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Abstract- The main purpose of this research was to check the effects of
gamificaton on EFL learners’ vocabulary achievement and classroom interaction.
Quasi experimental was the research design used in this research and the method was
mixed methods. It was conducted in 2025 at Korem secondary school, Ethiopia. As
the study is quasi-experimental, non-equivalent design, 87 grade nine students: 45 as
control group and 42 as experimental group participated. Thus, the experimental
group learned vocabulary through gamification for two months while the control
group attended the same lessons using the conventional method. The data was
gathered using vocabulary tests, questionnaire, classroom observations and semi-
structured interview. Paired sample t-test was applied to analyze the data collected
through tests and questionnaire, and thematic analysis was used for the data obtained
through observations and semi-structured interview. The mean variance, the p-value
(p<0.05) and the data gained through observations and semi-structured interview
indicated that the experimental group had significant higher levels of vocabulary
retention and level of interaction compared to the control group. Thus, it is concluded
that gamification significantly helps students to enhance their lexical competence and
interaction.
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I. Introduction

Background to the Study

Language is a structured system of communication that consists of grammar and
vocabulary (McFarland, 2017). It is the primary means through which humans
communicate (Teller, 2008). At this time, English language has become the main tool
of communication in schools and offices. Thus, good English language competence is
needed to compete. For this, having good stuck of vocabulary is undeniably
important.

Shintani (2012), Apriandari (2019) and Dessalegn (2015) put vocabulary as the core
part of L2 acquisition as nothing can be conveyed without vocabulary. Accordingly,
learners® ability of understanding and expressing ideas and concepts; exploring and
solving academic problems; organizing their experience and knowledge; expressing
and clarifying their thoughts, feelings, and opinions as well as guessing skill can be
shaped with good vocabulary competence (Nation, 2001; Bintz, 2011).

In educational setting, vocabulary plays an important role for second language
learners to master the four macro skills. Students” academic achievement also
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depends on their level of vocabulary since they learn in English as a medium of
instruction (Nation, 2001; Bintz, 2011). No matter how they are good at grammar and
how idiomatic their pronunciation and tone may sound, if learners are not good at
vocabulary, it is difficult for them to communicate well. That is why it is important to
seriously consider the teaching and learning of vocabulary; especially, in the
secondary level, as these level require high English proficiency to deal with academic
studies, not only in the EFL classroom but also in all subject areas (Morris & Leavey,
2006). Studies by Booth (2014), Wang (2006) and Halpern (2001) also proved how
vocabulary is vital for secondary school learners as they begin to transit from learning
to read to reading to learn, and specifically, ELL"s lack of vocabulary knowledge
begins to affect comprehension of academic texts.

But, in Ethiopian educational context, the implementation of vocabulary teaching has
been ineffective and given only little attention (Minda, 2003; Abiyot, 2006; Eshetu et
al., 2016; Boersma & Manendante, 2016). This makes students™ English vocabulary
proficiency low at all levels despite they spent many years of learning it (Sileshi &
Tamene, 2022). Abiy (2017)

associated this ineffectiveness mainly with the methodology of teaching vocabulary,
the objective of teaching English, the design and implementation of vocabulary tasks
in the classroom, and the way EFL teachers™ measure learners” vocabulary
proficiency. According to Abiy (2017), to involve in vocabulary lessons actively,
students must be taught using appropriate techniques like gamification. Because, the
conventional technique does not help learners to get more vocabulary learning
immersion time. , and it reduces the learners™ interaction.

Gamification is the utilization of games in teaching and learning process to encourage
learners to engage in the desired behaviors by raising motivation and developing
attachment to the environment (Biligin et al., 2015; Lee & Hammer, 2011). Hence,
teachers should carefully design vocabulary lessons in gamified way and spend more
time on such tasks to advance students™ lexical competence and communication
(Rohani & Pourgharib, 2013).

Teaching vocabulary using games help learners to remember and retain the target
words easily (Braga, 2019). The technique provides students with a chance of
learning vocabulary funnily than usual. Similarly, the students” interaction and
learning motivation can be increased because they take part in learning activities
(Soltanzadeh, Hashemi, & Shahi, 2013). However, games should be well-chosen and
designed (Huyen & Nga, 2003).

