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Anotace
Tato diplomová práce si klade za cíl prozkoumat využití gamifikace ve výuce angličtiny na středních školách se zaměřením na její možné dopady na motivaci žáků a výsledky jejich učení. Byla použita smíšená výzkumná metoda, která kombinovala vstupní dotazník, každodenní evaluace žáků a pozorování ze strany výzkumníka. Během dvoutýdenní intervence bylo implementováno pět metod gamifikace. Porovnáním reakcí studentů ze dvou odlišných tříd se práce zaměřuje na to, jak různé skupiny žáků reagují na gamifikaci ve výuce a zvažuje pedagogická východiska pro práci v různorodém školním prostředí.
Abstract
This thesis aims to examine the use of gamification in high school English teaching, focusing on its potential effects on student motivation and learning outcomes. A mixed-methods approach was employed, combining a preliminary survey, daily student evaluations, and the researcher’s observations. Five gamification methods were implemented during a two-week intervention. By comparing student responses across two different classes, the thesis aims to explore how different groups of students engage with gamified lessons and considers pedagogical implications for diverse classroom settings.
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Keeping students interested and engaged in the learning process can be quite challenging for some teachers. Nowadays, because of social media and other online content, teenagers struggle with their attention span, often seeking short and fun content to keep them entertained. This does not really match with the traditional high school learning. For example, traditional high school English learning usually involves the revision of grammar or paper-based vocabulary exercises which are found unexciting or dull by some students. On the other hand, games – digital or board, play an important role in the lives of young people, providing them with enjoyable and fulfilling experiences. Gamification, defined as “the use of game design elements in non-game contexts” (Deterding et al., 2011, p. 9), offers a solution to this issue. This thesis aims to find out how the game-like elements added to high school English classes can make learning more interesting, interactive and influence student motivation and learning outcomes.
The focus on high school English teaching is necessary, since gamification has been studied quite extensively in other environments, such as among younger students at elementary schools, but its application in high school English classes is not well researched yet. The English subject offers certain gamification potential, however, it also poses specific challenges, such as ensuring the academic integrity of gamified tasks and their conformance with the curricular outcomes of the school.
The aim of this thesis’ empirical research is to evaluate whether gamification can enhance engagement, enjoyment, motivation, and learning outcomes in high school English lessons. Specifically, this thesis aims to answer the following questions:
· How does gamification influence students’ motivation?
· How does gamification influence students’ engagement?
· What learning outcomes are associated with the use of gamified strategies in English classrooms?
· Which specific gamification elements are the most effective in enhancing engagement and learning?
· What are the limitations and challenges of applying gamification in this situation?
To answer these questions, the research uses a mixed-methods approach. At the beginning, a preliminary survey is conducted to identify students’ initial attitudes toward gamified learning and to inform the selection of specific gamification methods. The survey is followed by a two-week intervention, during which gamified activities are integrated into the lessons of two different high school classes. Throughout the intervention, students complete daily evaluations reflecting their engagement, enjoyment, and perceived learning outcomes. In addition, the researcher’s classroom observations provide deeper insight into how gamification functions in practice and help highlight both its pedagogical benefits and potential challenges.
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Gamification is sometimes confused with game-based learning. Although they are related concepts, there is a difference in their purpose and application. As Zichermann and Cunningham (2011) explain, “gamification brings together all the disparate threads that have been advanced in games for nongaming contexts” (p. xiv), and they define it as a “process of game-thinking and game mechanics to engage users and solve problems” (p. xiv). On the other hand, game-based learning “uses an actual game to teach knowledge and skills” (Kapp, 2014, p. 44). In other words, gamification adds game-like elements to tasks or activities that are not games, and game-based learning uses actual games as tools to achieve educational objectives.
Although gamification is a relatively modern term, generally credited to Nick Pelling, a computer programmer who coined the term in 2002, its’ origins can be traced back far in history. The roots of gamification go back to behavioral psychology which has played a foundational role in the development of gamification. Early theories of behavior and motivation established the principles of reinforcement, rewards, and feedback, which are central to gamification’s ability to influence behavior and engagement. One of the earliest works that demonstrated how behavior can be shaped and maintained through reinforcement and punishment is B. F. Skinner’s work on operant conditioning from 1938. According to Saul McLeod (2025), operant conditioning, also known as instrumental conditioning, is a learning theory that explains how behavior is shaped by its consequences. As he explains, behaviors that are reinforced through rewards are more likely to be repeated, whereas those that lead to punishment tend to decrease in frequency. This principle of shaping behavior through reinforcement is reflected in the mechanics of gamification. 
One of the earliest instances of gamification in practice could be viewed in store loyalty programs. For example, in 1896, a company called Sperry and Hutchinson introduced a gamified system in which their customers could get rewards for collected stamps. As Christians (2018) explains, Sperry and Hutchinson (S&H) operated a rewards program where customers collected Green Stamps by shopping at participating retailers. The more money spent, the more stamps were earned. Once enough stamps were gathered, they could be compiled into booklets and exchanged for goods from the company’s catalog. As he explains: “The catch was that the purchases were not done using regular money, instead using S&H (Sperry and Hutchinson) Green Stamps” (Christians, 2018, p. 10). The S&H company introduced a system that is, due to its‘ effectiveness, used by many other stores and brands till this day. By the mid-20th century, trading stamp programs like S&H Green Stamps had grown in popularity, suggesting that rewarding consumer purchases could reinforce brand loyalty (Elnahla & Neilson, 2021). These were followed by more complex programs like frequent flyer programs and loyalty programs on credit cards. In 1981, American Airlines launched the first frequent flyer program called AAdvantage allowing their members to “redeem miles for flights awards operated by American Airlines or by their partners airlines, travel awards, and general merchandise awards” (Gao, 2020, p. 8). 
In the 2000s, businesses' growing use of technology to engage users could be seen as contributing to a significant shift towards mobile and digital gamification. One notable example is the Nike+ app, developed in 2006, that encouraged users to track their fitness progress using virtual rewards and badges. Research has indicated that gamification features, including virtual rewards and tracking of progress, can have a positive impact on user motivation and engagement in various contexts (Hamari, Koivisto, & Sarsa, 2014). By the early 2010s, gamification further developed in marketing, business, education, and health to make everyday tasks more engaging. Activity trackers, such as the Apple Watch and Fitbit, motivate individuals to attain their fitness goals with activity rings and virtual rewards. The devices come with websites or mobile phone applications where users can set goals and track their progress, encouraging their motivation. Since these devices are worn directly on the body, they quickly become integrated into their users' daily life, and very little effort is required by the users to monitor their activity (Zuckerman & Gal-Oz, 2014). As Zuckerman and Gal-Oz (2014) suggest, gamification “is believed to motivate users to become more active, and is commonly implemented in commercial products” (p. 1705). In conclusion, whether it is forming good habits or staying loyal to a brand, gamification has become an effective method of increasing motivation and engagement across multiple sectors. 
Gamification consists of several key components which are designed, among others, to enhance motivation, and encourage desired behaviors. The first component this thesis will mention are points. As Sailer et al. (2017) suggest, points “serve as continuous and immediate feedback and as a reward” (p. 372), making them a simple but effective way to keep people engaged. Another component are badges which act as visual markers of accomplishment since they “advertise one’s achievements and communicate one’s past accomplishments without explicit bragging” (Antin & Churchill, 2011, p. 3). The next component are leaderboards which bring in the competitive element of gamification by ranking users based on their performance. Zichermann and Cunningham (2011) suggest that leaderboards “are another way to indicate that a player has more or less status or achievement in a given game; they can be a powerful tool in your quest for engagement” (p. 11). Lastly, the final traditional gamification component that will be mentioned in this thesis are challenges and quests which “give players direction for what to do within the world of the gamified experience” (Zichermann & Cunningham, 2011, p. 64). 
In summary, gamification uses psychological principles and game mechanics to boost motivation, engagement, and productivity across various areas. Its’ foundation in behavioral psychology and early examples like loyalty programs show how long it has been shaping human behavior. Modern examples, such as fitness trackers, illustrate how gamification continues to evolve and remain relevant in today’s digital world. Core elements like points, badges, leaderboards, and challenges work together to address basic psychological needs, such as feeling competent, in control, and connected to others. An understanding of how these elements interact is key to creating gamified systems that deliver meaningful results. 
[bookmark: _Toc194236889][bookmark: _Toc196579821]Theories of Motivation and Their Role in Education
[bookmark: _Toc194236890]Since motivation is often seen as an important factor in successful learning, understanding the theories of motivation may be essential in designing meaningful gamified learning environments. This section of the thesis focuses on major motivational theories, including Self-Determination Theory, Flow Theory, and Expectancy-Value Theory. 
Richard Ryan and Edward Deci are well known for their work in the field of motivation research, particularly the formulation of Self-Determination Theory (SDT) that investigates the role intrinsic and extrinsic motivation plays in behavior. Their research has been valuable to knowledge of the psychological needs that drive motivation. According to them, intrinsic motivation refers to “doing an activity for the inherent satisfaction of the activity itself” (Ryan & Deci, 2000, p. 71), while extrinsic motivation refers to “the performance of an activity in order to attain some separable outcome” (Ryan & Deci, 2000, p. 71). In 1985, Deci and Ryan introduced the Self-Determination Theory (SDT) which is widely regarded as one of the most influential frameworks for understanding motivation in education. According to SDT, people are driven by three fundamental psychological needs, being “the needs for competence (Harter, 1978; White, 1963), relatedness (Baumeister & Leary, 1995; Reis, 1994), and autonomy (deCharms, 1968; Deci, 1975)—that appear to be essential for facilitating optimal functioning of the natural propensities for growth and integration, as well as for constructive social development and personal well-being” (Ryan & Deci, 2000, p. 68). According to Deci and Ryan, when these three needs are met, people tend to develop and maintain intrinsic motivation, for example one performs activities because they are intrinsically rewarding, not only for rewards. One may say that SDT has influenced the way teachers approach student motivation by emphasizing the importance of addressing students’ needs for autonomy, competence, and relatedness. When these needs are supported, perhaps through choices, feedback, or collaboration, students might feel more motivated, engaged, and find learning more enjoyable. More recent literature affirms the enduring significance of SDT. Cook and Artino (2016) suggest that intrinsic and internalized motivations are most strongly supported when autonomy, competence, and relatedness are fulfilled. Based on SDT, they add that “social contexts that engender conflicts between basic needs set up the conditions for alienation and psychopathology” (Cook and Artino, 2016, p. 1010), reinforcing the importance of designing environments that nourish all three psychological needs.
Another important framework is the Flow Theory, introduced by Mihaly Csikszentmihalyi. This theory “seeks to explain a mental state that occurs when a person becomes intensely engaged and absorbed in an activity” (Fisher et al., 2005, p. 153). As Fisher et al. explain, “the most theoretically important dimension of the experience are challenges and skills” (p. 154). According to Csikszentmihalyi (1990), flow occurs when individuals are fully absorbed in a task, with a perfect balance between challenge and skill level. Other conditions that make up the flow experience are clear goals and immediate feedback, equilibrium between the level of challenge and personal skill, merging of action and awareness, focused concentration, sense of potential control, loss of self-consciousness, altered sense of time and experience becoming autotelic or self-rewarding (Csikszentmihalyi, 1993). Empirical research supports the significance of these conditions in educational contexts. Shernoff et al. (2003) found that high school students experienced higher engagement and enjoyment when classroom activities were designed to balance challenge and skill, providing clear goals and immediate feedback. Similarly, Egbert (2003) demonstrated that foreign language learners achieved flow states during tasks that were appropriately challenging, interesting, and allowed for focused attention. These findings suggest that when educational tasks are structured to meet the conditions of flow, students are more likely to experience deep engagement and enhanced learning outcomes.
The next theory, which provides additional insight into motivation, that this thesis deals with is a model of the Expectancy-Value Theory, introduced by Eccles and Wigfield in 2002. This theory suggests that “achievement behavior is largely influenced by expectancies of success and subjective task values” (Dietrich et al., 2019, p. 2). According to this theory, students are more likely to engage in a task if they believe they can succeed and if they see the activity as worthwhile (Eccles & Wigfield, 2002). The Expectancy-Value Theory emphasizes how important students’ beliefs and perceptions are in driving their motivation to learn. In the classroom, this means teachers can help students stay engaged by boosting their confidence in their abilities and showing them why the work they are doing matters. For example, setting clear goals, giving useful feedback, and connecting lessons to real-life situations can help students feel both capable and invested in their learning. By applying this approach, teachers can create an environment where students feel motivated to try their best and stick with their goals. According to Cook and Artino (2016), the Expectancy-Value Theory identifies two key independent factors that influence behavior, being “the degree to which individuals believe they will be successful if they try (expectancy of success), and the degree to which they perceive that there is a personal importance, value or intrinsic interest in doing the task (task value)” (p. 1000). They also emphasize that learners' perceptions of value are shaped by emotional experiences and social influences, not just objective characteristics (Cook & Artino, 2016). Alderman (2008) supports this by stating that teachers should use “tools for activation and persistence of their students’ motivation” (p. 4). According to her, such motivational tools may take two forms, “conceptual understanding (e.g., understand why a student may not try); or the use of tactics (e.g., an appropriate incentive)” (p. 4). Based on this, teachers could build a “motivational toolbox” that enhances students’ motivation and engagement (Alderman, 2008). 
Recent frameworks encourage educators to blend multiple motivational theories, for example, Cook and Artino (2016) suggest that “motivation theories have increasingly shared and borrowed key concepts” (p. 1011), and that they have identified four recurrent themes, being “competence beliefs, value beliefs, attribution and social-cognitive interactions” (p. 1011). Furthermore, they suggest “thoughtfully capitalising on overlapping concepts and explicit theoretical integrations for the enrichments they afford” (p. 1011). This suggests that in practice, the mentioned theories are not often used in isolation but rather, they tend to interact within gamified-learning systems. A well‐designed gamified activity could at the same time satisfy SDT's autonomy and competence needs, produce flow by matching challenge and skill, and be in accordance with the expectancy-value concept by clearly mapping tasks to meaningful results. For instance, an activity using Shakespearean texts might provide difficulty balance, feedback in real-time using peer assessment, and emphasize the usefulness of critical-thinking skills for both academic and personal development.
