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Abstract

This study aimed to investigate whether the integration of gamification approach in English
classroom for English-majored students was effective in improving their English syntactic knowledge and
to explore the students’ opinions on the integration of gamification approach in their classrooms.
The sample group was divided into the experimental and control groups with a total number of 64, and
each group equally consisted of 32 students. They enrolled in the English Syntax 1 core course in sections
1 and 2 respectively. The control group was given an ordinary lecture using a course-book with
the supplementary materials. However, the experimental group was integrated the gamification approach
in the learning process. The research instruments included the pre- and post- tests, and a questionnaire
on integrating gamification. The results revealed that the posttest mean of the experimental group was
higher than that of the control group. It can be concluded that using the integration of gamification
approach could significantly enhance the students’ English syntactic knowledge. Additionally, the overall

opinions on the integration of gamification approach were at a highest level (4.61).

Keywords: Gamification Approach, Classcraft Application, English Syntax



Journal of Education Naresuan University Vol.23 No.4 October - December 2021 | 31

Introduction

Having received large amount of attention, motivation is a major concern in English learning
process of EFL students around the world (Getmanee, 2005; Lim, 2012; Wang, 2007; Chalak & Kassain,
2010; Choosri & Intharaksa, 2011; Ghanea et al., 2011; Zhao, 2012). As Gardner (1985) mentioned, motivation
was considered to be a direct cause of achievement in leaming. In other words, without motivation,
the students can hardly accomplish their intended goals in their study. Motivation, therefore, plays
a crucial role as the driving key for students to provide impetus for and direction to action (Schunk et al,,
2008).

In Thailand where English is considered as a foreign language, English proficiency of Thai people
is classified as very low, which was ranked 74" out of 100" listed countries with the average scores of
47.61 (EF EPI, 2019). The lack of motivation is one of the important factors influencing the causes of
the failure in English learning (Noom-Ura, 2013). Additionally, Kitjaroonchai (2012) asserted that the static
classroom and lack of students’ involvement might result in low maotivation of the students.

Gamification is an approach “using game-based mechanics, aesthetics and game thinking to
engage people, motivate action, promote learning, and solve problems” (Kapp, 2012). Unlike game-
based leaming, gamification is an integration of game elements and game thinking used within non-game
contexts in order to increase motivation and engagement, and to influence user behavior (Marczewski,
2013). Thus, implementation of game elements in education could transform the learning process as
a whole into a game which creates an enjoyable environment that keeps students stimulated and craving
more. Within this approach, the game elements such as achievement badges, points, leaderboards,
levels, quests, and progress bars will play a key role in students’ learmning processes which allow teachers
to persuade their students’ progress as well as create students’ engagement, active learning, and
motivation by leaming experience in their language classroom.

As Kiryakova et al. (2014) mentioned, the main problems in modern education are related to
the lack of students’ engagement and motivation to participate actively in the learing process.
Like other educational settings, there are a number of factors which impact the students’ motivation in
English classroom at Chiang Mai Rajabhat University. One of the main issues is that the students
themselves are culprits to this problem. With a high proportion of students from ethnic minority groups,
language levels in the form of linguistic distance between their mother tongues and English have become
the root cause of the lack of students’ motivation (Arunsirot, 2017). The second related issue is that

students’ shyness and lack of confidence, which are in part culturally motivated lead them to resist
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the participation in classroom activities (Rafatjou, 2019). Additionally, another critical issue is the teaching
strategy. Since a teacher-centered leamning has been prominent for such a long time in Thai educational
system, the students tend to resort to a rote-leaming system where they learn their knowledge by
memorizing concepts and ideas. Consequently, they lack logical thinking skills which prevent them to
actively participate in class and cause a downward spiral of further low motivation. Furthermore, the use
of technology is another concerned issue facing students. As Rafatjou (2019) stated, the era of technology
has created barriers for CMRU students’ learming process. Obviously, it distracts the students’ attention
in the classroom which becomes a trigger for lacking of academic motivation. Because of the factors
mentioned above, the teachers need to find new techniques and approaches to provoke student’s
activity and motivate them to participate in their language classroom. Gamification would be a sensible
approach to fulfill this kind of gaps in the Thai education system.