Teachers can design vocabulary lessons using digital or non-digital games. But, this
study stressed only on non-digital games since digital games are not always possible
due to limited resources and logistical problems. The direct (visual, speech, body)
contacts that non-digital games have is also another reason to focus on these games as
these contacts affect the player and facilitate effective vocabulary teaching and
learning more than the speech/audio contact in digital gamification (Rahutami et al.,
2019; Zainuddin et al., 2020).
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The study also focused on grade nine students as the researcher believe that students
at this grade level have a unique experience with regard to the English language,
because grade nine students in the research area start to use English to learn other
school subjects and it is a new practice for them. Thus, ELL"s lack of vocabulary
knowledge begins to affect comprehension of academic texts. In addition, as the
learners at this grade level are teenagers, they are likely to shy unless they are
motivated to participate. As Halpern (2001), Booth (2014) and Wang (2006)
mentioned, shyness, mistaken beliefs about the consequences of making errors, fear
of sounding unwise, and the difficulty of learning a new language are vocabulary
challenges that learners cope up with. So, examining the effect of gamification on
secondary school students™ vocabulary learning and classroom interaction is required.
For this reason, the current study focused on effects of gamification on EFL learners™
vocabulary achievement and classroom interaction to address this problem. Hence,
the principles of both motivation and social constructivism theories together with
Chou"s Octalysis model are used as a foundation for the present research because it is
greatly related with the research objectives of the study as it views on creating a full
gameplay experience which improves individual inspiration, learner comprehension
and the concept that positive interaction enhances learning.

I1. Statement of the Problem

Vocabulary is important in language learning as it is a key for one™s English
proficiency (Schmitt et al., 2011). However, Ethiopian students, at all levels, have
vocabulary problem (Abiyot, 2006). Sileshi and Tamene (2022) also found the
vocabulary teaching and learning situations at elementary and high schools levels as
very ominous, demotivating and non-interactive. Moreover, the preliminary
observation that | made at Korem secondary school on how teachers teach vocabulary
revealed that teachers™ mode of teaching was totally conventional, and they did not
use gamification to teach vocabulary. The students were also unmotivated and non-
interactive. MoE (2017) and CIA (2017) associated this problem with the way of
designing vocabulary tasks and implementing them in the classroom.

Effective vocabulary teaching and learning requires various interactive teaching
techniques and strategies (Abiy, 2017). Yet, finding and practicing innovative
teaching techniques that can encourage and motivate learners is not an easy task,
because in Ethiopian schools, the method of vocabulary instruction is conventional
for a long time (Sileshi & Tamene, 2022). So, studying gamification is pivotal as
well-designed gamification in teaching vocabulary help learners remember and retain
the target words easily, provide students a chance to learn vocabulary in funny way,
and students* interaction and learning motivation can be increased because it offers
more chance to take part in learning activities (Braga, 2019).

Studying the topic is also important because as to my review of related researches, it
is a recent research area particularly in the field of TEFL, and only few studies have
been conducted on it in Ethiopian context. But, Manendante (2018) studied “The
effects of games on students™ vocabulary learning motivation, achievement, and
perception” in Primary Schools at Bahir Dar and found it was helpful to make most
learners passionate, motivated and perceptive to learn vocabulary. Similarly, Yonas,
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Tekle and Tesfaye (2022) studied the perception of first year Natural Science
students™ towards learning vocabulary through games at Jimma University and
showed games have a positive effect on learners™ vocabulary learning and
perceptions. Samuel (2017) also investigated the effect of digital games (the use of
viber) on vocabulary learning of St. Mary*s University under graduate students and
explained digital games reinforce students™ vocabulary retention and could remember
and use new words more quickly.

Moreover, various international studies examining the effects of gamified vocabulary
instruction confirms these findings. Solano (2022) studied the impact of online
gamified strategies (using “Genially”, a web-based media platform) on EFL learners*
vocabulary performance, and revealed that it notably enhanced their acquisition and
retention of vocabulary. Besides, Cancino and Castillo*s (2021) conducted a study
entitled “Learning Vocabulary through Games” in Vietnam: grade eight students. In
this study, the findings confirmed that the positive impact of gamification on
vocabulary learning outcomes and student motivation within language learning
contexts. Another research conducted by Hartt et al. (2020) was also contrasted the
English vocabulary learning results of two classes; one class learned the words
through presentations and the other one learned them from gamified vocabulary
lessons. The outcomes revealed that the group who learned English vocabulary
through gamification prevailed over the conventional one.