Although motivational theories provide a good framework for understanding the possibilities of gamification, some challenges could still be found. For example, Deci and Ryan (1985) suggest that there are some risks in overemphasizing external rewards which can diminish intrinsic motivation. Since Csikszentmihalyi (1990) suggests that flow requires a balance between challenge and skill, achieving this state consistently in diverse classrooms could be difficult due to varying student abilities and interests. Eccles and Wigfield (2002) suggest that the effectiveness of a learning task depends on how well it supports the students’ expectancy and value beliefs, therefore, poorly designed tasks may fail to activate these motivational components and reduce student engagement and achievement. Cook and Artino (2016) add that motivation is “far from a unitary construct” (p. 1012), suggesting that it requires flexible and context-sensitive application. Despite these challenges, the mentioned theories of motivation remain relevant and useful in education. They could assist teachers in developing more interesting and productive teaching environments. They provide suggestions for the planning of activities that leverage students' intrinsic motivation, the integration of challenges and competence levels and the sense of meaningfulness and attainability of tasks. Used wisely, these theories can encourage teachers to design learning opportunities that engage students and foster their development.
[bookmark: _Toc196579822]Gamification in Education
In the recent years, gamification could be seen as being increasingly popular in education as an innovative suggestion for addressing difficulties such as poor student participation and lack of interest. Through the incorporation of game elements in the field of education, gamification may be proposed as an innovative way for encouraging students to participate more in the educational process. This part of the thesis focuses on the role of gamification in education, examples of gamification in different educational contexts, its’ benefits as well as challenges and criticism, and the possible future of gamification in education.
The use of gamification in education spreads across multiple disciplines and age ranges, this part of the thesis only focuses on some examples. In STEM subjects, gamification can be implemented using virtual labs, simulations, and interactive problem-solving activities. As has been demonstrated by several studies, for example a study of gamification in mathematics carried out by Yan and Matore in 2023, gamification can be effective in promoting learning and motivating students in STEM subjects. In history and social science classes, gamification can be implemented by means of role-play and narrative-based activities. For example, as pointed out by Kocurek in 2018, narrative-driven games can offer players immersive experiences that provide moral and experiential knowledge, making them valuable tools for understanding complex historical and social realities. This approach could be applied in high school history classes through gamification, allowing students to engage with historical content in a more resonant way. These examples show that gamification can be adapted to different demands of different fields.
As Christopoulos and Mystakidis (2023) suggest “gamification's potential for transformative impact extends beyond merely making learning 'fun.' Research suggests that well-designed gamified environments can foster a range of cognitive and emotional benefits, such as enhanced problem-solving abilities, collaborative skills, and resilience in the face of challenges” (p. 1224). They also highlight that “gamified learning scenarios often provide immediate, constructive feedback, which enables students to grasp intricate concepts, monitor their progress, and adapt their strategies as needed” (p. 1236). Their findings highlight the overall educational value of gamification aside from fun. With the use of interactive features and instant feedback, gamified learning environments can actively engage students, enable adaptive learning strategies, and promote cognitive as well as social development. This process can enrich students' problem-solving and teamwork and refine their overall learning experience.
Nevertheless, gamification in education also has some negative sides or challenges that are important to consider. Despite the quite extensive research on the benefits of gamification in education, studies on its possible downsides remain relatively limited (Toda et al., 2018). There is still a lack of understanding regarding the specific negative effects that gamification can have on students and the unique design features that contribute to these issues. Toda et al. (2018) carried out a systematic mapping study and found four primary negative effects of gamification in education: Indiﬀerence, Loss of performance, Undesired behavior, and Declining effects. The most frequently discussed among them was Loss of Performance which “arises from tasks and situations where gamification harms or hinders students’ learning process” (Toda et al., 2018, p. 149-150). In their study, it was found that some game mechanics, like leaderboards, can lead to this problem. Leaderboards add a competitive aspect that can discourage lower-scoring students, cause anxiety, and result in disengagement when they feel that they cannot catch up with their classmates. Instead of motivating, lower-ranking students can get frustrated or performance drop, which can eventually cancel out the beneficial impacts of gamification (Toda et al., 2018). The second most discussed issue was Undesired Behavior which “occurred because gamification caused a diﬀerent eﬀect (positive or negative) on the learning context in which it was applied, either due to bad planning or to the lack of it” (Toda et al., 2018, p. 150). In addition, Unwanted Behavior may also happen when gamification is too centered on extrinsic rewards and creates a hyper-competitive learning experience in which students are discouraged from collaborating with each other. Next is Indiﬀerence which “occurs when gamification is reported to not have influenced, either for the better or for the worse, the learners within the study” (Toda et al., 2018, p. 151), suggesting that gamification does not impact students’ motivation and engagement. Lastly, their study mentions Declining Eﬀects which “are related to the gradual loss of motivation and engagement due to the gamification that was deployed” (Toda et al., 2018, p. 151). As the researchers mention: “despite being similar to Loss of Performance from the viewpoint that learners’ progress is hindered in both scenarios, it diﬀers from Loss of Performance in the sense that learners’ motivation and engagement decrease overtime, which also may lead to Loss of Performance” (Toda et al., 2018, p. 151). The researchers believe that the issues mentioned in their study occurred due to “the lack of proper methods and/or frameworks for planning and deploying gamification in a learning context” (Toda et al., 2018, p. 151). Another potential negative effect of over-gamification is that students could end up relying too much on it. If educators use gamified features too intensively and then switch to more conventional approaches, like doing a lengthy paper-based activity for grammar practice, students can struggle to adapt and lack motivation or interest in such less interactive activities. The implication is that although gamification is a great tool, it needs to be used tactically and not as a default aspect of classroom practice.
The future of gamification in education may be promising as immersive technologies and personalized learning methods progress. Virtual reality (VR) and augmented reality (AR) are rapidly used to construct interactive lesson spaces (e.g., virtual labs, historical battle simulations), where more engagement and learning can occur (World Government Summit, 2016). As suggested by the World Government Summit in 2016, "the future of gamification, and its role in the future of education, is ripe with possibility. Gamification presents opportunities to improve the stock of technological skills of future generations of students as well as encourage public-private collaboration in the investment or design of gamified curriculums" (p. 4). To sum up, one may say that the continuous development of gamified approaches offers a promising path for education.
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Language learning can be described as a process which requires motivation, consistent practice, and engaging various skills. One may say that gamification provides a dynamic approach to language acquisition. By incorporating game-like elements, teachers can create an environment that makes language acquisition more engaging and enjoyable for students. This section explores how gamification can be specifically applied to language learning, including practical examples, techniques, and its potential impact on different areas such as vocabulary acquisition, grammar practice, and communication skills.
Nowadays, several platforms exemplify the effective integration of gamification into language learning. Among the various types of mobile technology utilized by learners outside of the classroom, online language learning applications, such as ABA English, busuu, Duolingo, Rosetta Stone, and Voxy, have seen growing interest over the past 15 years (Kukulska‐Hulme, Lee, & Norris, 2017). These platforms “provide a variety of language curricula, span both mobile and personal computer technologies and give learners the opportunity to access language learning materials anytime and anywhere” (Loewen et al., 2020, p. 3), which is a major benefit for learners since it allows them to practice at their own pace and they are not restricted by limited classroom time or geographic restrictions. One could say that one of the most successful implementations of gamification in language learning is the platform Duolingo. Duolingo is “one of the most widely used language learning apps in the world, (with) over 300 million users” (Loewen et al., 2020, p. 3). The platform integrates game-like features such as daily streaks, leaderboards, progress tracking, and virtual rewards to sustain user engagement. These gamified elements may encourage users to stay motivated and maintain consistency in their learning. 
In EFL classrooms, gamification can transform the traditional language learning to an interactive and entertaining activity. In addition to traditional gamification methods such as points, badges, and leaderboards, more innovative techniques can also be effectively integrated into EFL classes. Another key gamification element that promotes peer interaction and cooperative learning are team-based challenges and collaboration in general. As suggested here, “based on Vygotsky’s theory, the physical classroom would provide clustered desks or tables and workspace for peer instruction, collaboration, and small-group instruction. Learning becomes a reciprocal experience for the students and teacher” (McLeod, 2024, p. 19). Another gamification element that can be used in EFL classrooms are interactive digital tools like Kahoot!, Quizizz, and Blooket. These platforms allow teachers to create interactive quizzes, incorporating multimedia elements, such as images and audio clips, to make learning more dynamic. A study by Anandha et al. (2021) suggests that Kahoot! attracts interest, motivation, and pupils’ participation to learn and achieve more. Another element that can be applied in EFL classrooms are role-playing or simulation activities which “allow students to practice using all of the language they know in situations that resemble real settings” (Bahrani & Soltani, 2012, p. 28) as well as developing their sociolinguistic competence. The students “have to use language that is appropriate to the situation and to the characters” (Bahrani & Soltani, 2012, p. 28). Those activities allow students to immerse themselves in real-life scenarios, providing opportunities for authentic communication. However, as Bahrani and Soltani (2012) state, even though most students usually find role playing enjoyable, “students who lack self-confidence or have lower proficiency levels may find them intimidating at first” (p. 28). The last gamification element this thesis focuses on are escape room activities which “provide a unique and captivating platform for immersive language practice and reinforcement” (Heredia Martín, 2024, p. 12). The challenges presented in escape rooms incorporate various language elements, including vocabulary, grammar structures, and language functions (SpeakER Project, 2021). For example, an escape room could challenge students to solve riddles, decode grammar patterns, or complete vocabulary tasks to “escape” within a set time. In conclusion, gamification helps to improve EFL learning in terms of making language learning more interactive and interesting for the students. Furthermore, one could say that with the continuous development of technology, gamification is likely to continue to influence modern language teaching, encouraging active participation.
[bookmark: _Toc194236892][bookmark: _Toc196579824]Research Gaps and Opportunities
One could say that gamification in education has received considerable attention from researchers and teachers alike and has resulted in a rapidly expanding literature discussing its advantages and difficulties. Several studies have highlighted its potential to increase motivation, engagement, and learning outcomes in language acquisition. Nevertheless, there still exist some gaps in the current research. While there are opportunities to close these gaps, one could say that opportunities also exist for the refinement of gamification strategies as well as a better understanding of their effects on student motivation and learning performance over time. This subsection identifies these limitations and suggests areas of future research.
The first gap in the literature is the long-term impact of gamification on language acquisition. As Sailer and Homner (2020) suggest, the impact of certain variables on behavior and performance may be limited to the gamified environment and may not necessarily transfer beyond it. This is particularly relevant for behavioral learning outcomes, which were primarily measured during the intervention. They highlight that “significant results in the analyses of the conceptual moderators were mostly found for behavioral learning outcomes” (Sailer & Homner, 2020, p. 107). In summary, many studies focus on short-term effects, such as immediate engagement and motivation, but fewer examine how gamification influences language retention, fluency development, or sustained learning outcomes over extended periods (Sailer & Homner, 2020). The next gap could be seen in the lack of a comprehensive theoretical framework. As Sailer & Homner (2020) suggest, “more theory-guided empirical research is needed to work toward a comprehensive theoretical framework with clearly defined components that describes precise mechanisms by which gamification can affect specific learning processes and outcomes” (p. 106). This gap highlights the need for deeper exploration into how specific gamification elements influence psychological and learning processes. The last gap this thesis draws attention to could be seen in students’ perception of gamification, in particular, the negative effects. While research shows gamification’s influence on student motivation and engagement, not much research focuses on the negative effects of gamification. Domínguez et al. (2013) found that some learners reacted negatively to gamified environments, describing the experience as unenjoyable and demotivating. This suggests that competitive aspects of gamification may induce stress for certain students, which could contribute to increased anxiety. This may particularly be true for learners with lower self-confidence or language proficiency, who may feel overwhelmed or intimidated by gamified activities. This issue is followed by individual differences which may play a significant role in shaping how students respond to gamified activities. In summary, one possible research gap to further investigate is how factors such as personality traits and preferences influence students' engagement with gamification and how do students with lower self-confidence or language proficiency perceive gamification.
In conclusion, gamification in education has demonstrated potential in improving motivation, engagement and learning outcomes, however, there are still several gaps that need further exploration. An example of those gaps could be the long-term effects of gamification on language acquisition, developing a comprehensive theoretical framework, and exploring students' perceptions and individual differences. Through filling such gaps, research has a potential to improve the gamification strategy into being more effective, inclusive and able to produce meaningful and lasting learning experience for all learners.
[bookmark: _Toc194236893][bookmark: _Toc196579825]Methodology
This thesis aims to provide research on the use of gamification in high school English lessons, focusing on its impact on students' motivation and learning outcomes. This study aims to explore whether and how these strategies can enhance student motivation and contribute to meaningful learning in English education.
The research questions guiding this thesis are:

· How does gamification influence students' motivation to engage with English lessons?
· What learning outcomes are associated with the use of gamified strategies in high school English classrooms?
· Which specific gamification elements are perceived as the most effective by students in enhancing engagement and learning?
· What challenges and limitations arise when implementing gamification in high school English lessons?

To address these research questions, a mixed-methods approach is adopted, combining quantitative and qualitative data collection methods. A preliminary survey assesses students’ attitudes toward gamification, their current motivation levels, and their perceptions of English as a subject. This is followed by a two-week intervention where gamified elements are integrated into daily lessons in a selected high school class. During this period, the students complete daily end-of-lesson evaluations intended to measure their daily levels of enjoyment, engagement, and perceived learning outcomes. The researcher’s observations during the intervention provide further insight on the overall impact of gamification. The application of various methods supports the research by validating results through diverse data sources. Quantitative information, exemplified by the survey, indicates the students' attitude towards gamification and English lessons in general. Qualitative data, consisting of open-ended responses and classroom observations, provide richer understanding of students’ experiences, emphasizing both similarities and differences in their perceptions.
[bookmark: _Toc194236894][bookmark: _Toc196579826]Research Instruments
The research instruments used in this study were designed to give a comprehensive set of information about the effect of gamification on the motivation and performance of high school students in English lessons. The instruments were chosen to match the mixed-methods design, giving both quantitative and qualitative data through which a general analysis would be achievable. Each instrument serves a purpose in the research design, giving insight from different perspectives.
[bookmark: _Toc196579827]Preliminary Survey
The preliminary survey was designed to determine the initial attitudes of a sample of high school students towards gamification and their level of motivation for learning English. It establishes a foundation for understanding their perceptions and needs prior to the two-week intervention. The survey collects both quantitative and qualitative data and it includes a combination of multiple-choice questions, Likert-scale responses, and open-ended questions to gain a well-rounded understanding of students' perspectives. The survey was constructed based on key theories in gamification and motivation research, such as Self-Determination Theory by Deci & Ryan (1985, 2000). The question structure was influenced by existing studies on language learning motivation and engagement but designed specifically to fit the research context. During the development of the survey, the researcher consulted OpenAI's ChatGPT, which was used as a brainstorming tool to help formulate appropriate and context-relevant question types and phrasings. The output of AI was critically evaluated and adapted by the researcher to ensure academic and pedagogical suitability.
The survey is divided into four main sections:
1. Background information: This section captures the students’ demographic details, their age, gender, perceived English proficiency, and their gaming habits​.
2. Attitudes towards gamification: This section explores the students’ prior experience with gamification and their preferences for game elements in learning.
3. Motivation in learning English: This section captures motivation levels through questions about enjoyment, perceived usefulness, and willingness to participate in activities in English.
4. Expectations and concerns: The last section focuses on the students’ views on how gamification could influence their motivation and learning.
The survey was distributed in multiple classrooms, among 50 high school students. After the survey was analyzed and its results were evaluated, two classes were selected for further intervention.
[bookmark: _Toc196579828]Daily End-of-Lesson Evaluations
The end-of-lesson evaluations were designed to capture students' immediate responses to the gamified lessons and to align with the study’s focus on gamification’s impact on motivation and learning outcomes. The structure of the evaluations was influenced by existing research on student engagement, motivation, and learning experience assessment, for example by Self-Determination Theory by Ryan & Deci (1985, 2000). Similarly to the preliminary survey, the researcher used AI assistance (OpenAI’s ChatGPT) as a tool for brainstorming and refining some evaluation questions. All content was carefully reviewed and adapted by the researcher. 
The evaluations consist of a combination of closed-ended Likert-scale questions and open-ended reflection prompts, ensuring a balanced view of the students’ experience. The content of the evaluations could be divided into three main sections:
1. Engagement and Enjoyment: The students are asked to rate their engagement on a 5-point Likert scale, from “Very engaged” to “Very disengaged.” Similarly, they assess how enjoyable they found the lesson.
2. Perceived Learning Outcomes: The students are asked to evaluate how well they understood the lesson’s content using a 5-point Likert scale ranging from "Very well" to "Very poorly."
3. Qualitative Reflection: The students are asked to respond to open-ended questions, providing deeper insights into what aspects of the gamified activities they enjoyed the most and any additional comments or feedback about the lesson.
Being distributed after each gamified lesson, the evaluations provide a day-by-day picture of engagement, enjoyment and perceived learning outcomes enabling the researcher to detect patterns over the 2-week intervention. Using a combined closed-ended and open-ended question approach, the assessments provide a balanced view of the students’ experience. The open-ended questions part of the evaluations allows the students with an opportunity for deeper reflection on the lesson they have experienced. This qualitative feedback enriches the quantitative information, offering a more detailed understanding on how well the gamification strategies work. When administering these evaluations at the end of every gamified lesson, the researcher secures an immediate recording of data as the experience is still in the students' mind. With this methodology, it is possible to determine patterns of engagement, as well as identify parts of the gamified lessons which appeal most to the learner, finally leading to a better understanding of the effects that gamification has on learning and motivation.
[bookmark: _Toc196579829]Student Behavior Observations
The student behavior observations provide information about student actions, participation, and interaction in a gamified lesson. The observations add to the quantitative data by providing information on dynamics and minor details that are not apparent from the survey and daily evaluations and therefore, add depth to the understanding of the classroom environment. Being an active participant in the lesson, the researcher is involved in an observational and dynamic process. The researcher can see how students react to activities that are gamified, interact with other students, and solve problems. The observations are made during and after each session, and close detailed notes are taken to record them. The observations are on observing patterns of engagement, collaboration, and problem-solving in the gamified setting. As a part of the learning process, the researcher can gain a better understanding of the setting and place the behavior and response of the students in a more meaningful context to create a clear relationship between the instructional strategies employed and their impact. Combining these observations with quantitative data aims to provide an integrated analysis of how gamification affects student learning, motivation, and learning outcomes.
[bookmark: _Toc194236895][bookmark: _Toc196579830]Preliminary Survey Analysis
[bookmark: _Toc194236896][bookmark: _Toc196579831]Background Information of the Respondents
The preliminary survey was completed by 50 high school students, aged between 15 and 19 years, from 5 different classes. Most respondents were aged between 17 and 19 years old, which aligns with the typical age range of high school students. The detailed age distribution of the respondents is presented in Table 1 below.
	Age
	N
	%

	15 
	1
	2 %

	16
	6
	 12 %

	17
	13
	26 %

	18
	14
	28 %

	19
	16
	32 %


[bookmark: _Toc194587575]Table 1: Age Distribution of the Respondents.
The presented age distribution suggests that most of the students participating in the survey are in their final year of high school. Being aware of the students‘ age profile is important as it may influence their motivation levels, prior exposure to gamified learning, and expectations towards the intervention.
	In addition to age, the survey collected data on the gender distribution of the participants. Most of the respondents (58%) were male, while the remaining 42% were female. This gender distribution reflects the demographics of the high school where the study was conducted. The school has two fields: IT, where male students are predominant, and economics, which has a more balanced mixture of male and female students. The study sample included students from three IT classes and two economics classes, which resulted in a larger proportion of male respondents.
Next, the survey gathered information on the self-reported level of English among the students. The results show that most of the students (62%, or 31 respondents) identified as intermediate learners, 36% of the sample (18 students) considered themselves advanced, and only one student (2% of the sample) reported themselves being at the beginner level. The high proportion of intermediate and advanced students suggests that most of the participants already have some foundation in English, which may affect how they perceive and react to gamified learning. Students with higher proficiency levels might engage more confidently with gamified learning, while those with lower proficiency could struggle.
	Lastly, the first section of the survey includes the information about the students’ gaming frequency. This question aimed to determine whether the students already have some gaming habits that might influence their engagement with gamified learning activities. The results are presented in Table 2 below.
	Frequency
	N
	%

	Almost daily
	16
	32 %

	A few times a week
	12
	24 %

	A few times a month
	14
	28 %

	Rarely
	8
	16 %

	Never
	0
	0 %


[bookmark: _Toc194587576]Table 2: Gaming Frequency of the Respondents.
As presented in the table, the most common response was "Almost daily", indicating that nearly one-third of the respondents are frequent gamers. These findings suggest that most students play games, digital or board, on a regular basis, which can have a positive effect on their acceptance and engagement in gamified lessons.
[bookmark: _Toc194236897][bookmark: _Toc196579832]Attitudes Toward Gamification in Learning
The next set of questions was aimed at exploring the students' attitudes and previous experience with gamification in learning. The purpose of the first question was to determine whether the students have already experienced gamification in a classroom setting. The result of this question is clear since all students reported to have prior experience with gamification in a classroom setting. The next question asked about the specific gamified activities that the students have experienced. The students could have picked more than one option. The results are presented in Table 3 below.
	Gamification Methods
	N

	Points or rewards for achievements
	28

	Badges or certificates
	4

	Puzzle-solving, role-playing and escape room activities
	0

	Team-based competitions or challenges
	43

	Interactive games (e. g. Kahoot!)
	49


[bookmark: _Toc194587577]Table 3: Gamification Experience Specification.
As presented in the table, the most experienced form of gamification among the students are interactive games, such as Kahoot, which suggests that digital quiz-based games are widely used in students' learning environments. 
	Next, the students were asked to rank statements about gamification in learning on a scale from 1 “Strongly Disagree” to 5 “Strongly Agree”. The results are shown in Table 4 below. 
	Statement
	Mean score

	I enjoy learning through game-like activities.
	4,3

	Gamification makes learning more engaging.
	4,24

	Gamification helps me focus better in class.
	3,44

	I believe gamified learning could improve my English skills.
	3,92

	I prefer traditional (non-gamified) learning methods.
	2,14


[bookmark: _Toc194587578]Table 4: Attitudes Toward Gamification in Learning.
The statement "I enjoy learning through game-like activities" received the highest mean score, indicating that most of the students are open to gamification in learning. However, the lower score for "Gamification helps me focus better in class" indicates that some students may see gamification as distracting or not very helpful in focusing. The statement "I prefer traditional (non-gamified) learning methods" received the lowest mean score suggesting that most students favor gamified learning compared to traditional learning techniques. These findings indicate that students are open to gamification and find it engaging, but opinions on its effectiveness for learning and focus vary.
Next, the students were asked what they liked about their prior gamification experience. This was an open-ended question, offering a diverse range of responses which could be grouped by key themes, as shown in Table 5 below. For reference, this question was answered by most students, with only 8 students out of 50 leaving it blank.
	Key theme
	Example responses

	Enjoyment & Fun
	"I like it because it makes learning more fun" (S12)
"It is more entertaining than traditional learning" (S37)

	Interactivity & Engagement
	“I liked not having to work in a textbook” (S32)
“It gives me a different situation than a book, I need to improvise” (S16)

	Competition & Challenge
	“I enjoy competing with other classmates” (S23)
“It challenges me to use English in different situations” (S30)

	Increased motivation
	"It's active and motivating if you can get a good grade from it. I like to work in groups" (S46)
“I feel more motivated to engage in the lesson” (S2)


[bookmark: _Toc194587579]Table 5: Students’ Positive Perceptions of Prior Gamification Experiences.
The most frequently mentioned aspect (22 responses) was Enjoyment & Fun, with students emphasizing that gamification makes learning more engaging and entertaining than traditional methods. This suggests that students enjoy the playful and immersive nature of gamified lessons. The second biggest group of responses (10 responses) aligns with the key theme of “Interactivity & Engagement”, 6 responses align with the key theme of “Competition & Challenge”, and 4 responses align with the key theme of “Increased motivation”. Overall, these findings indicate that students generally perceive gamification as a positive and engaging learning strategy, particularly when it adds enjoyment, challenge, interactivity, and motivation to their English lessons.
	Similarly, the students were asked what they disliked about their prior gamification experience. While most of the respondents either left this question blank or stated that they had no complaints, a few students (specifically 21) provided some answers valuable for the research. Their responses were grouped into four main themes. The results are shown in Table 6 below.
	Key theme
	Example responses

	Loud classroom & Lack of focus
	“With this method of learning, I lost some focus” (S12)
“I couldn’t focus in the loud classroom” (S6)

	Stress
	" It is stressing me out a bit because of my personality" (S44)
"I feel stressed when I have to participate in some team activity" (S39)

	Competition
	"Some classmates can be really competitive and rude" (S35)
“I don’t like the behavior of some classmates” (S34)

	Confusion
	“It's a bit challenging to understand some activities at first” (S46)
“Sometimes, it is hard to understand how to play the game” (S3)


