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Section One
Introduction

1.1 The Importance of English, Challenges in Learning, and the Role of Gamified Learning

Boyinbode (2018) argues that English is one of the most important languages in the world
and is often referred to as the "language of knowledge." Many people emphasize the importance
of English proficiency for both personal development and easy access to information. This is
because English is used in the majority of publications, websites, and digital platforms. The social
importance of English is emphasized by the fact that it is taught in schools around the world and
is learned to help people from diverse language backgrounds communicate with each other
(Boyinbode, 2018). In Iraq and other non-native English-speaking countries, English is the
language of instruction in schools and workplaces (Maasum, Mustaffa, & Stapa, 2015; Anak Yunus
& Hua, 2021).However, there are a number of barriers to overcome when teaching and learning
English, such as the inability to understand and apply grammatical rules correctly (Rafiq, Hashim,
Younis, & Bazeela, 2019a; Yaqoub & Younis, 2019). However, Hashim, Rafiq, and Younis (2019)
noted that a lack of opportunities to practice English in real-life contexts creates barriers to
mastering core language skills such as speaking, listening, reading, and writing. Even after years
of formal and informal learning, these challenges can lead to students losing motivation,
stagnation, or declining proficiency levels (Rafiq et al., 2019a). Evidence suggests that students'
performance in English language skills has been on a downward trend, raising concerns in Iraq,
where English is a key priority to meet global educational standards. Consequently, it is essential

to explore how gamified learning can enhance students’ English proficiency.

As national curricul continue to undergo transformation, both pedagogical strategies and modes of
instruction have witnessed a marked reconfiguration (Idris & Yamat, 2015; Hashim et al., 2019).
Conventional classroom practices are gradually giving way to technology-driven learning spaces
that integrate teaching methodologies with innovation, automation, and even entertainment-
oriented features. Such environments not only broaden intercultural communication but also
ensure sustained exposure to English and encourage interactive language use (Masoum et al., 2015;
Anag Younis & Hawa, 2021).
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In this paradigm, teachers are increasingly recognised as facilitators of creativity who
seamlessly incorporate digital resources into instructional processes (Mei et al., 2020). Against
this backdrop, gamification emerges as a pivotal technique, invigorating instruction through
playful platforms and motivational applications (Desnenko et al., 2021). Numerous studies affirm
that gamified approaches positively influence student involvement in language education (Subhash
& Cudney, 2018; Tsai et al., 2018; Anak Yunus & Hua, 2021; Bondig & Lerdbornkolrath, 2016)
as well as learners’ academic outcomes (Idriss & Yateem, 2015; Mekler et al., 2017). In the realm
of English as a second language, gamification fosters more engaging, participatory, and immersive
conditions—factors deemed essential for effective linguistic acquisition (Alyaz & Genc, 2016;
Rafiq et al., 2019b). Moreover, Idriss and Yateem (2015) underscore that active participation in

gaming contexts accelerates language learning considerably.

1-1-1. Research Problems:

1. Many teenagers struggle to stay motivated to learn English, particularly when conventional
teaching methods are used.

2. Students' interest and participation are often diminished by the ineffective engagement of

traditional English language teaching methods.

3. Despite their potential, gamified approaches to teaching English to teenagers are not widely or

effectively employed.

4. Teachers and institutions may be hesitant to embrace gamification because of perceived

difficulty, unfamiliarity, or a lack of necessary resources.

1-1-2The aim of the study is:
To explore the impact of gamification techniques on enhancing teenagers' motivation to learn

English and improving their language skills.

1-1-3 Hypotheses of the study

1. There are statistically significant differences in language learning motivation between young
people who use gamified techniques to learn English and those who use traditional methods.

2. Young people's engagement in English language learning activities increases significantly

through gamified techniques.
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3. Young people's motivation to learn English is positively related to the use of gamified elements.
4. Compared to students who attend non-gamified English classes, young people who attend

gamified English classes demonstrate greater persistence in completing learning assignments.

1-1-4 The value of the study :

1-The study provides insights into how gamification techniques can inspire teenagers to learn
English more effectively by increasing their motivation and interest.

2-Innovative Teaching Strategies: It contributes to the field of education by introducing creative
and interactive teaching methods that align with teenagers’ preferences and learning styles.

3-The research highlights the potential of gamification to foster active participation and sustained
engagement in English language learning.

4-Skill Development: By focusing on gamification, the study emphasizes the role of fun and

interactive methods in developing key English language skills.

1-1-5 The limits of the study include the following:

1.The study focuses specifically on teenagers, typically aged 13—19, and does not address other
age groups.

2.The study examines selected gamification techniques (e.g., leaderboards, badges, point systems)
and may not cover all gamification strategies.

3.The study primarily targets the improvement of motivation and engagement in English learning,
but it may not extensively analyze all language skills (listening, speaking, reading, and writing)
equally.

4.The study may depend on the availability of technology and resources, such as internet

connectivity, devices, or gamified applications, which could vary between participants.

