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GAMIFICATION AND STUDENT MOTIVATION IN EFL
CLASSROOM

ABSTRACT

In today’s educational landscape, the quest to enhance student
engagement and motivation remains a paramount concern for educators,
particularly in English as a Foreign Language (EFL) classrooms. This article
delves into the realm of gamification as a novel approach to address these
challenges. It aims to explore the motivational effects of gamified learning
experiences in high school and higher education settings, in view of their
needs and profiles as well as the potential risks involved. Drawing on
insights from experts and research findings, the article explores the concept
of gamification and its potential to revolutionize learning experiences in
EFL contexts. It examines the core principles of playful learning
experiences, the essence of gamification, and its application in fostering
student engagement. Through an analysis of design elements, advantages,
and challenges, the article offers a comprehensive overview of
gamification’s implications for language education. Moreover, it discusses
considerations for its effective implementation to enhance student
motivation and learning outcomes in EFL classrooms.
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PE3IOME
TEVUMUOUKAITUA U MOTUBAIINA VYAIIUXCA B KOHTEKCTE
MTPETIOIABAHUSA AHTJIMICKOT'O A3BIKA KAK UHOCTPAHHOTO

B coBpemeHHO# 00pa3oBaTeNbHOM CHCTEME CTpEMJIEHHWE IIOBBICHUTH
BOBJIEYEHHOCTh M MOTHUBALIMIO YYAI[UXCA OCTAETCH IIE€PBOCTEIIEHHOM
3a7iaueit 111 IpernojaBaTesieii, 0cOGeHHO B KJIacCaX aHTINMCKOrO A3bIKa KaK
nuocrpauHoro (EFL). B aro#f cratee paccmatpuBaercs —cdepa
refiMubUKauy KaK HOBOTO ITOAXOJA K pelleHuio 3Tux mnpobiaem. llers
CTaThU  3aKJIIOYAeTCs B  M3yYeHUM MOTHBAIMOHHBIX  3(h(deKToB
re’iMubUIIPOBAHHOTO 00yYeHNs B CPEIHUX IIKOJIAX M BBICUIMX yIeOHBIX
3aBeZleHILIX C YIeTOM UX noTpebHOCTeH 1 mpoduiell, a TaK)Ke CBI3aHHBIX C
STUM TIOTEHIWANIbHBIX PUCKOB. Omupasch Ha MHEHHSI OKCIEPTOB U
pe3ysibTaThl  MCCIAENOBAaHUN, B CTaThe HCCAEAYeTCS  KOHIEMIUA
refiMupuUKaEu U €ee IOTeHIWAJ pPEBONIONNOHU3UPOBATE IPOLECC
o6y4enus B kouTekcTe EFL. B Heit paccMaTpuBaloTCs OCHOBHBIE IPHHITUIIBI
WUIPOBOrO OOYUeHMs, CYIIHOCTh redMubuKanuyu ¥ ee IPUMEHEHUE [
[IOBBIIIEHNS BOBIeYeHHOCTH y4auuxcs. [locpemcrBom aHain3a a1eMeHTOB
Iu3aifHa, [MPEMMYLIeCTB K IIPOGeM, CTaThs IIpeJJjIaraeT BCECTOPOHHII
0030p IoCIeACTBUH TreiMU UK 1A I35IKOBOTO 0OpasoBaHus. B cratee
TaKke O0OCyXAaloTcsa coobpaxeHus 1O 5(deKTUBHOMY BHELPEHUIO
reiMubUKaIUY, HAPaBJIeHHOI Ha MOBBINIEHWE MOTHBAI[UU YYAlIUXCH U
Ppe3yIbTaToB 00yUeHHUs B KJIaccaX aHTIUHCKOTO KaK MHOCTPAaHHOTO A3BIKA.