Thus, this study focuses on the integration of gamification approach for English-majored
students to increase their knowledge, motivation and engagement in their English classroom. With this
approach, the students could develop their learning system in terms of leaming behavior, teamwork
skills, engagement, motivation and enjoyment based on the gamification concept which indirectly impact
on their knowledge and skills. Apart from the contribution upon the students, designing gamified leaming
activities in English classroom would allow the teachers to adapt their teaching styles towards

the students’ needs, preferences and requirements.

Objectives of the Study

1. To investigate whether or not the integration of gamification approach in English classroom
for English-majored students was effective in improving their English Syntactic knowledge

2. To explore the students’ opinions on the integration of the gamification approach in

the instructional activities.

Literature Review
The literature review consisted of three main concepts: motivation for leaming English,
an overview of gamification approach, and Classcraft application
1. Motivation for Learning English
According to second language acquisition, motivation is one of the main factors leading
the success in language leaming. To deal with the language difficulty, leamers have to develop and utilize

their language strategies and motivation that may affect success or failure in language learning. As Gardner
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(1985, p. 10) defined, motivation is ‘the extent to which the individuals work or strive to leam a language
because of the desire to do so and the satisfaction experienced in this activity’ and also as ‘a complex
of three characteristics which may or may not be related to any particular orientations’. Moreover,
he posited two main orientations: integrative and instrumental. Integrative orientation refers to a favorable
attitude toward the target language community; or possibly a wish to integrate and adapt to a new target
culture through use of language. However, instrumental motivation refers to a more functional reason
for leamning a target language, such as job promotion, or a language requirement.

Gardner’ s socio-educational model of motivation focuses on the integrative motivation.
It was the central concept of the model. He identifies a number of factors which are interesting when
learning a second language. In the socio-educational model, second language motivation includes three
elements: effort to leamn the language, goal achievement, and language leaming enjoyment.

2. An Overview of Gamification

As Anderson et al. (2017) stated, gamification exploits game mechanics or elements in
non-game settings by using applications to motivate leamers and engage leamer’ s achievement.
It provides the motivation for leamers to solve problems, do activities and apply to real-world situations.
Learners could get the learing motivation by getting rewards, points, achievements badges and levels.
In other words, the learers are encouraged to concentrate on their studies and enhance their motivation
through using the gamification, the process of game in the education context. Robson et al. (2015)

proposed the framework of gamification design, as illustrated in Figure 1.
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Figure 1 MDE Gamification Framework Design (Robson et al., 2015)
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Three components which are the keys to successful gamification are mechanics, dynamics
and emotions. Firstly, mechanics consist of the designed aspects of the gamified system, including goals,
rules, contexts, boundaries, and types of interactions. Additionally, three types of mechanics are proposed
in the MDE framework. Setup mechanics refer to the context of the experience. Rule mechanics refers
to the goals, allowable actions and constraints. And progression mechanics refer to the rewards and
reinforcements that are used to influence players’ behavior. Secondly, dynamics relate to the actions of
the player which may approach a game with different strategies and may react to game mechanics in
different ways. Finally, emotions are regarded as the most important component, highlighting
the emotional experiences in motivating the players’ behavior.

3. Classcraft Application

Classcraft application is a role-playing game supported by a digital platform where teachers
and students can play together in the classroom. It is used as a software tool for the integration of
gamification approach in this present study. In Classcraft, the teacher acts as a ‘ game master’ whereas
the students are required to sign up as ‘players’. In the first step, the students will be asked to form into
groups and identify their own characters as an avatar which has different powers. Figure 2 presents

the avatars with their powers in Classcraft application.
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Figure 2 The avatars with the power in Classcraft application

The learning objectives and game rules set by the game master have to be clearly defined

in the first place. Some examples of game rules in Classcraft Application are illustrated in Figure 3.
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Behaviors
Behaviors Choose Behmiorsto Encouace

Choose Behaviors to Encourage

XP (Experience Points)

@ HP (Health Points)

DEsH
Being present and ready to work

-15 Bullying a classmate

Helping during a team or group
20 Being insubordinate

Using devices appropriately

-20 Putting yourself or others in harm's way
Asking an insightful question

Figure 3 The game rules in Classcraft application

Game elements, the basic principles of gamification approach, will be integrated in
the students’ leamning activities which is expected to stimulate them to achieve their learning objectives.
The efficiency of tasks or activities given in the class leads to accumulation of points, transition to higher
levels, and winning rewards. Classcraft application provides the different class tool to gamify any activities

in the class in order to generate more fun and engagement. Figure 4 illustrates the class tools in Classcraft

application.

