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ABSTRACT :

Learning English is often viewed as a boring and uninteresting process, especially
for children who have grown up in the digital age. One effective way to increase learn-
ers’ motivation to study English is to employ online games. One successful method is to
use these games to enhance learners’ intrinsic motivation. The present study aimed to in-
vestigate the effectiveness of an online game, such as crossword puzzles, in developing
students’ motivation to learn English. The 40 students participated in the study, which
lasted approximately eight weeks. The experimental group learned vocabulary related to
food, clothing, and furniture through playing the online game, while the control group
studied the same vocabulary using traditional methods. In the sixth week, a post-test
was administered using questionnaires that used a modified version of (Gardner, 1988)
attitude/motivation battery to measure students’ motivation. The results showed that the
experimental group scored higher than their control group peers, indicating that playing
the online game contributed to raising their motivation to learn English.

Keywords: Online Games, Learning English, Motivation.
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1.0 Introduction

Playing online games is a type of
edutainment with the integration of var-
ious elements such as the texts, graph-
1c, audio, video and animation. Online
game combines the methods of play-
ing simulation and mind tests (Green
& McNeese, 2007). The purpose of
online game is to provide the students
with enjoyment while they are learning
so that they can practice effective learn-
ing without feeling bored, depending
on the Theory of Behaviourism that in-
volves human’s behaviour and its rela-
tion with stimulation, response and re-
ward. However, the Cognitivism is not
excluded wherein students are needed
to think of the best strategy in order to
achieve the highest score in each game.

Nowadays, teenagers like to spend
their time playing online games that are
mostly not educational oriented such
as Counter Strike and Wolf Team be it
at home or cybercafé (Elsayed, 2021).
To handle and overcome this situation,
the ministry of education encourag-
es teachers to use any suitable online
game so as to arouse students’ inter-
est in the school lessons (Jayakhantan,
2002). The application of online games

in education is nothing new in the
western countries. It had been intro-
duced in America and Europe since the
70s era. Computer games considered
as one of the important applications
that are widely discussed in the field
of education in an article published by
Jayakhantan. In this article the author
showed that computer games have in-
finite potential and they could provide
an efficient educational experience.
(Jayakhantan, 2002).

Some scholars have proved that
games can be effective tool for edu-
cational purposes especially language
learning ( (Cordova & Lepper, 1996);
(Boudadi & Gutiérrez-Colon, 2020)).
The online games started when edu-
cators began adding the Internet con-
nectivity to computer games in 1994
to 1995. However, the world of online
game started somewhere in 1969.

The origins of crossword puzzles
can be traced back to the 19th centu-
ry, when a British journalist Arthur
Wynne, created the first crossword
puzzle for a Sunday newspaper in
1913. At first, it was designed as a di-
amond-shaped grid with simple clues
to fill in the white squares and it was
called a “word-cross,” (Njoroge, Nd-
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ung’u, , & Gathigia, 2013). After that,
the game gained wide fame and devel-
oped into one of the electronic games
of our globalized time. In addition, it
has become one of the educational and
entertaining games used by teachers
to develop students’ English language
skills.

Crossword puzzles come in a variety
of forms, including classic puzzles, in-
formation puzzles, and numerical puz-
zles. The Chinese proverb, “Tell me,
and I forget; show me, and [ remember;
involve me, and I learn,” exemplifies
that learning 1s more effective when
learners are actively involved in con-
structing knowledge. In other words,
interaction and active participation are
essential to the success of the learning
process.

Accordingly, English as a Second
Language (ESL) or Foreign Language
(EFL) education specialists empha-
size the important role of the teacher
in supporting and encouraging stu-
dents to engage in game-based learn-
ing activities. They also emphasize
that crossword puzzles are an effective
way to enhance learners’ motivation
and increase their desire to acquire the
language. (Celce-Murcia & Mcintosh,

1979).

This is supported by a study con-
ducted by (Almadhady, Haji Salam,
& Baharum, 2020), in which the re-
searcher proved that it is important to
increase motivation of EFL learners
by allocating more time and effort to
practice self-directed learning outside
the classroom by using such facilities
as the use of technology in language
learning and by playing online games.

2.0 Research Background

English is a compulsory subject in
all primary and secondary schools in
line with its status as a foreign language
in Iraq. The aim of English language
teaching is to enable school-leavers to
use English in everyday life and work
situations as well as to pursue higher
studies in the medium of English. At
the present time, English is still taught
for further studies and for work. How-
ever, using new methods is a significant
issue to improve English language due
its status as being a global language.
For educational purposes the role of in-
formation and communication technol-
ogy (ICT) is very important in general
and it is used as a tool to improve En-
glish Language in particular (Mukhlif
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& Challob, 2021).

