were taken from Vocabulary-minimum, 100 
terms – from scientific papers (https://phys.org/). 
The words were divided into 3 lists of vocabu-
lary, where one list consisted of 100 words (Ta-
ble 1). By using the dictionary at home, the stu-
dents had to find definitions in English as well 
as examples to illustrate each meaning of the 
word. Through this process, it was expected that 

the students would develop their autonomous 
vocabulary learning. 

Brain Quiz scores. Since Brain Quiz con-
tains 63 tasks, the maximum number of points 
students could receive was 63. All responses 
were collected via Google Forms followed by 
manual verification to eliminate scoring bias and 
allow for additional points for comprehensive 
answers. This approach allowed Brain Quiz in-
structors to make the assessment process more 
transparent and reliable. 

Survey questionnaire. A set of questions 
(Google Forms) was created to find out stu-
dents’ perceptions of their experience in using 
Quizlet in vocabulary learning. The surveys 
were distributed in week 12. Two aspects were 
measured: students’ perceptions of the use of 
Quizlet as a place for learner vocabulary training 
and the Influence of Quizlet on the development 
of autonomy. The former consisted of 6 items, 
such as ”Quizlet from teacher really helped me 
learn the vocabulary sets more and better.”, 
”Quizlet from the teacher really facilitated my 
vocabulary learning through practices.”, and 
”Quizlet from the teacher enabled me to practice 
on vocabulary exercises more.” The items were 
developed based on Cunningham [36]. Mean-
while, the latter part involved 4 items, such as” 
Quizlet  helped me  study   the  vocabulary  sets 

https://phys.org/
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Table 1  
The First 30 of 270 Words that the Students Learned in 12 Weeks 

Таблица 1 
Первые 30 из 270 слов, которые студенты выучили за 12 недель 

 
insert (v) invent (v) string theory 
insight (n) involve (v) dark matter 
instantaneous (adj) irrespective of (prep) bifurcation point 
integral (n) justify (v) quantum teleportation 
intelligible (adj) knowledge (n) Large Hadron Collider 
intend (v) acknowledge (v) the Hirsch Index 
intermediate (adj) lag (v) artificial neural network 
interpret (v) last (v) graphene (n) 
intersect (v) launch (v) sequencing (n) 
introduce (v) leakage (n) entropy (n) 

 
Note. v = verb; n = noun; a = adverb; adj = adjective; prep = preposition 
Примечание. v = глагол; n = существительное; а = наречие; adj = прилагательное; prep = предлог 
 
 

  
 
Fig. 3. Sample of word layout on Quizlet platform 
Рис. 3. Пример оформления слов на платформе Quizlet 
 
 

independently”, ”I could learn vocabulary auto-
nomously on Quizlet.” The items were created 
by referring to Agustín-Lach and Alonso1. 
These two aspects had the responses ranging 
from 1 to 5, where ”1” was strongly disagree 
and ”5” strongly agree. Three scales were used to 
interpret the mean value, including Low level (1–
2.4), Moderate level (2.5–3.4), and High level 
(3.5–5). 

Procedure. Stage 1 – Preparation. Prior to 
the start of the term, the 300 target words and 3 
vocabulary lists were prepared. Then, the words 
                                                                 

1 Чепурная И.Н. Словарь-минимум для перевода 
научных статей. М.: Моск. физ.-техн. ин-т, 2011. 53 с. 

in the vocabulary lists for week 4–12 were com-
puted into Quizlet (Fig. 3). 

Finally, the 63-question Brain Quiz was 
created in a Keynote PowerPoint presentation 
format. All tasks were based on the target voca-
bulary studied during the 12 weeks (Fig. 4).  