41



{zozsgms Coris — a1 63 gl ) s N1 s ) alanall — Caald) Alae >

Section Two
Literature Review
2.1The Application of Gamified Learning in ESL Lessons
While learning English as a second language (ESL) remains a challenge in Iraq, mastering
it is becoming increasingly important (Masoum et al., 2015). To address this, several strategies
have been implemented to facilitate language learning for students in the region. To provide more
engaging and meaningful ESL lessons, English language teachers are gradually incorporating
international best practices into their pedagogical curricula. Integrating gamification elements into
non-game-based learning contexts has emerged as one of the most successful and engaging
strategies (Hanus & Fox, 2015; Buckley, Doyle, & Doyle, 2017; Bondy & Lerdbornkulrat, 2016).
For example, using games to teach grammar helps sustain students’ interest and enhances their
understanding of the subject (Chambers & Yunus, 2017; Hashim et al., 2019; Yaccob & Yunus,
2019; Mee et al., 2020). Accordingly, high levels of active student engagement lead to improved
learning and academic progress, which can be measured by the achievement of learning objectives
(Rafiq et al., 2019b; Hashim et al., 2019; Bondi and Lerdbornkolrath, 2016). Furthermore, game-
based language learning facilitates student motivation, engagement, and satisfaction with their
learning (Bundi and Lerdbornkolrath, 2016; Yaqoob and Younis, 2019; Ding et al., 2020; Vargas-
Macias, Rodriguez-Hernandez, and Sanchez-Saenz, 2020; Pham et al., 2021). For example,
gamification techniques significantly increased student engagement in massive open online
courses (MOOCs), according to research by Antonaci, Klimke, and Specht (2019).The authors
emphasized that gamification is particularly effective in online education (Antonaci et al., 2019).
As students actively engage with a lesson taught in class, their understanding of the material
increases more effectively (Rafiq et al., 2019a). Students prefer to learn by being more engaged in
the learning process. Masum et al. (2015) claim that play enhances children's rewards for learning
English, motivating them to participate and engage in lesson activities with greater confidence.
This emotional engagement with gamified ESL teaching is highly satisfying and creates a

conducive environment for learning.
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2.1.1The Role of Gamification in ESL Learning: Benefits and Challenges.

Students' motivation is significantly increased through positive reinforcement such as badges
and rewards, as it motivates them to complete language-related tasks and enhance their learning
(Anak Yunus & Hua, 2021). According to Buckley et al. (2017), for rewards to be successful as
motivational tools, they must be fair, transparent, reliable, and appropriately challenging. Despite
these factors, gamification has been shown to improve English language teaching and learning
(Maasum et al., 2015). Given that gamified learning has been shown to improve student learning
outcomes (Rafiq et al., 2019a; Anak Yunus & Hua, 2021), Pal (2019) found in his research that
gamification in writing instruction improves students' higher-order thinking skills.

While digital games are widely recognized for their benefits in supporting ESL students’
language acquisition, they also present certain drawbacks that need to be addressed (Alyaz &
Genc, 2016). Distraction is a major concern for ESL teachers and students, as students spend
significant amounts of time on mobile devices playing language games. A study by Aliaz and Genc
(2016) found that "students played games on their mobile devices for hours" (p. 133). This suggests
that assigning digital games to students may lead to unintentional distractions, especially if
students are drawn to non-educational games. To mitigate this problem, researchers recommend
dividing game-based learning into multiple sessions, which reduces screen time and allows
students to complete tasks in a systematic manner (Wilbers et al., 2019). Furthermore, Aliaz and
Genc (2016) emphasize the need for more research to evaluate the contribution of gamified
learning to different language skills and enhance the effectiveness of game-based digital learning
(p. 142).

The best research, conducted by Idris and Yamat (2015), found that students' negative perceptions
of the use of video games in English language teaching are mostly due to technical issues with
hardware and equipment. Although their study focused on massively multiplayer online role-
playing games (MMORPGs), the findings highlight the importance of addressing students'
concerns. Similarly, the motivational aspects of learning-oriented games should be carefully
considered to ensure their effectiveness (Wilbers et al., 2019). Selecting appropriate game elements
based on available technological resources is crucial, as poorly designed learning experiences may

lack meaningful context (Ann, 2020).
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Gamification in education goes beyond simply adding points, badges, and leaderboards—
it should create an immersive and practical learning experience for students. Game elements
should be incorporated with clear functionality and their impact on learning should be considered
(An, 2020). The mere inclusion of game mechanics does not automatically lead to an effective and
meaningful gamified learning experience for ESL, including digital literacy and gamification

technology, is vital in current and future education systems (Desnenko et al., 2021).