Although the above researches were confirmed the positive effect of game-based
instruction on vocabulary learning, to the best of my knowledge, gamification still
needs further investigation as research on gamification is quite fragmented and more
research is needed to explore its effectiveness. Likewise, disparate with the above
studies, this study implemented multi-game design considering that different games
are better to activate learners” comprehension and interaction than a single game
(Legault, 2017). Hence, this study fills conceptual gaps. Correspondingly, in most
researches gamified tasks are not designed based on the principles of the core
motivation theories to foster students™ vocabulary comprehension. So this study
integrates the key principles of flow theory, self-efficacy theory and achievement goal
theory during game designing and fills theoretical gap. Moreover, unlike with the
most previous studies, it emphasized on the importance of non-digital games, since
digital games have gained a place in language studies due to the rapid development of
technology. Thus, the use of well-designed non-digital games can be an efficient way
for learners to enhance their basic skills, without demanding electronic materials
(Zainuddin, Perera, et al., 2020). Therefore, the study addresses practical knowledge
gap. Similarly, most of the studies on gamification were not included game elements
to increase competition and interest. Thus, the current study considers various game
elements and the impact they have on the vocabulary learning outcomes since the
benefits of gamification can only be realized when the games include the right
elements (Buckley & Doyle, 2017; Bouchrika et al., 2021).

Obijective of the Study

General Objective

The general objective of this study was to examine the effects of gamification on
students® vocabulary achievement and interaction.
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Specific Objectives
The specific objectives of this study were:

e To determine if gamification significantly improves students vocabulary
achievement.

e To check if gamification has a significant effect on students™ interaction.

e To identify the teacher*s and students™ views about learning vocabulary through
gamification.

e To assess the challenges that students and teachers face in practicing
gamification.

Research Questions
The study tried to respond the following research questions:

e Does gamification notably affect students* vocabulary achievement?

e Does gamification significantly influence students™ interaction?

e  What are the students™ and the teacher views on gamification used in teaching
vocabulary?

e What are the challenges that students and teachers face in practicing
gamification?

I11. Significance of the Study

This study can significantly contribute in several ways. As highlighted in the
statement of the problem section, there is a dearth of research in the field of
experimenting game-based English language teaching in Ethiopia. Thus, this study
might showcase how gamificantion could particularly improve students™ vocabulary
achievement. The study can also be an important reference for future researchers who
aspire to carry out studies in the same field. Material writers and policy makers may
also take into consideration how gamification could be integrally employed to the
existing practice of teaching English in the Ethiopian context. Students could also be
benefited as this study may develop their retention by motivating them and meeting
individual learning needs beyond conventional methods.

Above all, English teachers could benefit from this study as it provides them with a
longitudinal examination of the effectiveness of gamification in the teaching of new
words. Needless to say, researchers are deemed to continue to examine gamification
of language skills in general and vocabulary lessons in particular.

Theoretical Framework

This study focused on effects of gamification on learners™ vocabulary comprehension
and classroom interaction. As the major consideration of gamification in teaching and
learning process is its motivational and interactive power, the research was based on
motivation and constructivism theories (Anthology, 2017; Ross, Perkins, Bodey, 2016
& Sun et al., 2017).
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Motivational theory was chosen, for it emphasizes motivation: the main characteristic
of games that could keep the students on the track and as it has the potential to create
an enjoyable learning environment. Constructivism learning theory was also used as it
emphasizes the role of social interaction in learning since learning is a social activity

and gamified lessons are important to lead students to interact with each other and
support each other.

Conceptual Framework

Conceptual framework is a structure of interrelated concepts that provides broad
understanding of phenomena based on the theory explained in the theoretical
framework (Trybus, 2015). In a conceptual framework, researchers present the
relationship among the variables of the research in figure or graph form. Thus, the
conceptual framework of this study is centered on the research variables:
gamification, vocabulary learning and interaction.

Learners™ Learners Vocabulary

Interaction

Research Methodology

Research Paradigm

The focus of the study was to check if gamification has significant effect on students™
vocabulary achievement and classroom interaction. Thus, pragmatism was used,
because it permits using mixed methods to triangulate the data. Likewise, it
emphasizes on the research problem than the method to seek a solution. Hence, it
enables researchers to focus on the research problem and it does not compel them to
choose a particular research method, technique or procedure (Creswell & Clark,
2007).

Research Design and Method

This study examined the effects of gamification on students” vocabulary achievement
and classroom interaction. To do this, a quasi-experimental, non-equivalent design
was chosen. According to Mills and Gay (2016), non-equivalent design is a quasi-
experiment used to assess the relative effects of treatments that have been assigned to
groups of participants has similar background. It also helps the researcher to afford
cause-effect interpretations by using pre- intervention and post-intervention
measurements. Moreover, as pragmatism was utilized in this research, ,mixed
methods™ was applied since this method is vital to improve the credibility of the
research findings (Muijs, 2004).