[bookmark: _Toc194587580]Table 6: Students’ Negative Perceptions of Prior Gamification Experiences.
For reference, the most frequent (9 responses) were responses aligning with the key theme of “Loud classroom & Lack of focus”, 5 responses align with the key theme of “Stress”, 4 responses align with the key theme of “Competition”, and the smallest group (3 responses) aligns with the key theme of “Confusion”. These findings suggest that distractions in the classroom, stress, competition, and confusion can pose significant challenges to some students. To enhance the advantages of gamified learning, educators might consider several strategies. They could offer alternative ways of participating for students who feel stressed by competition or teamwork. Maintaining a healthy balance between competition and collaboration could help avoid excessive rivalry. Furthermore, providing clear instructions and guidance could help to minimize confusion. Lastly, maintaining a structured environment and controlling noise levels could help all students with staying focused. 
[bookmark: _Toc194236898][bookmark: _Toc196579833]Motivation in Learning English
The next set of questions explores the students' motivation for learning English, examining their general motivation levels, reasons for learning the language and enthusiasm for participating in English lessons. In the first question, the students were asked to rank how motivated they currently feel to learn English. The results indicate that most of the students (48%, or 24 respondents) consider themselves somewhat motivated, and 26% (13 students) reported feeling very motivated. A smaller portion of the students (24%, or 12 respondents) remain neutral, feeling neither strongly engaged nor disengaged in learning English. Only one student (2% of the sample) described themselves as somewhat unmotivated, and notably, no students selected "very unmotivated". The results suggests that most students have a positive or neutral attitude toward learning English, however, there is still room to increase their motivation. Since nearly a quarter feel indifferent toward learning English, using engaging strategies like gamification could help make lessons more enjoyable and interactive for the students.
Next, the students were asked to rank statements about their motivation for learning English on a scale from 1 “Strongly Disagree” to 5 “Strongly Agree”. The results are presented in Table 7 below.
	Statement
	Mean score

	I enjoy learning English.
	4,12

	I feel that English is useful skill for my future.
	4,6

	I am motivated to improve my English skills.
	4,12

	I am often excited to participate in English class activities.
	3,56


[bookmark: _Toc194587581]Table 7: Ranking Statements about Motivation for Learning English.
As presented in the table, the highest-rated statement was "I feel that English is a useful skill for my future“, suggesting that nearly all students recognize the practical importance of learning English for their careers, education, or personal development. Overall, these results suggest that students generally value English and feel motivated to improve their skills.
	The next question focused on the main motivation factors for learning English. The students were asked to select up to two options from the selection of motivation factors. The results are presented in Table 8 below.
	Motivation factor
	N

	Gaining knowledge and skills
	34

	Receiving good grades
	9

	Personal enjoyment and interest
	17

	Future career prospects
	33

	Socializing with classmates or friends
	5

	Teacher encouragement or praise
	1


[bookmark: _Toc194587582]Table 8: The Main Motivation Factors for Learning English.
The results presented in the table suggest that most students are motivated by practical and long-term benefits, such as career prospects and skill development, while fewer are motivated by grades or social factors. This suggests that teaching strategies should emphasize real-world applications of English to align with students’ intrinsic motivations. Additionally, for those who are externally motivated (grades, socializing), gamification could provide an engaging way to connect learning with achievement and collaboration.
[bookmark: _Toc194236899][bookmark: _Toc196579834]Expectations and Concerns
The last section of the survey deals with the students’ expectations and concerns about gamification in learning. First, the students were asked how likely they are to enjoy an English lesson that includes game-like elements. The results indicate that most of the respondents have a positive outlook on gamified learning, with 48% (24 students) stating they are somewhat likely to enjoy it, and 30% (15 students) indicating they are very likely to enjoy it. A smaller portion of the students (20%, or 10 respondents) remained neutral, and only one student (2% of the sample) expressed that they were somewhat unlikely to enjoy it. Notably, no students selected "very unlikely," suggesting an overall openness to gamification. The presented results suggest that most students are open to gamification, with only a small percentage expressing hesitation. Since most of the students already anticipate a positive experience, gamification has the potential to enhance their motivation and enthusiasm for learning English.
	Next, the students were asked which specific gamification elements they would find the most engaging. They could select up to three options from a provided list. The results indicate that interactive digital games or quizzes, such as Kahoot!, were the most popular choice, selected by 24 students. Collaboration-based activities, such as team challenges, followed closely with 23 votes. Competition-oriented elements, such as leaderboards, were also popular, being chosen by 21 students. These findings suggest that students are particularly drawn to dynamic, interactive, and social aspects of gamification. In contrast, elements like points or rewards for achievements (15 students) and role-playing or simulation activities (12 students) received less interest. Similarly, problem-solving or puzzle-based tasks (12 students) and escape room activities (8 students) were less frequently selected, indicating that while some students enjoy these elements, they may not be as universally engaging since they may be challenging for some students. Badges or certificates were the least preferred, with only 6 students selecting them. Overall, the diversity of responses highlights individual differences in learning styles, motivations, and preferences. While some elements appear to be the most widely appealing, the data suggests that a well-balanced gamification approach should include a mixture of elements to cater to different student needs and learning preferences.
	Next, the students were asked about their expectations for how gamified learning could impact their motivation or interest in English. The question was open-ended, allowing the students with an opportunity for deeper reflection. The results were divided into four main themes that were the most present among the answers. 
	Key theme
	Example responses

	Increased Engagement & Fun
	" The topic will sound more interesting, and it will be fun" (S23) 
"It makes learning more fun and you may remember some grammar or vocabulary better" (S36)

	Improved Motivation
	"I think I will be more motivated to learn English" (S12)
“I think it would increase my interest in English” (S15)

	Better Learning & Understanding
	“I will improve my English and learn new words” (S6)
“I will learn more from gamified classes because it is interesting and fun” (S14)

	No Expectations
	“I don’t have any expectations” (S3)


[bookmark: _Toc194587583]Table 9: Gamification Expectations.
As presented in the table, most of the respondents expect gamification to enhance their engagement, motivation, and learning outcomes, reinforcing the idea that incorporating game-based strategies could increase student interest in English lessons. For reference, 14 responses align with the key theme of “Increased Engagement & Fun”, 9 responses align with the key theme of “Better Learning & Understanding”, and a smaller group (3 students) mentioned that they expect gamification to increase their motivation to learn English. Nevertheless, the biggest group (24 students) expressed that they have no particular expectations, which could be interpreted as them being unsure or never having considered how gamification might influence their learning experience.
	Lastly, the students were asked about their concerns regarding gamified learning in an English class. Similarly like in the previous question, the open-ended question format provided a variety of responses which were grouped into four main themes. The results are presented in Table 10 below. 
	Key theme
	Example responses

	Distractions & Lack of Focus
	"I am worried that I will lose some focus" (S12)
"Noise in the class" (S17)

	Anxiety & Pressure 
	"If I have to speak in front of the whole class, I am anxious that people will judge me if I say something wrong" (S44)
“It could make people feel pressured to perform well” (S20)

	Inefficiency in Learning
	“Children will not learn English by gamification” (S13)
“I am worried that the classroom would become a playground, and we wouldn't be learning anything” (S33)

	No Concerns
	“I don’t have any concerns” (S49)


[bookmark: _Toc194587584]Table 10: Gamification Concerns.
For reference, most students (32 responses) expressed that they have no concerns regarding gamification in English lessons, suggesting a generally positive or neutral attitude toward its implementation. The second biggest group of responses (9 responses) aligns with the key theme of “Distractions & Lack of Focus”, 5 responses align with the key theme of “Anxiety & Pressure”, and 4 responses align with the key theme of “Inefficiency in Learning”. The reported concerns highlight the importance of a well-structured gamification implementation to maximize its benefits. To prevent these concerns, educators should take several key steps. First, gamified activities should have clear learning objectives to ensure that they feel purposeful rather than just entertaining. Next, managing classroom noise and distractions is necessary to create a more focused learning environment. Finally, providing alternative participation methods can support students who feel anxious about speaking in front of the others. By addressing these concerns, gamification can be implemented in a way that enhances engagement and learning.
[bookmark: _Toc194236900][bookmark: _Toc196579835]Survey Outcomes / Implications
Based on the findings of the survey, the author of this thesis chose five different gamification components to be applied in two different classes over the period of two weeks. The selection was based on the students' interests, past experiences, and their concerns about gamified learning, all with the aim of providing an interesting and effective lessons. The results showed that online interactive games were the most common and popular source of gamification. The games in the intervention will be designed for vocabulary and grammar practice, enabling students to compete, individually and in teams, while revising main language concepts. The familiarity of the students with this gamification method guarantees easy introduction to the lessons, with no probability of confusion or technical issues.
The next gamification element that will be implemented in the intervention are team-based challenges and competitions. The results of the survey indicate that most of the students like to work in teams because they believe that teamwork can improve learning by interacting and having fun. However, some issues of distraction and noise in class were also raised. To address this, the researcher aims to conduct structured team challenges where students perform problem-solving tasks, vocabulary competitions, and grammar challenges. These will be carefully organized to reduce high noise and maintain in-class focus so that gamification does not fall back into distraction but remains a valuable learning tool. With more rules and time limitations, the researcher will try to balance activity with learning-supportive environment in order to make teamwork a satisfying but organized aspect of the intervention.
The next implemented element will be points and other rewards, since, as the survey confirmed, rewards based on achievement, such as points and prizes, maintain levels of motivation. A vast amount of the students responded positively to being rewarded for progress, suggesting that the system can trigger active participation during intervention. To make this aspect engaging, students will be able to gain points for completing assignments, working hard, and achieving learning goals. The researcher will also try to emphasize individual growth and development, so that every student feels motivated to participate, regardless of their skill level. Because most students are used to game mechanics, having an open and transparent reward system is likely to drive motivation and interest to its fullest potential without inducing too much stress.
The next implemented element will be role-plays and simulations, since some students expressed a desire for interactive, in-life uses of English. The researcher hopes that role-plays or simulations exercises will help in facilitating real-life language usage. Such exercises will involve scenario-based activities in which students play different roles, for example a customer and a salesman, so that they can practice their speaking, improvisation, and problem-solving abilities.
Lastly, not as frequently mentioned but still present, the intervention will include puzzle and escape room activities. This method of gamification has never been practiced in either of the two classes, making it an exciting addition to the intervention. The researcher is interested in observing how the students will respond to this method as it encompasses problem-solving, teamwork, and critical thinking while, at the same time, practicing English skills. The activities will be created to ensure the students remain engaged and do not get distracted, ensuring that the students enjoy themselves but do not lose track of the learning objectives. Since it is a new experience for both groups, it will provide an understanding of how easily students adapt to more immersive and less conventional gamified activities. The researcher is optimistic that the novelty and interactive nature of this approach will increase participation and motivation, making it a valuable and effective tool for future classes.
By implementing these five gamification methods, this intervention aims to examine their impact on student motivation, engagement, and learning outcomes in high school English classes. Unlike previous studies, this research will implement gamification in two diverse classroom contexts, an IT class (predominately male) and an Economics Lyceum class (predominately female), where students vary in age as well as in English language proficiency levels. The activities were intentionally chosen following a preliminary survey so that they reflected the students' interests. The researcher hopes that the outcomes of the intervention will help with the understanding of the effectiveness of gamification while presenting valuable insights into how various student groups engage in gamified learning in an English classroom.
The classes involved in the intervention were chosen carefully to obtain diverse results. The first class consists of 10 first-year IT students, 7 boys and 3 girls. Being IT students, the class has a great deal of experience with playing online games, which may affect how they respond to gamified learning. The second class consists of 10 third-year students of the Economics Lyceum, consisting of 7 girls and 3 boys. Already being third-year students, this class is better-known to the researcher, and the researcher knows that the students are very fond of gamified tasks. The comparison of these two classes, along the lines of age, gender mix, and exposure to gaming, offers a wider view of how different students react to gamification in education.