2.1.2 Self-Determination Theory and Its Connection to Gamified Language Learning
Self-determination theory (SDT), first proposed by Ryan and Deci in 1985, is closely related
to the gamification approach to language learning. Boynebaud (2018) (p. 183) argues that
“gamification combines intrinsic and extrinsic motivation to increase user engagement while
simultaneously influencing learning behavior.” According to self-determination theory, when
individuals’ basic psychological needs (autonomy, competence, and connection) are met, they are
motivated to participate in activities (Ryan and Deci, 2000). From this perspective, encouraging
engagement with learning materials and activities involves both extrinsic motivation (anticipation
of reward) and intrinsic motivation (personal interest and enjoyment) (Healy, 2018).
Ryan and Deci (2000) identified three key elements of SDT:

Freedom: The freedom to choose the path of learning.Skills: The ability to complete tasks.
Belonging: The student's ease of interaction with and dependability in interacting with
peers.Students are able to learn individually and collaboratively through an engaging, interactive
gaming platform (Tan, 2018). Furthermore, this approach is designed to cultivate learner autonomy
by encouraging students to take responsibility for completing their tasks and engaging actively in
the language acquisition process. As learners advance academically, the connection between
playful practices and independent learning becomes increasingly evident. Learning settings
enriched with elements of play stimulate involvement in dialogues and collaborative projects
(Ding et al., 2020), while also promoting self-discovery and personal exploration (Rafiq et al.,
2019b; Pham, Nguyen, & Lee, 2021). At the same time, guided forms of play act as a strong
catalyst for motivation, enabling students to absorb and internalize foundational linguistic

structures with greater ease and efficiency (Tan, 2018).
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2.1.3Gamifying ESL Lessons: Enhancing Engagement and Learning Qutcomes

As learners advance in their educational journey, the bond between playful engagement and
autonomous learning reveals itself with increasing clarity. Learning contexts infused with playful
elements not only nurture personal exploration and self-awareness (Rafiq et al., 2019b; Pham,
Nguyen, & Lee, 2021) but also stimulate genuine involvement in collaborative discussions and
group-based tasks (Ding et al., 2020). Moreover, intentional and structured forms of play operate
as powerful motivational strategies, enabling students to grasp fundamental linguistic patterns with
greater precision and fluency (Tan, 2018).A dynamic and encouraging environment that fosters
positive learner engagement is produced when such interactive elements are incorporated into
traditional instruction (Rafiq et al., 2019b; Vargas-Macias et al., 2020).However, with the rapid
development of technology, ESL teachers can leverage a variety of online resources and apps to
develop game-based learning, ultimately facilitating a student-centered approach (Tsai et al., 2018;
Hashim et al., 2019).

A systematic review conducted by Al-Omari, Al-Samri, and Yousef (2019) that examined
gamification approaches reported in prior research, and sorted the approaches according to their
usage frequency, discovered that the most commonly used building blocks were points, badges,
and leaderboards. These factors are also viewed as significant for 'gamification’ in education given
that they increase motivation and active participation (Al-Omari et al., 2019; Antonassi, 2019)
.Students are encouraged to think critically and respond creatively to their peers' ideas through the
competitive and engaging learning environment provided by points-based "gamification™ (Zhao et
al., 2011; Al-Omari et al., 2019; Mei et al., 2020). In addition, badges function as visible indicators
of accomplishment, serving to inspire learners to exert greater effort and thereby enhance overall
educational performance (Al-Omari et al., 2019). Despite the many advantages of gamification,
its integration into language instruction demands deliberate and strategic planning (Kigbonpol &
VVomchanin, 2018). The design of gamified tasks must take into account the instructional context
alongside the intended pedagogical goals (Buckley et al., 2017; Najjar & Birkling, 2020). Scholars
such as Antonassi et al. (2019) advise aligning academic objectives with carefully selected gaming

components that resonate with learners’ profiles. Building on this, Nager and Burkling (2020)
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outlined eight vital principles for effective game-based learning design, including embedding
purposeful content that merges curricular aims with gameplay, employing student-centred models
that adapt activities to individual learning needs, and fostering flexible settings through challenges,
instant feedback, and personalized options.

They further emphasised that, especially for beginners, reading-focused gamified lessons
should incorporate short tutorials and simplified sentence structures to sustain motivation and
support comprehension (p. 65). For teachers of English as a second language, such
recommendations are crucial to ensure the effective adoption of game-oriented methodologies. It
should also be stressed that gamification is highly versatile, adaptable to diverse learning
preferences, and not necessarily dependent on digital platforms (Buckley et al., 2017). Moreover,
the presence of an engaging storyline that immerses students in purposeful tasks significantly
contributes to the success of educational games (Ann, 2020). Ultimately, the organisation of
activities, the depth of learner engagement, and the broader teaching context all play decisive roles
in shaping the effectiveness of gamification (Antonassi et al., 2019; Pham et al., 2021). Likewise,
the choice of game modes directly influences learners’ language acquisition and their overall

proficiency in English (Kigbonpol & VVomchanin, 2018).

1.2.4 Challenges and Considerations in Gamified ESL Learning

Although game-based techniques bring considerable advantages to English language
instruction, learners may also encounter obstacles due to disparities in proficiency levels and other
individual factors. As Ahn (2020, p. 64) observes, an activity that feels engaging and stimulating
for certain students can, for others, be overwhelming or discouraging. This highlights the necessity
of calibrating the complexity of game-oriented tasks to ensure both inclusivity and accessibility.
Moreover, when games are excessively relied upon as the primary avenue for language learning,
ESL students may experience fatigue or diminished effectiveness (Kigbonpol & Vomchanin,
2018). Consequently, the adoption of diverse game-focused approaches can generate not only
significant benefits but also unintended drawbacks (Alomari et al., 2019). Careful selection of
strategies that align with curricular objectives is essential for achieving meaningful educational

gains. When applied thoughtfully, gamified instruction—supported by interactive exercises and
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varied assessment tasks—can sharpen learners’ cognitive capacities, stimulate active participation,
and foster an energetic classroom atmosphere (Buckley et al., 2017; Ding et al., 2020). At the same
time, it remains a powerful avenue for enhancing English language competence. However, each
pedagogical technique, including innovations such as gamification, must undergo critical

reflection and thorough evaluation prior to classroom integration (Hanus & Fox, 2015).