In this study, gamification was the independent variable; the dependent variables were
the students* vocabulary achievement and level of interaction; the teaching materials,
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motivation and classroom environment were the variables that intervened during the
practice of gamification.

IV. Samples, Sampling Techniques and Sampling Procedure

Among the six government secondary schools in and around Korem in 2025, Korem
secondary school was selected using convenient sampling technique and one grade 9
EFL teacher, who taught grade 9 students in the selected school, was purposively
chosen based on his experience and commitment which was confirmed by the school
heads. This technique was chosen because it is helpful to select participants based on
their easy accessibility (Yalew, 2006; Kothari, 2004).

To select the sample students, from the 4 sections (9th E-H) that the selected teacher
taught, I selected 2 sections (9th F and G) using simple random sampling technique as
it is simple, has minimum bias and provides equal chance to every item in the
population to be selected (Yalew, 2006; Kothari, 2004). In these sections, there were
87 (N=49 males & N=38 females) students. To assign the control and the
experimental groups, I used lottery method and 42 students in 9th “G”: 25 males and
17 females were assigned in the experimental group whereas 45 students in 9th “F”:
24 males and 21 females were the control group. To do this, | extolled the name of the
sections on pieces of paper and conducted a lottery.

The Intervention Procedure

This study is non-equivalent quasi-experimental design, and an experiment was
conducted in order to examine whether or not gamification can improve learners”
vocabulary skill and interaction. Initially, | prepared a training material including
basic concepts of gamification, gamification elements, the reason for using game-
based vocabulary teaching, the rules to practice different games, and how games
develop interaction with different illustrations to make the participant teacher clear on
how to design gamified tasks and teach vocabulary in a gamified way. In doing so, |
referred the current grade 9 English textbook published by MoE; "Check Your
Vocabulary for Academic English" by Porter (2008); Learning VVocabulary in Another
Language (Nation, 2001), Test your English Vocabulary (McCarten, 2007); types of
classroom interaction (Brill & Park, 2008) and the strategies of promoting classroom
interaction (Aldabbus, 2008) to prepare the material. In the material, multi games
(word association, whisper, word chain, memory challenge, bingo, word train,
Pictionary and vocabulary board games) were included to enhance learners™
vocabulary skill. In addition, training was also given for the participant t teacher on
the rules and procedures of the selected games and on how to employ it in the
classroom to teach vocabulary during the treatment period.

During the intervention, different games focused on meaning, language,
encouragement and practice were employed to the experimental group students.
Meaning-focused games focus on various meanings a single word can have. Through
these games, learners get an opportunity to learn different meanings of a word.
Language-focused games, on the other hand, deal with how word meaning is
contextually different regarding to grammar rules. Likewise, encouragement- focused

7



International Journal for Research Trends in Social Science & Humanities
Volume 3, Issue 4
Jul-Aug- 2025, PP 1-20

games stress on encouraging learners to memorize new words by showing how they
were important in the game. Besides, Practice-focused games emphasize on teaching
what meanings the new word has and what part of speech it is; in order that, students
could apply it to a real-life situation. Hence, students can practice the new words
effectively and could spell, pronounce, and write the contextual meaning of different
words passing through the following four stages.

During the intervention, students learned vocabulary through three vital stages. At the
presentation stage, the teacher should gamify words before students practice it. Then
clues are given on how to practice the game and writes basic procedures of the game
on the board. Later students are encouraged to engage in the game. In order to make
students understand well about the selected game, the teacher guides the students
through the game, access to relevant materials provide explanations, ensuring that the
selected words presented in a clear and understandable manner, support students
understanding of the game and the contents) and motivation.

In the second stage called practice stage, the planned game comes to life. Thus,
learners are exposed to game-based lesson using effective procedures and materials in
order to improve their problem solving and vocabulary recalling skills. Hence,
students are asked to practice the game together with their members and repeat the
action. After practicing the game, students could spell, pronounce, and write the
contextual meaning of different words. Moreover, in the third stage called practice
stage, tasks that are different from the ones used for practice will be used. As a result,
students are involved in the game to enhance their vocabulary skill. In this stage,
learners could learn the form, meaning and function of words in order that, students
could apply it to a real-life situation.

After the intervention held for 8 consecutive weeks, the students” vocabulary
achievement and level of interaction was checked through classroom observation,
questionnaire, tests and an interview.