Stage 2 – Implementation. Students 
learned the weekly vocabulary lists without the 
Quizlet support from week 1 to 4, and students 
in Group 2 with the Quizlet support from week 5 
through week 12. In Quizlet, learners could 
study the provided words through Flashcards, 
Write (involving word meaning), Spell (involv-
ing listening,  pronunciation  and  spelling),  and 
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Fig. 4. Samples of the Brain Quiz tasks 
Рис. 4. Примеры заданий викторины “BrainQuiz” 
 
 

Test (involving word meaning, matching ques-
tions and true/false questions). They could do 
various vocabulary exercises repeatedly and au-
tonomously anywhere and anytime using their 
smartphone and/or computer. 

After week 12 Brain Quiz was introduced to 
check students’ ability to use technical vocabu-
lary in context. Brain Quiz is an online quiz 
based on the Vocabulary-minimum, a dictionary 
for translation of scientific and technical litera-
ture, which is studied by the third-year Upper-
Intermediate students at MIPT [37]. Vocabu-
lary-minimum includes 501 terminological units 
with their translation into Russian and examples 
of usage. This textbook is supposed to help stu-
dents overcome difficulties in reading scientific 
papers. The use of the dictionary facilitates the 
process of preparing students for oral presenta-
tions on selected scientific and technical topics. 

The quiz includes 8 rounds and 63 tasks 
based on technical terminology and scientific 
facts. The total duration of the quiz is 2 academ-
ic hours. Every question is going to take from 30 
seconds to 1 minute to answer, depending on the 
conditions of a certain round. The Brain quiz 
can be held online on Zoom or Google-meet 
platforms for 100 or more students at a time. 

The instructor assigns students to breakout 
rooms in advance, thus ensuring that the as-
signment is discussed strictly in a certain group. 
The instructor explains terms and conditions of 
each round and proceeds to demonstration of 

tasks (power point/keynote presentation slides). 
Within the available time, teams discuss options 
and fill in answer forms. To simplify the process 
of transferring answers and introduce automatic 
evaluation of each task Google-forms are used. 
This allows the instructor to assign a certain 
number of points for a correct answer, to give 
feedback on the result of the round to the partic-
ipants, as well as to monitor the results and sta-
tistics of answers. In the final round of the game 
the teacher announces three winners, namely, 
the teams that have scored the maximum num-
ber of points based on the results of 8 rounds. 
The winners receive an encouragement in the 
form of additional points to the final rating. 

Stage 3 – Evaluation – data analysis. The 
evaluation involved three sets of data: students’ 
vocabulary test scores, Brain quiz scores and 
survey results. To answer the first research ques-
tion, this study conducted a paired sample t-test 
with the scores of Group 1 and Group 2 stu-
dents. The results of the Brain Quiz were then 
interpreted and compared, and finally, the sur-
vey data were analyzed using frequency and 
descriptive statistics.  

 
RESULTS AND DISCUSSION 

 
The results of the paired-sample t-test indi-

cated a significant difference between two groups 
of learners (Table 2). After using Quizlet in Cycle 
2  the  students  showed  better  performance  in  
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Table 2  
Paired sample t-test results after Cycle 2 

Таблица 2  
Результаты проведенного по парным выборкам Т-теста после цикла 2 

 
Score Number of students 

from Group 1 after Cycle 2 
Number of students 

from Group 2 after Cycle 2 Difference 

10 / >95 % correct answers 5 (9 %) 11 (20 %) 6 (+11 %) 
9 / >90 % correct answers 10 (18 %) 15 (28 %) 5 (+10 %) 
8 / >80 % correct answers 18 (33 %) 25 (45 %) 7 (+12 %) 
7 / >70 % correct answers 15 (27 %) 4 (7 %) 9 (–20 %) 
6 / >60 % correct answers 5 (7 %) 0 – 
Failed / >60 % correct answers 2 (4 %) 0 – 

 
 

completing vocabulary exercises on the Moodle. 
On average, the students’ vocabulary scores in 
final vocabulary test (summative assessment) 
after using Quizlet were from 10 to 12 % higher 
in the top ratings (10/9/8) and the number of 
failed attempts dropped to zero. 

