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ABSTRACT 

This research aimed to propose the use of gamification as a teaching method to strengthen speaking 

skills of senior students at Teodoro Gómez de la Torre High School. The problem identified lay in 

the fact that the predominant teaching methods in the classroom were still mostly traditional, which 

limited the active participation of students and restricted their practice of the language in real 

communicative situations. To address this problem, a mixed approach was adopted, combining 

qualitative and quantitative methods in data collection and analysis. A survey was applied to 

students to learn about their perception of English teaching and the strategies used in the classroom, 

as well as the main challenges they faced in the development of their oral expression. In a 

complementary manner, interviews were conducted with English teachers in order to analyze the 

methodologies they used and their perspective on the difficulties that students presented in this 

skill. The results obtained revealed that the lack of innovative and motivating strategies had a 

negative impact on the oral performance of students, who perceived classes as repetitive and not 

very dynamic. In addition, a discrepancy was identified between the methodology declared by 

teachers and the students' perception of its effectiveness. In view of this reality, a didactic guide 

was designed based on gamification, incorporating playful and interactive activities that 

encouraged the use of the language in real contexts. This proposal sought not only to improve 

students' oral expression but also to increase their motivation and confidence when communicating 

in English. 

Key words: Teaching Methods, Gamification, Speaking Skills, English Teaching. 
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RESUMEN 

Esta investigación tuvo como objetivo proponer el uso de la gamificación como método de 

enseñanza para fortalecer las habilidades de expresión oral de los alumnos del último año del 

colegio Teodoro Gómez de la Torre. El problema identificado radicaba en que los métodos de 

enseñanza predominantes en el aula seguían siendo en su mayoría tradicionales, lo que limitaba la 

participación activa de los alumnos y restringía su práctica del idioma en situaciones comunicativas 

reales. Para abordar este problema, se adoptó un enfoque mixto, combinando métodos cualitativos 

y cuantitativos en la recogida y el análisis de datos. Se aplicó una encuesta a los estudiantes para 

conocer su percepción sobre la enseñanza del inglés y las estrategias utilizadas en el aula, así como 

los principales desafíos que enfrentaban en el desarrollo de su expresión oral. De manera 

complementaria, se realizaron entrevistas a profesores de inglés para analizar las metodologías que 

utilizaban y su perspectiva sobre las dificultades que presentaban los alumnos en esta habilidad. 

Los resultados obtenidos revelaron que la falta de estrategias innovadoras y motivadoras repercutía 

negativamente en el desempeño oral de los estudiantes, quienes percibían las clases como 

repetitivas y poco dinámicas. Además, se identificó una discrepancia entre la metodología 

declarada por los profesores y la percepción de su eficacia por parte de los alumnos. Ante esta 

realidad, se diseñó una guía didáctica basada en la gamificación, incorporando actividades lúdicas 

e interactivas que fomentaban el uso del idioma en contextos reales. Esta propuesta buscaba no 

sólo mejorar la expresión oral de los alumnos, sino también aumentar su motivación y confianza a 

la hora de comunicarse en inglés. 

Palabras clave: Métodos de enseñanza, Gamificación, Expresión Oral, Enseñanza del inglés. 
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INTRODUCTION 

 

In the era of globalization, proficiency in English has become an essential skill in the 

academic, social and professional spheres. Within these skills, oral expression is fundamental for 

effective communication in an increasingly interconnected world. However, many students face 

difficulties in expressing themselves fluently in English, which highlights the need to implement 

innovative pedagogical approaches that encourage active language practice and reduce barriers to 

the development of communicative competence. 

 

Gamification, defined as the integration of game elements into educational contexts, has 

proven to be an effective strategy for increasing student speaking skill. Recent studies support its 

effectiveness in the development of English language skills. For instance, Simbaña-Simbaña et al. 

(2023) found that applying gamification significantly improved oral communication skills in 

English as a foreign language student. Similarly, Ushiña Chuquimarca et al. (2024) highlighted the 

effectiveness of gamification strategies in developing linguistic competencies in high school 

students. 

 

Given the importance of oral expression in English language learning and the challenges 

faced by high school students at Teodoro Gómez de la Torre, this research aims to explore how 

gamification can enhance speaking skills. By implementing game dynamics and interactive 

activities, the goal is not only to increase student motivation but also to foster continuous practice 

and meaningful learning. Additionally, developing a teacher’s guide that provides gamification-

based strategies and activities is also a key objective, as it will facilitate the implementation of 

these practices in the classroom and enable teachers to improve their teaching methods. 

 

This document is structured into five chapters: the first addresses the problem statement, 

objectives, and justification for the research; the second develops the theoretical framework with 

foundations on gamification and speaking teaching; the third describes the applied methodology; 

the fourth analyzes the results obtained; and the fifth presents conclusions and recommendations, 

aimed at the effective implementation of the proposed approach. 
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Problem Description  

Learning English as a foreign language is an essential skill in today’s globalized world. 

However, many students encounter significant challenges in their learning process, particularly in 

developing their speaking skills. Factors such as lack of motivation, limited language practice 

outside the classroom, and reliance on traditional teaching methods hinder students’ linguistic 

progress. Research indicates that conventional approaches, which emphasize grammar and 

vocabulary instruction over interactive communication, fail to adequately prepare students for real-

life language use. Consequently, students often struggle with fluency and confidence when 

speaking in English (Al-Sobhi & Preece, 2018). 

 

In Latin America, English language teaching presents several challenges, including limited 

exposure to the language outside the classroom and a lack of adequate resources to support 

learning. Traditional methodologies, which primarily focus on teaching grammar and vocabulary, 

do not sufficiently promote active language practice, especially in speaking. Additionally, students’ 

motivation to learn English is often low, as they do not perceive the language as a useful tool in 

their daily lives, but rather as a compulsory subject (The Dialogue, 2017; The Borgen Project, 

2020). 

In the Ecuadorian context, the situation is not much different. According to the EF English 

Proficiency Index (EF EPI, 2022), Ecuador ranks 82nd out of 111 countries, highlighting a low 

level of English proficiency. Despite efforts to improve language teaching, many educational 

institutions still use traditional methods that do not encourage English interaction, limiting students' 

opportunities to practice and improve their fluency (Guayanlema Chávez et al., 2023). This 

phenomenon is even more noticeable among high school students, who often feel that their level 

of English is not sufficient to handle real-life communication situations. 

 

In the context of Teodoro Gómez de la Torre High School, developing students' speaking 

skills presents significant challenges. Although teachers employ various strategies to teach English, 

many lack appropriate methodologies to foster effective communicative practice. Additionally, the 

absence of standardized textbooks leads to reliance on photocopies from diverse sources, hindering 

the organization and coherence of the teaching-learning process. The lack of adequate resources 

and specialized pedagogical training limits the implementation of effective teaching strategies that 
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could promote students' oral production. Incorporating innovative approaches such as gamification 

could be a viable solution, as this methodology encourages active participation in communicative 

and contextual situations. Research indicates that gamification can improve students' English 

language skills and positively affect their attitudes toward learning (Deterding et al., 2011). 

Therefore, it is crucial to investigate how this methodology can enhance speaking skills among 

students at Teodoro Gómez de la Torre High School, providing a more dynamic and participatory 

approach to English teaching. 

 

Hence, this research is necessary due to the current challenges faced by senior students at 

Teodoro Gómez de la Torre High School in developing their English-speaking skills. Despite 

receiving English instruction for several years, many students struggle to achieve functional 

proficiency, particularly in speaking. Traditional teaching methods often prioritize grammar over 

communicative competence, failing to meet the students' real needs. This issue is prevalent in 

Ecuador, where English is not widely spoken outside educational institutions (Villafuerte Holguín 

& Macías Mosquera, 2020; Newman et al., 2023). By exploring the potential of gamification, this 

study proposes an innovative approach to enhance speaking skills, addressing the gap in effective 

language teaching in the region. 

 

The importance of this research lies in its potential to provide both students and teachers 

with new tools to overcome barriers to English language learning. Gamification, as a pedagogical 

approach, has been shown to improve student motivation, engagement, and participation, which 

are key factors in the acquisition of a second language (Simbaña-Simbaña et al., 2023). The 

application of gamification in the classroom will help students develop essential communication 

skills in a dynamic and interactive learning environment. This is particularly crucial in Ecuador, 

where students face limited opportunities for real-life practice of English outside the classroom. 

 

This study is also significant because it aligns with global trends in education, where 

innovative methodologies such as gamification are gaining recognition for their effectiveness in 

fostering more engaging and meaningful learning experiences. For instance, Dicheva et al. (2015) 

conducted a systematic mapping study that highlighted the increasing application of gamification 

in educational contexts, noting its potential to enhance student motivation and engagement. 

Furthermore, by focusing on the senior students of Teodoro Gómez de la Torre High School, the 
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research will provide actionable insights that can be replicated in other educational settings, 

contributing to the broader improvement of English language teaching in the country. 

 

The direct beneficiaries of this research are the senior students at Teodoro Gómez de la 

Torre High School. Through the gamification method, they will have the opportunity to improve 

their speaking skills, engage in meaningful language use, and gain greater confidence in their 

ability to communicate in English. By participating in a more engaging and interactive learning 

environment, these students will be better equipped to meet the challenges of an increasingly 

globalized world. 

 

Indirect beneficiaries include the teachers of English at the school. By designing a teacher 

guide based on the gamification method, this study will provide educators with a structured and 

effective approach to teaching speaking skills. This guide will empower teachers to integrate 

innovative teaching strategies into their lessons, enhancing their teaching practices and ultimately 

benefiting future cohorts of students. Additionally, the school itself will benefit from the 

implementation of a modern and effective pedagogical approach, improving its reputation as a 

forward-thinking institution dedicated to quality education. 

 

In conclusion, this research is crucial not only to address the existing gaps in English 

language instruction at Teodoro Gómez de la Torre High School but also to contribute to the 

broader field of English language teaching in Ecuador. The introduction of gamification has the 

potential to transform the learning experience, providing students and teachers with the tools 

necessary to succeed in an increasingly competitive global landscape. 

 

Objective  

 Propose the Gamification to Develop Speaking Skills in Senior Students at 

Teodoro Gomez de la Torre High School. 

Specific Objectives  

 Identify the challenges faced by students in developing their speaking skills at 

Teodoro Gómez de la Torre School. 

 Design a teacher guide based on Gamification to teach speaking skills in Senior 

Students at Teodoro Gómez de la Torre School. 
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CHAPTER I THEORETICAL FRAMEWORK 

 

1.1. Learning Theories 

 

Language acquisition theories explore the processes through which humans develop the 

ability to understand and use a language. This phenomenon, encompassing both first language 

acquisition and second language learning, involves a complex interplay of cognitive, biological, 

and social factors. Over time, various theoretical approaches have attempted to explain the 

underlying principles of language learning and the mechanisms that enable individuals to acquire 

linguistic competence. Lightbown and Spada (2021) provide a comprehensive overview of these 

theories, discussing key concepts such as the role of input, interaction, and the influence of 

individual differences on language development. 

In the context of second language learning, understanding the mechanisms that facilitate 

acquisition is particularly important in academic environments. Contemporary theoretical 

perspectives emphasize the interaction between the learner and their environment, the active 

construction of knowledge, and the influence of technological connections on the learning process. 

These approaches suggest that language acquisition is not solely dependent on external stimuli but 

also on the tools and strategies that foster meaningful interaction and intrinsic motivation. For 

instance, Ellis (2022) discusses how usage-based approaches highlight the role of meaningful 

exposure and interaction in acquiring linguistic constructions. 

The foundational concepts of language acquisition, including constructivism, connectivism, 

and the self-determination theory, provide a critical framework for designing effective educational 

strategies. These theories support meaningful learning and active language practice, as will be 

explored in depth in the subsequent section. 