Data Gathering Instruments

In this study, both quantitative and qualitative instruments were applied to overcome
the limitation of using one type of instruments. According to Patton (2002), Valerie
and Magdalena (2008), multiple instruments of gathering information are required to
provide a deep outlook. Therefore, the quantitative data was collected using tests and
questionnaire. Besides, the qualitative data was obtained through semi-structured
interview and classroom observations.

Classroom observation was conducted at the pre-, while and post-intervention stages.
Pre- intervention observation was done to see how the teacher assisted the students
and how they interact with him and classmates during vocabulary teaching. The
while-intervention observation aimed to check how the teacher implemented
gamification in teaching vocabulary and how the students reacted to the games.
Besides, this stage observation was to crosscheck if the teacher did the same in the
classroom as what he said when interviewed. The post-treatment observation was to
observe the impacts of gamification on students™ lexical skill and interaction. I
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collected observational data using the check list | adapted from the work of Holmes
(2013).

Tests were given to both groups to assess students™ word recognition, understanding,
usage, and context application skills before and after the intervention. Thus, Six
vocabulary tests: three at pre- and three at post-intervention phases were
administered. The pre- and the post tests were similar in content, number of items,
instruction, type, difficulty level and weight. Besides, all questions were constructed
from the text book based on the standards of vocabulary levels test (VLT).
Vocabulary Levels Test is the most widely used measure of L2 lexical knowledge
(Read, 2000). Each test had 20 questions and four parts: multiple-choice, fill-in- the-
blank, matching and word association. But, the questions for the pre- and the post
tests were different. The tests were reviewed by colleagues.

Semi-structured interview was also implemented with the participant teacher and the
eight randomly selected students since it is one of the main data collecting tools in
experimental research (Leech, 2002). In the interview, ten questions (five for the
teacher and five to the students) were included. The interview was to review what the
students and the teacher viewed about gamification; how they practiced it; what
challenged them and how they solved it. The interview with the teacher was
conducted before the intervention to avoid bias. However, the interview with the
selected students was done after the practice of gamification.

Likewise, questionnaire was used in this study since it is vital to provide more
information and meaning to the rater, and increases reliability (Kothari, 2004). Hence,
one set of questionnaire (Likert scale questionnaire) was employed since it is easily
understood by the respondents, and it is not difficult to draw conclusion from the
responses (Kothari, 2004). The Likert scale was adapted from Koivisto and Hamari
(2019) and comprised 10 items; the items were interrelated and focused on teachers
and learners' views of gamification, vocabulary comprehension, and level of
interaction. For these questions, respondents were asked to express their degree of
agreement on a 4 point likert scale from 1 (strongly disagree) to 4 (strongly agree). In
questions 1-4, subjects were asked to evaluate their view towards gamification.
Respondents were asked to express their level of agreement on how gamified
vocabulary learning enhances their vocabulary comprehension in questions 5-7.
Following this, the last three questions (items 8-10) asked respondents to express their
level of interaction. The questionnaire was administered to the participant students at
pre-and post-intervention stages. (See the table below)

4= Strongly Agree 3= Agree 2= Disagree 1 = Strongly Disagree

No. |ltems Scales Total

4 P B % 2 % 1% [No %

1 Games motivate me to
progress in learning.
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2

Learning games help
develop English
vocabulary skill.

Games give me the feeling
that time passes quickly.

Games cause me to stop
noticing when | get tired.

Gamification really helped
me learn the vocabulary
sets

more and better.

Gamification enabled me
to practice on
vocabulary

exercises more.

My scores on
\vocabulary tests increased
since learning

through gamification.

Gamification impacts
my desire to interact with
others.

Gamification allows me
frequently work with
classmates

and the teacher.

10

Gamification
encouraged us to
collaborate and discuss

ideas during activities.

Table 1: participants™ viewpoints on Gamification

Data Collection Procedure

The quantitative data was gathered at the pre- and post- treatment phases using
vocabulary tests and questionnaire in the following processes. At the beginning, we
arranged time, informed the participant students and gave them the tests at different
gays. The three pre-tests were administered a week before the treatment to see if there
had any significant difference in vocabulary mastery between the two groups. After
the pre-tests, the experimental group got two months treatment. Then, immediate
post-tests were offered to both groups to check if the students” vocabulary
comprehension skill significantly improved after the intervention. 1 made the tests
marked by one randomly selected independent rater (one grade 9 EFL teacher) in
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order to avoid bias and the average score was taken. To collect data using the
questionnaires, first, we translated the questions in Amharic and administered to the
participant students. Then, after the participants replied, we collected the papers to
calculate and compare the pre- and the post- treatment results. The collected data was
compared using paired samples t-test and percentages to explore the effects of the
treatment.