The English curriculum uses knowl-
edge from topics drawn from current
issues to provide the content for learn-
ing not only from subject disciplines
such as sciences. The immediate sur-
roundings, 1.e. the school, town and
country are the first things that the
learners concern and later progress to
issues and concerns outside the coun-
try. With Information and Communica-
tions Technology, learners will devel-
op their interpersonal skills by sharing
in joint activities with other schools
through social networking so that they
will be ready to go out into the world
when they leave the school.

In line with globalization and the
Information and Communications
Technology era, skills related to Infor-
mation and Communications Technol-
ogy are incorporated in the learning
outcomes (L1, 2023). These skills such
as the Internet resources, the utiliza-
tion of computer-related activities in-
clude the use of multimedia resources
and games applications in order to get
highly outcomes in learning (Mukhlif
M. 1., 2022).

(Baroody & Ginsburg, 1990) state
that effective teaching will take place

when the students involve themselves
in activities which are supportive of
the learning itself and at the same time
are guided by the teacher.

Generally, all techniques and meth-
ods are feasible as long as they are
able to assist the students in achieving
their objectives been outlined (Dewi,
Kultsum , & Armadi, 2025). Game is
a teaching method that enables the stu-
dents to expand their creativity. (Raave,
Saks, Pedaste, & Roa, 2024) states five
reasons to explain why a teacher needs
to utilize technology in their teaching.
The use of technology motivates the
students, increases the teaching ability,
acts as a supporting tool to the co-oper-
ative learning, shares information and
functions as a problem-solving meth-
od that upgrades teacher’s productivity
and lastly, it is a skill that 1s so highly
demanded in today’s borderless infor-
mation age.

3.0 Problem Statement

In EFL learning environment, the
educational curriculum consists of con-
tents and activities that are interrelated
with the teaching and learning tech-
niques and methods ( (Collins, 1986);
(Blane, 1986)). Apart from planning



a9 ||

dudlyell deolall - duy Ul dds - duodellg duygy il Glwlyadl ddoo
02026 JUT - e il ole - eyludl 3ol - Jopduellg eludldaell

and implementation of teaching, a fo-
cused study on the curriculum itself is
necessary in preparing the materials
and evaluation of activities as being
centralised or school-based (Nurhuda,
Setyaningtyas, & Huda, 2023). Hence,
it i1s very important for teachers to
arouse the students’ interest and aware-
ness of learning English language.
Over the years, English teachers have
been using the same traditional teach-
er-centred teaching method in which
the learners are listening to the teach-
er’s explanation prior to written-work
assigned later. There aren’t hardly
any varieties in the teaching learning
process. The same activities of drill-
ings and monotonous questioning are
repeated the whole year. (Rahmanto,
Ulum, & Priyopradono, 2020) state
that problem will exist if the students
lose interest and start feeling bored in a
certain subject. This will be an obstacle
that makes 1t difficult for the students
to understand the concepts taught in
the classroom.

An excellent proficiency level in
English language will be a great help
in the mastery of other subjects espe-
cially those in the science and technol-
ogy disciplines at the higher learning

level. A graduate with a high level of
English proficiency is more likely to be
hired in today’s competitive job market
than one with a low level of English
proficiency as suggested by (Mukhlif
& Challob, 2021).

Based on the results that were pub-
lished by schools in many Iraqi gov-
ernorates, there i1s a clear decline in
the results of the English language
compared to other subjects. Therefore,
educators and officials are required to
make great efforts to raise the level of
students in the English language by
paying attention to the school curricu-
lum from younger ages and introduce
games into their education in order to
stimulate their enthusiasm and increase
their passion for learning the language.
As well as It has become a crucial need
in our digitalized age and the increas-
ing needs for mastering the language.
Efforts to elevate the standard of En-
glish at schools and universities have
to be prioritized.

Whatever the situation is, English
1s an important core subject in school.
Teachers are required to teach English
for five periods a week in the second-
ary schools. However, most teachers
emphasize the importance of com-
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pleting the syllabus within the given
schedule regardless of whether their
teaching-learning objectives are suc-
cessfully fulfilled. Therefore, teachers
are less likely to involve their students
in interactive learning activities let
alone interactive multimedia such as
online game unless enrol it within the
curricula. The issue 1s how to maintain
and enhance students’ interest and mo-
tivation in learning English.