Figure 4 The class tools in Classcraft Application

Research Methodology

The methodology of the research procedure included four major sections: participants of

the study, research design, research instrument, and data collection and analysis.
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1. Participants of the study
The participants of this study were divided into two groups: one control group and one
experimental group. Each group consisted of 32 second-year English students in the first semester of
the 2020 academic year. So, the total number of the participants was 64. They were enrolled on a core
course entitled ‘English Syntax 17 in section 1 and 2 respectively.
2. Research Design
The research was a pretest-posttest control group design. Before participating in the class,
both groups were required to take a pre-test to obtain their knowledge background in English Syntax.
Subsequently, the control group was given an ordinary lecturer using a course-book and supplementary
materials. However, the experimental group was integrated the gamification approach in the students’
learning process. At the end of the course, a posttest was administered for both groups in order to
compare their learning achievements. The pre- and post- tests were identical for both groups.
3. Research Instrument
There were two research instruments used for this investigation as follows:
3.1 The pre- and post- tests measuring the students’ syntactic knowledge

The pre — and post - tests comprise 100 identification and classification questions
with the total scores of 50 points, including the categories and principle structures of phrases, clauses,
and sentences in the English language.

3.2 The questionnaire was used to measure the students’ opinions on the integration of
the gamification approach.

This questionnaire consisted of 16 close-ended questions focusing on the levels of
students’ opinions on the integration of the gamification approach. The questionnaire was designed by
using the 5—point rating scale which corresponded with the lowest and highest levels of the students’
agreement. It was evaluated by three experts with the reliability at @& = 0.895.

4. Data Collection and Analysis
The study was conducted with two classes from June to September in 2019, totaling
14 weeks of classroom sessions and two weeks of midterm and final examinations. The data collection
procedures were divided into three phrases as follows:
4.1 Pre-experimental study
The pre-test was administered in the exam periods prior to the instruction in

the first week. The orientation session provided instructions regarding the use of Classcraft application.
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Then the students were required to form their teams and also assigned to sign up as ‘players’ in Classcraft
application. Next, the students created their own characters presented in the forms of ‘Warrior, Mage, or
Healer’. Each character has different powers including health points, action points, and experience points,
with each student being assigned different roles in the team. Each group member was assigned
responsibilities in the team. The warriors are the game’s protectors, mages are the game’s suppliers, and
healers perform healing functions in the game. Team setup was meant to promote teamwork and social
skills among the team members.
1) During experimental study

In order to enhance students’ knowledge, motivation and engagement, the gamification
approach was integrated in the students’ leaming process through the Classcraft application.
Subsequently, it is essential for the teachers to develop their teaching methods which allow the students
to interact with the leaming contents and to participate in learning activities with a competitive nature.
Thus, the teaching method used in this study was divided into four steps: presentation, practice,
production and evaluation.

In the first step, the students were exposed to the contents in the course-book
through the ordinary lecturer with the supplementary materials, such as, PowerPoint, and YouTube. Next,
the leaming activities, comprising gap-fill exercises, discussion, sequence, matching, classification exercises,
and identification exercises were given to the students in the second step. At the same time, points and
progress bars were used in these two steps to score the powers of students’ avatars and to show their
progress in English Syntactic leaming. To get more powers, the students had to eam their experience
points (XP) by behaving in a positive way that obliged them to become better leamers, e.g., completing
the task, answering the questions in class, working together or finishing the exercises on time. However,
the students could lose their health points (HP) for behaving in a negative way, e.g., being late in class,
late submission of assignments/homework, or chatting in class. For the production step, levels and
competitions were applied to make the classroom atmosphere to become game-like environment.
The teacher could choose the different class tools to gamify any activities in the class to generate more
fun and engagement. With different class tools, the students as a separate team could compete with
one another and earn more powers to level up. Finally, in the evaluation step, the boss battles were
used to review the formative assessments. Every team would be randomly selected to participate in
the competitions. The winner could eamn the powers and the teachers could reward any teams for their

teamwork, collaboration, and effort. The final week was mostly concerned with the posttest processes,
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as well as the gathering of the students’ opinions through the questionnaire. Figure 5 illustrates

the teaching method with the integration of gamification approach used in this study.
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Figure 5 The teaching method with the integration of gamification approach used in this study