The qualitative data was collected through classroom observation and semi-structured
interview for the teacher and students. To collect data through observation and semi-
structured interview, at the beginning, | made the participants clear on how and why
they were observed and interviewed. To conduct the observations, | prepared
observation check list that focused on the variables of the research and made
classroom observations using the prepared checklist. Likewise, to collect data through
semi-structured interview, | prepared the interview questions; then after, consent was
made with the interviewee and time was arranged. At last, the teacher and selected
students were interviewed and the data was recorded and analyzed.

Methods of Data Analysis

The pre-test and the post- test results were analyzed using a paired sample t-test.
Paired sample t- test was chosen as it enables to test the same individuals at different
point of time to check what difference is found on the dependent variable before and
after the experiment. Moreover, since the participants are the same in the pre- and
post-tests, it is more powerful in terms of reducing further causes of sample
dissimilarity other than the independent variable (Braun & Clarke, 2006) (Kothari,
2004). Likewise, the data from the Likert scale questionnaires was explored using
percentage. This method was applied to check if learners* vocabulary comprehension
and level of interaction differs before and after implementation of gamification.

The qualitative data obtained from the interviews and the classroom observations was
analyzed using thematic analysis. It is a common method for analyzing qualitative
data in order to gain insights and understanding of the participants' perspectives
through segmented, classified, summarized and reconstructed the data (Braun &
Clarke, 2006; Patton, 2002). | preferred this analysis method because it is flexible and
can be used with various research methods by identifying codes, descriptive themes
and patterns from the original data and developing new concepts and explanations
that are related with them.

Results and Discussion

The aim of this study was to examine if gamification could considerably affect
students™ vocabulary achievement and classroom interaction, and the pre- and the
post-treatment result of the experiment are summarized below.

V. Effects of Gamification on Students’ Vocabulary Achievement

To address the first research question of what is the effect of gamification on
students*™ vocabulary achievement, test was utilized. Hence, three consecutive tests
were administered for the two groups as a pre-test to find out if there was any
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significant difference between the two group students” level of vocabulary at the
beginning of the study. As indicated in the table 1 below, the independent sample T-
test analysis indicated that the participants were not significantly different in terms of
their vocabulary levels across the three pre-tests.

Thus, the resulting p-values were 0.291 and 0.286 (> 0.05), for the control and
experimental groups respectively, indicating that the similarity of the two groups™
vocabulary comprehension before the intervention. As well, in order to test the
assumption that gamification has a significant effect on student vocabulary
achievement, the researcher utilized a post-test after the 8 weeks treatment given for
the experimental group. Hence, three post-tests were administered to both groups and
the P-value was 0.00 which is < 0.05 (see table 4.2). This revealed the experimental
group significantly did better than the control group, and teaching vocabulary through
gamification was significant to the students* vocabulary achievement. (See tables 2 &
3).

Std. Error Mean
Std.
Group NIMean Deviation
Pretestl Control 3618.42 2.500 417
Experimental 388.13 2315 |.376
Posttestl Control 36(12.36 1.659 |[276
Experimental 389.39 1346 |[218
Pretest2 Control 36(8.69 1431 238
Experimental 388.50 2.345 |.380
Posttest2 Control 36(12.44 1539 [256
Experimental 389.97 1.652 |[268
Pretest3 Control 36(8.67 1.757 293
Experimental 389.08 1617 |[262
Posttest3 Control 36 13.03 1.383 [231
Experimental 38 10.05 1451 |235

Table 2: Paired Sample Statistics on Students' Pre- & post-intervention tests results

Levene's
Test for t-test for Equality of Means
Equality of
Variances
Mean 95%
Sig. | Differ|Std. |Confidence
(2 |ence |Erro |Interval of th
F Sig. |T Df taile r Difference
d) Diffe |Lower |Upper
renc
e

Pretestl |Equal
variances 407 |.525 |.509 |72 612|.285 |.560 |-831 [1.401
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assumed