 

1.1.1. Constructivism 

Constructivism is a learning theory emphasizing the active role of learners in constructing 

their own knowledge through interaction with their environment and experiences. Jean Piaget, a 

prominent figure in this field, proposed that learning occurs as individuals engage with new 

information, relate it to prior knowledge, and organize it into meaningful frameworks. According 

to Piaget, knowledge is not passively received but actively built by the learner. He emphasized the 

importance of active engagement, exploration, and collaboration in educational settings. Piaget's 
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theory has significantly influenced educational practices, highlighting the need for learning 

environments that encourage students to construct understanding through hands-on activities and 

critical thinking. 

In the context of language acquisition, constructivism emphasizes the importance of 

meaningful interactions and authentic experiences in developing linguistic competence. Lev 

Vygotsky expanded upon this perspective by introducing the concept of the Zone of Proximal 

Development (ZPD), which refers to the gap between what learners can achieve independently and 

what they can accomplish with guidance or collaboration. The ZPD underscores the significance 

of scaffolding, where instructors or peers provide support to help learners reach higher levels of 

understanding. This theoretical approach provides a solid foundation for designing educational 

strategies that foster active learning and social interaction, both of which are essential for second 

language acquisition.  

 

1.1.2. Connectivism 

Connectivism, introduced by Siemens (2005), is a learning theory designed for the digital 

age, emphasizing the role of technology and networks in the process of knowledge acquisition. 

Unlike traditional theories that focus on individual cognition, connectivism posits that knowledge 

exists not only within the individual but also within external networks, such as digital platforms, 

communities, and technological tools. Learning, from this perspective, involves establishing and 

maintaining connections that enable the continuous flow of information. Siemens (2005) argues 

that "learning is a process of connecting specialized nodes or information sources," highlighting 

the importance of nurturing and maintaining these connections to facilitate continual learning. 

In second language acquisition, connectivism underscores the importance of accessing 

diverse resources and engaging with global communities to practice and refine linguistic skills. 

The theory aligns closely with modern educational paradigms that leverage technology to create 

interactive and collaborative learning environments. For language learners, connectivist principles 

highlight the value of exposure to authentic materials and participation in digital networks, 

fostering a deeper and more dynamic engagement with the target language. 
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1.1.3. The Self-Determination  

The Self-Determination Theory (SDT), developed by Deci and Ryan (1985), focuses on the 

role of intrinsic and extrinsic motivation in learning. This theory identifies three fundamental 

psychological needs—autonomy, competence, and relatedness—that must be satisfied to foster 

motivation and engagement. Autonomy refers to the learner’s sense of control over their own 

learning process, competence reflects the ability to achieve desired outcomes, and relatedness 

pertains to the feeling of connection with others in the learning environment. According to Deci 

and Ryan (1985), when these needs are met, individuals experience greater intrinsic motivation 

and psychological well-being. 

In the realm of language acquisition, Self-Determination Theory (SDT) emphasizes that 

learners are more likely to succeed when they are intrinsically motivated, finding the learning 

process enjoyable and meaningful. Satisfying the psychological needs of autonomy, competence, 

and relatedness creates an optimal environment for engagement, encouraging learners to take 

ownership of their progress. Research indicates that intrinsic motivation fosters a sense of 

autonomy and competence, which are essential for maintaining long-term commitment to language 

learning. This theoretical framework is particularly relevant for designing language instruction that 

nurtures motivation and supports sustained acquisition goals (Deci & Ryan, 1985; Noels et al., 

2019). 

Theories such as constructivism, connectivism, and self-determination theory provide a 

robust theoretical framework for understanding language acquisition. They highlight the active, 

social, and motivational dimensions of learning, emphasizing the importance of interaction, 

engagement, and personal agency in the development of linguistic competence.  

 

1.2. ELT Methodology 

 

Teaching methodologies encompass the strategies, techniques, and approaches educators 

use to facilitate student learning. In language teaching, these methodologies have been fundamental 

in structuring teaching and learning processes, adapting to the characteristics and needs of students 

in diverse educational contexts. Over time, teaching methodologies have evolved from traditional 

approaches centered on memorization and repetition to contemporary methods that prioritize 

communication, collaboration, and the use of innovative technologies. Richards and Rodgers 
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(2014) provide a comprehensive overview of these developments, highlighting the shift towards 

more interactive and student-centered approaches in language education. 

The goal of these methodologies is not only to teach the content of a language, but also to 

develop practical skills that enable learners to use it effectively in real-world contexts. This shift 

has led to the adoption of dynamic, learner-centered approaches that prioritize interactive and 

contextualized strategies. These methods bridge the gap between theory and practice, helping 

students to communicate confidently in a variety of settings. By encouraging active participation 

and critical thinking, they foster engagement and retention, while promoting cultural awareness 

and adaptability for real-world communication. 

 

1.2.1. Traditional Methodologies 

The following list presents the most commonly used traditional methodologies in language 

learning (Richards & Rodgers, 2014; Larsen-Freeman & Anderson, 2011): 

 Grammar-Translation Method 

 Audiolingual Method 

 Direct Method 

 Silent Way 

 Community Language Learning 

 Total Physical Response 

 

1.2.2. Contemporary Methodologies 

The following list presents the most effective contemporary methodologies for language 

learning (Ellis, 2017; Long, 2015; Mehisto et al., 2018): 

 Task-Based Language Teaching (TBLT) 

 Content and Language Integrated Learning (CLIL) 

 Flipped Classroom Approach 

 Game-Based Learning (GBL) 

 Blended Learning 

 Gamification 

1.3.The Evolution of Teaching Methodologies Toward Gamification 

 

Throughout the evolution of teaching methodologies, there has been a significant shift from 

traditional approaches, based on memorization and repetition, to contemporary and innovative 

methods that prioritize interaction, collaboration, and the use of technology. This shift reflects a 
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growing need to adapt pedagogical strategies to the demands of the 21st century, where learning 

must not only be effective but also engaging and meaningful. 

In this context, gamification has emerged as an innovative approach that complements and 

extends contemporary methodologies. By incorporating game design elements, gamification aligns 

with the principles of interactive and personalized learning, meeting the needs of modern students 

who require dynamic and stimulating learning experiences (Hamari et al., 2022). By integrating 

playful dynamics into educational environments, gamification not only fosters intrinsic and 

extrinsic motivation but also provides opportunities to practice skills in a structured yet relaxed 

setting. 

Moreover, gamification stands out for its ability to combine educational objectives with 

advanced technological tools, positioning itself as a natural extension of task-based, project-based, 

and technology-mediated learning methodologies. This transition toward more gamified 

approaches do not imply a rejection of traditional or contemporary methodologies but rather an 

evolution that seeks to integrate their strengths with strategies designed to capture and maintain 

student interest. 

 

1.4. Gamification  

 

Gamification, as a concept, has gained significant traction in recent years, particularly in 

the context of education. Deterding et al. (2011) define gamification as the application of game 

design elements in non-game contexts to enhance user engagement and motivation. This approach 

integrates game mechanics such as points, badges, and leaderboards into activities that are not 

inherently games. The primary goal is to encourage participation, sustain interest, and facilitate a 

deeper understanding of the subject matter. For instance, in classrooms, gamified activities can 

transform conventional lessons into interactive and dynamic experiences, fostering enthusiasm and 

active learning. As highlighted by Chou (2019), gamification taps into intrinsic motivations by 

arousing curiosity and a sense of accomplishment, essential components of effective learning. 

Educational gamification builds upon established psychological principles, emphasizing 

intrinsic and extrinsic motivation. According to Ryan and Deci’s (2000) Self-Determination 

Theory, intrinsic motivation stems from the innate satisfaction of engaging in an activity, while 

extrinsic motivation is driven by external rewards. Gamification balances these motivational types, 
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offering extrinsic rewards such as points or badges to initially attract learners while fostering 

intrinsic interest over time. For example, a gamified language-learning app might reward users for 

completing daily tasks while gradually sparking genuine interest in mastering the language. The 

effectiveness of this approach has been supported by recent studies (Su & Cheng, 2019), which 

demonstrate how gamified systems can significantly improve students' academic performance and 

engagement 

The development and application of gamification in education have been profoundly 

shaped by advancements in technology. Digital platforms enable educators to design sophisticated 

gamified experiences, incorporating elements like adaptive challenges, storytelling, and real-time 

feedback. Werbach and Hunter (2020) emphasize that these digital tools allow for personalized 

learning experiences, addressing individual students’ needs and fostering inclusivity. For instance, 

gamification platforms can adapt difficulty levels based on a learner's progress, ensuring an optimal 

balance between challenge and skill. Furthermore, these tools often provide analytics that help 

educators monitor progress and adjust strategies accordingly. The integration of technology thus 

not only enhances the learning experience but also equips educators with data-driven insights to 

refine their teaching practices. 

In conclusion, gamification represents a powerful educational tool with the potential to 

transform traditional learning paradigms. By leveraging game mechanics, fostering motivation, 

and integrating technology, gamification creates engaging and effective learning environments. As 

research continues to explore its possibilities, gamification's role in education is expected to 

expand, offering innovative solutions to address challenges in modern classrooms. This method, 

supported by both theoretical frameworks and empirical evidence, underscores its relevance and 

efficacy in fostering meaningful learning experiences. 

 

1.5.Elements of Gamification 

 

Gamification in the educational field consists of several key elements that transform the 

learning process into an engaging and motivating experience. These elements not only help to 

involve students but also promote greater interaction, collaboration, and healthy competition. 

Hierarchically, the elements of gamification can be organized into three levels: components, 
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mechanics, and dynamics. Below are some of the fundamental elements applied in the classroom, 

aligned with this structure. 

In gamification, reward systems—comprising points, badges, and levels—are pivotal 

components that provide students with a sense of achievement and progress. These elements offer 

positive reinforcement, sustaining interest and motivating active participation. According to 

Hamari, Koivisto, and Sarsa (2014), such gamification elements can enhance user engagement by 

fulfilling psychological needs and encouraging desired behaviors. By implementing these 

components, educators can effectively track and promote students' progress within a gamified 

learning environment. 

Another essential element of gamification is the concept of mechanics, which encompasses 

the challenges presented to students. These challenges are highly motivating as they require effort 

and skill, and they can vary in difficulty, allowing each student to find an appropriate level of 

challenge for their abilities. By overcoming these challenges, students develop resilience and 

problem-solving skills, promoting active learning. Mechanics also define how challenges and 

rewards are structured in a gamified environment (Legaki, Xi, Hamari, Karpouzis, & 

Assimakopoulos, 2020). 

Competition is a key aspect of gamification mechanics, often implemented through 

elements like games and leaderboards that encourage friendly rivalry among students. These 

components motivate learners to challenge themselves and their peers, fostering a healthy and 

cooperative environment. Additionally, competition provides students with opportunities to 

develop essential life skills such as resilience, adaptability, and strategic thinking. When 

participating in gamified activities, students not only aim to achieve higher positions but also learn 

to celebrate the achievements of others, promoting mutual respect. Structured competition 

cultivates perseverance, as students are inspired to refine their skills and improve performance, all 

while enjoying a dynamic and engaging learning experience (Sepehr & Head, 2013). 

Autonomy plays a fundamental role in gamification by empowering students to take charge 

of their learning process. When students are given the freedom to make decisions about how to 

approach challenges and rewards within a gamified environment, they experience a sense of 

ownership and control that enhances their engagement. Research suggests that autonomy in 

gamified learning environments fosters motivation, creativity, and problem-solving skills (Deci & 

Ryan, 2000). Dynamics emerge as a result of the interaction between components and mechanics 
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and include emotions and behaviors such as intrinsic motivation, cooperation, and a sense of 

achievement. Additionally, instant feedback is an essential element of gamification. Gamified 

platforms and tools provide students with immediate feedback on their performance, enabling them 

to correct mistakes and improve their understanding of the content. Studies indicate that immediate 

feedback in gamified settings enhances learning outcomes by keeping students engaged and 

reinforcing positive learning behaviors (Hattie & Timperley, 2007). This type of feedback ensures 

that students stay focused and can adjust their learning strategies, making the process more 

dynamic and effective. 