Critically evaluating the suitability of the many sophisticated teaching resources at ESL
practitioners' disposal is equally important. This is why Ahn (2020, p. 67) emphasises the need for
ongoing research and offers research frameworks that try to create effective and captivating game-
based learning strategies, take contextual factors into consideration, and improve the design of

instructional games.

2.1.5 Motivation in Gamified ESL Learning

A key element of incorporating gamification into ESL instruction is creating engaging, game-
based learning opportunities that increase students' motivation to learn (Kingsley & Grabner-
Hagen, 2018; Vargas-Macias, 2020; Hashim et al., 2019; Mei et al., 2020). Without intrinsic
motivation, it is very difficult to engage students in the Educational process in a meaningful way
(Masoum et al., 2015).

Successful continued English learning requires motivation (Bonbod, 2018; Hashim et al.,

2019). This encourages ESL students to participate (Rafiq et al., 2019a). According to Massoum et
al. (2015), gamified, technology-focused learning is becoming more popular in ESL education
because traditional, non-gamified classroom activities often fail to motivate students.
According to a study by Rafiq and colleagues (2019b) on students' views of gamified learning, this
approach significantly and significantly increased student motivation. The article concluded that
motivated students were more engaged, which improved learning outcomes. Given the evolving
nature of education and the increasing use of technology in classrooms, games can effectively keep
students motivated, engaged, focused, and interested, even when faced with repetitive tasks (Hanus
and Fox, 2015; Tenorio et al., 2016).

Research contributes to the benefits of gamified learning in improving English language
proficiency. When teaching phrasal verbs to ESL students in Thailand, Kiyegbonpol and

Phomchanin (2018) examined the effects of gamified learning and found that gamified methods
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enhanced students' understanding and recall of phrasal verbs. However, students' long-term
memory was not assessed, and the short study duration limited the vocabulary they could learn.
Similarly, Boinbod (2018) found that gamified vocabulary learning significantly increased
students' English vocabulary and interest in learning. Hashim et al. (2019) demonstrated this,
claiming that playing English language games enhances learning and facilitates vocabulary
acquisition..

Video games have been shown to improve students' writing skills, as well as their vocabulary.
They had a significant impact on encouraging students to engage in the writing process, according
to a 2019 study on Turkish language learning conducted by Bal. According to the study, video
games enhanced students' creativity and stimulated their problem-solving ability when learning

English.

1.2.6 The Motivational Structure of Gamification

Gamification is considered a motivational framework, and sources indicate that well-
designed gamification points can significantly enhance student engagement and motivation
(Kigbonpol and Vomchanin, 2018; Ding et al., 2020). Grades, activities, and points are examples
of elements that largely serve as extrinsic rewards (Antonassi et al., 2019), encouraging students
to complete their assignments and developing a competitive mindset (Alomari et al., 2019). These
rewards foster a positive attitude toward learning and motivate students to fully participate in class
(Anak Yunus and Hua, 2021). Both intrinsic and extrinsic motivation are important for maintaining
student engagement even in the face of adversity. After using gamification, students may exhibit
positive behavioral changes, which can lead to increased intrinsic motivation (Rahmani, 2020).

As Mickler and colleagues (2017) note, enhancing intrinsic motivation is often not
associated with improved performance. Their findings are consistent with the idea that game
elements serve primarily as extrinsic incentives that enhance performance rather than fostering a
deeper sense of competence or intrinsic motivation. The effectiveness of game elements must be
carefully evaluated by ESL teachers, using theory to design learning experiences that enhance
intrinsic motivation (Hanus and Fox, 2015).In gamified learning environments, recognition of
student accomplishments acts as a form of external reinforcement (Desnenko et al., 2021). Digital

incentives—such as points, coins, virtual tokens, or online gifts—offer supplementary motivation,
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while physical rewards celebrate learners’ success in navigating challenges (Antonassi et al.,
2019). Progression to advanced stages typically requires the completion of tasks designed to
consolidate understanding and reinforce acquired knowledge (Desnenko et al., 2021). Educators
are encouraged to apply extrinsic motivators thoughtfully, blending them with diverse instructional
strategies to maintain their effectiveness (Ann, 2020). For ESL teachers, fostering learners’
intrinsic motivation is equally essential, as overreliance on external rewards may gradually erode
sustained engagement (Mei et al., 2020). Ultimately, the unique strength of gamified instruction
lies in its capacity to capture attention, heighten enthusiasm, and promote enduring participation

throughout the learning process.