Equal variances
not assumed

.508

70.781

613

.285

561

-.834

1.404

Posttestl

Equal
variances
assumed

Equal variances
not assumed

1.254

267

8.467

72

.000

2.966

.350

2.268

3.665

8.419

67.465

.000

2.966

352

2.263

3.670

Pretest2

Equal variances
assumed

Equal variances
not assumed

4.869

031

428

670

194

455

- 712

1.101

433

61.712

666

194

449

-.703

1.092

Posttest2

Equal
variances
assumed

Equal variances
not assumed

.002

.962

6.648

72

.000

2471

372

1.730

3.212

6.661

71.981

.000

2471

371

1.731

3.210

Pretest3

Equal variances
assumed

163

.688

-1.051

72

297

-412

392

-1.194

370

Equal
varian
ces
not
assum
ed

-1.049

70.671

298

-412

.393

-1.196

372

Posttest3

Equal
variances
assumed

Equal
variances
not
assumed

013

910

9.018

72

.000

2.975

.330

2.317

3.633

9.030

71.996

.000

2.975

329

2.318

3.632

Table 3: Statistical Analysis of Independent Samples T-test

The data from the students and the teacher interview also indicated the students®

vocabulary  skill

improvement. Through the

interview,

the students claimed

gamification helped them to remember and understand words better, since it
incorporated elements such as visuals and interactives. Moreover, learners™ lexical
achievement was assessed before and after the intervention through Likert scale
questionnaire. From the 10 items, items from no. 5 to 8 concerned about the role of
gamification towards students” vocabulary comprehension; and the percentage
13




statistics indicated strong agreement of 54% of respondents and the agreement of 31%
of respondents. This illustrates that students' interest in vocabulary achievement may
be provoked and sustained by playing games that they help in the improvement of
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English-lexical skill. (See table 4 below).

4= Strongly Agree 3= Agree 2= Disagree 1 = Strongly Disagree

It | Pre-intervention Total It | Post-intervention Total
e e
Scales
m m
S S | Scales
4 1% |3 |[% |2 |[% |1 |[% [N |[% 4 % |3 | % % % | N | %
0 0
1 4 10 8 21 (13 34 |12 31 38 (100 1 (21 5 13 |34 7 3 38 |100
2 6 16 10 26 (11 29 11 29 (38 100 2 |19 B0 (2 P31 13 5 38 |100
3137 |9 |23 |12 |31 |14 |37 |38 (100 | 3 |23 (60 |13 |34 3 3 |38 [100
4 |4 |10 |7 |18 |13 |34 |14 |37 |38 |100 | 4 |20 |52 |10 |26 16 5 138 {100
5 15113 |8 |21 |13 |34 |12 |31 |38 |100 |5 |22 |58 |11 |29 10 3 |38 [100
6 |7 (189 |23 |12 |31 |10 |26 (38 |100 | 6 |22 |58 |13 |34 3 5 138 {100
7 (4 (10 |7 |18 |11 |29 |16 |42 (38 |100 | 7 |17 |45 |11 |29 18 7 138 (100
8 |37 |8 |21 |10 |26 |17 |45 |38 (100 | 8 |19 |50 |14 |37 10 3 |38 [100
9 |5 (13 |10 |26 |12 |31 |11 |29 (38 |100 | 9 |21 |55 |13 |34 5 5 |38 [100
10 |7 |18 |9 |23 |10 |26 |11 |29 |38 |100 |10 |18 |47 |15 |39 5 7 138 [100

Table 4: Percentage Statistics

14




International Journal for Research Trends in Social Science & Humanities
Volume 3, Issue 4
Jul-Aug- 2025, PP 1-20

V1. Effects of Gamification on Students’ Classroom Interaction

The second research question of this study was to examine the effect of gamification
on students™ classroom interaction. It was checked using questionnaire, classroom
observations and semi- structured interview. Thus, it has been discussed and
suggested that gamification can help students become more interactive since they
receive encouraging feedback, which leads them forward and increases their level of
concentration and inspiration to interact and achieve their vocabulary. From the
classroom observations in the pre-, while, and post-intervention phases, most students
in the experimental group showed greater improvement in their interaction due to the
teacher™s improvement to direct the teaching-learning process, identify the level of
students, the way he correct students™ mistakes, motivate students to participate in the
teaching-learning process, and due to the elements of gamification like leaderboards,
badges, and points; this can improve their confidence and level of interaction.

The students” interview also verified the experimental group“s higher level of
interaction due to the cooperative atmosphere created by gamification. Hence, 87% of
the interviewee students said gamified lessons enhanced their confidence, interaction
and vocabulary learning experience. The results of this study were also supported by
the study conducted by Law et al. (2020), which concluded that the use of games in
the classroom encourages students to participate actively in the lesson and supports a
deep learning approach due to its interactive and competitive nature.