	
[bookmark: _Toc196579836][bookmark: _Toc194236901]Researcher’s Observations
This part of the thesis focuses on the researcher’s observations that she recorded during and after each gamified lesson of the two-week gamification intervention. The intervention was conducted in two different high school classes: a first-year IT class (Class A) consisting of 7 boys and 3 girls, and a third-year Economics Lyceum class, consisting of 7 girls and 3 boys. Throughout the intervention, five different gamification elements were implemented: interactive digital games, team-based challenges, points and rewards, role-playing activities, and puzzle-based / escape room activities. Since the researcher was an active participant in the lessons, in the role of the teacher, the observations offer insights from the teacher’s perspective, highlighting how the activities unfolded in practice and how the students responded to them. 
[bookmark: _Toc196579837]Online Interactive Games
The first gamified lesson in both classes used an interactive quiz game format. The researcher wanted to reinforce the grammar and vocabulary covered in the unit that she and the students had recently finished. The objective was to provide the students with a playful and competitive way of reviewing key concepts, encouraging active recall and engagement. In Class A, the researcher introduced a game called Jeopardy, an online quiz team game that challenges students to give answers to different categories of questions in different values. The class was divided into three teams by the researcher. The activity involved students playing strategically to select questions, agree on answers with team members, and gain points when they win. Since this was the first experience for the students with this online game, the researcher attempted to assess the degree to which they adapted to the game. After the researcher introduced the activity, she noticed a noticeable increase in energy and attentiveness. Even though some students seemed a bit hesitant at first, probably because they were unfamiliar with the format, most of them quickly adapted to the game after the first few rounds. The team setting encouraged collaboration, the students were agreeing on the answers together with most student actively participating. In addition, the students were showing visible excitement when their team answered the question correctly. On the other hand, when the team was not doing well, their excitement and motivation seemed low compared to the winning teams. Concerning the interactive aspect of the game, the students seemed more immersed by the online game compared to a traditional board game. From the researcher’s perspective, overall, the lesson was positive and lively, and it successfully reinforced the key content of the unit. 
In Class B, the students were already familiar with the Jeopardy game, but they have not experienced it in this format before. Since the goal of the activity was to revise key content from the unit in preparation for an upcoming test, the Jeopardy board featured a variety of questions targeting grammar, vocabulary, phrasal verbs, and idioms, allowing for a comprehensive review across multiple language areas. As one student was absent on the day of the lesson, the class was divided into three teams of three students. From the researcher’s perspective, the first gamified lesson in Class B was also received positively. Since the students were already familiar with the concept of the game, they required minimal explanation and quickly became immersed in the activity. The researcher observed that the team-based structure worked particularly well for this class, allowing students to discuss language questions in English while also encouraging peer learning. However, some students demonstrated strong leadership within their teams, taking charge of decision-making, and, perhaps, not giving enough space to other classmates that are shy or reserved. Nevertheless, overall, the online game appeared to be an effective tool for review and team collaboration, especially given that the class was preparing for a unit test.
[bookmark: _Toc196579838]Team-based Challenges and Competitions
The second gamified lesson was focused on team-based challenges and competitions. The researcher aimed to reinforce a grammar topic that was currently being covered in the unit and to observe how collaborative, game-like activities could support both grammar accuracy and student engagement. The students of Class A were asked to divide into three groups, since one student was missing, the students formed three groups of three people. Each group received a small whiteboard and a marker. The researcher prepared a presentation with 10 slides, each displaying one sentence. The students were informed that eight of the sentences contained grammatical errors, and two sentences were grammatically correct. The students‘ task was to work in groups and decide whether each sentence is correct or not. If they believed the sentence was correct, they had to draw a tick on their board, if they believed it was incorrect, they were supposed to correct it. After each group revealed their answers, the teacher revealed whether the sentence was correct or not. After each reveal, the researcher updated the teams’ scores on the board. The members of the team with the highest score got a small A.  During this gamified lesson in Class A, the researcher observed a shift in the classroom energy compared to other lessons dedicated to grammar. The students actively worked in their teams and got immersed in the competitive element of the task. The researcher observed that the students tried to lower their voice in order to not be heard by other teams, demonstrating a sense of strategy. When a team scored a point, they were showing great enthusiasm and excitement. Compared to the first lesson dedicated to online interactive games, even the teams that were losing still showed some enthusiasm and motivation to score a point. Overall, the researcher felt like the lesson was well-received and successfully revised the grammar as intended. 
The format of the second lesson in Class B was the exact same as in Class A. Since two students were missing, the researcher decided to divide the class into two teams of four. From the researcher’s perspective, Class B reacted similarly as Class A to the second gamified lesson. Even though this lesson was one of the afternoon lessons in which students usually lack energy and engagement, the students seemed immersed in the activity. Similarly as in Class A, they were working strategically in their teams, and showed enthusiasm and excitement when they scored a point. 
[bookmark: _Toc196579839]Points and Rewards
The third gamified lesson in both classes focused on the points and rewards aspect of gamification. The lessons were designed to increase motivation and reinforce a vocabulary topic recently covered in the unit. In Class A, the topic was Health and Illnesses, in Class B, the topic was Education. The researcher aimed to explore how immediate rewards tied to performance could enhance engagement and support vocabulary memorization. For this activity, the researcher created bingo cards with 25 words connected to the topic, each card containing the same words in a different order. Before distributing the cards, the researcher explained the rules of the game and introduced the reward system: the first five students to get five words in a row (horizontally, vertically, or diagonally) would win a small prize of their choice—either a sweet treat or a small A. After each student received their own card, the researcher started reading the definitions of the words from the cards in a randomized order. The students were instructed to listen carefully and cross out the word on their card that matched the definition. This required active listening, concentration, and immediate recall of vocabulary meaning. 
From the researcher’s perspective, students in both Class A and Class B responded very positively to the third gamified lesson. Since the researcher usually only rewards the students with a small A for their achievements, the option of winning a sweat treat was received with great enthusiasm and excitement, even among older students. Most of the students in the class tried hard to success in the game. However, to the researcher’s surprise, not all students who won chose the sweet treat as their prize. The student’s in need to make their grade better chose to get the small A, showcasing their motivation to get a better grade in English. As for the students who did not win the prize, some of them seemed a bit sad or disappointed. The researcher tried to encourage those students by assuring them that there will be another chance to win something in the future lessons, in hopes that they would not feel discouraged.
[bookmark: _Toc196579840]Role-plays and Simulations
The fourth gamified lesson in both classes was focused on the role-play and simulation aspect of gamification. The lessons were designed to practice speaking fluency, vocabulary, and expressions related to the topic which was currently covered in the class. In Class A, the topic was visiting the doctor. The researcher aimed to explore how assuming real-life roles and acting out realistic scenarios could increase students’ engagement and improve their communication skills. At the beginning of the lesson, the researcher distributed a worksheet with useful phrases and expressions that can be used when visiting the doctor. This served as linguistic support for both roles, helping the students feel more confident and prepared before beginning the task. For the main activity, the classroom was arranged into small “doctor’s offices.” Each pair of students received a role card, one student played the role of the patient, and the other acted as the doctor. The researcher prepared a variety of situation cards, describing different health issues along with supporting vocabulary prompts and useful phrases for both roles. The students were instructed to use the target vocabulary as naturally as possible during their interaction. Before the role-plays began, the researcher modelled a short dialogue with a volunteer and gave the students a few minutes to read through their role and prepare. The students then acted out their scenarios in pairs, switching roles after a few minutes so everyone had the opportunity to be both the doctor and the patient. Nobody was absent on this day which allowed the researcher to divide the class into five pairs. 
From the researcher’s perspective, the fourth gamified lesson was not received as positively as the previous lessons. Even though some students appeared enthusiastic and immersed themselves in their roles, most students seemed hesitant, reserved or confused. The students who are more confident in English responded well to the creative aspect of this activity and even added some humorous elements to their conversations. However, the students who are not as confident in English seemed to struggle with this activity. Despite the support provided through the worksheet, some students appeared uncertain about what to say or how to act in this situation. Some pairs even seemed to be looking forward to the end of this activity. Overall, even though the activity provided some opportunities for authentic communication, it also highlighted a diverse range of student comfort levels when it comes to spontaneous speaking. 
In Class B, the lesson was designed to practice functional language, speaking, and vocabulary on food, dining out, and customer service. At the beginning of the lesson, the researcher distributed a worksheet with phrases and sentences that would be helpful to use in a restaurant, both as a customer and as a waitress or waiter. These were polite requests, complaint and apology sentences, and responses, providing linguistic background to make students feel more confident and prepared. For the main activity, the students were divided into pairs, with one student acting as the customer and the other as the waiter or waitress. Since two students were absent, the class was divided into four pairs. Each pair was assigned a card with a short scenario. The customer cards had some dining concerns, e.g. "There's a hair in your soup", "Your food is cold," or "You ordered vegetarian but were served meat". The waiter/waitress cards had some reminders of how to react professionally, offer solutions, and deal politely with some complaints. After completing one role-playing, the pairs switched roles and received a new situation card to practice from the opposite side. The activity was met with a more positive response, compared to class A. The students engaged with the theme readily, perhaps since the setting, ordering food and handling complaints, was seen as more familiar and practical. Most students made effective use of the provided phrases, which appeared to give them a sense of confidence. The researcher observed that students remained on task for the duration of the activity and were more willing to take risks with language, using new expressions in context. However, the noise in the class and the rather crowded classroom seemed like an obstacle for some pairs to fully immerse themselves in the activity. 
[bookmark: _Toc196579841]Puzzle and Escape Room Activities
The final gamified lesson focused on the puzzle and escape room aspect of gamification. The lesson was designed to practice the vocabulary and the grammar structures covered in the previous two units in a playful way. The researcher aimed to explore how problem-solving with a time limit, combined with teamwork and game-type challenges, would increase student motivation and cooperation, and reinforce recently learned material. In order to provide an introduction to the theme of an escape room at the beginning of the lesson, the researcher told the students that they would be required to work in small groups to solve a series of language-based challenges in order to "escape" from the classroom. The researcher divided the class into three groups and distributed a mission briefing sheet, which included a brief background. The students were "trapped" inside an international language academy and had to solve all the puzzles before the time ran out to unlock the door. Next, each group received an envelope with their first puzzle. The activities were designed to involve several skills: unscrambling sentences according to grammatical rules (e.g., past tenses), matching clues with word definitions, solving riddles according to conditional forms, and gap filling to reveal a secret code. Some of the activities included physical movement around the classroom, where clues were taped under desks or behind some posters.
As previously mentioned, the last gamified lesson introduced a completely new concept to both classes, so the researcher was particularly interested to see how the classes respond to it. In both classes, the researcher noticed that when she first introduced the content of that day’s lesson, it brought some excitement into the classroom. In Class A, the students were visibly more alert and motivated by the mission-style context and the idea of “escaping” by solving puzzles. The competitive spirit was evident across all three teams, and the students collaborated closely, often dividing tasks among themselves efficiently without prompting. The movement that this activity required appeared to energize the class and created a break from the usual sedentary classroom routines. The students often cheered or reacted with enthusiasm when solving particularly tricky parts of the puzzle, and they supported one another through more challenging tasks. Some students seemed stuck on some of the puzzles which were seemingly too hard for them, so the researcher had to provide some help. 
In Class B, even though the activity was met with curiosity and excitement, some students showed some initial hesitation. Once the activity began, most students became immersed in the task, they collaborated well and took the challenge seriously, often double-checking answers and discussing strategies together. The researcher observed that the format was stimulating for most of the students, but the physical layout of the classroom slightly limited the movement aspect of the activity. A couple of students mentioned that it felt chaotic at times, particularly when all groups were moving around or speaking simultaneously. Despite this, the students remained generally focused, demonstrated good teamwork, and from the researcher’s perspective, reacted generally positively to the activity. 
[bookmark: _Toc196579842]End-of-Lesson Evaluations Analysis
To assess student engagement, motivation, and perceived learning outcomes, the students were asked to complete a short evaluation at the end of each lesson. This section of the thesis analyzes the two-week gamification intervention based on the students’ end-of-lesson evaluations. Their responses provide insights into which gamification techniques were the most effective, how the students reacted to different activities, and whether there were any notable differences between the two groups. The researcher is aware that in some lessons, more gamification elements were present, however, the students were instructed to only focus on the primary technique emphasized in that lesson when completing their evaluations.
[bookmark: _Toc196579843]Online Interactive Games 
This section of the thesis presents an analysis of student evaluations from the first gamified lesson conducted in Class A and Class B. The topic of the first two questions in the evaluation was Engagement and Enjoyment with the questions being “How engaged did you feel during today's lesson?” and “How enjoyable was today’s lesson?”. The topic of the third question were Learning Outcomes with the question being “How well do you feel you understand the material covered today?”. The objective of this question was to find out how well the students felt they understood the material covered in the lesson. Class A’s responses to the first three questions are presented in Figure 1 below.
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Figure 1: Bar chart of Class A's responses from the 1st lesson - Engagement, Enjoyment and Learning Outcomes.
As presented in the figure, regarding Engagement and Enjoyment, most of the students responded positively to the gamified lesson format. These results suggest that the gamified lesson was successful in maintaining students' interest and engagement, and most of them were positively engaged and enjoyed the lesson. While most of the students responded positively, the fact that there were neutral reactions indicates that some students may require alternative or additional strategies to enhance their learning through interactive lessons. The responses to the third question suggest that most of the students found the gamified approach effective for learning, with the majority responding that they understood the material “Very well” or “Somewhat well”. Nevertheless, 2 students selected “Neutral”, and 1 student felt that they understood the material “Somewhat poorly”, indicating that the lesson format may not have been the most effective approach for their learning style. What is important to note is that the researcher believes that this response was from a student who is not very proficient in English which may have contributed to his struggle with the content.
The last two questions provided the students with some place for a reflection. The responses to the question “What did you enjoy the most about the gamified activities?” can be grouped into three categories. The results are presented in Table 11 below.
	Key theme
	Example responses

	Engagement & Fun
	“It was more fun than working with a students’ book” (S6)

	Better Learning & Understanding
	“The game helped me remember grammatical rules better” (S4)


	Competition
	"I liked trying to beat the other teams. It made me want to get the answers right” (S9)


[bookmark: _Toc194587585]Table 11: Class A: Reflection on a Gamified Lesson – Online Interactive Games.
The results of this question suggest that most of the students (5 responses) enjoyed the “Engagement & Fun” aspect that this gamified lesson provided. 3 students reported that the lesson helped them with “Better Understanding & Learning”, and 2 students reported to like the “Competition” aspect of the gamified lesson. The fact that half of the respondents valued the “Engagement & Fun” aspect the most suggests that making learning more dynamic and interactive can impact student motivation to learn and participation.
Similarly, the answers to the final question “Any additional comments about today’s lesson?” can be grouped into three categories. The results are presented in Table 12 below.
	Key theme
	Example responses

	Positive feedback
	“I really enjoyed the game and I hope we play it more” (S9)

	No comment / No answer
	 “I don’t have any comments” (S7)

	Negative feedback
	“I didn’t like that some teams got easier questions than others. It felt unfair” (S2)