4.0 Literature Review

As explained earlier, the study is de-
signed to explore the effectiveness of
an online game as crossword puzzles
in enhancing students’ motivation to-
wards learning English language. This
section aims to clarify the research
variables and concepts. The literature
review 1is structured to cover the main
variables and theories such as con-
structivism, sociocultural theory, direct
method, connectivism theory, Mayer
cognitive theory in multimedia learn-
ing and motivation.

4.1 The use of online games in
teaching English

During the last few years, a large
base of online game players has ap-
peared due to the explosive growth in

the internet users. (Hopper, Sanford, &
H, 2018) stated that millions of people
play online game and the number of
members was projected to increase in
the future.

The using of the online games as a
tool in promoting language learning
have many advantages as one-to-one
mode of teaching and gives for active
interaction between the students and
the computer, also, students can prog-
ress at their own paces. Hence, the
students take on the role as active par-
ticipants in an interactive environment
rather than passive recipients of infor-
mation (Dickinson, 1987)

The use of interactive games has
impacted on the learners’ mode (Erhel
& Jamet, 2013)

(Wood, 2001) claimed the use of
learning games as a learning tool and
concluded that the traditional media
such as textbooks no longer active as
game-like formats could be more effec-
tive at capturing learners’ attention. The
young learners tend to favour “edutain-
ment” applications-academics-orient-
ed games (Krasilovsky, 1996).

(Erhel & Jamet, 2013) study indi-
cated that the use of interactive games
positively impacts learners’ learning
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styles. In the same context, (Wood,
2001) explained that using educational
games as a teaching tool can be effec-
tive, indicating that traditional media,
such as textbooks, which lack game-
like interactivity, may not engage
learners as much. (Krasilovsky, 1996)
also demonstrated that young learners
tend to prefer educational applications
with an entertaining nature, especially
those in the form of games geared to-
ward academic goals.

(Al Masr1 & Al Najar, 2014) stated
that nobody can deny the role of games
in teaching and learning vocabulary
so that it is very important to choose
useful and suitable games in order to
achieve the most from vocabulary
games. There are many factors that
should be taken into consideration like
the number of students, proficiency
level, cultural context, timing, learning
topic, and classroom settings whenever
a game conducted to sustain their inter-
est and work.

A qualitative case study conducted
through the observation of eleven stu-
dents aged 6 to 14 by (Karoulis, 2007).
In this study, Karoulis focused on the
motivational factors of the students
and the modality of a game. The find-

ings concluded that all of the pre-teens
and teens, aged 12 to 14, were equal-
ly conscientious of all modalities and
swiftly finished each aim of the game.

4.2 Constructivism and Sociocul-
tural theory

The current focus is on construc-
tivism as a pedagogical approach,
whereas traditional education was
based on the didactic model of teach-
ing. Constructivism is based on the
fundamental principle that knowledge
is constructed through interaction and
experience, not simply the reproduc-
tion of information. In this context,
Vygotsky’s sociocultural theory asserts
that human intelligence is shaped by
the culture to which an individual be-
longs. The process of cognition begins
first with social interaction with others
and later becomes embodied within the
individual at a personal level (Forman
& McPhail, 1993).

4.3 Direct Teaching Method

The direct method believed that stu-
dents learn to understand a language by
listening to it in large quantities. The
direct association of words and phras-
es with objects and actions are ways to
learn language without the use of na-

tive language as the intervening vari-
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able (Rivers, 1981).

4.4 Mayer Cognitive theory of mul-
timedia learning

(Mayer, 2001) developed a cogni-
tive theory of multimedia learning,
which asserts that the learning process
requires learners to go through five
interconnected cognitive processes.
These processes begin with selecting
appropriate words for processing in
verbal working memory, followed by
selecting appropriate images in visu-
al working memory. Next, the learn-
er organizes the words to construct a
verbal mental model and organizes the
images to form a visual mental model.
In the final stage, the verbal and visual
models are integrated and linked to pri-
or knowledge, contributing to a deeper
and more coherent understanding of
the educational content.