2.1.7 Engagement and Competition

Collaboration and peer interaction are essential competencies that learners must cultivate, and
educational institutions play a crucial role in fostering these abilities (An, 2020). Evidence suggests
that gamified instructional approaches enhance student engagement with content, leading to
improved learning outcomes and academic achievement (Alomari et al., 2019). The process of
acquiring English becomes less intimidating when classroom activities help narrow the gap
between higher- and lower-intermediate learners (Rahmani, 2020). Tenorio, Bettencourt, Isotani,
Pedro, and Ospina (2016) investigated low motivation and limited participation in peer-assessment
tasks and found that gamification substantially increased both engagement and collaborative
behavior. Moreover, this approach encouraged cooperative learning while minimizing the time

and resources typically required for assessments (Tenorio et al., 2016).

Through group-oriented gamified exercises, students have the opportunity to publicly
demonstrate their proficiency in English. Interactive social settings are vital for fostering
participation and enriching the overall learning experience (Nagar & Birkling, 2020). As a result,
learners develop essential teamwork and communication skills, which are critical for nurturing
competent, well-rounded learners of the 21st century (Rafiq et al., 2019b). Gamified lessons often
incorporate elements such as badges, leaderboards, and point systems. Badges, in particular,
support the development of social skills, encourage English use in authentic contexts, and promote

both social interaction and healthy competition (Rahmani, 2020).
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They reflect students' love of competition and engagement in lessons and activities. Students
are encouraged to complete assignments and challenge each other through competition, which can
be supported by progress tracking and the desire to achieve high grades (Buckley et al., 2017).An
example of this is matching games. Furthermore, competitions are held in a safe and encouraging
environment (Pham et al., 2021), which motivates students to use critical thinking and problem-
solving skills to complete matches (Zhao et al., 2011; Rafiq et al., 2019b; Mei et al., 2020; Pal,

2019). These points support valuable learning opportunities.

2. 1.8 The Dual Impact of Competition in Gamified Learning

In gamified learning, competition can be either good or bad. According to Hanus and Fox
(2015), the impact of competition depends on its constructive or destructive nature (p. 154). While
destructive competition can be harmful, constructive competition strengthens student relationships
and creates an atmosphere of fun. Leaderboards, a common element of gamification, can be
interpreted differently depending on the student. While competition generates an adrenaline rush
that increases excitement and engagement (Ann, 2020; Tsai et al., 2018), some students dislike the
constant competitive environment. Hanus and Fox (2015) conducted a longitudinal study to
investigate the long-term effects of gamification elements on students' motivation, satisfaction,
enjoyment, learning, and academic performance. Their findings, which provide deeper insights
compared to other studies on gamified learning, revealed that both the control and treatment groups
initially exhibited similar levels of intrinsic motivation, satisfaction, effort, social comparison, and
empowerment (p. 159).

Not all students appreciate competition, and failure can reduce their motivation (An, 2020;
Buckley et al., 2017). According to a 2019 study by Welbers et al., students who score low or
below-average grades often feel discouraged and demotivated. ESL teachers are important in
creating a safe environment where students view failure as a learning opportunity and are
encouraged to seize opportunities to avoid such unpleasant experiences (An, 2020). Furthermore,
while digital resources and games can make a useful contribution to ESL teaching, they should not
be the sole approach to language acquisition (Adris & Yamat, 2015). To improve teaching and
learning in the 21st century, Anak Yunus and Hua (2021) emphasized the importance of using

gamified methods in education (p. 104). Similarly, Rahmani (2020) concluded that gamification
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helps ESL teachers create more meaningful and engaging learning experiences for students,

providing a solution to negative and ineffective English learning environments.

section three
Gamification in English Learning: Statistical Analysis
3.1 Global Statistics on Gamification in Education
According to several studies, games significantly increase student motivation and classroom
engagement.

Table 3.1.1 General Impact of Gamification in Learning

Aspect With Gamification Without Gamification
Motivation, Engagement, | High Low
Retention

Explanation:

Research has indicated that play enhances students' motivation, active engagement, and
persistence in the classroom. Based on these findings, incorporating game-like elements into
English language teaching can enhance students' interest and raise their academic achievement.
3.2 Survey Results on Gamification in English Learning

The effectiveness of interactive games in motivating young people to learn English was
evaluated through a survey of high school students aged 13 to 19.The survey examined preferred
interactive game strategies, skill development, motivation levels, and engagement.

Table 3.2 Survey Results on Student Motivation

Aspect Result

Motivated Students 90%

Effective Techniques Points, Leaderboards, Challenges

Improved Skills Vocabulary, Speaking
Explanation:

* 90% of students reported some level of motivation when gamification was used.

* Points, leaderboards, and challenges were the most effective gamification elements.

51



{zozsgms Coris — a1 63 gl ) s N1 s ) alanall — Caald) Alae >

* Vocabulary and speaking skills showed the most improvement through gamification.
These findings indicate that gamification has a positive impact on motivation and skill

development in English learning.

3.3 Gamification’s Impact on Engagement and Learning QOutcomes
Key indicators of the effectiveness of English language learning experiences are interaction and
learning outcomes. The table below compares traditional and gamified learning environments.