Figure 1 

Pyramid of gamification elements 

 

Note: Gamification by Werbach and Hunter (2012). 

 

In conclusion, the elements of gamification, organized into components, mechanics, and 

dynamics, play a crucial role in motivating and engaging students. These elements not only make 

learning more enjoyable but also encourage the development of key skills such as problem-solving, 

teamwork, and autonomy in learning. 

 

1.6. Gamification Strategies in Teaching Speaking Skills 

 

Gamification strategies are pedagogical methods that incorporate game design elements 

into educational contexts to enhance students' motivation, engagement, and learning outcomes. 

These strategies are grounded in experiential learning theory, which suggests that students acquire 

knowledge more effectively through interactive and game-based experiences, fostering deeper 

understanding and skill retention. In the field of English as a Foreign Language (EFL) instruction, 

gamification has been recognized as a powerful tool for improving oral skills by promoting 
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continuous practice in a less intimidating and more dynamic environment. This method allows 

students to participate in structured learning experiences that mimic real-world communication, 

making the acquisition of language skills more engaging and effective (Deterding et al., 2011; 

Kolb, 1984; Hamari et al., 2014). 

 

The application of gamified strategies in English teaching has been shown to improve 

students’ fluency and confidence in spoken communication, making language acquisition more 

natural and engaging. These strategies include the use of rewards and immediate feedback, 

challenge-based learning, storytelling, competition and collaboration, as well as simulations and 

augmented reality. Each of these approaches is based on psychological and pedagogical principles 

that strengthen language acquisition through active participation and positive reinforcement. By 

integrating gamification into EFL teaching, educators can create learning environments that foster 

motivation, persistence, and meaningful interaction, ultimately leading to a more effective mastery 

of oral skills (Sailer et al., 2017; Werbach & Hunter, 2012; Kapp, 2012). 

 

1.6.1. Use of Rewards and Immediate Feedback 

Rewards and immediate feedback are fundamental elements of gamification as they 

reinforce desired behaviors and motivate students to actively engage in the learning process. In 

English language teaching, rewards can take the form of points, badges, or levels within a gamified 

system, fostering healthy competition and self-regulated learning. Studies indicate that 

incorporating these elements increases knowledge retention and enhances students’ oral 

performance. The presence of a reward system encourages students to participate actively, as they 

associate learning with positive reinforcement, which in turn reduces anxiety and enhances their 

willingness to communicate in English (Kapp, 2012; Zichermann & Cunningham, 2011; Hamari 

et al., 2014). 

Immediate feedback is crucial for meaningful learning as it allows students to correct 

mistakes in real-time, improving their pronunciation, fluency, and grammatical structure. Hattie 

and Timperley (2007) highlight that feedback is one of the most powerful influences on learning 

and performance, with both positive and negative effects. Gamified systems incorporating instant 

feedback increase student engagement, leading to significant improvements in oral production. 

Sailer et al. (2017) found that specific game design elements fulfill psychological needs, thereby 
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motivating students. Additionally, digital tools such as Kahoot!, Duolingo, and Classcraft have 

been widely used in classrooms to provide interactive and reward-based learning experiences. 

These platforms help bridge the gap between theoretical knowledge and practical application, 

ensuring that students receive immediate correction and encouragement, which is essential for 

long-term oral skill development. Werbach and Hunter (2012) propose a framework demonstrating 

how gamification triggers motivation at different levels, including dynamics, mechanics, and 

components. 

 

1.6.2. Challenge-Based Learning and Missions 

Challenge-based learning promotes problem-solving and critical thinking, essential aspects 

of acquiring a new language. In English instruction, this strategy involves presenting students with 

communicative tasks framed within specific challenges, such as interview simulations, debates, or 

real-life situations. Facing these challenges allows students to develop their oral skills while 

strengthening their confidence and spontaneity in speaking. The introduction of competitive 

elements, such as timed tasks or mission-based activities, increases student engagement and 

encourages a proactive approach to learning (Zichermann & Cunningham, 2011; Kapp, 2012). 

Studies show that students who participate in gamified activities based on challenges 

exhibit higher vocabulary retention and improved pronunciation and verbal fluency. This approach 

aligns with self-determination theory, which asserts that intrinsic motivation increases when 

students perceive autonomy and control over their learning process. Consequently, designing 

progressively challenging gamified activities proves highly beneficial for developing oral 

communication competence in English. When students are given tasks that mimic real-life 

situations, they are more likely to internalize the language, leading to improved fluency and more 

natural speech patterns (Hamari et al., 2014; Deci & Ryan, 2000). 

 

1.6.3. Storytelling and Narratives 

The use of storytelling in gamification allows students to emotionally engage with the 

learning process, fostering a deeper connection with the content and enhancing language retention. 

In English teaching, this strategy is implemented through the creation of stories in which students 

assume roles and resolve communicative situations within a narrative context. Literature indicates 

that storytelling-based learning improves verbal fluency and helps students develop creative 

thinking and improvisational skills. By participating in structured narratives, learners experience a 
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sense of immersion that facilitates the acquisition of linguistic structures and vocabulary (Sailer et 

al., 2017; Kapp, 2012). 

From a psychological perspective, integrating narratives into learning is supported by 

Vygotsky’s (1978) scaffolding theory, which states that students acquire knowledge more 

effectively when engaging in meaningful experiences within a structured context. In this sense, 

gamification through storytelling enables students to internalize linguistic structures more 

effectively by immersing themselves in authentic communicative situations. The emotional 

engagement fostered by storytelling also enhances motivation and retention, making it an effective 

tool for improving spoken English proficiency (Gee, 2003). 

 

1.6.4. Competition and Group Collaboration 

Competition and group collaboration are gamification strategies that foster social 

interaction and teamwork in second language learning. Through debate tournaments, question-and-

answer games, or pronunciation competitions, students are encouraged to improve their oral skills 

in a dynamic and motivating way. The presence of structured competition helps create an 

environment where students strive to improve their language skills while also learning from their 

peers (Zichermann & Cunningham, 2011; Hamari et al., 2014). 

From a motivational standpoint, Csikszentmihalyi’s (1990) flow theory suggests that highly 

challenging yet attainable activities generate a state of immersion in learning, facilitating skill 

acquisition. Gamification, by incorporating competitive and collaborative elements, enables 

students to experience this state of flow, optimizing their performance in English oral production. 

By working together towards a common goal, students develop essential communicative skills such 

as negotiation, persuasion, and active listening, which are crucial for real-world language use 

(Sailer et al., 2017). 

 

1.6.5. Simulations and Augmented Reality 

The use of simulations and augmented reality in English instruction allows students to 

practice their oral skills in immersive and realistic environments. Tools like Duolingo, Mondly, 

and VRChat have been designed to offer interactive learning experiences where students can 

engage in conversations in various contexts, improving their pronunciation in a controlled and 

pressure-free setting. These virtual environments replicate real-world interactions, providing 
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students with opportunities to practice speaking without the fear of making mistakes in front of 

others (Sailer et al., 2017; Kapp, 2012). 

From a cognitive perspective, Lave and Wenger’s (1991) situated learning theory suggests 

that knowledge is acquired more effectively when students participate in real-life experiences. By 

utilizing gamified simulations, learners can develop communicative abilities in a more natural and 

effective manner, facilitating the transition from classroom learning to real-world application. The 

ability to engage with virtual interlocutors in authentic contexts enhances students' confidence and 

fluency, making simulation-based gamification a highly effective approach in language learning 

(Gee, 2003). 

 

1.7.Gamification in Education 

 

Gamification has emerged as a transformative method in education, leveraging game 

mechanics to foster engagement, motivation, and enhanced learning outcomes. According to 

Seaborn and Fels (2015), gamification involves integrating elements like points, badges, 

leaderboards, and challenges into educational settings to promote active participation and 

knowledge retention. This approach aligns with constructivist theories, which emphasize active 

learning through meaningful experiences. By simulating game-like scenarios, learners become 

more involved in the process, fostering intrinsic motivation and collaborative skills (Landers, 

2019).  

In educational contexts, gamification is not simply about adding fun to the classroom, but 

about strategically designing experiences that align with learning objectives. Deterding et al. (2011) 

highlight that gamified activities can transform mundane tasks into compelling challenges, 

enhancing students’ focus and persistence. For instance, incorporating storytelling, role-playing, 

and progress tracking into lesson plans can make abstract concepts more tangible. Research 

demonstrates that gamification improves cognitive, emotional, and social engagement, creating a 

holistic learning environment (Zainuddin et al., 2020). 

Moreover, gamification addresses diverse learner needs by accommodating different 

learning styles and preferences. Visual learners, for instance, benefit from graphical elements like 

progress bars and avatars, while kinesthetic learners engage with interactive tasks and simulations. 

According to Sailer et al. (2017), well-designed gamification strategies encourage a sense of 
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achievement and competence, particularly when aligned with personalized feedback. Such 

dynamics cater to the psychological needs outlined in Self-Determination Theory, emphasizing 

autonomy, competence, and relatedness (Ryan & Deci, 2000). 

Gamification’s potential extends beyond individual engagement, fostering collaborative 

learning through team-based activities. Collaborative gamification, as noted by Filsecker and 

Hickey (2014), enhances peer interaction, problem-solving, and communication skills. Team 

challenges and cooperative quests encourage learners to work together toward shared goals, 

reflecting real-world scenarios. This aligns with 21st-century skill development, preparing students 

for dynamic and collaborative professional environments (Sailer et al., 2017). 

Finally, the role of technology is pivotal in implementing gamification effectively in 

education. Digital platforms, such as learning management systems and mobile apps, provide 

educators with tools to gamify their curricula efficiently. These platforms enable real-time 

feedback, adaptive learning paths, and analytics to monitor progress. By integrating gamification 

thoughtfully, educators can create immersive and impactful learning experiences that empower 

students to thrive academically and personally (Hamari et al., 2014; Zainuddin et al., 2020). 

 

1.7.1. Benefits of Gamification in Learning 

Gamification has proven to offer significant advantages in educational settings, fostering 

not only engagement but also improving learning outcomes. According to Caponetto et al. (2014), 

one of the primary benefits of gamification is its ability to increase student motivation. By 

introducing elements like rewards, competition, and achievement badges, students are encouraged 

to take a more active role in their learning, thus improving their commitment to tasks. This extrinsic 

motivation can lead to higher participation rates, especially for students who may otherwise find 

traditional educational methods less engaging.  

Additionally, gamification promotes long-term retention of knowledge. A study by Sailer 

et al. (2017) suggests that game-based learning environments create a sense of achievement and 

reinforce the concept of "learning through play." This environment helps learners make 

connections between concepts by applying them in interactive scenarios. Gamification encourages 

students to experiment, make mistakes, and try again, facilitating a deeper understanding of 

material through repetition and practice. Moreover, the use of narratives and scenarios in gamified 
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systems can make complex or abstract content more relatable and easier to remember (Baldwin et 

al., 2020). 

Another major benefit of gamification is the enhancement of collaboration and 

communication among students. When games are structured in a way that requires teamwork, 

students learn to share ideas, negotiate, and solve problems collectively. This collaborative aspect 

mirrors real-world situations where teamwork is essential, thus preparing students for future 

professional environments (Filsecker & Hickey, 2014). Social interaction within a gamified 

environment helps students develop critical soft skills such as leadership, empathy, and conflict 

resolution. 

Furthermore, gamification can help bridge the gap for diverse learners by offering adaptive 

and personalized learning experiences. Learning platforms integrated with gamification often 

provide different levels of challenges, ensuring that each student progresses at their own pace. For 

example, advanced learners can be presented with more complex tasks, while beginners may 

receive simpler challenges. This customization allows for differentiated instruction, enabling 

students to feel more confident and supported throughout their learning journey (Hamari et al., 

2014). 