The online game “Brain Quiz” (formative 
assessment) arranged as part of evaluation re-
vealed that those students who showed better 
results in Moodle quizzes formed more effective 
teams. BQ results show higher scores for teams 
with Quizlet support learning (from 45 to 63 
correct answers) and clearly prove its positive 
impact on technical vocabulary acquisition  
(Table 3). 

Moreover, the employment of online tech-
nologies such as online Brain Quiz allowed to 
achieve the following results: to check the  
studied material, to consolidate knowledge of 
technical vocabulary, to practice the contextual 
use of lexical units, to involve the maximum 
number of students into team work, to introduce 
a competitive element into the learning process, 
to create a positive atmosphere. 

The survey results showed that students’ 
perceptions on the use of Quizlet for enhancing 
their autonomy were at Moderate level in general 
(Table 4). The students perceived that the Quizlet 
helped  them  learn  more vocabulary  words  and 
learn them better, increased their vocabulary 
learning through practices, and helped them to 
practice on vocabulary exercises more. The ma-
jority of the students also stated that they used 
the Quizlet more than once for vocabulary  

 

Table 3  
Range of correct answers in BQ 

Таблица 3  
Диапазон правильных ответов в BQ 

 

TeamType 
Students of Group 1 

(with Quizlet  
support) 

Students of Group 2 
(without Quizlet 

support) 
Correct  
answers 45–63 39–51 

 
 

practice every week and they liked the exercises 
provided in Quizlet. Considering learner auton-
omy, the students supposed that Quizlet helped 
them study the vocabulary lists independently 
and felt that they had become more independent 
in vocabulary learning since using Quizlet. 
They stated their enjoyment in learning auto-
nomously on Quizlet. However, learners’ per-
ceptions in these two aspects were not consi-
derably correlated. 

The present study intends to investigate the 
process of active vocabulary acquisition through 
gamification, as well as to increase indepen-
dence and practicing vocabulary by means of 
Brain Quiz. The paired-sample t-test analysis 
revealed a significant difference in students’ 
scores between Cycle 1 (before introducing 
Quizlet) and Cycle 2 (after introducing Quizlet). 
The Brain Quiz had a positive impact on stu-
dents’ acquisition of vocabulary lists. Our find-
ings are in good agreement with earlier studies 
on the use of Quizlet in learning new vocabulary 
conducted by Japanese researchers Dizon and 
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Wright claiming that Quizlet is an effective 
means to facilitate learning an academic vocabu-
lary [34; 38]. 

We also support the idea expressed by Cun-
ningham stating that in terms of limited time in 
class, it is possible to learn vocabulary indepen-
dently on Quizlet website [36]. The above-
mentioned research works do not take into ac-
count contextual vocabulary learning, nor do 
they examine using ESP in speech production, 
which is achieved in our experiment through 
Moodle exercises and Brain Quiz respectively. 

The first finding of this study follows and 
sustains the positive suggestions from previous 
ones. Students’ reports on their experiences of 
using Quizlet for twelve weeks in vocabulary 
reflected moderate levels on both the potential 
of Quizlet for enhancing autonomy and facilitat-
ing vocabulary training. In the studies on auton-
omy in vocabulary learning, learners’ reflections 
revealed the need for teacher guidance through 
vocabulary instructions and the second finding 
of the present study suggests the inclusion of 
Quizlet in vocabulary learning instruction. 
Learning through vocabulary lists can be one 
alternative solution to help students acquire tar-
get words within limited class-hours and this 
approach offers similar results to other ap-
proaches [39; 40]. As effective vocabulary 

learning and acquisition happens when learners 
are engaged in various tasks and activities in-
volving the exploitation of linguistic resources, 
the support of Quizlet can be very helpful. 

Student accounts of their experiences using 
Quizlet over twelve weeks in vocabulary learn-
ing reflect a moderate level of both Quizlet’s 
potential for increasing autonomy and facilitat-
ing vocabulary learning. In research on autono-
my in acquisition occurs when students engage 
in a variety of tasks and activities involving lan-
guage resources, Quizlet support can be very 
helpful [41]. 