Moreover, the EFL teacher responded: “Gamification is an effective technique of
teaching that greatly improves the ability of students to interact. This method fosters
constant practice, which is essential for making students active, participatory, alert
and ready to suggest their brilliant ideas. Because games can be used to develop
interaction among the learners since the learners are supposed to interact with each
other when they are playing and trying to achieve learning goals. Furthermore,
gamification offers instant feedback and self-assessment possibilities, enabling
students to provide needed information on the challenges the students are
encountering in the lesson so that they will be able to provide diagnostic measures to
address the challenge.”

The findings from the questionnaire also revealed that gamification boosts interaction
by changing tasks in to engaging, game-like experiences through the game elements.
In the questionnaire, items from no. 8 to 10 concerned about the role of gamification
towards students™ classroom interaction; and the percentage statistics indicated strong
agreement of 51% of respondents and the agreement of 37% of respondents. This
illustrates that gamification positively influences positive interaction by making tasks
fun and rewarding. (See table 4 below). From the above evidences, one can conclude
that gamification significantly improved learners” lexical skill competition and
interaction.

Students’ and Teacher’s Views on Gamification

The third research question of this study was to examine grade 9th students and
teachers™ views towards the use of gamification in English vocabulary teaching. To
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check how the students and the teacher viewed gamificaton, interview and
questionnaire were made. Through the teachers interview, gamification can help
students become more motivated to study since they receive encouraging feedback,
which pushes them forward and increases their level of interest and stimulation to
learn. In explaining this, he put: “gamification has a good benefit for students’
vocabulary achievement as well as effective interaction. It made me more motivated
to design tasks in a gamified way and to do my best to teach the vocabulary.”

Moreover, from the students™ interview; they viewed that gamification has the
potential to significantly increase their motivation to learn and read more.
Strengthening this idea, S4 said, “I was excited to learn vocabulary through
gamification, because | could learn the skill and answer questions easily and funnily.
Similarly, it highly attracted my attention in class throughout the lesson and at the
same time increased my interaction in class which fostered my motivation and interest
that plays an important role in my lexical competency.” The results of the interview
were also supported by the study conducted by Maji et al., (2022), which concluded
that gamification facilitates students’ performance in vocabulary achievement.

The findings from the questionnaire also revealed that most of the respondents (74%)
perceived it positively. This clarifies that gamification positively influences both the
teacher and the students as it fosters a cooperative atmosphere where students are
motivated to practice and advance their vocabulary competency.

Challenges Students and Teachers Faced in Practicing Gamification

The fourth research question was to explore and analyze the challenges associated
with employing a gamification technique to the achievement of lexical competency
among students. To assess the challenges in practicing gamification, interview and
observation were made. As it was discussed in the interview with the teacher, he
explained that many students felt it was taking them away from the focus on
vocabulary learning. they more focused on the game and earning points than on
comprehending the vocabulary. However, it could be improved by having more
balance between the gamification and the actual lesson. Likewise, the inability to
finish games in the allotted time, noisy environment and difficulty of some games
were the other challenges that encountered both the teacher and students.

Besides, both the teacher and students was saw facing challenges in using
gamification during the classroom observations. For example, the teacher was
sometimes seen unable to properly apply the games and manage the time and the
classroom. This sometimes made the students move a lot and talk too much when they
engaged in a game. In addition, some of the selected games would sometimes not be
motivating, or would take too long time. Yet, it could be improved by selecting
appropriate games, making it more attractive, rewarding, and balance the level of the
game challenge.

VII. Conclusions

Gamification has a noticeably progressive impact on achieving students' vocabulary
skill, as it improves motivation, interaction, and confidence in the teaching/learning
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process. By integrating the key game elements such as points, levels, leader boards,
badges, and challenges, gamified learning environments create a more interactive
atmosphere where students feel encouraged to enhance their vocabulary skill. Several
studies have revealed that game-based way of teaching lead to substantial
improvements in students' lexical competence. This is basically important for grade
nine students as it is the transitional level to English as the primary medium of
instruction in the research area and has triggered challenges.

Recommendations

To enhance students™ vocabulary skill, it is recommended that EFL teachers should
include gamification in teaching vocabulary; so that, they could get chance of
engagement, interaction and motivation to learn. Moreover, teachers should realize
the difficulty level of the games since games are likely to be demotivating if they are
too difficult. The teachers should also present learners with different types of
vocabulary games; in order that they could get variety of vocabulary learning
experience.
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