Lastly, gamification enhances feedback mechanisms. Traditional assessment methods, such 

as quizzes and tests, often fail to provide immediate feedback. In contrast, gamified systems can 

offer real-time feedback on students’ performance, allowing them to track their progress 

continuously. This immediate feedback loop not only helps learners understand their strengths and 

areas for improvement but also increases their self-efficacy, which is the belief in their ability to 

succeed in specific tasks (Zainuddin et al., 2020). 

 

1.7.2. Practical Applications of Gamification in the Classroom 

Gamification in education has proven to be an effective strategy for promoting active 

participation and increasing students’ motivation. By integrating game-like elements, educators 

can transform learning into a more dynamic and engaging experience, making lessons more 

appealing and interactive. This approach fosters a sense of achievement and encourages students 

to take ownership of their learning. The practical applications of gamification are diverse, ranging 

from the use of rewards and challenges to interactive storytelling and collaborative tasks. These 



19 
 

elements not only enhance students’ focus and retention but also create an environment that 

supports creativity, teamwork, and the development of critical thinking skills (Hamari et al., 2014). 

One of the most widely used tools is Kahoot!, which enables teachers to create interactive 

quizzes with a game-based structure. This platform fosters a competitive and dynamic environment 

where students answer questions in real time. In addition to encouraging collaboration, Zainuddin 

et al. (2020) highlight that Kahoot! enhances skills such as quick decision-making and 

concentration by combining fun and learning in a format appealing to students' interests. Its ability 

to provide instant feedback also allows educators and learners to identify areas for improvement 

immediately, benefiting both groups. 

Similarly, Quizizz offers a more flexible option, allowing students to participate 

asynchronously and adapt to their own learning pace. According to Filsecker and Hickey (2014), 

Quizizz not only facilitates concept retention through repetition and reflection but also allows 

educators to customize quizzes and analyze individual and group performance in detail. These 

features make Quizizz an ideal tool for hybrid classes and remote learning environments, where 

student autonomy is critical for success. 

Beyond Kahoot! and Quizizz, tools like Classcraft and Duolingo showcase the potential of 

gamification in different educational contexts. Classcraft adopts a role-playing game approach 

where students take on specific roles within a team to overcome challenges, promoting group 

cooperation and social interaction. Caponetto et al. (2014) emphasize that this tool fosters 

teamwork and collaborative skills, as students must work together to achieve common goals. 

Additionally, the incorporation of storytelling creates an immersive and memorable learning 

experience. 

On the other hand, Duolingo uses levels, achievements, and rewards to maintain students’ 

interest while promoting language learning interactively. Sailer et al. (2017) point out that 

Duolingo engages students through personal competition and daily challenges. The use of points 

and level progression motivates learners to actively participate in their own educational process. 

These features make Duolingo particularly effective in helping students develop language skills 

through consistent practice. 
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1.8.Communicative Competence  

 

Communicative competence is a crucial concept in language education, referring to the 

ability to effectively and appropriately communicate in various social and cultural contexts. It is 

not merely about mastering grammatical structures or vocabulary but encompasses a broader range 

of skills necessary for successful communication. As defined by Canale and Swain (1980), 

communicative competence includes several components: grammatical competence, 

sociolinguistic competence, discourse competence, and strategic competence. These components 

work together to enable learners to produce coherent, contextually appropriate, and effective 

communication in both written and spoken forms. 

 

1.8.1. Grammatical Competence 

Grammatical competence refers to the knowledge of a language's structure, including 

syntax, morphology, and phonology. This understanding enables individuals to create 

grammatically correct sentences, forming the foundation for linguistic proficiency. However, 

grammar alone does not ensure effective communication, as it must be paired with the ability to 

convey meaning and adapt to context. According to Savignon (2002), grammatical competence 

must be complemented by other competencies to allow students to function in real-life situations. 

This highlights the importance of integrating grammar instruction with activities that promote 

communicative practice, such as role plays, interactive discussions, and real-world simulations, 

ensuring students can apply their grammatical knowledge in practical, meaningful ways. 

 

1.8.2. Sociolinguistic Competence 

Sociolinguistic competence involves understanding the social context of communication, 

including the roles of participants, the setting, and the purpose of the interaction. It allows learners 

to adjust their language appropriately to fit different social situations, avoiding misunderstandings 

or inappropriate communication. Canale (1983) emphasizes that this competence is crucial for 

ensuring that communication is socially acceptable and culturally sensitive. Mastering this aspect 

of language use enhances interaction in multilingual and multicultural contexts, fostering more 

effective and meaningful exchanges. It also helps speakers navigate nuances such as politeness, 

formality, and indirectness, which vary across cultures. 
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1.8.3. Discourse Competence 

This focuses on the ability to organize spoken and written language coherently, ensuring 

that ideas are logically connected and effectively communicated. It involves understanding how to 

structure language to maintain clarity and flow, whether in conversations, presentations, or written 

texts. Bachman (1990) explains that discourse competence allows learners to maintain cohesion in 

conversations and produce coherent and contextually relevant discourse across various genres and 

contexts. This skill is crucial for effective communication, as it enables individuals to adapt their 

language use to different situations, audiences, and purposes, ensuring their message is both 

meaningful and impactful. 

 

1.8.4. Strategic Competence: 

Strategic competence refers to the ability to use communication strategies to overcome 

challenges in communication. This includes using paraphrasing, asking for clarification, or 

rephrasing when one does not understand or cannot express an idea clearly. Dörnyei (2007) 

highlights that strategic competence is essential for managing breakdowns in communication and 

maintaining fluency even when faced with linguistic challenges. In language learning, the ultimate 

goal is not only to develop grammatical knowledge but also to equip students with the ability to 

engage in real-life communication in diverse contexts. Savignon (2002) argues that a focus on 

communicative competence helps learners become more confident and competent in using the 

language, ultimately enabling them to function in social, academic, and professional settings. By 

integrating these components of communicative competence into language instruction, educators 

provide students with the necessary skills to interact meaningfully and effectively with others. 

 

1.9.Speaking Skill 

 

Speaking skill refers to the ability to communicate effectively through spoken language in 

various social and professional contexts. It is a core component of language proficiency, enabling 

individuals to express their ideas, share information, and engage in meaningful interactions. 

According to Derwing and Munro (2015), speaking is an interactive process that involves the 

simultaneous production, reception, and comprehension of information. This skill integrates 

linguistic, cognitive, and social elements, requiring mastery of vocabulary, grammar, 

pronunciation, and fluency to navigate diverse communicative scenarios. 
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The importance of speaking skills lies in their role as a primary means of communication 

in everyday life and professional settings. For language learners, strong speaking skills are critical 

for demonstrating proficiency and engaging in authentic conversations. Burns (2019) emphasizes 

that effective speaking instruction must systematically address the linguistic and discourse features 

of speech, the fundamental skills required for processing and producing spoken discourse, and 

communication strategies for managing and maintaining spoken interactions. This suggests that 

speaking competence extends beyond linguistic accuracy, encompassing pragmatic and 

interactional abilities that enable learners to communicate appropriately in varied cultural and 

social contexts. 

Effective speaking involves several subskills, such as pronunciation, fluency, accuracy, and 

sociocultural appropriateness. Pronunciation ensures intelligibility, as clear articulation helps 

listeners comprehend the speaker's message without confusion. Fluency reflects the ability to speak 

smoothly and spontaneously, which contributes to maintaining the natural flow of communication. 

Accuracy pertains to the correct use of grammar and vocabulary, ensuring that ideas are expressed 

precisely and without ambiguity. Sociocultural appropriateness involves adapting language use to 

suit specific contexts, audiences, and purposes, allowing speakers to navigate diverse cultural and 

social settings effectively (Thornbury, 2019). These elements collectively enable speakers to 

communicate confidently and meaningfully in real-life situations. 

To develop speaking skills in the classroom, educators focus on activities that promote real-

world communication. Strategies such as role-playing, group discussions, and debates encourage 

students to express themselves while fostering confidence and fluency. Feedback and reflective 

practices are essential for helping learners improve their speaking abilities. According to Yuan and 

Ellis (2003), scaffolding techniques and immediate feedback during speaking tasks enhance 

learners' ability to articulate their thoughts more effectively. 

 

1.9.1. Components of Speaking Skills 

Developing speaking proficiency involves mastering interconnected components essential 

for meaningful communication. Pronunciation ensures clarity in speech, while fluency supports 

smooth, natural interactions. Accuracy in grammar and vocabulary reduces misunderstandings, 

helping convey ideas effectively. Sociocultural competence, meanwhile, ensures appropriate 



23 
 

language use across different contexts. Together, these elements enable learners to express 

themselves fluently, accurately, and confidently, fostering success in real-world conversations. 

 Fluency 

Fluency is the ability to communicate effortlessly and without frequent pauses, 

showcasing confidence and proficiency in using the language. This skill reflects the 

speaker’s capacity to retrieve and articulate words at a natural pace, enabling coherent 

expression. Skehan (1998) emphasizes that fluency is not just about speed but also about 

maintaining a rhythm that facilitates understanding. Regular exposure to authentic 

conversational settings, such as discussions and debates, plays a vital role in fostering 

fluency. Learners benefit from engaging in real-world tasks that mimic spontaneous 

interactions, as this helps them overcome hesitations and build confidence over time. 

 

 Pronunciation 

Clear pronunciation is essential for ensuring that the speaker’s message is understood 

without ambiguity. It encompasses the mastery of stress, intonation, and rhythm, all of which 

contribute to speech clarity and listener comprehension. Celce-Murcia et al. (2010) argue that 

pronunciation is often underestimated in language instruction, yet it directly impacts 

intelligibility. Teaching learners to recognize and practice the nuances of pronunciation—such 

as vowel length and sentence stress—can significantly enhance their ability to communicate 

effectively, particularly in multicultural contexts where diverse accents are present. 

 

 Grammar and Accuracy 

While fluency enables smooth delivery, grammatical accuracy ensures the correctness 

and coherence of the message being conveyed. Errors in grammar can lead to 

misunderstandings, reducing the effectiveness of communication. Richards and Renandya 

(2002) highlight the challenge of balancing fluency and accuracy, as learners often prioritize 

one at the expense of the other. Effective instruction involves integrating grammar into 

speaking practice, allowing students to apply rules contextually rather than in isolation. This 

approach reinforces both the structural integrity of speech and its natural flow. 
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 Vocabulary 

An expansive vocabulary equips speakers with the tools to articulate ideas with 

precision and clarity. Without an adequate lexicon, learners may struggle to convey complex 

thoughts or emotions, hindering meaningful interaction. Building topic-specific vocabulary is 

particularly vital for specialized discussions or presentations. According to Nation (2022), 

vocabulary acquisition is best achieved through repeated exposure and contextualized usage, 

which helps learners internalize new terms and recall them in relevant situations. Activities like 

storytelling and role-playing can enrich learners’ lexical resources while promoting practical 

application. 

 

 Interactional Skills 

Speaking is inherently interactive, requiring the ability to engage with others 

effectively. Interactional skills, such as turn-taking, responding appropriately, and using non-

verbal cues like eye contact, are critical for maintaining meaningful dialogue. Burns (2019) 

notes that these skills enable speakers to navigate social dynamics, ensuring that conversations 

remain cohesive and engaging. Teaching these subtleties through pair work, group discussions, 

and simulated interviews allows learners to practice in environments that mimic real-life 

interactions, building confidence and adaptability. 

 

1.9.2. Factors Influencing the Development of Speaking Skills 

The development of speaking skills is shaped by a range of factors that interact to either 

enhance or hinder learners’ progress in mastering oral communication. These factors include 

linguistic, psychological, social, and contextual elements, all of which contribute to the complexity 

of speaking skill acquisition. Understanding these influences is essential for designing effective 

teaching strategies. 