 
CONCLUSION 

 
The findings contribute to the current study 

of the impact of gamification for better learning 
process in higher education, specifically in 
courses for students of technical specialties, 
through the following aspects: (a) a game design 
process aimed to accompany the course, based 
on a causal model with specific desired actions, 
vocabulary learning, student reflection has 
shown the need for teacher guidance in vocabu-
lary instruction [7], and the second finding of 
this study suggests the incorporation of Quizlet 
into vocabulary instruction. Vocabulary list in-
struction can be an alternative solution to help 

 
 

Table 4  
Descriptive statistics 

Таблица 4  
Описательная статистика 

 
Item Mean SD Level 

Students’ perceptions of Quizlet as a place for learner vocabulary training 
Quizlet from teacher really helped me learn the vocabulary sets more and better   3.70 0.95 High 
Quizlet from teacher really facilitated my vocabulary learning through practices 3.51 1.12 High 
Quizlet from teacher enabled me to practice on vocabulary exercises more 3.63 1.11 High 
I used Quizlet more than one time for my vocabulary practice every week 3.37 0.69 Moderate 
My scores on vocabulary tests increased since using Quizlet from teacher 3.37 0.79 Moderate 
Teacher should have created Quizlet since vocabulary test 1 3.52 0.80 High 

Students’ perceptions of the impact of Quizlet on the development of autonomy 
Quizlet helped me study the vocabulary sets independently 3.22 0.85 Moderate 
I could learn vocabulary autonomously on Quizlet 2.96 1.02 Moderate 
I enjoyed learning vocabulary independently on Quizlet 2.96 0.98 Moderate 
Quizlet supported my autonomous learning effectively 3.07 1 Moderate 
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students acquire target words within a limited 
number of hours, and this approach yields re-
sults similar to other approaches [40; 41]. Be-
cause effective vocabulary learning and (b) a 
two-fold assessment procedure, first to assess 
the  relationship  of  the  game  elements  with 
desired actions and academic results (i.e. grades 
and perceived learning), and second, to assess 
the game itself (i.e. game elements perception), 
and (c) it presents empirical evidence of the pos-
itive effects of gamification on academic per-
formance and other desired behaviors of social 
relatedness, such as a sense of community and 
teamwork. 

Quizlet, Moodle quizzes and “Brain Quiz” 
based on motivation theory and gamification 
experience were designed to accompany the en-
tire course offered to undergraduate students of 
technical specialties in Moscow Institute of 
Physics and Technology. Activities focused on 

mastering the class, sense of belonging to the 
institution, and teamwork, were made central to 
the game. 

Results showed that students who actively 
played the games showed a significantly greater 
passing rate compared to non-active players, and 
high engagement in problem-solving activities, 
even of a higher level than the class. Active 
players responded that the games contributed to 
a better learning process, the activities helped 
them to increase the sense of belonging to the 
institution and improve their learning. Further-
more, the extrinsic rewards were by far the main 
motivators that boosted active playing the 
games. Results also showed that improvements 
should be made in terms of joyfulness, feedback, 
and amount of teamwork activities, as well as 
the inclusion of elements to promote more play-
ers be “active” since the first phases of the play-
er journey. 
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Araştırmaları Dergisi, no. 31, pp. 1534-1545. https://doi.org/10.29000/rumelide.1222355 

6. McDevitt B. (1997). Learner autonomy and the need for learner training. The Language Learning Journal, 
vol. 16, no. 1, pp. 34-39. https://doi.org/10.1080/09571739785200251 

7. Almusharraf N. (2018). English as a foreign language learner autonomy in vocabulary development. Journal 
of Research in Innovative Teaching & Learning, vol. 11, no. 2, pp. 159-177. https://doi.org/10.1108/JRIT-
09-2018-0022 