[bookmark: _Toc194587586]Table 12: Class A: Additional Comments – Online Interactive Games.
The answers of the most respondents can be grouped as “Positive feedback” (5 students), 4 students either left this question blank or stated that the do not have any comments, and 1 student provided an answer that can be seen as “Negative feedback”. These results suggest that the overall perception of this gamified lesson was largely positive, with the majority of the students expressing enjoyment and a desire to repeat similar activities in the future.
Class B’s responses to the first three questions are presented in Figure 2 below.
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Figure 2: Bar chart of Class B's responses from the 1st lesson - Engagement, Enjoyment and Learning Outcomes.
The results presented above suggest that most of the students found the Jeopardy-style quiz lesson both engaging and enjoyable, indicating that the interactive and competitive format was effective in capturing the students’ attention. Additionally, the results suggests that the format was effective in reinforcing the grammar, vocabulary and phrases before the test since most students responded that they understood the material “Very well” or “Somewhat well”.
The responses to the question “What did you enjoy the most about the gamified activities?” were grouped into three thematic categories. Most students (4 responses) appreciated the interactive game format, 3 students mentioned that they liked the competition aspect, and 2 students reported that they liked revising the unit before the test. The responses to the question “Any additional comments about today’s lesson?” were grouped into two thematic categories. 5 students provided some short positive feedback like “I enjoyed it” (S6) or “I liked it more than revising in a book” (S3), and 4 students chose to leave this question blank or stated that the have no additional comments.
[bookmark: _Toc196579844]Team-based Challenges and Competitions
This section presents an analysis of student evaluations from the second gamified lesson conducted in Class A and Class B. Class A’s responses to the first three questions of the evaluation are presented in Figure 3 below.
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Figure 3: Bar chart of Class A's responses from the 2nd lesson - Engagement, Enjoyment and Learning Outcomes.
As presented in the figure, most of the students (7 out of 9) reported a high or moderate level of engagement, suggesting that the nature of the activity, group collaboration, competition, and the physical use of whiteboards effectively maintained the students’ focus and interest throughout the lesson. A total of 6 out of 9 students found the lesson enjoyable to some degree, suggesting that this style of grammar activity provided a welcomed change from more traditional classroom formats. Overall, the lesson appears to have been well-received in terms of enjoyment. Finally, most of the students selecting “Very well” or “Somewhat well” suggests that the lesson effectively reinforced grammar concepts for most learners. The group correction activity likely helped the students express their grammatical reasoning, receive peer feedback, and engage in active problem-solving, all of which could enhance their understanding.
In the question “What did you enjoy the most about the gamified activities?”, the students highlighted different aspects of the lesson that made it enjoyable or meaningful for them. The responses can be grouped into three categories. The results are presented in Table 13 below.
	Key theme
	Example responses

	Collaboration & Teamwork
	“Working with my group to fix the sentences” (S1)

	Active Learning & Understanding
	“It helped me understand grammar better because I had to explain it to my team” (S11)

	Interactive Format & Tools
	“I liked using the whiteboards” (S3)


[bookmark: _Toc194587587]Table 13: Class A: Reflection on a Gamified Lesson – Team-based Challenges and Competitions.
“Collaboration & Teamwork” was appreciated the most by 4 students, “Active Learning & Understanding” was mentioned by 3 students, and 2 students reported enjoying the “Interactive Format & Tools” the most. These reflections suggest that the team-based grammar challenge was not only effective in promoting collaboration but also supported understanding and made the lesson feel more dynamic for most students.
	The students’ responses to the final question “Any additional comments about today’s lesson?” were grouped into three key categories based on the tone and the content of their feedback. The results are presented in Table 14 below. 
	Key theme
	Example responses

	Positive Feedback
	“I really liked the game” (S6)

	Negative Feedback / Suggestions for Improvement
	 “We could get more time to talk about each sentence” (S5)

	No Comment / No Answer
	“No comments” (S10)


[bookmark: _Toc194587588]Table 14: Class A: Additional Comments – Team-based Challenges and Competitions.
The biggest group of students (4 respondents) provided some positive feedback, expressing that they enjoyed the lesson and appreciated the engaging and collaborative format. 3 students provided some negative feedback or constructive suggestions that could be used to improve this activity the next time it is practiced in this class. 1 student answered with “No comments” and 1 student left this question blank. Overall, the feedback suggests that the gamified lesson was well received, with some room for minor adjustments to make the activity more inclusive and effective for all learners.
	Class B’s responses to the first three questions of the evaluation are presented in Figure 4 below.
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Figure 4: Bar chart of Class B's responses from the 2nd lesson - Engagement, Enjoyment and Learning Outcomes.
As presented in the figure, the responses to the first two questions mirrored each other. All students either felt “Very engaged” and “Very enjoyable” or “Somewhat engaged” and “Somewhat enjoyable”. The responses to the third question were positive as well, only one student felt like their understanding of the covered material was “Neutral”. 
The responses to the question “What did you enjoy the most about the gamified activities?” were divided into two thematic categories. The results are presented in Table 15 below. 
	Key theme
	Example responses

	Interactive Format & Tools
	““I prefer this activity over doing some worksheet” (S5)

	Collaboration & Competition
	“I liked working in a team” (S2)


[bookmark: _Toc194587589]Table 15: Class B: Reflection on a Gamified Lesson – Team-based Challenges and Competitions.
5 students responded that they appreciated the format of the lesson, and 3 students stated that they liked collaborating with their teammates and competing with the other teams. The responses to the question “Any additional comments about today’s lesson?” were similar as with the first gamified lesson, 5 students provided some short positive feedback, and 3 students chose to leave this question blank or stated that they have no additional comments.
[bookmark: _Toc196579845]Points and Rewards
This section presents an analysis of student evaluations from the third gamified lesson conducted in Class A and Class B. Class A’s responses to the first three questions are presented in Figure 5 below.
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Figure 5: Bar chart of Class A's responses from the 3rd lesson - Engagement, Enjoyment and Learning Outcomes.
The presented results suggest that most of the students felt engaged and half of the class even reported a high level of engagement. Furthermore, the results suggest that most of the students thought that this way of repetition of vocabulary was effective in reinforcing learning.
The students’ responses to the open-ended question “What did you enjoy the most about the gamified activities?” reveal two different areas of enjoyment. The results are presented in Table 15 below.
	Key theme
	Example responses

	Reward
	“More candy please” (S8)

	Competition
	“I wanted to be the first one to shout Bingo” (S3)


[bookmark: _Toc194587590]Table 16: Class A: Reflection on a Gamified Lesson – Points and Rewards.
Mentioned by 6 students, the most common source of enjoyment was the motivation to win some reward. 4 students reported that they appreciated the competition aspect the most. Together, these responses confirm that the gamified structure combining rewards and competition successfully increased student engagement, motivation, and enjoyment, especially among the students who are driven by performance and recognition.
	Lastly, the responses to the question “Any additional comments about today’s lesson?” could be grouped into three main categories. The results suggest that most of the students (6 students) responded positively to the lesson, with comments like “It was fun” (S10). 2 students provided some negative feedback or suggestions for improvement, being “I need more time to learn the words before the game” (S1), and “I felt a bit stressed competing with others” (S6). And two students left this question blank. 
	Class B’s responses to the first three questions of the evaluation are presented in Figure 6 below.
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Figure 6: Bar chart of Class B's responses from the 3rd lesson - Engagement, Enjoyment and Learning Outcomes.
The results presented in the figure suggest that most students felt engaged during the lesson, enjoyed it, and felt like they understood the material well.
The students’ responses to the question “What did you enjoy the most about the gamified activities?” were similar to the students’ responses to this question in Class A. Most of the students (5 students) appreciated that they could win some prize, and 4 students liked the competition aspect. Finally, the responses to the question “Any additional comments about today’s lesson?” were divided into three thematic categories. The results are presented in Table 17 below. 
	Key theme
	Example responses

	Positive Feedback
	   “Trying to win the prize made me focus more” (S3)

	Negative Feedback / Suggestions for Improvement
	      “I feel like all students should have gotten at least some small prize to feel included” (S1)

	No Comment / No Answer
	“No comments” (S9)


[bookmark: _Toc194587591]Table 17: Class B: Additional Comments – Points and Rewards.
Most of the students (4 students) who provided an answer to this question gave some positive feedback, 1 student gave some negative feedback / suggestion for improvement, and 4 students either stated that they had no additional comments or left this question blank.
[bookmark: _Toc196579846]Role-plays and Simulations
This section presents an analysis of student evaluations from the fourth gamified lesson conducted in Class A and Class B. Class A’s responses to the first three questions are presented in Figure 7 below.
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Figure 7: Bar chart of Class A's responses from the 4th lesson - Engagement, Enjoyment and Learning Outcomes.
As presented in the figure, although most of the class responded positively to the lesson, the responses suggest that not all students were equally comfortable or motivated by this activity. This may reflect personal differences in speaking confidence, social comfort, or learning preferences. Students who are less confident in their language skills or more introverted may find this kind of activities challenging. Furthermore, some students may have struggled with the vocabulary, felt anxious speaking or found the format confusing.
The responses to the question “What did you enjoy the most about the gamified activities?” can be grouped into three categories. Based on the responses, the most enjoyed aspect (4 responses) was “Fun & Creative Speaking” with example answers such as “It was fun, I really got into the role” (S5) or “I liked playing different roles” (S9). The second category (mentioned by 3 respondents) was “Realistic Communication Practice” with responses such as “I liked that we practiced using English in real life” (S2). A notable number of students (3 students) left this question blank, suggesting that they were uncertain on how to reflect on the activity or possibly felt less personally connected to the format.
In the final question, half of the students (5 out of 10) provided some positive feedback, expressing that they enjoyed the lesson and found it either fun, helpful, or different from typical classroom activities. 3 students provided some negative feedback / suggestions for improvement, the answers being “I didn’t know what to say” (S12), “Next time we can switch partners” (S2), and “I don’t like speaking” (S11). The remaining 2 students left this question blank. Overall, the responses reflect a mostly positive reception, however, they also highlight the importance of providing options for students who may feel less comfortable with speaking-focused activities.
Class B’s responses to the first three questions are presented in Figure 8 below.
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Figure 8: Bar chart of Class B's responses from the 4th lesson - Engagement, Enjoyment and Learning Outcomes.
As the results presented in the figure suggest, regarding Engagement, Enjoyment and Learning Outcomes, most students viewed the lesson in a positive way.
The responses to the question “What did you enjoy the most about the gamified activities?” were grouped into three thematic categories. The results are presented in Table 18  below.
	Key theme
	Example responses

	Fun & Engagement
	“Pretending to be an angry customer was fun” (S7)

	Improvisation & Creativity
	“I liked that we had to improvise” (S3)

	Real-life scenario
	“Using English in a more realistic setting than usual” (S8)


[bookmark: _Toc194587592]Table 18: Class B: Reflection on a Gamified Lesson – Role-plays and Simulation.
The most frequently mentioned theme (4 responses) was “Fun & Engagement”, the second (3 responses) was “Improvisation & Creativity”, and the last theme, with only one response, was “Real-life Scenario”. Overall, the responses show that the role-play activity succeeded in creating a lesson that was not only educational but also engaging, creative, and, hopefully, memorable for the students.
	Similarly, the answers to the question “Any additional comments about today’s lesson?” were grouped into three thematic categories. 3 students provided some positive feedback, stating that they have enjoyed the lesson and would like to repeat the format in the future. 1 student provided some negative feedback / suggestion for improvement, stating that it was a bit hard to focus in the loud classroom when all four pairs were speaking at once. And as usually, 4 students either left the question blank or stated that they have no additional comments. 
[bookmark: _Toc196579847]Puzzle and Escape Room Activities
This section presents an analysis of student evaluations from the final fifth gamified lesson conducted in Class A and Class B. Class A’s responses to the first three questions are presented in Figure 9 below.
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Figure 9: Bar chart of Class A's responses from the 5th lesson - Engagement, Enjoyment and Learning Outcomes.
Since a large majority of the students (8 out of 10) reported being either very or somewhat engaged, and that the lesson was very or somewhat enjoyable, the results suggest that the puzzle-based structure and team dynamics successfully sustained the students’ attention. Most students also reported that they understood the material “Very well” or “Somewhat well”, suggesting the activities in the lesson effectively reinforced vocabulary and grammar from the unit. The lesson provided a chance to apply knowledge in context. 2 students felt that their understanding of the material is “Neutral”, suggesting that extra support or pre-task preparation might benefit less confident students.
The responses to the question “What did you enjoy the most about the gamified activities?” were grouped into three thematic categories which represent the aspects of the lesson that the students found the most engaging or memorable. The results are presented in Table 19 below.
	Key theme
	Example responses

	Format
	“I love escape rooms” (S3)

	Teamwork / Competition
	“I liked working in the team, we wanted to escape first” (S2)

	Movement
	“I liked moving around the class, it woke me up” (S7)


[bookmark: _Toc194587593]Table 19: Class A: Reflection on a Gamified Lesson – Puzzle and Escape Room Activities.
The most frequently mentioned theme (5 responses) was the format of the lesson itself. The students appreciated the escape room structure, describing it as fun, exciting, or simply different from the usual lessons. The second prominent theme (3 responses) was teamwork and competition. Students reported liking collaborating in groups and appreciating the added pressure of being the first team to "escape”. The third mentioned theme (2 responses) was movement, with students highlighting how physically moving around the classroom made them feel more alert and engaged. 
	Similarly, the responses to the final question “Any additional comments?” were grouped into three thematic categories. The results are presented in Table 20 below.
	Key theme
	Example responses

	Positive Feedback
	“I want active lessons like this more often” (S7)

	Negative Feedback / Suggestions for Improvement
	 “The puzzles were too hard” (S11)

	No Comment / No Answer
	“No comments” (S4)


[bookmark: _Toc194587594]Table 20: Class A: Additional Comments – Puzzle and Escape Room Activities.
Most students (5 responses) who chose to respond to this question gave positive feedback, suggesting that the escape room format was well received. One student provided constructive criticism, stating that “the puzzles were too hard” (S11), suggesting that some students may have found certain tasks challenging or confusing. Finally, a few students (4 students) left this question blank or responded with “No comments”, which could reflect neutrality or satisfaction without the need to elaborate, or a lack of confidence in expressing their opinions in English.
Class B’s responses to the first three questions are presented in Figure 10 below.