KitoueBsie cioBa: refiMmubuKaiisa, MOTUBAIYS, BHEUIHIS MOTHBALIV,
BHYTPEHHsS MOTHBAIWfA, [PeroJaBaHKe aHIJIMICKOrO $3BIKa KAk
HMHOCTPAaHHOIO

uuonNnenNkU
nUNUSPUUSNRUC B4 NRUTLANLECE  UNSPYUSPUL
uuvaLrerevy, 00/LMEU OSUCL LNk, WUUHULTUUL
ZUUUSGLRUSNRU

Uppnipjwtt nnpuimd, wjuop huwbku Epplk, dwblwdupdubph
wnweobiwhbkpp  Jwnwhngnipniup dunud E niuwbnnubph
ubpgpuydubnipmniip b Unnhjughuyh upwinudp, hwnjuwybu
wig ipkup, npyjtu onwp 1kqnt, puuwutndui hwdwnbpunnid:
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Unyl hnpjusp niunidbwuppmd. b punqu$hljugdwl npnpup wyb
nhunwplbny npybu wju dwpnwhpudbpubphtt phdwluybne unp
Uninbgnud: Ujut ityquunul niuh nuundwuppl] punuyght ntunigdwt
thnpdwnnipniiitbph Unnhdughntt  wqpbgmpnibubpp wdwug
nupngnid b pupdpugnyt jppuljut hwunwinnipnibpnud” hwoyh
wnubny ntuwbnnutph Ywuphpubpp b wpwbdtwhwnlnipmnitukpp,
htyybu twl huwpwynp nphuljbpp: Zhdudbngd thopdwgbntbpp
Jupshpubph U hbnwgnunipju wpynipbtph Jpu hopfwsh
niumdbwuhpnid £ jpwnudbpljugdutt  hujkgulupgp b npu
htquinjuwlwl  tkpmdp  whqbpbip, npybu  owwp  hqnu,
nuuujuindui  hwdwnbpunmd:  Znpdust  nunidtwuppnd k
huwunuyhtt ntunigdw thnpdwnnipniiitkiph hhdbwljw ulyqpniputipp,
fpunubhugdwtt Empnibtp U npu Yhpwenidp  niuwbnnubph
ukpgpuydusnipiniup hupwknt gnpénud: Zhdudknyg
fpunubhwgdut twhwgsdwt  wwpptph, wpwybmipmnitubph b
dwpunwhpu]bpbph Jipnisnippul Jpu hnpjust wowewplynd &
wnuphugdwi’  (kgmiubph  numgdwi  Jpu wqnbgmpjul,
hwdwywpthul wlhtwpl: Zngpdudp wippupuetnmd £ twb
wlbg iptup, npyhu onwp (kqni, puuwjuwindut hwdwwnbpunnid
nruwbinnubph Uninhjughwt hupwttnt i1 upuwg
ubpgpuydubnipnitt wywhnytint  hwdwp juwnqudhliugdub
wpynibuybn jhpundwt wnwbdtwhwnlnipjniuubphi:

Putunh punkp wnudhugnid, Unnpjughw, wpunwphi
Uninhjwughuw, ukpphtt Unnhjughw, wuqikpkup, npyku onnwp (kqna,

Modern digital world has created many new challenges for teachers and
the problem of student motivation and engagement has never been of so
crucial importance. Teachers have constantly been seeking innovative and
creative methods to boost student motivation and engagement. One of the
most recent approaches to serve this purpose is gamification, that is, the

integration of game elements into classrooms. Recently, gamification has
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drawn more attention in a variety of contexts. The interest in gamification
arises from the idea that it can influence students behaviour.

Kapp defines gamification as the process of “using game-based
mechanics, aesthetics and game thinking to engage people, motivate action,
promote learning, and solve problems” (Kapp, 2012:10). As a pedagogical
concept gamification does not necessarily involve the use of an actual game
or information technology. Rather, it involves the integration of design
elements or activity patterns, traditionally found in games, into educational
contexts. Games evoke powerful emotional responses, such as curiosity and
joy, making learning more immersive and enjoyable (McGonigal, 2011).

Creating entertaining educational activities is not easy. Research can
help us in our pursuit of creating playful learning experiences for students.
What do experts mean by playful learning experiences? Scot Osterweil, the
Creative Director of MIT’s Education Arcade, believes that learning
experiences become playful when the student is not constrained by any
rules or limitations. The idea of the four freedoms of play in relation to
learning, which gives the student an interesting and dynamic experience,
was developed by MIT's Education Arcade (Osterweil, Klopfer et al, 2018).