8. Cheng M.-T., Chen J.-H. et al. (2015). The use of serious games in science education: a review of selected 
empirical research from 2002 to 2013. Journal of Computers in Education, no. 2 (3), pp. 353-375. 
https://doi.org/10.1007/s40692-015-0039-9 

9. Deterding S., Sicart M. et al. (2011). Gamification. using game-design elements in non-gaming contexts. 
CHI EA’11 Extended Abstracts on Human Factors in Computing Systems, pp. 2425-2428. 
https://doi.org/10.1145/1979742.1979575 

10. Seaborn K., Fels D.I. (2015). Gamification in theory and action: a survey. International Journal of Human-
Computer Studiem, no. 74, pp. 14-31. http://doi.org/10.1016/j.ijhcs.2014.09.006 

11. Hosseini Ch., Haddara M. (2019). Gamification in enterprise systems: a literature review. Proceedings of the 
Future Technologies Conference (FTC), vol. 2, pp. 552-562. http://doi.org/10.1007/978-3-030-32523-7_39 

https://doi.org/10.1093/applin/amy057
https://doi.org/10.1080/09571730802389975
https://doi.org/10.1177/1362168818799371
https://doi.org/10.17509/ijal.v11i2.29605
https://doi.org/10.29000/rumelide.1222355
https://doi.org/10.1080/09571739785200251
https://doi.org/10.1108/JRIT-09-2018-0022
https://doi.org/10.1108/JRIT-09-2018-0022
https://doi.org/10.1007/s40692-015-0039-9
https://doi.org/10.1145/1979742.1979575
http://doi.org/10.1016/j.ijhcs.2014.09.006
http://doi.org/10.1007/978-3-030-32523-7_39


Using Quizlet and Brain Quiz in ESP virtual classroom … 
Использование Quizlet и Brain Quiz в виртуальном классе ESP … 

 
Теория и методика обучения иностранному языку 
Theory and Methodology of Foreign Language Teaching 335 
 

12. Costa F.A., Raleiras M., Viana J. (2021). 12 pedagogical principles for the use of gamification in higher 
education. ICERI2021 Proceedings, pp. 7156-7163. http://doi.org/10.21125/iceri.2021.1607 

13. Zainuddin Z., Chu S. K.-W. et al. (2020). The impact of gamification on learning and instruction: a syste-
matic review of empirical evidence. Educational Research Review, vol. 30, article 100326. 
https://doi.org/10.1016/j.edurev.2020.100326 

14. Welbers K., Konijn E.A., Burgers C. et al. (2019). Gamification as a tool for engaging student learning: A 
field experiment with a gamified app. E-Learning and Digital Media, vol. 16, no. 2, pp. 92-109. 
https://doi.org/10.1177/2042753018818342 

15. Stieglitz S., Lattemann C., Robra-Bissantz S. et al. (2017). Gamification: Using Game Elements in Serious 
Contexts. Cham, Springer Publ., 164 p. https://doi.org/10.1007/978-3-319-45557-0 

16. Dehghanzadeh H., Fardanesh H. et al. (2021). Using gamification to support learning English as a second 
language: a systematic review. Computer Assisted Language Learning, vol. 34, issue 7, pp. 934-957. 
http://doi.org/10.1080/09588221.2019.1648298 

17. Kabanova N.V. (2023). Simulation as a means of raising els motivation at a technical university. Materialy 
10 Mezhdunarodnoi nauchno-prakticheskoi konferentsii «Mnogourovnevaya yazykovaya podgotovka v uslo-
viyakh polikul’turnogo obshchestva» [Proceedings of 10th International Scientidic and Practical Conference 
“Multilevel Language Training in a Multicultural Society”]. Kazan, Kazan State Institute of Culture Publ., 
pp. 44-50. (In Russ.) https://elibrary.ru/yxcobc 

18. Shadrina O.V., Korneeva E.G. (2022). Obrazovatel’nyi kvest kak forma geimifikatsii distantsionnogo obu-
cheniya [Educational quest as a form of gamification of distance learning]. Materialy 17 Mezhdunarodnoi 
nauchno-prakticheskoi konferentsii «Mirovye nauchnye issledovaniya: puti sovershenstvovaniya, razrabotki 
i prakticheskie vnedreniya» [Proceedings of 17th International Scientific and Practical Conference “World 
scientific research: ways of improvement, development and practical implementation”]. Rostov-on-Don, 
Southern Federal University Publ., pp. 52-55. (In Russ.) 