 

 Motivation 

Motivation  is a significant factor in developing speaking skills, as it directly affects a 

learner’s willingness to communicate and engage in speaking activities. According to Dörnyei 

(2020), motivated learners are more likely to take risks, participate actively in conversations, 

and practice speaking even in challenging situations. Intrinsic motivation, which arises from 

personal interest and enjoyment, often leads to more sustainable engagement compared to 
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extrinsic motivation driven by external rewards. Educators can foster motivation by creating a 

supportive and stimulating learning environment that aligns with learners’ goals and interests. 

 

 Anxiety and Confidence 

Anxiety is another critical factor influencing speaking proficiency. Many learners 

experience communication apprehension, particularly in public speaking or second-language 

interactions. Horwitz et al. (1986) emphasize that high levels of anxiety can inhibit 

performance, reduce fluency, and hinder the ability to express ideas clearly. Building learners’ 

confidence through positive reinforcement, error-tolerant environments, and gradual exposure 

to speaking tasks can help mitigate anxiety. Confidence, once established, empowers learners 

to take risks and improve their speaking abilities. 

 

 Input and Interaction 

The quality and quantity of input learners receive play a vital role in shaping their 

speaking skills. Krashen’s (1985) Input Hypothesis highlights the importance of 

comprehensible input, which allows learners to acquire language naturally and intuitively. 

Additionally, interactional opportunities, such as group discussions and role-playing, enable 

learners to practice speaking in meaningful contexts. Ellis (1999) points out that these 

interactions help learners internalize new vocabulary, grammar structures, and pronunciation 

patterns, fostering both fluency and accuracy. 

 

 Technological Integration 

In recent years, technology has become an influential factor in speaking skill 

development. Digital tools, such as language learning apps, virtual classrooms, and speech 

recognition software, provide learners with innovative ways to practice speaking in authentic 

and interactive environments. Chun et al. (2016) note that technology facilitates personalized 

feedback, enhances pronunciation training, and increases opportunities for speaking practice 

beyond the traditional classroom. However, access to technology and digital literacy remain 

challenges for some learners, highlighting the need for equitable resources. 
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 Social and Cultural Context 

The social and cultural environment also plays a crucial role in shaping speaking skills. 

Norton (2020) argues that learners’ identities and their sense of belonging in a language 

community influence their willingness to participate in conversations. Social interactions with 

native speakers or peers provide learners with valuable insights into the pragmatic use of 

language, such as tone, politeness, and cultural nuances. Understanding these aspects is 

essential for achieving communicative competence in diverse settings. 

 

1.9.3. Speaking in Foreign Language Teaching 

The teaching of speaking in foreign language education holds a central place, as it enables 

learners to achieve communicative competence and practical language use. Speaking is not only a 

fundamental skill for effective interaction but also a reflection of learners' overall proficiency. The 

focus on speaking has evolved over the years, with modern methodologies emphasizing active 

learner participation, real-world communication, and fluency development. 

 

 Importance of Speaking in Language Education 

Speaking serves as a gateway to meaningful communication in real-life contexts. 

According to Richards (2008), the ability to speak a language fluently enables learners to 

engage in diverse situations, ranging from casual conversations to professional settings. In 

addition, speaking contributes to the integration of other language skills, such as listening and 

vocabulary acquisition, fostering a holistic approach to language learning. Developing this skill 

also builds learners’ confidence, allowing them to express their thoughts more effectively. 

Furthermore, it enhances intercultural competence by enabling meaningful interactions across 

different linguistic and cultural backgrounds. 

 

 Teaching Strategies for Speaking 

Effective speaking instruction incorporates a range of strategies to engage learners and 

develop their oral skills. Task-based learning (TBL) is widely recognized as an effective 

approach for enhancing communicative competence, as it immerses learners in real-world 

language use through meaningful tasks (Ellis, 2003). This methodology encourages 

spontaneous speech and helps improve both fluency and accuracy. Additionally, collaborative 
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activities, such as group discussions, debates, and role-plays, provide learners with structured 

opportunities to practice interactional skills and build confidence (Richards, 2006). 

 

Integrating technology into speaking instruction further enhances learning outcomes. 

Digital platforms, such as virtual reality (VR) and video conferencing tools, create immersive 

environments that allow learners to practice speaking in authentic contexts. According to 

Graham et al. (2021), these tools support pronunciation training, provide real-time feedback, 

and expose learners to various accents, fostering greater communicative competence. The 

accessibility of technology also enables self-paced practice and extends learning beyond the 

classroom, bridging the gap between formal instruction and real-world language use. 

 

 Challenges in Teaching Speaking 

Despite its importance, teaching speaking poses several challenges. Large class sizes 

limited instructional time, and the emphasis on written assessments in some educational 

systems often result in insufficient speaking practice (Richards, 2008). Additionally, cultural 

factors and learners' fear of making mistakes may hinder participation, affecting their 

willingness to communicate (Dörnyei, 2005). Educators must address these challenges by 

creating a supportive and inclusive classroom environment, promoting active participation, and 

incorporating formative assessments that prioritize oral communication skills (Brown, 2014). 

 

The theoretical framework highlights the significance of speaking as a core skill in 

language learning, emphasizing its role in achieving communicative competence. By 

integrating gamification and innovative methodologies, educators can create engaging and 

dynamic learning environments that foster the development of speaking skills (Graham, 2021). 

Addressing the factors that influence speaking proficiency, such as motivation, anxiety, and 

interaction, is essential for tailoring instruction to learners’ needs. Ultimately, combining 

theoretical insights with practical strategies ensures that learners not only master linguistic 

structures but also confidently and effectively communicate in real-world contexts. 
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CHAPTER II METHODOLOGY  

 

2.1. Description of study area  

 

This research was conducted at the Teodoro Gómez de la Torre High School, a public 

institution located in the Ibarra city, San Francisco parish, specifically on Teodoro Gómez de la 

Torre and Pedro Vicente Maldonado avenues in the Imbabura province. The institution has a 

significant student population, with a total of 3,936 students enrolled in different sections. It offers 

classes in both day and night shifts, allowing it to accommodate the needs of students at various 

times. However, for the present research, only fifth grade students were selected, specifically the 

A B C parallels, with the purpose of contributing to the improvement of speaking by using the 

gamification method. 

 

2.2. Research Approach/Type of Research 

 

This This study employed a mixed-methods approach, combining qualitative and 

quantitative methodologies to comprehensively analyze the implementation of the gamification 

method in the development of speaking skills in senior students at Teodoro Gómez de la Torre 

High School. A mixed-methods approach allowed for a deeper understanding of the research 

problem by integrating numerical data with qualitative perceptions. Creswell and Plano Clark 

(2018) highlighted that mixed-methods research is particularly useful when seeking to combine the 

strengths of both approaches, quantitative and qualitative. By integrating both types of data, the 

researcher gained a more holistic view of the phenomenon being studied. 

 Quantitative Approach 

The quantitative component of this study focused on the collection of measurable data 

through instruments that assessed students' speaking skills before and after the implementation of 

the gamification method. To this end, performance tests were used, providing numerical data that 

allowed measuring the impact of the method on improving students' speaking proficiency. This 

type of data allowed for statistical analysis that offered objective evidence about the effectiveness 

of gamification in developing speaking skills. According to Gay, Mills, and Airasian (2012), pre- 

and post-tests are effective tools for measuring changes in students' academic performance, 

enabling a clear comparison of the results obtained before and after the intervention. The 
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quantitative results helped determine the extent of improvement in students' speaking skills, 

providing a solid foundation for the study's conclusions. 

 Qualitative Approach 

On the other hand, the qualitative approach in this study was used to explore in-depth the 

perceptions and experiences of students and teachers regarding the implementation of the 

gamification method. Through interviews and focus groups, detailed opinions were collected that 

provided a richer understanding of the method's effects on the development of speaking skills from 

the participants' perspectives. According to Flick (2018), qualitative methods allow for detailed 

information to be gathered about individuals' attitudes and experiences, which is crucial for 

understanding the subjective aspects of learning. Interviews and focus groups captured how 

students perceived their learning process and how they felt about using gamification in their 

education. This approach complemented the quantitative data by providing a deeper perspective on 

the dynamics of gamification in the classroom and the possible barriers or benefits students 

experienced during the implementation of the method. 

In addition to the quantitative analysis, this study incorporated qualitative data to gain 

deeper insights into the experiences and perceptions of students and teachers. Interviews and focus 

groups were conducted to collect participants' feedback on the implementation of the gamification 

method. According to Creswell and Creswell (2018), qualitative methods enable researchers to 

explore participants' attitudes, emotions, and lived experiences, offering valuable insights that 

cannot be captured through quantitative data alone. This qualitative component provided a more 

detailed understanding of how gamification influenced speaking skills from the perspective of 

those directly involved in the learning process. 

By combining these two approaches, the study ensured that both objective measurements 

and subjective experiences were taken into account. This mixed-methods design strengthened the 

research by offering a comprehensive analysis of the impact of gamification on students' speaking 

skills. Through the integration of qualitative and quantitative data, the study aimed to provide a 

well-rounded and reliable understanding of the effectiveness of the gamification method. 
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2.3. Techniques and Instruments 

 

This research employed two main techniques for data collection: the survey and the 

interview. The survey provided quantitative data on students' experiences and perceptions, while 

the interview offered qualitative insights into teachers' perspectives and classroom dynamics. Both 

techniques were crucial in gathering comprehensive information to evaluate the implementation of 

the gamification method in enhancing speaking skills. By combining these tools, the study ensured 

a balanced approach, capturing both measurable outcomes and detailed observations regarding the 

effectiveness of this innovative teaching strategy. 

 Survey 

The survey was directed to the students and was used to obtain quantitative data about their 

perception and experience with the implementation of the gamification method in the classroom. 

The survey consisted of twelve questions, all framed with a Likert scale, and included closed-ended 

questions, allowing the measurement of student satisfaction, motivation, and improvement in 

speaking skills after the method's implementation. According to Fink (2017), surveys are useful 

for obtaining a broad range of responses from a large population, facilitating the generalization of 

results. This technique objectively analyzed the relationship between the use of gamification and 

students' speaking performance. The instrument used in this study was a questionnaire, which 

helped to gather the necessary data for evaluating students' perspectives on the effectiveness of 

gamification in enhancing their speaking abilities. 

 Interview 

On the other hand, the interview was conducted with the teachers to gain a deeper 

qualitative insight into the implementation of gamification and its impact on the development of 

speaking skills. The semi-structured interview format was chosen, consisting of seven open-ended 

questions, which allowed teachers to express their opinions and experiences in detail, providing 

valuable information on the method's effectiveness in the classroom. According to Kvale and 

Brinkmann (2015), semi-structured interviews are useful when seeking a deeper understanding of 

participants' perspectives, allowing the exploration of topics and unexpected responses that might 

not arise in a survey. This technique helped obtain an integral view of the challenges and successes 

of implementing gamification. 
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2.4. Research Questions 

 

 What are the perceptions and opinions of the teachers at Teodoro Gómez de la Torre school 

regarding the application of gamification in teaching speaking skill? 

 What are the perceptions and opinions of the final-year students at Teodoro Gómez de la 

Torre school regarding the effectiveness of gamification in improving their speaking skill? 

 What are the key elements that should be included in a gamification-based teacher guide to 

enhance speaking skill in students? 

 

 2.5. Population  

  

The research was conducted at Teodoro Gómez de la Torre High School in Ibarra, Ecuador, 

with students from the third year of secondary school, divided into three parallel classes: A, B, and 

C. Each class consisted of 40 students, resulting in a total population of 120 students selected for 

the study. These three classes were taught by two English teachers, who were also involved in the 

study. Interviews were conducted with these teachers to gather additional insights about the 

implementation of the gamification method. The study aimed to analyze the impact of the 

gamification method in developing speaking skills in these students. Non-probability sampling was 

used, selecting the participants based on their availability and the context of the institution. 