2) Post-experimental study
The posttest took place in the exam period following the instruction.
Additionally, the students’ learning achievements on English syntax between the control and
experimental groups were compared in terms of the t-test, mean, and standard deviation. After that,
the questionnaire was distributed to the students in order to investigate the students’ opinions on
the integration of gamification approach in their leaming process. In addition, the data elicited from

the guestionnaires were analyzed for mean and standard deviation.
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Research Findings
The results of comparison of English syntactic knowledge of the pretest between the control
and experimental groups were analyzed by means of t-test, mean, and standard deviation. The statistics

were shown in Table 1.

Table 1 Comparison of English syntactic knowledge of the pre-tests conducted between the control and

experimental groups

Group N X S.D. t Sig.
Control group 32 11.50 4.166
-0.538 0.593
Experimental group 32 12.03 3.729

Table 1 presents the comparison results of English syntactic knowledge of the pre-test
conducted between the control and experimental groups. The pretest mean of the control group was
11.50 whereas that of the experimental group was 12.03. The t-test indicates that there is no significant
difference of the pretest means between the control and experimental groups. It can be concluded that
both groups have the same level of knowledge in English syntax.

Regarding the comparison of English syntactic knowledge of the post test conducted between

the control and experimental groups, the results are shown in Table 2.

Table 2 Comparison of English syntactic knowledge of the post tests conducted between the control

and experimental groups

Group N X S.D. t Sig.
Control group 32 3747 4.752
-4.901 0.000
Experimental group 32 42.25 2.806

Table 2 presents the comparison results of English syntactic knowledge of the post test
conducted between the control and experimental groups. The posttest mean of the control group was
37.47 whereas that of the experimental group was 42.25. The posttest mean of the experimental group
was higher than that of the control group. The t-test indicates that there is a statistically significant
difference between the posttest means of the control and experimental groups at the 0.01 level. It can
be concluded that the integration of gamification approach in the leaming process could significantly

enhance the students’ English syntactic knowledge.
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As the questionnaires were conducted to measure the students’ opinions on the integration

of gamification approach in the learning process, the results were illustrated in Table 3.

Table 3 The students’ opinion towards the integration of gamification approach in the learmning process

Levels of
Opinions Mean

Opinion
1. The integration of gamification approach is simple and user-friendly. 4.23 high
2. The integration of gamification approach helps students to be actively involved. a.67 highest
3. The integration of gamification approach makes the classroom atmosphere more 480 highest
fun.
4. The integration of gamification approach makes the class contents more interactive. 453 highest
5. The integration of gamification approach can increase the students’ motivation in a.74 highest
the classroom
6. The integration of gamification approach helps students to become more engaged 4.64 highest
in class.
7. The integration of gamification approach enhances the social skill. a57 highest
8. The integration of gamification approach increases the students’ learning 4.65 highest
experience.
9. The integration of gamification approach stimulates the students’ curiosity. a.57 highest
10. The integration of gamification approach provides instant feedback which 4.70 highest

facilitates the students’ learning process

11. The integration of gamification approach affects behavioral change of the students.  4.52 highest

12. The integration of gamification approach makes the lessons more interesting and a.79 highest
entertaining.

13. The integration of gamification approach improves the students’ productivity 452 highest
14. The integration of gamification approach reduces language barriers because it 4.70 highest

presents the contents in the form of game environment in the educational setting.

15. The integration of gamification approach increases students’ participation in class. 4.65 highest
16. The integration of gamification approach improves and increases the students’ 442 high
memory.