4.5 Connectivism Theory

Connectivism 1s a learning theory
for the digital age. Some principles of
connectivism: The integration of cog-
nition and emotion is essential to the
meaning-making process, as think-
ing and emotion interact to influence
each other, enhancing the depth of
understanding and learning. Learning
i1s based on the principle of connect-

ing different information sources and
knowledge nodes. Connecting to an
existing knowledge network expands
the learner’s experience and enhanc-
es their ability to acquire knowledge.
Learning is no longer limited to hu-
mans alone; it can exist in non-human
systems and tools, making the ability
to search for and access information
even more important than simply pos-
sessing it. Effective learning requires
the continuous maintenance and de-
velopment of knowledge connections,
as diverse perspectives are essential
for building deeper and more compre-
hensive knowledge. Modern learning
methods vary, including online cours-
es, email, virtual communities, chats,
web searches, mailing lists, and blogs,
all of which contribute to supporting
continuous learning and enhancing
individual and collective knowledge
(Guo, Du, & Zheng, 2023).

4.6 Motivation

(Katzeff, 2000) stresses that in
learning, the learner must be motivat-
ed to learn, so motivation 1s a critical
factor for instructional design. As (Al-
Jarf, 2022) added that teachers should
encourage the students to share vocab-
ulary games such as crossword puzzles
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and word search games to improve
vocabulary learning and motivation
for students. (Prenskey, 2001) defines
the key characteristics of (simulation)
games as: rules, goals and objectives,
outcomes and feedback, conflict (and/
or competition, challenge, opposition),
interaction, and representation of story.
There are many activities which effect
on learners’ extrinsic rather than intrin-
sic motivation while intrinsic motiva-
tion 1s highly desirable

(Csikszentmihalyim & Nakamura,
1989) .

Research indicates that relying sole-
ly on extrinsic motivation is one of the
most serious problems in learning, as
it can lead to completely counterpro-
ductive results. Learners who are in-
trinsically motivated tend to persist for
longer periods, exert greater effort, use
effective learning strategies, and retain
important information better. Exces-
sive reliance on extrinsic motivation,
on the other hand, typically produces
temporary activity that quickly fades
and can even lead to a lack of long-
term interest in the subject. Therefore,
it 1s important to balance the two types
of motivation by enhancing extrinsic
motivation with intrinsic motivation

to ensure deeper and more sustainable
learning.

5.0 Research objective

In order to obtain the purpose of this
study, this research is aimed to achieve
the following objective:

* To explore the effectiveness of on-
line game in enhancing students’
motivation towards learning En-
glish.

6.0 Research question
* Is online game effective tool in en-

hancing students’ motivation to-

wards learning English?

7.0 Selection of Participants

Participants for this study were 40
form one of secondary schools in Er-
bil, Iraq. They are of low proficiency
level and they werepurposively select-
ed . The selected students were divided
into two groups of 20 students each.
The control group was taught English
using the traditional method whereas
the students in the experimental group
were taught by using the online game,
crossword. Both groups covered the
same subject matter, that is vocabulary
pertaining to food, clothing, and furni-
ture. The groups received the instruc-
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tion for the same amount of time. They
were taught by two different English
teachers. Both have similar years of
teaching experience.

8.0 Research method

The aim of this study is to investi-
gate the effectiveness of online game
in enhancing students’ motivation to-
wards learning English. True experi-
mental research design is adopted for
this study. Questionnaires were cho-
sen to collect the desired data.

Questionnaires were administered
to collect quantitative data to look into
students’ motivation towards learning
English. The questionnaires were an
adapted version of R.C. Gardner’s At-
titude/ Motivation Test Battery. There
are two parts in the questionnaires. The
first part consists of 20 Likert Scale
items with four responses, namely
Strongly Disagree, Disagree, Agree
and Strongly Agree. The second part
comprises ten multiple —choice ques-
tions. The total score of the question-
naire is 110.

9.0 Data collection
Data collection spread over a period
of 8 weeks. Prior to the implementa-

tion of this study, the researcher ex-
plained the research objectives, meth-
ods and procedures to the teachers who
were involved in this research. The
researcher also demonstrated how to
play the cross word online game to the
teachers. Next, the students were ran-
domly assigned to the control group
and experimental group. 20 form one
students were assigned to the experi-
mental group and the other 20 to the
control group.

In the first two weeks, the subjects
in the experimental group were asked
to explore the cross word online game
regularly in the school computer lab-
oratory and during their own leisure.
The reason behind such arrangement
was to define the students with the on-
line mode. In the third week, students
were asked to carry out the online vo-
cabulary exercises. guidance in class
and from time to time observed the stu-
dents’ work was provided by the teach-
er. In the same week the control group
was also taught vocabulary pertaining
to food, clothing and furniture by anoth-
er teacher who used the direct teaching
method. Both groups were exposed to
the teaching learning process for three
consecutive weeks. In week 6, the ques-
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tionnaires were administered to both game in enhancing students’ motiva-

control group and experimental group.
Data were analysed and reported in
week 7 and week 8.