According to Nikolopoulou (2022), non-probability sampling involves selecting individuals based 

on convenience or other relevant factors. 

 

 2.6. Sample 

 

The population exceeded 100 participants with a total of 120 students, so the application of 

the sample was necessary to select a sufficient population size. 

According to Cochran (1977), "The sample size is calculated to ensure that the results are 

representative and can be generalized to the entire population" (p. 75). The calculation of the 

sample size in research with a finite population is done using a specific formula that adjusts the 

sample size according to the total number of individuals in the population. In this study, the total 

population consists of 120 students, and the formula for finite populations was used to determine 

the appropriate sample size. The formula used is as follows: 
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𝑛 =
𝑁

1 + N(𝑒2)
 

Where: 

n is the sample size to be calculated. 

N is the total population size (in this case, 120 students). 

e is the margin of error, which in this research was considered to be 5% (0.05). 

Substituting the values into the formula:  

𝑛 =
120

1 + 120(0.05)2
 

𝑛 =
120

1 + 120(0.0025)
 

𝑛 =
120

1 + 0.3
 

𝑛 =
120

1.3
≈ 92.31 

 

Therefore, the necessary sample size for this research is approximately 92 students. This 

value ensures that the results obtained are representative of the total population of 120 students, 

with a 5% margin of error. Using this formula ensures that the results from the sample are valid 

and generalizable to the total population, thus reinforcing the reliability and validity of the data 

collected in this study. 

 

 2.7. Data analysis plan and procedure 
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The data collection phase was carried out through surveys and interviews targeting two key 

participant groups: English teachers and second-year high school students at Teodoro Gómez de la 

Torre High School. The confidentiality and anonymity of all participants were strictly ensured 

throughout the research process. Prior to the data collection, informed consent was obtained from 

all participants, including both teachers and students, ensuring they understood the research 

purpose and their rights as participants. 

Surveys: 

 A structured questionnaire was designed for the students' surveys, which included 

closed-ended questions and measurement scales. 

 The survey questions focused on current pedagogical methods, participants' 

perceptions of the effectiveness of gamification, and specific needs regarding the 

development of students' oral English skills. 

 Surveys were administered to a representative sample of second-year high school 

students at Teodoro Gómez de la Torre High School. The sample selection was 

made based on representatively and a sufficient number of participants to ensure 

reliable results. 

 The data collected were subjected to quantitative analysis. Descriptive statistics, 

such as means, standard deviations and percentages, were calculated to summarize 

the results. 

Interviews: 

 In-depth interviews with English teachers were conducted using a carefully 

designed interview guide. This guide included a series of open-ended questions to 

allow participants to share their opinions and experiences in detail. 

 Interviews were recorded with the prior authorization of the participants to ensure 

accuracy in transcription and subsequent analysis. 

 Subsequently, a transcription of the interviews was made to organize and analyze 

the data. Emerging themes, patterns and trends were identified from the participants' 

responses. 
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CHAPTER III ANALYSIS AND DISCUSSION 

 

The main objective of this chapter is to analyze and interpret the data collected in the 

research in order to answer the research questions and assess the impact of the application of the 

gamification method in the development of the oral competence of the final year students of the 

Teodoro Gómez de la Torre high school. In this sense, the answers obtained from the surveys 

administered to the students and the interviews conducted with the teachers will be analyzed, using 

a mixed approach that integrates quantitative and qualitative aspects of the data. Throughout this 

chapter, the results will be presented in detail and discussed in the context of previous theories and 

studies on gamification and oral competence, seeking to identify patterns, correlations and possible 

discrepancies that may enrich the understanding of the investigated phenomenon. 

 3.1. Survey results from students 

 

Figure 2  

Results based on gender and age of joy learning English 

 

Note: Own elaboration. Source: survey applied 2023. 

The analysis of students' answers to the survey question, "Do you enjoy learning English?" 

conducted within the framework of the thesis titled "Gamification Method to Develop Speaking 

Skills in Senior Students at Teodoro Gómez de la Torre High School," has provided valuable 

insights. By considering two key demographic variables—gender and age (16 and 17 years old)—

the study offers a nuanced understanding of students' attitudes toward English language learning. 

Notably, male students predominantly responded with "never," suggesting a potential gender-

related trend of lower enthusiasm for learning English. In contrast, female students displayed a 
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more varied sentiment, with the majority selecting "sometimes," reflecting a moderate level of 

enjoyment.  

Similarly, age-based analysis revealed mixed feelings among 16-year-olds, with significant 

proportions indicating both "never" and "sometimes," while 17-year-olds exhibited a comparable 

pattern, highlighting the heterogeneity of enjoyment levels across age groups. These findings 

underscore the necessity of implementing personalized and adaptable teaching strategies to address 

the differing degrees of enthusiasm across gender and age. Furthermore, the prevalence of "never" 

responses among males raises questions about the factors influencing their engagement, which 

warrant further investigation. Ultimately, this analysis lays the groundwork for exploring the 

potential of gamification methods to enhance students’ engagement and enjoyment in English 

language learning, aiming to develop more positive and effective teaching approaches for senior 

students at Teodoro Gómez de la Torre High School. 

Figure 3 

Effect of speaking English on cultural interest and curiosity. 

 

Note: Own elaboration. Source: survey applied 2023. 

The analysis of responses to the second survey question, it has revealed intriguing patterns 

based on the variables of gender and age. Among female students, a prevalent inclination towards 

"sometimes" and "always" suggests a positive correlation between speaking in English and the 

awakening of interest and curiosity to explore new things and cultures. In contrast, male students 

predominantly responded with "rarely," indicating a potential gender-related disparity in the 

perceived connection between speaking English and cultural exploration. 
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When considering age, 16-year-old students displayed a distribution of responses between 

"never" and "rarely," signaling a potential gap in the perceived link between speaking English and 

the stimulation of interest and curiosity. Conversely, 17-year-old students predominantly 

responded with "sometimes," indicating a moderate correlation between speaking in English and 

fostering curiosity about new things and cultures. Possible causes for these variations include 

differences in teaching approaches, individual preferences, curriculum design, and societal 

influences on gender roles and language learning. 

The analysis underscores the nuanced relationship between speaking in English and 

students' interest in exploring new things and cultures, with notable variations based on gender and 

age. These findings contribute to the broader investigation into the efficacy of gamification 

methods in enhancing the speaking skills of senior students, guiding the development of targeted 

and effective language learning strategies. 

Figure 4 

The methodology used by your teacher 

 

Note: Own elaboration. Source: survey applied 2023. 

The analysis of responses to the third survey question has unveiled significant perspectives 

among students regarding the effectiveness of current teaching methodologies. Among female 

students, a notable proportion expressed dissatisfaction by selecting "poorly suitable," indicating a 

perceived inadequacy in the existing approach to developing speaking skills. In contrast, male 

students predominantly chose "nothing suitable," reflecting a more pronounced discontent with the 

current methods. Age-based analysis revealed that 16-year-old students leaned towards "nothing 
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suitable," demonstrating substantial dissatisfaction, whereas 17-year-olds expressed moderate 

discontent, with a preference for "poorly suitable."  

These variations may be attributed to a misalignment between teaching approaches and 

students’ preferred learning styles, the need for adaptive strategies to address diverse student needs, 

and potential differences in communication dynamics between genders. In conclusion, the findings 

highlight the critical need for a nuanced and flexible approach to teaching methodologies to 

effectively enhance the speaking skills of senior students. This analysis provides a foundation for 

further exploration of gamification methods as a promising solution to bridge the identified gaps 

and optimize the language learning experience. 

Figure 5 

Gamification activities  

 

Note: Own elaboration. Source: survey applied 2023. 

The analysis of responses to the fourth survey question has uncovered distinctive 

perspectives based on gender and age among participating students. Female students 

predominantly believe in the positive impact of games, as reflected in their frequent selection of 

"always." This suggests a strong connection between game-based learning and improved speaking 

skills, likely stemming from perceived engagement and motivation. In contrast, male students 

exhibit a more cautious optimism, with most selecting "sometimes," indicating a measured belief 

in the effectiveness of games and potential variability in their perceived impact on speaking skills. 

Age-based patterns further reveal that 16-year-old students generally lean towards a 

moderate belief in the potential benefits of games, expressed through their preference for 

"sometimes," while 17-year-olds display a more affirmative stance, with responses encompassing 
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both "always" and "sometimes." This indicates a higher level of confidence in the effectiveness of 

game-based learning among older students. These variations may be attributed to differences in 

engagement, motivation, learning preferences, and the perceived effectiveness of game-based 

methodologies. Overall, the findings emphasize the relevance of the thesis topic, underscoring the 

importance of tailored approaches to gamification methods to address diverse student expectations 

and preferences effectively. 

Figure 6 

Gamification and its benefits 

 

Note: Own elaboration. Source: survey applied 2023. 

The analysis of responses regarding awareness of gamification and its benefits reveals 

notable gender and age-based differences among students. Female students generally indicated a 

lack of awareness, responding with "no," while male students predominantly answered "yes," 

reflecting a higher level of awareness. This gender-based discrepancy may stem from varying 

degrees of exposure to media, technology adoption, and educational trends. Age-wise, both 16- 

and 17-year-old students demonstrated a prevalent awareness of gamification, with the majority 

selecting "yes." This suggests an evolving understanding of modern teaching methodologies, likely 

influenced by educational exposure and academic discussions on innovative approaches.  

Possible factors shaping these tendencies include media influence, the educational 

environment, and the adoption of technology. These findings highlight the importance of tailored 

strategies for introducing gamification methods, particularly among female students who may be 

less familiar with the concept. As the thesis progresses, these insights will inform the development 
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of effective strategies for integrating gamification into language learning, ensuring that all senior 

students can benefit from this innovative approach. 

 

Figure 7 

Participation in gamified activities  

 

Note: Own elaboration. Source: survey applied 2023. 

Among both female and male students, responses were evenly divided, suggesting a 

balanced distribution in participation in gamification activities. This indicates a relatively 

consistent engagement level in gamified learning experiences across genders. However, age-

related disparities are apparent, with 16-year-old students demonstrating a higher level of 

participation compared to their 17-year-old counterparts.  

Possible factors influencing these trends include variations in curricular integration, 

learning preferences, and the educational approach to gamification. The prevalence of participation 

among 16-year-olds may stem from increased receptiveness to gamified learning approaches, while 

the lower participation among 17-year-olds suggests a potential need for increased incorporation 

of gamification activities at later stages of education. A deeper exploration into the underlying 

factors influencing participation levels will contribute to informed recommendations for 

optimizing the integration of gamification methods into English language classes. These insights 

will enhance the overall effectiveness of the gamification approach in developing speaking skills 

among student population. 
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Figure 8 

Motivation through gamification 

 

Note: Own elaboration. Source: survey applied 2023. 

Female students overwhelmingly express that gamification "affects a lot," emphasizing its 

significant contribution to their motivation to learn English. This response highlights the potential 

of gamification to engage female students and create a more dynamic and enjoyable language-

learning experience. In contrast, male students show a more indifferent stance, often selecting a 

midpoint score of 3 on the scale. This suggests that gamification is neither a strongly motivating 

nor demotivating factor for this group, indicating a need to explore alternative or complementary 

methods to increase their engagement and motivation. 

Age-related differences also reveal contrasting perspectives. Sixteen-year-olds generally 

perceive a higher positive impact from gamification, stating that it "affects a lot" and significantly 

enhances their motivation. Conversely, 17-year-olds tend to adopt a more neutral view, indicating 

a score of 3, which could reflect a shift in their sensitivity to gamified learning as they progress 

through their senior years. These findings highlight the importance of considering individual 

preferences, gender dynamics, and age-related sensitivities when implementing gamification 

methods. By addressing these factors, educators can develop targeted strategies to optimize 

motivation and ensure that gamification aligns effectively with the diverse needs of language 

learners. 