The four freedoms are:

) freedom of effort; students can transition between intensely
concentrated study sessions and leisurely breaks thanks to the internal
rhythm of games. Students will have the chance to refresh their attention

spans and effectively complete long-term assignments
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e freedom to try on identities; this gives the students freedom to
attempt new things and look at the problem from different angels, take a
different perspective on a topic and generate ideas.

e freedom to fail; games allow students to fail without serious
consequences. Failing quickly and making mistakes is a learning process
that allows us to get better. Freedom to fail leads a group to discuss frankly
and suggest unconventional ideas without any fear as there are no real
world consequences in the context of play.

e freedom to experiment; games allow players to study and find new
strategies and new information. When students have more freedom to fail
this leads to more experimentation.

These freedoms empower students to explore topics from various
perspectives, fostering creativity and critical thinking. They also give the
student the chance to decide on significant decisions pertaining to their
educational journey. Gamified learning interventions also satisfy some of
the students’ phychological needs, e.g need for autonomy is satisfied when
the students are allowed to decide the activities in which they want to
participate. The next psychological need is social relationships, which refers
to the need for people to interact with others. Students’ motivation levels
can be raised through the application of gamification in social relationships
since, in addition to the work that teachers assign, students generally feel
more satisfied when they are working together on their learning process.

When speaking about gamification we should distinguish gamification,

that is, the tools that integrate game elements to provide gameful
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experiences without being games in themselves and game-based learning,
which concerns the application of full-fledged educational games aimed at
motivating students.

The literature identifies several design elements of games that can be
integrated into educational contexts. Gamified learning interventions
incorporate various design elements borrowed from games. These include
clear rules, reward systems, and competition, which motivate students to
actively participate and excel. However, effective implementation requires
careful consideration of learning objectives and alignment with educational
outcomes.

In a gamified learning intervention, students’ actions are limited by
rules that structure the learning activity. This makes it fundamentally
different from free-form learning activities, such as essays, projects or
presentations.

One of the main goals of most games is to foster a positive attitude to
failure rather than forbid it.

What distinguishes gamification most distinctly from more traditional
approaches is the explicit use of competition as a motivational tool. Games
have reward systems. Individuals receive rewards for achieving a goal or
overcoming an obstacle. Examples are badges or prizes (Glover, 2013).
Students earn points for completing assignments correctly. These translate
into comparable rewards — grades. This competitive element is a source of
motivation (Nicholson, 2012). It is often operationalized in the form of a

leader board ranking players on the basis of performance in the game
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(Deterding, Dixon, Khaled, & Nacke, 2011). Since users can immediately
and publicly see the results of their efforts, these rating systems act as
motivators (Dominguez et al., 2013).

As we already know the two main categories of student motivation are
intrinsic and extrinsic (Deci et al., 2001). Intrinsic motivation involves
learners being interested in what they learn and in the learning process
itself (Harlen & Deakin Crick, 2003). It is the individual and natural impulse
necessary to undertake the search for new possibilities that benefit social
and cognitive development; for example, comments on the work
conducted, rewards, and positive feedback, which increase an individual’s
internal motivation by creating feelings of competence.

Extrinsic motivation is associated with individuals who engage in
learning because it is a means to an end, relatively disassociated from the
content and subject of learning (Harlen & Deakin Crick, 2003). Extrinsic
motivation comes from sources that are external to the individual; that is,
it leads an individual to be able to perform tasks that reward them or allow
them to achieve other objectives.There is considerable discussion as to the
impact differing types of motivation have on learning (e.g. does intrinsic
motivation or extrinsic motivation facilitate learning processes more
effectively? (Maehr & Meyer, 1997)).

The aim of gamification strategies or gamified learning experiences, is
to promote a gameful state in students, which can be achieved by

introducing elements of game in a learning environment. When it is applied
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effectively, gamification fosters motivation and can thereby encourage
students to become more involved in their school assignments.

More than just incorporating game aspects into instruction, gamification
actively encourages students to carry out necessary activities and exhibit
desired behaviors.

When training and game elements are appropriately designed and
implemented, learners know what is expected of them and perform their
jobs better.

The advent of the millennial generation, who have radically different
learning styles and requirements from previous generations, has presented
further challenges (Elam, Stratton, & Gibson, 2007; Howe & Strauss, 2003).
In this context, the development of gamification can be seen as an example
of the continual renewal of educational practice. While a promising
technique, much work must be undertaken before gamification can be
considered a mature pedagogical technique. Positive results require careful
planning to guarantee that the learning activities prompted by gamification
are closely linked to learning outcomes.