[bookmark: _Toc194587574]











Figure 10: Bar chart of Class B's responses from the 5th lesson - Engagement, Enjoyment and Learning Outcomes.
The results presented in the figure suggest that the lesson was engaging and enjoyable for most of the students, and that they understood the covered material mostly well.
The responses to the question “What did you enjoy the most about the gamified activities?” suggest that most of the respondents (4 students) liked the format of the activity, 3 students liked teamwork and collaboration, and 2 students appreciated that there was some movement involved. When asked the question “Any additional comments about today’s lesson?”, 3 students gave some short positive feedback, 2 students gave some negative feedback / suggestion for improvement, stating that “It was a bit chaotic” (S6) and “I wish there was more space in the class” (S1), and 5 students either stated that they have no additional comments or left the question blank.
[bookmark: _Toc194236904][bookmark: _Toc196579848]Comparison & Summary
This section presents the comparative analysis of the two-week gamification intervention in Class A and Class B, with the emphasis on how the students in both classes reacted to five different methods of gamification. Both classes were given the same types of activities, being online interactive games, team-based challenges, points and rewards, role-plays and simulations, and puzzle and escape room activities, with the contents being adjusted to each class's level and unit topics. Throughout the intervention, the students of both classes reacted positively to gamification, showing high levels of engagement, enjoyment, and perceived learning outcomes throughout most activities. Most students seemed to enjoy the novelty, competition, and active participation, particularly in comparison to more conventional formats like students’ book exercises or worksheets. The responses from both classes regularly mentioned teamwork, interactivity, and enjoyment as key motivators. 
Out of all of the gamified lessons, the escape room lesson was rated the highest in Class A. 4 students stated that they felt "Very engaged“, and the lesson was "Very enjoyable". 8 students out of 10 stated that they understood the content of the lesson “Very well” or “Somewhat well”. The students mentioned that the format, teamwork, and body movement were the most enjoyable. In Class B, the highest ranked lesson was the one focusing on the team-based challenge aspect of gamification. 4 students selected feeling "Very engaged" and rated the lesson as "Very enjoyable", and another 4 selected "Somewhat engaged" and "Somewhat enjoyable". 7 out of 8 students indicated that they understood the material covered in the lesson “Very well” or “Somewhat well”, with no negative feedback in any of the questions. The students appreciated the activity's interactive quality and the fact that they could work with their team and compete against other classmates. 
The lowest rated lesson in Class A was the one focused on role-plays and simulations, with one student responding that they felt "Somewhat disengaged", which was the only disengaged rating from all lessons. 3 students did not answer the "What did you enjoy most?" question at all, and 3 responded with negative feedback. These findings indicate that the open, performance-based speaking nature of the lesson was perhaps too challenging for this group of students, who are possibly less secure in their use of English or less familiar with spontaneous speaking. In contrast to Class A, the puzzle and escape room lesson was rated less positively in Class B, even though the same format was being followed. Only 3 students chose feeling "Very engaged", and 2 indicated being “Neutral”. Enjoyment and perceived learning outcomes ratings were still positive but lower than for the other lessons. A few students negatively described some external circumstances, like the activity being too chaotic or the classroom not providing enough space for it. 5 students left no response, which can indicate less enthusiasm or engagement. This would imply that while the activity was intended to be challenging and fun, it was perhaps less appropriate for Class B's preferences.
Overall, competition, interactivity, and collaboration were the strongest motivators in both classes. Most students enjoyed learning in groups, learning through doing, and competing in a non-serious, game-like atmosphere. However, the results illustrate that gamification is not a “one-size-fits-all”. The same approach might have to be modified for different student age, learning type, language proficiency, and even classroom conditions. The employment of various gamification methods seems as the most inclusive and flexible approach, enabling different types of students to excel under various conditions, and providing various ways for learning and motivation.


[bookmark: _Toc194236911][bookmark: _Toc196579849]Discussion
The results of the study suggest that gamification, when carefully designed and implemented, can enhance students' motivation to participate in English lessons. Both classes consistently rated gamified lessons as more engaging, enjoyable, and motivating than traditional textbook-based lessons. These findings align with the Self-Determination Theory (Deci & Ryan, 1985, 2000), which suggests that students are more likely to be intrinsically motivated when their basic psychological needs are met. Gamified activities often provided opportunities for autonomy, as students could make choices within games, for example selecting questions in the Jeopardy game, or deciding how to respond in role-plays, which gave them a sense of control. Competence was supported by tasks that offered immediate feedback, visible progress, for example earning points or “escaping” the room, and achievable goals. Relatedness was fostered through team-based tasks, which encouraged peer collaboration, communication, and a shared sense of doing something with a purpose. The students frequently said that the gamified lessons felt like a break from the usual routine, and some of them also noticed that they remembered the material better afterward. This is supported by the findings from Khasawneh et al. (2024), who reported that gamified learning environments significantly improve long-term memory retention, and that students are more likely to remember material learned through dynamic and engaging gamified activities. The combination of fun and learning shows how gamification can turn studying into something that feels more like a play, keeping students engaged without it feeling like hard work, while still helping them absorb the content effectively.
While overall reactions to gamification were positive, the effectiveness of each method varied depending on the class and the activity, which highlights the importance of context in designing gamified lessons. The escape room lesson was particularly successful in Class A, where students showed high levels of energy, collaboration, and focus. These students appreciated the challenge, movement around the classroom, and sense of urgency introduced by the time limit. In this case, the lesson perhaps aligned well with the preferences and learning styles of the students, being younger, mostly boys, and studying in an IT field. In contrast, Class B rated the same activity relatively low, compared to the other activities. Some students described it as “chaotic” or “distracting,” and the physical setup of the classroom appeared to interfere with the experience. These findings suggest that older or more academically oriented students may value structure, clarity, and organization more than spontaneity or physical activity. It also reinforces the need to adapt activities to the physical learning environment and to the cognitive-emotional needs of different age groups.
On the other hand, the team-based competition aspect was more successful in Class B than in Class A. The students may have appreciated the balance between competition and structure. In this case, the clarity of the rules, the focus on grammar accuracy, and the collaborative nature of the task met the needs of this older, more academically mature group. This result supports the idea that gamification can support task-oriented motivation, especially when students see the value and relevance of the task to their learning goals. Class A, on the other hand, while engaged, seemed to perform with less focus on the grammar itself and more on the competitive element. This illustrates how the same gamified format can lead to different learning outcomes depending on the students’ maturity and priorities. While both groups were engaged, the depth of learning may have varied, with Class B benefiting more in terms of learning outcomes, and Class A more in terms of motivation.
The lesson focused on the role-play and simulation aspect of gamification provided mixed responses. Class B handled the restaurant scenarios with confidence and made good use of the support materials. These students showed engagement, which may reflect their higher levels of speaking confidence and their greater familiarity with service interactions. In contrast, some students in Class A expressed discomfort, hesitation, or confusion, even though the researcher provided some phrases and examples beforehand. It appeared that some students were not ready to engage in spontaneous speaking tasks which highlights the importance of psychological safety in speaking activities in which students must feel prepared and secure. Role-plays may work best when learners are already familiar with each other, the topic, and the format, or when the activity is conducted in a supportive classroom environment.
The lesson that focused on the points and rewards aspect was generally well-received by both groups. The combination of active vocabulary recall and competition seemed to increase effort, and the small prizes offered extra motivation for some students. According to the Self-Determination Theory (Ryan & Deci, 1985, 2000), external rewards can support motivation when they are not perceived as controlling, and this appears to have been the case in this lesson. As a surprise to the researcher, some students chose the academic reward (small A) over the sweet treat, reflecting an internalized motivation to improve their grades. However, others who did not win showed signs of disappointment. This underlines a limitation of extrinsically motivated tasks, meaning that not all students benefit equally from competition, and in some cases, it may reduce motivation for those who consistently lose. To prevent this, teachers should consider including multiple forms of success to keep motivation balanced.
Across multiple activities, the students repeatedly highlighted collaboration and teamwork as highly motivating. Whether in team-based games, escape room tasks, or pair simulations, the students appeared more engaged when working with their classmates. Peer interaction seemed to provide not only emotional support but also opportunities for language practice, negotiation of meaning, and shared problem-solving. Even introverted students were observed to participate more actively in small teams than in whole-class activities, suggesting that gamification can help to reduce speaking anxiety when designed inclusively.
The researcher’s observations made during the intervention further highlight the importance of the teacher’s role in designing and delivering gamified lessons. Activities that required more complex setups, for example escape rooms and role plays or simulations, demanded careful planning, clear instructions, and time facilitation. When the transitions between the tasks were smooth, the students knew exactly what to do, and the teacher provided time feedback or hints, the engagement remained high. Conversely, when the expectations were unclear, the students’ confidence seemed to drop. This suggests that successful gamification requires not only creativity but also classroom management skills. The teacher must act as a facilitator and a guide, adjusting pace, supporting students who struggle, and maintaining the structure and flow of the activity.
Overall, this study supports the idea that gamification can positively influence student motivation, classroom engagement, and enjoyment of learning, especially in language education where interaction and immersion is crucial. The methods that best supported learning outcomes were those that balanced fun with function, and that allowed students to feel autonomous, competent, and connected. However, the findings also highlight the need for differentiated implementation. Not all students enjoy or benefit from the same methods, and what works in one class may not work in another. By linking the results to established motivational theory, particularly the Self-Determination Theory (Ryan & Deci, 1985, 2000), this study contributes to a growing understanding of how gamification supports intrinsic motivation in high school education. It also emphasizes that gamification is a flexible, powerful tool that must be used thoughtfully and with the learner at the center.
[bookmark: _Toc133784811][bookmark: _Toc196579850]Limitations of the Research
While the results of this study provide insights into how gamification can influence motivation, engagement, and learning outcomes in high school English classes, several limitations must be acknowledged. First, the intervention lasted only two weeks, which limited the researcher’s ability to observe the long-term effects of gamification on language retention or sustained motivation. Second, the sample consisted of only two classes from a single educational context, which may affect the generalizability of the findings. Another limitation is the big reliance on student self-reports in the daily evaluations. While these provided useful insight into the students’ immediate reactions and perceptions, they are inherently subjective and may be influenced by mood, peer pressure, or other social factors. Furthermore, the study did not include objective measures of learning outcomes, such as pre- and post-tests, meaning it cannot definitively conclude how much content was learned or retained as a direct result of gamification. Finally, the researcher’s dual role as both the teacher and the observer may have introduced unintentional bias, particularly in interpreting student behavior and classroom atmosphere. While every effort was made to remain objective, future studies might benefit from involving an additional, independent observer.
[bookmark: _Toc133784812][bookmark: _Toc196579851]Suggestions for Further Research
The presented limitations point to several opportunities for further research. Future studies could track student engagement and progress over a longer period to assess the lasting impact of gamified learning. Additionally, it would be useful to study gamification across more diverse educational settings, including more diverse age groups, school types, and cultural contexts. Understanding how factors such as gender, learning style, personality traits, for example introversion vs. extroversion, or prior gaming experience influence students’ responses to gamification could further inform differentiated instruction. Lastly, future research could examine the teacher's role in greater detail, investigating how teacher beliefs, training, and confidence levels influence the effectiveness of gamified lessons. Exploring how to best prepare and support teachers in implementing gamification could be a valuable contribution to both teacher education and classroom practice.

[bookmark: _Toc194236912][bookmark: _Toc196579852]Conclusion
This thesis investigated the use of gamification in high school English language teaching, with a specific focus on its potential impact on student motivation, engagement, enjoyment, and learning outcomes. To investigate this topic, a mixed-methods approach was used. A preliminary survey was conducted to identify the students’ attitudes toward gamified learning and to inform the choice of five specific gamification methods. These methods were implemented over a two-week period in two different high school classes: an IT class with predominantly male students and an Economics Lyceum class with predominantly female students. During the intervention, the students completed daily evaluations reflecting on their engagement, enjoyment, and perceived learning outcomes, while observations by the researcher provided additional insight into the classroom dynamics and responses to the gamified content.
The research allowed for a comparison between two different groups of learners, offering a more comprehensive view of how gamification can function across different student types. The data collected throughout the intervention suggests that gamification has the potential to increase student motivation to participate in English lessons and make them more enjoyable, particularly when the selected activities align with the students’ preferences. The students in both classes responded positively to the gamified elements, especially competitive or collaborative activities that allowed them to interact actively with the content. At the same time, the findings indicate that not all gamified methods are equally effective for all learners. Some students expressed lower levels of engagement when the games felt repetitive or too simple, highlighting the need for balance, variety, and challenge in gamified lessons.
These outcomes have several implications for English language teaching in high school education. First, they suggest that gamification can be a valuable addition to traditional methods, especially when aiming to foster participation and create a more dynamic classroom atmosphere. Second, the results highlight the importance of knowing one’s students, their preferences, personalities, and learning needs, in order to choose gamified techniques that will resonate with them. Lastly, the research highlights the importance of teacher preparation and thoughtful instructional design when integrating gamification into the lessons.
Future research could build on this work by examining the long-term effects of gamification, its influence on specific language skills, such as writing, speaking, or vocabulary acquisition, and its effectiveness across different age groups or educational environments. Further studies might also explore how teachers perceive gamification and how their attitudes shape the way it is used in the classroom.
End-of-Lesson Evaluations Analysis
End-of-Lesson Evaluations Analysis
In conclusion, this thesis supports the idea that gamification, when purposefully and thoughtfully applied, has the potential to enhance student motivation and make the process of learning English more engaging, dynamic, and student-centered.
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[bookmark: _Toc196579854]Appendix A – Preliminary Survey
Section 1: Background information