Table 3.3 Engagement Levels in Traditional vs. Gamified Learning

Aspect Gamified Learning Traditional Learning
Student Participation +30% Baseline
Enjoyment Levels Doubled Moderate
Vocabulary Retention Improved Lower
Speaking Confidence Improved Lower
Explanation:
*Gamification significantly increased student participation (+30%).

*Enjoyment  levels  doubled, making learning more engaging and  fun.
* Vocabulary retention improved, showing gamification’s effectiveness in long-term learning.
* Speaking confidence improved, highlighting the social benefits of game-based learning.
These statistics demonstrate that gamification creates a more dynamic and interactive
learning environment for students.
3.4 The Role of Competition in Gamified Learning
One of the key aspects of gamification is competition, which can increase motivation but may
also cause stress for some students. The table below shows student responses to competitive
gamification elements.

Table 3.4 Student Perceptions of Competition in Gamified Learning

Aspect Student Response

Found Competition Motivating 65%

Felt Stressed by Competition 30%

Impact of Leaderboards Increased engagement, caused pressure
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Explanation:

* 65% of students found competition motivating, while 30% felt stressed by it.

* Leaderboards and ranking systems increased engagement but caused pressure for some students

» The balance between competition and collaboration is crucial for effective gamified learning.
Teachers should ensure that gamified activities maintain a fun and supportive environment

without creating excessive stress.

3.5 Simulated Learning Outcomes Based on Research Trends
To further assess the impact of gamification, we present estimated learning outcomes based on
research data.

Table 3.5 Expected Learning Improvements with Gamification

Learning Outcome Expected Improvement

Motivation Increase 75%

Vocabulary & Grammar Skills Significantly Improved

Speaking Confidence 70% Increase
Explanation:

* A 75% increase in motivation is expected when gamification is implemented effectively.
* Vocabulary and grammar skills show significant improvement due to interactive game-based
learning.

* Speaking confidence grows by 70%, emphasizing the role of gamification in oral communication

practice.
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Conclusion
It is commonly known that using game-like activities in language instruction has many
benefits. Gamification has proven to be more successful than traditional, non-gamified teaching
methods when used in English as a second language classrooms. Learner motivation and
engagement can be increased through well-designed, game-infused learning experiences.
Additionally, the competitive element encourages students to actively participate and motivates
them to finish their assignments. This study examines how gamification can be incorporated into
ESL instruction, emphasising how interactive participation, rewards, and competitive dynamics

can promote significant and lasting language learning.

According to studies, gamification creates a framework for motivation that motivates
students to actively participate in their education. Incorporating game elements can also increase
engagement and maintain focus. Although competitive elements inherently increase students'
interest in ESL instruction, a caring and encouraging environment is essential to halting
motivational drops. Therefore, in order to create and execute safe, successful gamified lessons,
language teachers need enough resources and direction. By highlighting its successful
applications, describing its advantages, and addressing crucial elements for successful
implementation, this review enhances the current understanding of gamification in ESL pedagogy.
It 1s also advised to look into various teaching philosophies in language instruction in order to
maximise learning results.

Continuous improvement in ESL classrooms requires an awareness of the advantages and
disadvantages of gamified learning. Future studies should focus on analyzing the shortcomings of
gamified learning in ESL classrooms in the Iraqi context and proposing practical ways to overcome

these obstacles.

54



{2025gm Copds— S8 5 5ad) — a1 sl (s g gl Y alaal) — ) Alas }

;ua';ld\

L (Gaaldll) ) e adinall alall 5 ol aledll e o3 Sisall dpaglaill L ol 930y sk gat Apanll cilalas¥) ads
S e A 5ala W) AR b Ol LS 5y 5l (g 5 e QYRAN aladll g G i)y e Sala) Al ala J g
Al el Gulaad) s 5BY (sl 8 el 5 A salll o jlaill (e A siia e sana padind Aglial il 3o Sl 5 Aalll ale e
ALY ((BSL) Al 2K 2 5l andad g 50 (A canlill e 236 aladll (5003 28K Jga Y s @llia lld aa g
plasiinl 8 Canll 138 Guny @A) Sl daa ye ) 130G Aol 4 lasl) ARl QU alas A agas 1 Jal ol )
AS liall g jadall of ) il iy A0 ARIS 4 SalasY) Al alats (3 8 QeI e adiaall alaill g Capnll)

Aaga &l jlen s (3 Ol ae b G ¢Sy Canmlill gl aladinly alaill 3 (pudliil

il lel () abeil ¢ Gasalll (Al IS Ly julai¥) Tall cdad Jlf lal¥) Aaliiall LIS

55



{zozsgms Coris — a1 63 gl ) s N1 s ) alanall — Caald) Alae >

References

Adris, N. B., & Yamat, H. (2015). Massively multiplayer online role-playing games (MMORPG)
as virtual grounds for second language learning: Players’ perception. Proceedings of the
International Seminar on Language Teaching (pp. 1-15), 4-5 February 2015. Universiti

Kebangsaan Iraq: Bangi.