19. Polyakova V.A. (2017). Instrumenty geimifikatsii kak sredstvo povysheniya motivatsii k izucheniyu russko-
go yazyka [Gamification tools as a means of increasing motivation to learn Russian]. Materialy 1 Mezhdu-
narodnogo simpoziuma [Proceedings of 1st International Conference], Simferopol, LLC “PP “Arial”, vol. 2, 
pp. 300-306. (In Russ.) https://elibrary.ru/zdzwsv 

20. Akchelov E.O., Nikitina K.S. (2019). New approach to gamification in education. Vektory blagopoluchiya: 
ehkonomika i sotsium = Journal of Wellbeing Technologies, no. 1 (32), pp. 117-132. (In Russ.) https://elib- 
rary.ru/wclink 

21. Abuhamdeh S., Nakamura J., Csikszentmihalyi M. (2005). Flow. Handbook of competence and motivation. 
New York, The Guilford Press, pp. 598-608. 

22. Kim S., Song K., Lockee B.V., Burton J. (2018). Gamification in learning and education: enjoy learning like 
gaming. British Journal of Educational Studies, Cham, Springer Publ., 159 p. http://doi.org/10.1007/978-3-
319-47283-6 

23. Dreyer J. (2014). The effect of computer-based self-access learning on weekly vocabulary test scores. Stu-
dies in Self-Access Learning Journal, vol. 5, no. 3, pp. 217-234. http://doi.org/10.37237/050303 

24. Tosun S. (2015). The effects of blended learning on EFL students’ vocabulary enhancement. Procedia – 
Social and Behavioral Sciences, vol. 199, no. 3, pp. 641-647. https://doi.org/10.1016/j.sbspro.2015.07.592 

25. Vargas J.M. (2011). Modern learning: Quizlet in the social studies classroom. Doctoral dissertation. Wichi-
ta: Wichita State University. 

26. Anjaniputra A.G., Salsabila V.A. (2018). The merits of Quizlet for vocabulary learning at tertiary level. In-
donesian EFL Journal, vol. 4, no. 2, pp. 1-11. http://doi.org/10.25134/ieflj.v4i2.1370 

27. Aksel A. (2021). Vocabulary learning with Quizlet in higher education. Language Education and Technolo-
gy (LET Journal), vol. 1, no. 2, pp. 53-62. 

28. Bilová Š. (2018). Collaborative and Individual Vocabulary Building Using ICT. Studies in Logic, Grammar 
and Rhetoric, vol. 53, no. 1, pp. 31-48. http://doi.org/10.2478/slgr-2018-0002 

29. Köse T., Mede E. (2016). Perceptions of EFL learners about using an online tool for vocabulary learning in 
EFL classrooms: a pilot project in Turkey. Procedia-Social and Behavioral Sciences, vol. 232, pp. 362-372. 
https://doi.org/10.1016/j.sbspro.2016.10.051 

30. Lander B. (2016). Quizlet: What the students think – a qualitative data analysis. EURO CALL, no. 12 (3), 
pp. 254-259. http://doi.org/10.14705/rpnet.2016.eurocall2016.571 

http://doi.org/10.21125/iceri.2021.1607
https://doi.org/10.1016/j.edurev.2020.100326
https://doi.org/10.1177/2042753018818342
https://doi.org/10.1007/978-3-319-45557-0
http://doi.org/10.1080/09588221.2019.1648298
https://elibrary.ru/yxcobc
https://elibrary.ru/zdzwsv
https://elib-rary.ru/wclink
https://elib-rary.ru/wclink
http://doi.org/10.1007/978-3-319-47283-6
http://doi.org/10.1007/978-3-319-47283-6
http://doi.org/10.37237/050303
https://doi.org/10.1016/j.sbspro.2015.07.592
http://doi.org/10.25134/ieflj.v4i2.1370
http://doi.org/10.2478/slgr-2018-0002
https://doi.org/10.1016/j.sbspro.2016.10.051
http://doi.org/10.14705/rpnet.2016.eurocall2016.571