 

. 
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Figure 9 

Attractive aspects of gamifications 

 

Note: Own elaboration. Source: survey applied 2023. 

The majority of students, regardless of gender or age, expressed that all the provided 

gamification elements—competences and challenges, attractive visual elements, use of interactive 

technology, levels and progression, game elements, immediate feedback, and collaborative/team 

activities—are important. This widespread agreement highlights a holistic appreciation for diverse 

gamification features within the senior student population. Such a consensus suggests that students 

value a comprehensive approach to gamification, where the integration of multiple elements fosters 

an engaging and immersive learning experience. 

The uniformity of preferences across age groups implies shared expectations for 

gamification strategies, despite the diverse learning needs of senior students. This finding 

underscores the importance of adaptable approaches that cater to individual preferences while 

incorporating a spectrum of elements. For the thesis, these insights emphasize the need to design 

gamification activities that address the multifaceted preferences of students. By creating a well-

rounded gamification strategy, the thesis aims to enhance the effectiveness of language learning, 

ensuring a more engaging and personalized educational experience for all senior students. 
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Figure 10 

Challenges in gamification activities 

  

Note: Own elaboration. Source: survey applied 2023. 

The predominant challenges reported by students include a lack of clear instructions, 

insufficient motivation, difficulty in teaching collaboration, and time constraints. These obstacles 

highlight areas requiring improvement in the design and implementation of gamification activities 

to enhance the learning experience. The lack of clear instructions suggests a need for more 

structured guidance to facilitate student understanding, while insufficient motivation points to the 

importance of aligning activities with students' interests and preferences. Additionally, challenges 

in fostering collaboration and managing time constraints indicate the need for strategies that 

promote teamwork while ensuring activities remain feasible within classroom schedules. 

These findings have important implications for the thesis, emphasizing the necessity of 

addressing these challenges to refine the gamification approach. Strategies such as providing clear 

and concise instructions, designing engaging and motivating activities, fostering collaboration 

through well-planned group dynamics, and ensuring realistic time management will be essential. 

By proactively tackling these challenges, the thesis can develop an effective gamification strategy 

that enhances the educational experience and maximizes learning outcomes for senior students. 
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Figure 11 

Gamification to improve speaking skill 

 

Note: Own elaboration. Source: survey applied 2023. 

Female students generally perceive gamification as "moderately important" for improving 

oral expression, reflecting a balanced recognition of its relevance without assigning it the highest 

importance. In contrast, male students demonstrate a stronger belief in the importance of 

gamification, leaning towards the response of "important." This gender-based difference suggests 

that gamification may align more closely with male students' learning preferences or perceived 

effectiveness in enhancing speaking skills. 

Age-related differences also emerge in students’ perceptions of gamification. Sixteen-year-

old students show a significant proportion identifying gamification as both "important" and "very 

important," highlighting a strong belief in its potential benefits. Conversely, 17-year-olds are more 

inclined to view gamification as "moderately important," suggesting a slightly lower perceived 

value among older students. These variations may stem from differing learning preferences, 

perceived effectiveness, or evolving priorities as students approach the end of their senior year. 

These insights will be integral to the thesis, guiding the development of gamification methods that 

cater to the diverse needs and preferences of senior students, ensuring a more targeted and effective 

integration into language learning. 
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Figure 12 

Interest in gamified activities 

 

 

Note: Own elaboration. Source: survey applied 2023. 

Female students express a high level of interest in gamified activities, with the majority 

stating they are "very interested" in participating to enhance their speaking skills. This enthusiasm 

suggests that gamification resonates strongly with female students and can serve as a highly 

engaging tool for improving their speaking abilities. In contrast, male students, while still showing 

interest, generally express a slightly lower level of enthusiasm, stating that they are "interested." 

This indicates that while gamification holds appeal, male students may not find it as engaging as 

their female counterparts. 

Age-based differences also emerge, with 16-year-olds showing a moderate level of interest, 

as most indicate they are "interested" in participating in gamified activities. On the other hand, 17-

year-olds demonstrate a higher level of interest, with many stating they are "highly interested." 

This suggests that older students may be more motivated to engage with gamification as they 

approach the completion of their senior year, possibly due to a greater focus on improving their 

speaking skills. These varying levels of interest highlight the importance of tailoring gamification 

strategies to align with the diverse preferences and enthusiasm levels of senior students, ensuring 

maximum engagement and effectiveness. 
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Figure 13 

Application of gamified activities 

 

Note: Own elaboration. Source: survey applied 2023. 

Female students express a strong preference for both "always" and "sometimes," with a 

higher emphasis on "always," indicating their belief that frequent implementation of gamification 

activities is essential for optimal results in developing speaking skills. This preference suggests 

that female students view continuous gamified activities as crucial for maintaining motivation and 

engagement in language learning. In contrast, male students lean slightly more towards "often," 

indicating a nuanced perspective that acknowledges the importance of frequent gamification but 

without the need for constant implementation. 

Among age groups, 16-year-olds tend to favor "always" as the preferred frequency for 

implementing gamification activities, reflecting a strong belief that continuous gamification is key 

to improving speaking skills. However, 17-year-olds exhibit an even higher preference for 

"always," possibly due to a more developed understanding of the benefits of regular gamification, 

which could be influenced by their more advanced academic journey. These varying preferences 

highlight differences in perceived importance, learning styles, and age-related perspectives on the 

role of gamification. As the thesis progresses, these insights will inform the design of a 

gamification approach that aligns with senior students' diverse needs and expectations, ensuring 

that the frequency of gamified activities is optimized to maintain engagement and support the 

development of speaking skills. 
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3.2. Teacher Interviews 

 

1. Use of teaching methods 

Teacher A: Well, I use several methods in my classes, especially those that help students 

speak and use the language in real situations. I like to work with activities that have a purpose, not 

just repeating rules. I also try to make the classes dynamic, that's why I like to use gamification, 

because when students are entertained, they learn without realizing it.  

Teacher B: Actually, I'm more traditional. I like to start with grammar and vocabulary 

before getting into the communicative part. I think that if they don't have a good foundation, it's 

harder for them later on. I use translation and direct instruction quite a lot because I feel that they 

organize the learning well. I know there are more modern methods, such as gamification, but I'm 

not entirely convinced by them, especially in large classes or when there are few resources. 

Sometimes it's hard to keep control and make it really work.  

Analysis 

The responses of both teachers reveal diverse perspectives shaped by their professional 

backgrounds and classroom experiences. Teacher A’s focus on modern approaches indicates a 

flexible mindset, aimed at creating engaging and meaningful learning experiences. In contrast, 

Teacher B’s preference for traditional methods reflects a structured approach that values solid 

linguistic foundations before transitioning to innovative techniques. Both perspectives underscore 

the importance of balancing diverse methods to address different learning needs and adapt to 

varying classroom dynamics. 

2. Gamification helps to improve speaking skills 

Teacher A: I think games are a great tool to get students to talk more. When they have fun, 

they relax, lose their fear and participate without realizing it. It has worked for me to use role-

playing games or games with a bit of competition because it gives them confidence and they end 

up loosening up more. Also, when they play as a team, they motivate each other and practice 

without feeling like they are studying. 

Teacher B: Yes, games can help, but I use them carefully. It's good that classes are 

entertaining and that students are encouraged to participate, but if the game is not well thought out, 

in the end they get distracted more than they learn. I think the key is to combine them with more 
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structured activities so that there is a balance between having a good time and really improving 

their speaking. 

Analysis 

The perspectives of both teachers highlight the benefits and challenges of using 

gamification as a method to enhance speaking skills. Teacher A’s enthusiasm underscores the 

motivational and confidence-building aspects of gamified learning, while Teacher B’s cautious 

optimism points to the need for careful planning and integration into the curriculum. Together, 

their insights suggest that gamification can be a valuable strategy when used intentionally, with 

clear goals that focus on improving fluency, accuracy, and overall communication skills. 

3. Gamification to capture students' attention 

Teacher A: I often include games in my classes because they help students pay attention 

and the classes are not boring. I do things like word games, role-plays or team competitions, and 

they always work to get them to participate more without so much fear. To tell the truth, when I 

introduce games, I notice that they concentrate better and even enjoy English more. 

Teacher B: Yes, sometimes I use games, but the truth is that I almost always prefer the 

more classic methods. I'm not saying they're not useful, because they can make students more 

interested, but I think they have to be well thought out and fit the subject. For me, the important 

thing is that there is a balance between having a good time and really learning, because if not, the 

games remain pure fun and not something that really helps to improve the language. 

Analysis 

Both teachers recognize the potential of games to enhance student engagement and capture 

attention in the classroom, though their approaches differ. Teacher A actively integrates games as 

a core part of their teaching strategy, focusing on creating a lively and interactive learning 

environment. In contrast, Teacher B adopts a more conservative stance, using games sparingly and 

prioritizing their alignment with academic goals. These perspectives suggest that while games can 

be a powerful tool for motivation and active learning, their success depends on thoughtful design 

and alignment with lesson objectives. 
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4. Technological tools to improve speaking skill  

Teacher A: I think technology is key for students to improve their speaking. There are a 

lot of apps, platforms and videos that help them with pronunciation, intonation and fluency. Also, 

they can do things like record themselves or talk in online chats, and that gives them more 

confidence to let loose in English. The good thing is that everyone goes at their own pace and can 

practice the way that works best for them. 

 

Teacher B: Yes, technology is good, but I think it has to be just a support, not a replacement 

for the usual teaching. Apps and platforms help with practice, but if they are overused, students 

can end up relying on them and speaking less in person. For me, the best thing to do is to use them 

in a measured way, making sure that they really add to learning and don't take away from direct 

contact with the teacher and classmates. 

Analysis 

Both teachers recognize the value of technological tools in developing students' speaking 

skills, but their perspectives differ in terms of emphasis. Teacher A highlights the transformative 

potential of technology to create interactive, personalized learning experiences, while Teacher B 

adopts a more cautious approach, focusing on balancing technology with traditional methods. 

These insights suggest that technology, when used effectively and strategically, can play a 

significant role in enhancing speaking skills, but it is essential to maintain a balance to ensure that 

students also develop real-world communication abilities. 

5. Student´s collaboration 

Teacher A: I have noticed that when you do games in class, the students work much better 

as a team, when the activities are game-like, they are more motivated and participate without 

feeling forced, they are interested in the class.  In the end, it also helps them to loosen up more 

when talking with others. 

Teacher B: Yes, the games help them work together, but it depends a lot on how they are 

done. If they are very competitive, sometimes everyone focuses on winning and not on 

collaborating. Instead, games where they have to solve something together or complete a mission 
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work better for them to really support each other. I've also noticed that this helps the more shy 

ones, because being in a team makes them feel more confident to participate in speaking activities. 

Analysis 

Both teachers agree that gamification has the potential to encourage collaboration among 

students in speaking activities. Teacher A focuses on the natural teamwork that emerges from 

gamified group tasks, while Teacher B emphasizes the importance of designing activities that 

prioritize cooperation over competition. These perspectives underline that gamification, when 

strategically implemented, can create a collaborative learning environment where students feel 

supported and motivated to improve their speaking skills through shared efforts. 

6. The Impact of Gamification on Speaking Practice  

Teacher A: Actually, I think the games get the older students more excited to talk. 

Sometimes they get bored with the same old stuff, but if you put in points, challenges or stories, 

they get hooked and participate without it feeling like a chore. Also, I've noticed that with these 

types of activities they are more relaxed and less afraid to express themselves. 

Teacher B: Yes, games can make speaking English more enjoyable, but not all older 

students enjoy them. There are some who prefer something more serious because they think some 

activities are ridiculous. 