Alomari, 1., Al-Samarraie, H., & Yousef, R. (2019). The role of gamification technique in
promoting student learning: A review and synthesis. Journal of Information Technology
Education: Research, 18, 395-417. https://doi.org/10.28945/4417

Alyaz, Y., & Genc, Z. S. (2016). Digital game-based language learning in foreign language teacher
education. Turkish Online Journal of Distance Education, 17(4), 130-146.

An, Y. (2020). Designing effective gamified learning experiences. International Journal of
Technology in Education, 3(2), 62-69.

Anak Yunus, C. C., & Hua, T. K. (2021). Exploring a gamified learning tool in the ESL classroom:
The case of Quizizz. Journal of Education and e-Learning Research, 8(1), 103-108.
https://doi.org/10.20448/journal.509.2021.81.103.108

Antonaci, A., Klemke, R., & Specht, M. (2019). The effects of gamification in online learning
environment: A systematic literature review. Informatics, 6(3), 1-22.
https://doi.org/10.3390/informatics6030032

Bal, M. (2019). Use of digital games in writing education: An action research on gamification.
Contemporary Educational Technology, 10(3), 246-271. https://doi.org/10.30935/cet.590005

Boyinbode, O. (2018). Development of a gamification based English vocabulary mobile learning
system. International Journal of Computer Science and Mobile Computing, 7(8), 183-191.

Buckley, P., Doyle, E., & Doyle, S. (2017). Game on! Students’ perceptions of gamified learning.
Educational Technology & Society, 20(3), 1-10.

56


https://doi.org/10.28945/4417
https://doi.org/10.3390/informatics6030032
https://doi.org/10.30935/cet.590005

{zozsgms Copds— S8 5 5ad) — a1 sl (s g gl Y alaal) — ) Alas

Chambers, G. J., & Yunus, M. M. (2017). Enhancing learners’ sentence constructions via “Wheel

of Grammar”. Pertanika Journal of Social Sciences & Humanities, 25(4), 1641-1650.

Chow, A. F., Woodford, K. C., & Maes, J. (2011). Deal or no deal: Using games to improve student
learning, retention and decision-making. International Journal of Mathematical Education in
Science and Technology, 42(2), 259-264.

Deci, E. L., & Ryan, R. M. (1985). The general causality orientations scale: Self-determination in
personality. Journal of Research in Personality, 19(2), 109-134. https://doi.org/10.1016/0092-
6566(85)90023-6

Deci, E. L., & Ryan, R. M. (2000). The ‘what’ and ‘why’ of goal pursuits: Human needs and the
self-determination of behavior. Psychological Inquiry, 11(4), 227-268.
https://doi.org/10.1207/S15327965PL 11104 01

Desnenko, S., Pakhomova, T., Starostina, S., & Tokareva, J. (2021). Gamification in the formation
of digital skills of future teachers. E3S Web of Conferences, 273(12118), 1-7.
https://doi.org/10.1051/e3sconf/202127312118

Ding, L., Kim, C. M., & Orey, M. (2020). Design of gamified asynchronous online discussions.
Technology, Pedagogy and Education, 29(5), 631-647.
https://doi.org/10.1080/1475939X.2020.1801495

Fulton, J. N. (2019). Theory of gamification — motivation (Doctoral thesis, William Howard Taft
University).

Hanus, M. D., & Fox, J. (2015). Assessing the effects of gamification in the classroom: A
longitudinal study on intrinsic motivation, social comparison, satisfaction, effort, and academic
performance. Computers & Education, 80, 152-161.
https://doi.org/10.1016/j.compedu.2014.08.019

57


https://doi.org/10.1016/0092-6566(85)90023-6
https://doi.org/10.1016/0092-6566(85)90023-6
https://doi.org/10.1207/S15327965PLI1104_01
https://doi.org/10.1016/j.compedu.2014.08.019

{zozsgms Coris — a1 63 gl ) s N1 s ) alanall — Caald) Alae >

Hashim, H., Rafig, K. R. M., & Yunus, M. M. (2019). Improving ESL learners’ grammar with
gamified-learning. Arab World English Journal, 5, 41-50.
https://dx.doi.org/10.24093/awej/call5.4

Hashim, H. U., Yunus, M. M., & Hashim, H. (2019). Video games: The game changer in teaching
writing for ESL learning. International Journal of Innovation, Creativity and Change, 5(6), 164—
172.

Ibrahim, N. (2016). Games for teaching grammar to young learners. Indonesian Journal of

Integrated English Language Teaching, 2(1), 49-63.

Kijpoonphol, W., & Phumchanin, W. (2018). A comparison between traditional and gamified
teaching methods for phrasal verb: A case of grade 10 students. TESOL International Journal,
13(3), 56-65.

Kingsley, T. L., & Grabner-Hagen, M. M. (2018). Vocabulary by gamification. The Reading
Teacher, 71(5), 545-555. https://doi.org/10.1002/trtr.1645

Maasum, T. N. R. T. M., Mustaffa, R., & Stapa, S. H. (2015). Young learners’ perceptions of
learning English using language games in a non-formal context. 6th International Conference on

Social Sciences (pp. 104-112), Istanbul, Turkey.