1. Age: ___
2. Gender: ( ) Male ( ) Female ( ) Other 
3. How would you describe your level of English?
( ) Beginner
( ) Intermediate
( ) Advanced

4. How often do you play digital or board games?
( ) Almost daily
( ) A few times a week
( ) A few times a month
( ) Rarely
( ) Never

Section 2: Attitudes toward gamification in learning

5. Have you experienced gamification (using game-like elements) in a classroom setting before?
( ) Yes
( ) No

6. If you answered "Yes" to Question 5, what types of gamified activities did you experience? (Select all that apply)
( ) Points or rewards for achievements
( ) Badges or certificates
( ) Escape Room Activities
( ) Team-based competitions or challenges
( ) Interactive games (e.g., Kahoot!, Quizlet Live)
( ) Other (please specify): 

7. How much do you agree with the following statements about gamification in learning? (1 = Strongly Disagree, 5 = Strongly Agree)
· I enjoy learning through game-like activities.
(1) (2) (3) (4) (5)

· Gamification makes learning more engaging.
(1) (2) (3) (4) (5)

· Gamification helps me focus better in class.
(1) (2) (3) (4) (5)

· I believe gamified learning could improve my English skills.
(1) (2) (3) (4) (5)

· I prefer traditional (non-gamified) learning methods.
(1) (2) (3) (4) (5)

8. If you have experienced gamified learning, what did you like about it? 
9. If you have experienced gamified learning, what did you dislike or find challenging about it?
Section 3: Motivation in learning English

10. How motivated do you currently feel to learn English?
( ) Very motivated
( ) Somewhat motivated
( ) Neutral
( ) Somewhat unmotivated
( ) Very unmotivated

11. Rate the following statements about your motivation in English learning (1 = Strongly Disagree, 5 = Strongly Agree)
· I enjoy learning English.
(1) (2) (3) (4) (5)

· I feel that English is a useful skill for my future.
(1) (2) (3) (4) (5)

· I am motivated to improve my English skills.
(1) (2) (3) (4) (5)
· I am often excited to participate in English class activities.
(1) (2) (3) (4) (5)

12. Which of the following motivates you the most in learning English? (Select up to two)
( ) Gaining knowledge and skills
( ) Receiving good grades
( ) Personal enjoyment and interest
( ) Future career prospects
( ) Socializing with classmates or friends
( ) Teacher encouragement or praise
( ) Other (please specify): 

Section 4: Expectations and concerns 

13. How likely are you to enjoy English lessons that include game-like elements?
( ) Very likely
( ) Somewhat likely
( ) Neutral
( ) Somewhat unlikely
( ) Very unlikely

14. What types of game elements would you find most engaging in English class? (Select up to three)
( ) Points or rewards
( ) Badges or certificates of achievement
( ) Competition (e.g., leaderboards)
( ) Collaboration (e.g., team challenges)
( ) Interactive digital games or quizzes (e.g., Kahoot!)
( ) Role-playing or simulation activities
( ) Problem-solving or puzzle-based tasks
( ) Escape Room Activities
( ) Other (please specify): 

15. What are your expectations for how gamified learning could impact your motivation or interest in English?
16. Are there any concerns you have about gamified learning in English class?
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[bookmark: _Toc196579855]Appendix B – End-of-Lesson Evaluation
1. How engaged did you feel during today's lesson?
( ) Very engaged
( ) Somewhat engaged
( ) Neutral
( ) Somewhat disengaged
( ) Very disengaged

2. How enjoyable was today’s lesson?
( ) Very enjoyable
( ) Somewhat enjoyable
( ) Neutral
( ) Somewhat unenjoyable
( ) Very unenjoyable

3. How well do you feel you understand the material covered today?
( ) Very well
( ) Somewhat well
( ) Neutral
( ) Somewhat poorly
( ) Very poorly

4. What did you enjoy the most about the gamified activities?
5. Any additional comments about today’s lesson?

appendix B	end-of-lesson evaluation
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[bookmark: _Toc196579856]Appendix C – Lesson plan – 1st gamified lessons
	Stage and aim
	Steps & Instructions
	Interaction
	Material
	Timing

	Introduction + explanation of the rules
	1.The teacher greets the students and briefly introduces the purpose of the lesson.
2. The teacher writes down the word Jeopardy on the board and explains the rules of the quiz game.
	T – Ss
	Marker, whiteboard
	5 min

	The main activity – the Jeopardy game
	Teams take turns selecting questions and collaborating on answers. The teacher moderates and keeps score
	T – Ss
Ss – T 
Ss – Ss 
	Projector, Jeopardy game template
	35 min

	Wrap-up and reflection
	The teacher asks a few reflection questions about the game, like: “What did you enjoy?”, “What was challenging?”, “What helped you remember the content?” and asks, whether the students understand all of the grammar and vocabulary covered.
	T – Ss
Ss – T

	None
	5 min



Class: Class A / Class B
Level:  Intermediate / Upper Intermediate
Number of students: 10 / 9
Previous class work: Grammar and vocabulary revision from the most recent unit
Aim: To reinforce vocabulary and grammar through a gamified activity
Objective: To engage students in an interactive quiz game that encourages active recall, collaboration, and strategic thinking
Length: 45 minutes
Anticipated difficulties & solutions:
· Uneven team participation: the teacher encourages quieter students to contribute by rotating the spokesperson for each round
· Discouragement in losing teams: the teacher offers praise for effort, not just winning and highlights different strengths across teams
appendix c	Lesson plan – 1st gamified lessons
appendix c	lesson plan – 1st gamified lessons
· Class A: Students will be unfamiliar with the game format: the teacher provides clear and simple instructions
[bookmark: _Toc196579857]Appendix D – Lesson plan – 2nd gamified lessons
	Stage and aim
	Steps & Instructions
	Interaction
	Material
	Timing

	Introduction
	The teacher greets the students and briefly introduces the purpose of the lesson. 
	T – Ss
	None
	3 min

	Revision 
	1. The teacher leads a class discussion, revising the grammar introduced in the previous lesson.
2. The teacher writes down some important aspect of the grammar (sentence structure, use,..) on the board.
	T – Ss
Ss – T 
	Marker, whiteboard
	7 min

	The main activity
	1. The teacher asks the students to divide into groups, then she explains the rules of the activity, and hands each group a small whiteboard, a marker, and an eraser.
2. The students work in teams to judge each sentence. If they think it is correct, they draw a tick on their boards. If they think it is incorrect, they rewrite the corrected version on their whiteboard.
3. After each round, the teacher reveals the correct answer and updates the scoreboard that she keeps on the whiteboard.
4. At the end, the teacher announces the result score.
	T – Ss
Ss – T
Ss – Ss 

	Markers, whiteboard, small whiteboards, eraser
	30 min

	Wrap-up and reflection
	The teacher leads a brief class discussion: “What types of mistakes were most common?”, “What helped your team succeed?”,..
	T – Ss 
Ss – T 
	None
	5 min



Class: Class A / Class B
Level:  Intermediate / Upper Intermediate
Number of students: 9 / 8
Previous class work: Introducing a grammar topic from the current unit
Aim: To reinforce grammar accuracy through a gamified activity
Objective: To engage students in a competitive, team-based activity that promotes attention to grammatical detail, discussion, and peer correction
Length: 45 minutes
Anticipated difficulties & solutions:
· The students may be unsure about grammar corrections: the teacher encourages group discussion before revealing the answers, and gives a brief explanation after each round
· Low participation from quieter students: the teacher rotates board-writing responsibility within teams after each round
appendix d	Lesson plan – 2nd gamified lessons
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[bookmark: _Toc196579858]Appendix E – Lesson plan – 3rd gamified lessons
	Stage and aim
	Steps & Instructions
	Interaction
	Material
	Timing

	Introduction
	1.The teacher greets the students and briefly introduces the purpose of the lesson.
	T – Ss
	None
	3 min

	Vocabulary revision
	1. The teacher asks the students to divide into pairs (or groups of three if necessary) and asks them to write them as many words as possible that they remember from the previous lesson.
2. Then she asks the pair with the most words to read them out loud and encourages their classmates to ask about the meanings of the words that they do not know.
	T – Ss 
S – S
Ss – Ss
	Paper, pen
	7 min

	The main activity – the Bingo game
	1. The teacher distributes one Bingo card to each student and gives then some time to have a look at all of the words, and then, she gives the students space to ask about the meanings of the words that they do not know.
3. Next, the teacher reads the definitions aloud in random order. Students must listen, identify the correct word, and cross it out. 
4. The teacher monitors participation and tracks who calls "Bingo!".
	T – Ss
Ss – T 

	Bingo cards, marker / pen
	30 min

	Wrap-up and rewards
	1. The teacher announces the winners, asks them to pick a prize a distributes the prizes.
2. Next, the teacher and the class reflect on the lesson. 
	T – Ss
Ss – T

	Prizes 
	5 min



Class: Class A / Class B
Level:  Intermediate / Upper Intermediate
Number of students: 10 / 9
Previous class work: Recent vocabulary introduction on the topic of Health and Illnesses (Class A) and Education (Class B)
Aim: To review and reinforce vocabulary through a gamified activity
Objective: To motivate students and support vocabulary retention through active listening and immediate rewards in a gamified activity
Length: 45 minutes
Anticipated difficulties & solutions:
· Students unsure of word meanings: the teacher provides a quick pre-game revision 
· Disappointment from non-winners: the teacher acknowledges everyone’s effort, and offers positive reinforcement and future opportunities for rewards
· Multiple winners at once: the teacher prepares some extra prizes and calmly handles simultaneous wins to avoid conflict
appendix e	Lesson plan – 3rd gamified lessons
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[bookmark: _Toc196579859]Appendix F – Lesson plan – 4th gamified lessons
	Stage and aim
	Steps & Instructions
	Interaction
	Material
	Timing

	Introduction
	1. The teacher greets the students and briefly introduces the purpose of the lesson.
	T – Ss
	None
	3 min

	Preparation
	1. The teacher asks the students to sit in pairs and distributes worksheets with useful phrases. 
2. The teacher explains the structure of the role-play and models a short example with a volunteer.
3. Next the teacher allows students to study the language and prepare for their roles.
	T – Ss 
S – T 
	Worksheets with phrases
	10 min

	The main activity 
	1. Each pair receives a scenario card. Pairs act out the dialogue using the target vocabulary and then switch roles with a new scenario.
2. The teacher monitors the class and offers support.
	T – Ss
S – S  
	Worksheets with phrases
	25 min

	Wrap-up and reflection
	The teacher leads a short feedback discussion. She asks the students: “Which phrases did you use?”, “What was challenging?”, “How did you feel during the role-play?” Optionally, she highlight a few strong performances or some common areas to improve.
	T – Ss
Ss – T

	None
	7 min



Class: Class A / Class B
Level:  Intermediate / Upper Intermediate
Number of students: 10 / 8
Previous class work: Recent vocabulary introduction on the topic of Health and Illnesses (Class A) and Food and Drinks (Class B)
Aim: To develop speaking fluency and practical communication skills through a gamified activity
Objective: To increase student engagement and confidence by applying target vocabulary and expressions in realistic speaking scenarios
Length: 45 minutes
Anticipated difficulties & solutions:
· The students may be unsure of vocabulary or expressions: the teacher provides support handouts and allows some prep time
· Uneven pair dynamics: the teacher monitors the class and provides guidance or reshuffles pairs if necessary
· Repetitiveness or loss of focus after switching roles: the teacher uses a variety of scenario cards to keep the activity engaging
appendix f	Lesson plan – 4th gamified lessons
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[bookmark: _Toc196579860]Appendix G – Lesson plan – 5th gamified lessons
	Stage and aim
	Steps & Instructions
	Interaction
	Material
	Timing

	Introduction 
	1. The teacher sets the scene with a short briefing: the students are trapped in a language academy and must solve all the puzzles to escape. 2. The teacher asks the students to divide into teams and distributes mission sheets to each group.
	T – Ss
Ss – Ss 
	Mission sheets
	5 min

	The main activity 
	1. The teacher starts the “escaping” activity which includes grammar and vocabulary matching, puzzles, riddles, and gap-filling tasks. Some clues are hidden physically in the room to increase engagement.
	Ss – Ss  
	Clues, tasks, pens, mission sheets
	35 min

	Wrap-up and reflection
	When the time is up, the teacher gathers the class, congratulates the teams that managed to “escape”, and leads a short discussion: “What was fun?”, “Which task was the hardest?”, “How well did you work together?”.
	T – Ss
Ss – T

	None
	5 min



Class: Class A / Class B
Level:  Intermediate / Upper Intermediate
Number of students: 9 / 9
Previous class work: A revision of the grammar and vocabulary from the past two units
Aim: To revise key grammar and vocabulary through a playful escape room format
Objective: To foster motivation, cooperation, and application of learned material by engaging students in a collaborative, gamified activity
Length: 45 minutes
Anticipated difficulties & solutions:
· Time management issues: the teacher uses a visible countdown timer and gives the students time-check warnings
· Uneven participation within teams: the teacher or the teams themselves assign team roles (e.g., reader, writer, clue-seeker) to encourage balanced involvement
· More challenging puzzles: the teacher monitors the groups closely and provides hints if some teams get stuck
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