Overall 4.61 highest
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Table 3 shows the students had an overwhelmingly positive attitude towards the integration
of gamification approach in the leaming process. Apparently, the overall opinion of the students was at
the highest level (4.61). As gamification is the application of game elements into leaming process for
the purpose of promoting motivation and engagement in leaming, the concepts of fun, interesting and
entertaining play the dominant roles in this study with the mean scores of 4.80 and 4.79 respectively.
For fun functions as a part of the leamning process, it positively increases the students’ motivation with
the mean of 4.74. Moreover, the gamification provides instant feedbacks which facilitate the students’
learning process with the score of 4.70 in addition to helping to resolve language barrier in order to
provide clear leamning pathway with an addition of the game elements to the structure of the content.
Consequently, being active in class (4.67), the learning experience (4.65), the participation (4.65) and
the engagement (4.64) of the students increased respectively, which led to enhance their stimulating
curiosity (4.57), social skill (4.57), interaction (4.53), productivity (4.52) and behavior change (4.52) of
the students. Furthermore, the students found that integrating gamification in the classroom improves
and increases their memory and it is also an easy, user-friendly application at a high level with the mean

scores of 4.42 and 4.23 respectively.

Conclusion and Discussion

In comparing the post-test means between the control and experimental groups, it is found
that the post-test mean of the experimental group was higher than that of the control group. Besides,
the students have positive opinions towards the integration of gamification in the study. Obviously, it is
highly beneficial for the students. The experimental group integrated by gamification approach performed
better than those in the control group. It is in line with Huang and Soman (2013), who stated that even
though gamification is not directly associated with knowledge and skills, it affects student’s behavior,
commitment and motivation, which can lead to enhancement of knowledge and skills afterwards.
Furthermore, Glover (2013) stated that as gamification itself combined with social constructivism,
behaviorism, cognitivism, experience- based leaming and also self- paced leaming theory, these
theoretical backgrounds would develop the language leamers’ competence in which setting, participant,
purpose, channel and topic are mainly focused. In particular, gamification provides the motivation for
learers to solve problems, do activities and apply to the real-world situations. Leamers will get
the learing motivation by receiving rewards, points, achievement badges and levels (Anderson et al.,
2017). Similarly, the integration of gamification approach in this study had brought about a positive

contribution to improve the student’s knowledge. This is consistent with empirical evidences reported in
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Kurar and Khurana (2012); Barata et al. (2013); Betts et al. (2013); Brewer et al. (2013); de Freitas and
Freitas (2013); Gibson et al. (2013); Todor and Pitica (2013); Hanus (2015); Kingsley and Grabner-Hagen
(2015). Furthermore, it is especially beneficial for the teachers as it allows them to monitor the students’
progress which in turn lets the teachers perceive the students’ weaknesses and strengths easily.
As a result, the teachers can tailor some gamified leaming activities to meet individual needs of different
students, which could cultivate their knowledge as well.

Since the advantages of gamification in the classroom are versatile, the overall opinions of
the experimental students were found to be at the highest level. The concept of applying the idea of
game in educational setting can capture the students’ attention. Once attention is captured and inspired,
motivation, engagement, and effort will be increased. This is in line with previous studies. Flores (2015)
revealed that gamification could help students to reduced their shyness automatically and focus more
on their pace. Subsequently, their behavioral changes boost their motivation, collaboration and
interaction in the classroom. Additionally, Zichermann and Cunningham (2011) defined gamification as
‘the process of game-thinking and game elements to engage users to solve problems. Gamification,
according to Simdes et al. (2013), focused on the social aspects influenced by integrating gamification.
Farber (2013) further emphasized the critical thinking skill that could be active in an educational context
due to gamification approach. According to Hamari et al. (2014), gamification is mainly focused on
motivational affordances resulting in behavioral changes as an outcome of the study. Regarding
Zickermann (2010), the feeling of fun created in the player through the feeling of achievement could
allow for better learing in gamification. Thus, it could be said that these empirical studies highlighted
the strong connection between gamification, motivation, engagement, effort, critical thinking skill, social
skill, collaboration, interaction and enjoyment. These essential components could help the students to
achieve their success or accomplish their learning objectives with the forms of challenges in the gameful
activities. The use of gamification, therefore, becomes an effective tool to revolutionize the traditional
learning process into an educational gsimmick that has crossed over between gaming elements and
educational activities, which offer students an experiential element that is far more effective than

traditional learning within the digital transformation trends in education.
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