Olesya V. Shadrina, Elena G. Korneeva, Nadezhda V. Kabanova 
Шадрина О.В., Корнеева Е.Г., Кабанова Н.В. 

 

336 Вестник Тамбовского университета. Серия: Гуманитарные науки. 2024. Т. 29. № 2. С. 324-336 
Tambov University Review. Series: Humanities, 2024, vol. 29, no. 2, pp. 324-336 

 

31. Sanosi A.B. (2018). The effect of Quizlet on vocabulary acquisition. Asian Journal of Education and  
e-Learning, vol. 6, no. 4, pp. 71-77. http://doi.org/10.24203/ajeel.v6i4.5446 

32. Wolff G.J. (2016). Quizlet Live: The classroom game now taking the world by storm. Language Teacher, 
issue 40.6, pp. 25-27. 

33. Phi T.T., Tho V.H., Thanh N.L.H., Khanh P.T. (2016). Application of quizlet.com to teaching and learning 
business English vocabulary at Ho Chi Minh City University of Economics. Proceedings of the First Inter-
national Conference on Language Development, Ho Chi Minh, pp. 230-238. 

34. Dizon G. (2016). Quizlet in the EFL classroom: enhancing academic vocabulary acquisition of Japanese 
university students. Teaching English with Technology, no. 16 (2), pp. 40-56. 

35. Adelman C. (1993). Kurt Lewin and the origins of action research. Educational Action Research, vol. 1, 
issue 1, pp. 7-24. http://doi.org/10.1080/0965079930010102 

36. Agustín-Llach M.P., Alonso A.C. (2017). Fostering learner autonomy through vocabulary strategy training. 
Autonomy in Second Language Learning: Managing the Resources. Cham, Springer Publ., pp. 141-158. 
http://doi.org/10.1007/978-3-319-07764-2_9 

37. Cunningham K.J. (2017). Quizlet for learner training and autonomy. IATEFL Learning Technologies Spe-
cial Interest Group. Faversham, IATEFL Publ., pp. 123-135.  

38. Wright B.A. (2016). Transforming vocabulary learning with Quizlet. Transformation in Language Educa-
tion. Tokyo, JALT, pp. 436-440. 

39. Khoii R., Sharififar S. (2013). Memorization versus semantic mapping in L2 vocabulary acquisition. ELT 
Journal, vol. 67, issue 2, pp. 199-209. https://doi.org/10.1093/elt/ccs101 

40. Mehrpour S. (2008). A comparison of the effects of two vocabulary teaching techniques. The Asian EFL 
Journal, vol. 10, issue 2, pp. 192-209. 

41. Illes E. (2012). Learner autonomy revisited. ELT Journal, vol. 66, issue 4, pp. 505-513. 
http://doi.org/10.1093/elt/ccs044 
 

Information about the authors  Информация об авторах 
   
Olesya V. Shadrina, Senior Lecturer of Foreign 

Languages Department, Moscow Institute of Physics and 
Technology (State University), Moscow, Russian Federa-
tion. 

https://orcid.org/0000-0003-1980-375 
nvkvolesya@gmail.com 

 Шадрина Олеся Владимировна, старший препо-
даватель департамента иностранных языков, Москов-
ский физико-технический институт (научно-исследо- 
вательский университет), г. Москва, Российская Феде-
рация. 