Most gamified learning interventions tend to be web-based, scalable and
asynchronous. This makes them particularly useful in educational contexts,
such as online learning. Gamified learning activities could become an
integral part of flipped teaching environments (Bergmann & Sams, 2012).
Their social, asynchronous nature can be used to prompt students to engage
with pre-prepared content, while gamified learning activities can be used

in the classroom to prompt student interaction and participation. A key
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point of gamification is that game design elements can be used as a tool to
control and generally increase student engagement and participation (Kapp,
2012).

One of the most common type of games used in language classrooms are
interactive games. According to a German psychologist Klaus Vopel
interactive games interest the players and foster motivation among them,
they give a sense of joy and fulfillment. As we have mentioned earlier
gamification may increase student engagement and enhance learning. We
empirically investigated this by exploring the impact of intrinsic and
extrinsic motivation on the participation and performance of over 60
undergraduate students in an online gamified learning intervention. The
results of our short-tern experiment showed that gamified learning
environments have a positive impact on student learning and academic
performance. Our results show that while generally positive, the impact of
gamified interventionns on student participation varies depending on
whether the student is motivated intrinsically or extrinsically. We hope
that teachers and instructors working in a variety of educational contexts,
and at all educational levels, who want to increase student engagement and
learning, will find these findings to be of practical use.

In EFL classrooms, gamification holds immense potential to enhance
student engagement and language acquisition. Interactive games, such as
quiz-based platforms like Kahoot!, offer opportunities for immersive

learning experiences. By integrating game elements into language lessons,
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educators can create dynamic environments that cater to diverse learning
styles and preferences.

As educators embrace gamification, it is essential to acknowledge its
limitations and challenges. Long-term exposure to gamified interventions
may diminish intrinsic motivation, necessitating ongoing refinement and
adaptation of strategies. Moreover, the emergence of the technological
generation (Generation Z) learners underscores the importance of
leveraging technology and digital tools to foster motivation and learning.
Motivation influences engagement or disengagement, and in turn, both can
impact the learning process.

Considering that the generations currently studying at the university
belong to Generation Z, this encourages technology to be essential in their
daily activities and for them to easily adapt to it, which can be an advantage
for using gamification as part of the necessary motivation in the learning
process.

Although gamification platforms and applications are the preferred
method, designers can also integrate game elements in the website Moodle,
that is, through the use of plug-ins allowing the inclusion of badges or
points into this platform, to reward students for participating in a forum.

The merits and disadvantages of using gamification in a higher level
education context are are widely debated in literature (Dominguez et al.,
2013; Lee & Hammer, 2011). On one hand, it enhances engagement,
participation, and learning behaviors, particularly in the context of modern,

tech-savvy learners. People are posited to be more engaged and more
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productive when playing games (Kim, 2012). . On the other hand, concerns
arise regarding the potential negative impacts, such as overemphasis on
extrinsic rewards and the decline in intrinsic motivation over time.
Another negative impact of gamified learning strategies in student’s
motivation is mainly caused by social comparison and competition,
showing the relevance of social-oriented strategies.

Competition is one of the reasons for failure in gamified learning
systems and, consequently, social comparison should be avoided or used
with caution.

In conclusion, gamification is an educational strategy that can
modernize educational environments and promote motivation and
engagement in students in the same ways that games do. A variety of game
elements and features can be used to engage students in learning processes.
However, gamification can also affect students’ motivation due to the use
of extrinsic rewards. Additionally, students tend to react better to
gamification when the process is new, whereas after a longer period of
exposure, when its novelty wears off, it can become less effective and even
boring. This is the reason why, gamification needs to be explored further in
education, but with caution.

Gamification represents a promising approach to address the eternal
challenge of student engagement in EFL classrooms. By introducing game
elements into their classrooms, teachers may create dynamic learning
environments that attract and motivate students. However, success depends

on careful planning, adherence to learning goals, and a sophisticated
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comprehension of motivating dynamics. As gamification continues to
evolve, its potential to revolutionize language education remains profound.

In essence, gamification offers not just a novel approach to learning but
a gateway to transforming educational experiences into captivating

adventures where students are empowered to learn, explore, and succeed.
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