Mee, R. W. M., Shahdan, T. S. T., Ismail, M. R., Ghani, K. A., Pek, L. S., Von, W. Y., Woo, A,,
& Rao, Y. S. (2020). Role of gamification in classroom teaching: Pre-service teachers’ view.
International Journal of Evaluation and Research in Education, 9(3), 684-690.
https://doi.org/10.11591/ijere.v9i3.20622

Mekler, E. D., Brihlmann, F., Tuch, A. N., & Opwis, K. (2017). Towards understanding the effects
of individual gamification elements on intrinsic motivation and performance. Computers in
Human Behavior, 71, 525-534. https://doi.org/10.1016/j.chb.2015.08.048

58


https://dx.doi.org/10.24093/awej/call5.4
https://doi.org/10.1016/j.chb.2015.08.048

{zozsgms Coris — a1 63 gl ) s N1 s ) alanall — Caald) Alae }

Naggar, E. B., & Berkling, K. (2020). Designing a gamified reading app with pupils in elementary
school. In K. M. Frederiksen et al. (Eds.), CALL for widening participation: Short papers from
EUROCALL 2020 (pp. 63-68). https://doi.org/10.14705/rpnet.2020.48.1166

Pazilah, F. N., Hashim, H., & Yunus, M. M. (2019). Benefits of gamification towards different
learning styles in language learning. International Journal of Innovation, Creativity and Change,
5(6), 81-89.

Pektas, M., & Kepceoglu, I. (2019). What do prospective teachers think about educational

gamification? Science Education International, 30(1), 65-74.

Pham, L. L. N., Nguyen, H. T., & Le, V. T. K. (2021). Triggering students’ learning autonomy
using the combination of M-learning and gamification: A case study at Nguyen Tat Thanh

University. Teaching English with Technology, 21(2), 66-91.

Poondej, C., & Lerdpornkulrat, T. (2016). The development of gamified learning activities to

increase student engagement in learning. Australian Educational Computing, 31(2), 1-16.

Rahmani, E. F. (2020). The benefits of gamification in the English learning context. Indonesian
Journal of English Education, 7(1), 32-47. http://doi.org/10.15408/ijee.v7il.17054

Rafig, K. R. M., Hashim, H., Yunus, M. M., & Pazilah, F. N. (2019a). Gamified-learning to teach
ESL grammar: Students’ perspective. Religacion Revista de Ciencias Sociales y Humanidades,
4(20), 24-29.

Rafig, K. R. M., Pazilah, F. N., Yunus, M. M., Hashim, H., & Sabri, M. H. M. (2019b). Gamified-
learning brings out the hero in you! Proceedings International Invention, Innovative & Creative
Conference 2019, 67-71.

Sanchez-Mena, A., & Marti-Parreno, J. (2017). Drivers and barriers to adopting gamification:

Teachers’ perspectives. The Electronic Journal of e-Learning, 15(5), 434-443.

59


https://doi.org/10.14705/rpnet.2020.48.1166
http://doi.org/10.15408/ijee.v7i1.17054

{zozsgms Coris — a1 63 gl ) s N1 s ) alanall — Caald) Alae >

Subhash, S., & Cudney, E. A. (2018). Gamified learning in higher education: Systematic review
of the literature. Computers in Human Behavior, 87, 192-206.
https://doi.org/10.1016/j.chb.2018.05.028

Tan, Y. L. L. (2018). Meaningful gamification and students’ motivation: A strategy for scaffolding
reading material. Online Learning, 22(2), 141-155. https://doi.org/10.24059/0lj.v22i2.1167

Tenorio, T., Bittencourt, I. 1., Isotani, S., Pedro, A., & Ospina, P. (2016). A gamified peer
assessment model for online learning environments in a competitive context. Computers in Human
Behavior, 64, 247-263. https://doi.org/10.1016/j.chb.2016.06.049

Tsay, C. H. H., Kofinas, A., & Luo, J. (2018). Enhancing student learning experience with
technology-mediated gamification: An empirical study. Computers & Education, 121, 1-17.
https://doi.org/10.1016/j.compedu.2018.01.009

Vargas-Macias, Z. L., Rodriguez-Hernandez, A. A., & Sanchez-Saenz, C. L. (2020). Digital games
(gamification) in learning and training: An approach to adaptation and integration in the classroom.
GIST Education and Learning Research Journal, 20, 171-188.

Welbers, K., Konjin, E. A., Burgers, C., de Vaate, A. B., Eden, A., & Brugman, B. C. (2019).
Gamification as a tool for engaging student learning: A field experiment with a gamified app. E-
learning and Digital Media, 16(2), 92—-109. https://doi.org/10.1177/2042753018818342

Yaccob, N. S., & Yunus, M. M. (2019). Language games in teaching and learning English
grammar: A literature review. Arab World English Journal, 10(1), 209-217.
https://dx.doi.org/10.24093/awej/vol10n01.18

60


https://doi.org/10.1016/j.chb.2016.06.049
https://doi.org/10.1016/j.compedu.2018.01.009
https://doi.org/10.1177/2042753018818342
https://dx.doi.org/10.24093/awej/vol10no1.18