https://orcid.org/0000-0003-1980-375 
nvkvolesya@gmail.com 

   
Elena G. Korneeva, PhD, Senior Lecturer of Foreign 

Languages Department, Moscow Institute of Physics and 
Technology (State University), Moscow, Russian Federa-
tion.  

korneeva.eg@mail.ru 

 Корнеева Елена Геннадьевна, кандидат филоло-
гических наук, старший преподаватель департамента 
иностранных языков, Московский физико-технический 
институт (научно-исследовательский университет),  
г. Москва, Российская Федерация. 

korneeva.eg@mail.ru 
   
Nadezhda V. Kabanova, Lecturer of Foreign Lan-

guages Department, Moscow Institute of Physics and 
Technology (State University), Moscow, Russian Federa-
tion. 

https://orcid.org/0000-0003-4771-4484 
nv_arkhipova@mail.ru 

 Кабанова Надежда Валерьевна, преподаватель 
департамента иностранных языков, Московский физи-
ко-технический институт (научно-исследовательский 
университет), г. Москва, Российская Федерация. 

https://orcid.org/0000-0003-4771-4484 
nv_arkhipova@mail.ru 

   
Information on the conflict of interests: authors 

declare no conflict of interests. 
 Информация о конфликте интересов: авторы 

заявляют об отсутствии конфликта интересов. 
   
Received 28.12.2023 
Revised 29.02.2024 
Accepted 13.03.2024 

 Поступила в редакцию 28.12.2023 
Получена после доработки 29.02.2024 
Принята к публикации 13.03.2024 

 

http://doi.org/10.24203/ajeel.v6i4.5446
http://doi.org/10.1080/0965079930010102
http://doi.org/10.1007/978-3-319-07764-2_9
https://doi.org/10.1093/elt/ccs101
http://doi.org/10.1093/elt/ccs044
https://orcid.org/0000-0003-1980-375
mailto:nvkvolesya@gmail.com
https://orcid.org/0000-0003-1980-375
mailto:nvkvolesya@gmail.com
mailto:korneeva.eg@mail.ru
mailto:korneeva.eg@mail.ru
https://orcid.org/0000-0003-4771-4484
mailto:nv_arkhipova@mail.ru
https://orcid.org/0000-0003-4771-4484
mailto:nv_arkhipova@mail.ru

	Cover_VestnikTmbUni_Human_2024_Т29_2_лицо
	пустая страница 1
	249-251 Содержание 29-2(209)-2024-рус
	 ВЕСТНИК
	Тамбовского
	CONTENTS
	ПЕДАГОГИКА ВЫСШЕЙ ШКОЛЫ
	ТЕОРИЯ И МЕТОДИКА ОБУЧЕНИЯ ИНОСТРАННОМУ ЯЗЫКУ
	ОТЕЧЕСТВЕННАЯ ИСТОРИЯ
	ИСТОРИЯ ЗАРУБЕЖНЫХ СТРАН

	СОДЕРЖАНИЕ

	252-254 Содержание 29-2(209)-2024-англ
	Tambov
	University
	CONTENTS
	Scope and mission


	255-268 Медведев
	269-280 Алисов_Подымова_Макарова
	281-293 Гарашкина_Дружинина
	294-308 Сысоев
	309-323 Евстигнеев
	324-336 Шадрина_Корнеева_Кабанова
	337-348 Хаусманн-Ушкова_Шульц_Первова
	349-367 Алмазова_Леушина
	368-377 Бортникова_Долженкова
	378-389 Прибыткова_Тормышова_Хаустов
	390-402 Гаврилов
	403-417 Степанова_Лукьянова
	418-427 Ивченко
	428-437 Зыкова_Нежина
	438-451 Брыксина_Сидорова
	452-459 Прохоров
	460-474 Аракелян_Сороковых
	475-491 Жигалов
	492-501 Житин
	502-511 Васильченко_Демидова_Захаров
	512-527 Щербинин
	528-540 Инкин
	541-552 Минкова_Савостьянов
	пустая страница 2
	_Cover_VestnikTmbUni_Human_оборот