10.0 Data Analysis

The Statistical Package for Social
Science was used for data analysis in
this study. After entering the scores
of all the participants, an independent
sample t-test was run to compare the
mean scores of the control group and
the experimental group. The identifica-
tion of a significant difference would
point to the effectiveness of online

tion towards learning English.

11.0 Findings

The SPSS analysis data were shown
in Table 1 and Table 2. The mean score
of the experimental group (M = 88.8,
S.D. = 10.89) was higher than that of
the control group (M = 44.15, S.D. =
8.25). Besides, according to the inde-
pendent sample t-test (t =-14.613, df =
38, p = 0.000), there was a significant
difference between the mean scores of
the control group and the experimental

group.

Group Statistics
Std. Error
groups N Mean Std. Deviation Mean
motivation level  control group 20 44.1500 8.25434 1.84573
experimental group 20 88.8000 10.88988 2.43505

Table 1: Group Statistics for Motivation Levels.

Independent Samples Test

Levene's Test for
Equality of Variances

t-test for Equality of Means

Sig. t

95% Confidence
Interval of the
Difference

Lower Upper

Std. Error
Difference

Mean
Difference

Sig. (2-tailed)

motivation level  Equal variances
assumed
Equal variances

not assumed

.257 615 -14.613

-14.613

.000 | -44.65000 3.05552 | -50.83557 | -38.46443

35.414 .000 | -44.65000 3.05552 | -50.85044 | -38.44956

Table 2: Independent Samples T-Test Table for Motivation Level
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12.0 Discussion

This research sets out to answer one
question. The data from the findings
will be discussed in detail in this sec-
tion.

Research Question. Is online game
effective in enhancing students’ moti-
vation towards learning English?

Questionnaires were administered
at the end of the study. The scores were
encouraging. The mean score of the
experimental group was much higher
than that of the control group. An inde-
pendent sample t-test also showed that
the difference between the mean scores
was significant. In other words, stu-
dents who learned vocabulary through
online game were more motivated
to learn English. Hence, the research
hypothesis was supported, that is on-
line game is effective in enhancing
students’ motivation towards learning
English. Using online games contains
some important characteristics of a
good learning environment is one of
possible explanation for the increased
motivation as outlined by (Gance,
2002). The online game required stu-
dents to use some problem-solving
skills. It also encouraged interaction

among the players. Besides, students
were cognitively and actively engaged
to explore the game. All these charac-
teristics might have kept the students
motivated.

While many studies had investi-
gated the beneficial effects of using
games, there have not been many stud-
ies that look specifically into the link
between using games and motivation
towards learning English. The encour-
aging result of this study will increase
teachers’ confidence and willingness to
incorporate online games into their En-
glish lessons.

13.0 Implications

To ensure sustained student moti-
vation and effective learning, it’s 1m-
portant for teachers to use stimulating
online games that foster a sense of
accomplishment. One of the most ef-
fective, long-term teaching methods
is simulation, which has the potential
to overcome the limitations of the tra-
ditional model by actively engaging
students in a learning process based on
experience and practice. (Jadska, Leht-
inen, Kujala, & Kauppila, 2022) .

In terms of extending the impact
of online game so as to make it more
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effective than traditional learning les-
sons, teachers need new and developed
games, such as simulated tasks as they
are more interactive and collaborative.
Regarding teachers, their roles should
be more of a researcher and facilita-
tor. The role of the teachers should be
more of a researcher and facilitator to
ensure the effectiveness of bringing the
vocabulary games into the classroom.
As a researcher, teachers must explore
further into the area of information re-
trieval. Teachers must have the knowl-
edge of lesson planning and the skills
necessity to become an effective facil-
itator and to know how to incorporate
online elements into their teaching and
learning. Furthermore, if a game ad-
opted for long-term learning, it is im-
portant for the teachers to ensure the
existence of a means that monitors
whether their students play the game
regularly and frequently, as well as
their learning progress.

14.0 Conclusion

This study has shown that online
game 1s effective in enhancing stu-
dents’ motivation towards learning En-
glish. The experimental group showed
a higher level of motivation compared

to the control group. Hence, it 1s high
time that English teachers should in-
corporate online games into their les-
sons so as to sustain their students’ mo-
tivation towards learning English. The
motivation will increase students pro-
pel to attain a higher level of English
proficiency which will in turn make
them more marketable and employable
in future.
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