Analysis 

Both teachers agree on the potential of gamification to make speaking practice more 

enjoyable and engaging for senior students, though their perspectives differ slightly. Teacher A 

highlights the motivational and stress-reducing aspects of gamification, while Teacher B 

acknowledges its benefits but advises a balanced approach to accommodate varying student 

preferences. This analysis suggests that while gamification can transform speaking activities into 

a more interactive and enjoyable experience, its success depends on thoughtful implementation that 

considers the diverse needs and learning styles of senior students. 

7. Potential benefits of using gamification to develop speaking skills 

Teacher A: The games are very useful for the older students to loosen up when speaking. 

The atmosphere becomes more relaxed, without so much pressure, and that makes them participate 

without fear of making mistakes. In addition, many games put them in real situations, so they 
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practice things they will actually use. And the best thing is that they work as a team, share ideas 

and solve things together without it seeming like a boring class. 

Teacher B: The best thing about the games is that they get the students to motivate 

themselves. Sometimes the older ones are stressed out with homework and exams, and if they see 

practice as fun, they get more engaged. It also breaks up the routine and makes the class not feel 

drudgery. And the good thing is that when they learn by playing, they learn vocabulary and 

grammar better without even realizing it. 

Analysis 

Both teachers agree that gamification offers multiple benefits for developing speaking skills 

in senior students, though their perspectives emphasize different aspects. Teacher A focuses on the 

social and real-world applicability of gamified activities, while Teacher B highlights their 

motivational and retention benefits. This suggests that gamification not only enhances language 

learning by making it more engaging but also contributes to the development of essential life skills 

such as teamwork, problem-solving, and adaptability. Overall, gamification appears to be a 

promising approach for addressing the unique needs of senior students and fostering their speaking 

abilities effectively. 

 

 3.3. Discussion 

 

The analysis of the results gathered through surveys administered to students and interviews 

conducted with teachers reveals significant findings regarding the implementation of the 

gamification method in developing speaking skills in English. The perceptions gathered allow for 

the identification of clear benefits, as well as challenges and areas for improvement in its practical 

application. 

In terms of motivation, 85% of students reported that gamification significantly increased 

their interest in participating in oral activities. This result aligns with the teachers' statements, who 

recognized that gamified dynamics created an engaging and motivating environment in the 

classroom. According to Deterding et al. (2011), gamification enhances student engagement by 

transforming educational activities into playful experiences that encourage active participation. 

However, one teacher expressed concern that an overuse of rewards might diminish intrinsic 

motivation, a risk also highlighted in previous studies on the topic (Sailer et al., 2021). 
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Another key aspect is the use of technological tools in gamification. While 78% of students 

believed that technologies, such as educational apps, facilitated speaking practice, the teachers 

highlighted certain challenges, such as the lack of technological resources in classrooms and the 

need for training to implement these tools effectively. These findings coincide with research by 

Filsecker and Hickey (2020), who emphasize the importance of adequate infrastructure to 

maximize the benefits of gamified learning. 

Regarding collaboration and teamwork, students noted that gamified activities encouraged 

social interaction, although a smaller percentage expressed a preference for individual activities 

due to the competitiveness generated by the games. On the other hand, teachers emphasized that 

well-designed group dynamics could promote essential interpersonal skills, such as collaborative 

problem-solving. This aligns with the view of Chen et al. (2019), who point out that well-structured 

gamification not only benefits individual learning but also fosters the development of social 

competencies. 

In terms of oral skills development, 82% of students reported improvements in their fluency 

and confidence when speaking English after engaging in gamified activities. Both teachers 

interviewed shared this observation, stating that games helped reduce the anxiety associated with 

speaking in public and facilitated the practice of vocabulary and grammar structures in a relaxed 

environment. This finding supports the work of Kapp (2012), who argues that gamification can 

transform learning environments into less intimidating spaces, promoting the acquisition of 

communication skills. 

In conclusion, the findings of this research highlight the potential of gamification to 

transform the learning of oral skills in English. However, its implementation requires careful 

design, taking into account the balance between intrinsic and extrinsic motivation, access to 

technological resources, and the diverse learning styles of students. These results, in line with 

previous studies, provide a solid foundation for future research and the application of the method 

in similar educational contexts. 
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CHAPTER IV: ACADEMIC PROPOSAL 

 

 

4.1. Rationale  

Gamification, defined as the integration of game-like elements into non-game contexts, has 

been widely recognized as an effective approach in education. Research indicates that gamification 

increases student motivation, engagement, and knowledge retention (Deterding et al., 2011). When 

applied to language learning, it fosters a dynamic and immersive environment where students can 

practice speaking without the fear of making mistakes. Additionally, gamified activities encourage 

collaboration, interaction, and continuous learning through structured challenges, reward systems, 

and role-playing exercises (Kim et al., 2018). 

This didactic guide is designed to incorporate gamification techniques into English-

speaking lessons, following the communicative approach and aligning with the pedagogical 

modules established by the Ministry of Education. By integrating game mechanics such as point 

systems, leaderboards, badges, and storytelling, the objective is to create a student-centered 

learning experience that promotes fluency and spontaneous communication. Additionally, 

gamification fosters motivation and engagement by transforming language learning into an 

interactive and enjoyable process. It also encourages collaboration and healthy competition, 

helping students develop confidence while refining their speaking skills. 

Studies on gamification in language acquisition have demonstrated that engaging and 

interactive tasks significantly enhance students' ability to express themselves orally (Li & Chu, 

2021). Through the transformation of conventional exercises into gamified challenges, students 

build confidence in their speaking skills while actively participating in class. Therefore, this 

proposal not only addresses common difficulties in speaking practice but also provides a 

sustainable and adaptable methodology for English teachers to integrate into their classrooms. 
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4.2. Theoretical Foundations 

 

Gamification as a pedagogical strategy is grounded in various learning theories that 

emphasize motivation, engagement, and cognitive development in education. One of the primary 

theoretical foundations is Self-Determination Theory (SDT) by Deci and Ryan (1985), which 

highlights the significance of intrinsic motivation in the learning process. Gamification enhances 

intrinsic motivation by integrating elements such as autonomy, competence, and relatedness, 

fostering students’ willingness to communicate in English (Deterding et al., 2011). When students 

feel capable and in control of their learning process, they are more inclined to take risks in speaking 

activities and participate in meaningful communication. 

Another essential theoretical framework is Sociocultural Theory, developed by Vygotsky 

(1978), which underscores the importance of social interaction in language acquisition. 

Gamification promotes collaborative learning environments where students participate in 

dialogues, role-plays, and problem-solving tasks that reflect real-life communication. Through peer 

interaction and guided support, students enhance their speaking abilities in a motivating and 

interactive setting (Kim et al., 2018). 

Furthermore, Constructivist Learning Theory, proposed by Piaget (1970), argues that 

learners construct knowledge through active participation and hands-on experiences. Gamified 

activities offer students opportunities to experiment with language, receive instant feedback, and 

refine their speech production. By incorporating game-based tasks, learners are encouraged to use 

language in meaningful contexts, reinforcing vocabulary retention and linguistic structure 

development (Toda et al., 2019). Additionally, research in neuroscience has shown that 

gamification positively affects cognitive processes. The release of dopamine during engaging and 

rewarding activities enhances memory retention and motivation (Buljan, 2021). This neurological 

reaction explains why students are more likely to recall and apply linguistic structures acquired 

through gamified exercises. 

In conclusion, integrating gamification into speaking activities aligns with established 

educational theories that prioritize motivation, social interaction, and experiential learning. By 

implementing game mechanics in the language classroom, this approach not only improves 

students’ speaking proficiency but also cultivates a positive and stimulating learning environment, 

fostering confidence and communicative competence. 
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4.3. Objectives  

 

General Objective 

 Strengthen the speaking skills of senior students at Teodoro Gómez de la Torre High School 

through gamification activities. 
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CHAPTER V: CONCLUSIONS AND RECOMMENDATIONS 

 

5.1. Conclusions 

 

 The Teacher Guide presented in this work is designed to enhance the speaking skills of 

senior students at Teodoro Gómez de la Torre High School through gamification-based 

activities. Given that speaking is often one of the most challenging skills to develop in 

language learning, this guide incorporates interactive and engaging strategies to create a 

motivating and communicative learning environment. 

 

 The integration of game mechanics such as challenges, rewards, storytelling, role-playing, 

and competitive collaboration aims to reduce students’ anxiety, increase participation, and 

promote fluency in English. By structuring lessons around real-life contexts, such as daily 

activities, environmental issues, and health-related conversations, students are encouraged 

to engage in meaningful speaking interactions. 

 

 

 This guide serves as a practical resource for teachers who seek to innovate their classroom 

practices and incorporate gamification as a pedagogical tool. It aligns with communicative 

language teaching principles and offers a structured approach that can be adapted to 

different learning needs and classroom dynamics. 

 

 As this guide has not yet been implemented, its effectiveness in improving students’ oral 

proficiency remains to be tested. However, based on existing research on gamification in 

language learning, it is expected to provide a more engaging and interactive alternative to 

traditional speaking exercises. Future application and evaluation will determine its impact 

on students' speaking performance and motivation. 
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5.2. Recommendations 

 

 

 Before implementing the guide in a full-scale classroom setting, it is advisable to conduct 

a pilot phase to identify potential challenges and make necessary adjustments based on 

student engagement and learning progress. Teacher training on gamification principles is 

also essential to ensure that the activities are applied effectively and consistently. 

Incorporating digital tools, such as Kahoot!, Quizlet, and Classcraft, can further enhance 

engagement and provide additional opportunities for interactive speaking practice. 

 

 Once implemented, teachers should monitor and evaluate students’ progress, using both 

qualitative and quantitative methods, such as classroom observations, speaking rubrics, and 

student feedback. A balanced approach to gamification should be maintained, ensuring that 

competition and collaboration are integrated to foster a supportive learning environment. 

 

 Flexibility in adapting activities based on student needs and preferences will be key to the 

success of this guide. Teachers should be open to modifying tasks to ensure they remain 

relevant and engaging for students. Additionally, documenting and sharing best practices 

will contribute to the continuous improvement of gamified teaching strategies and allow for 

their broader application in English language learning contexts. 

 

 

 

 

 

 

 

 

 

 

 



125 
 

REFERENCES 

 

Simbaña-Simbaña, E., Sarabia-Guevara, D., García-Vilema, F., & Pico-Poma, J. (2023). Gamification 

for improving oral communication skills in English as a foreign language learners. 

CIENCIAMATRIA, 9(2), 359–379. 

https://www.cienciamatriarevista.org.ve/index.php/cm/article/view/1176 

Ushiña Chuquimarca, M. S., Pazmiño Montenegro, I. del C., Ushiña Chuquimarca, N. R., & Chiriboga 

Pazmiño, D. D. (2024). Gamification in the development of English language skills: 

Effectiveness and educational strategies. Revista Pertinencia Académica, 8(3), 140–151. 

https://revistas.utb.edu.ec/index.php/rpa/article/view/3225 

Al-Sobhi, B. M., & Preece, A. S. (2018). Teaching English speaking skills to the Arab students in the 

Saudi school in Kuala Lumpur: Problems and solutions. International Journal of Education and 

Literacy Studies, 6(1), 1-11. https://doi.org/10.7575/aiac.ijels.v.6n.1p.1 

Al-Sobhi, B. M., & Preece, A. S. (2018). Teaching English speaking skills to the Arab students in the 

Saudi school in Kuala Lumpur: Problems and solutions. International Journal of Education and 

Literacy Studies, 6(1), 1–11. https://doi.org/10.7575/aiac.ijels.v.6n.1p.1 

The Dialogue. (2017). English language learning in Latin America. https://www.thedialogue.org/wp-

content/uploads/2017/09/English-Language-Learning-in-Latin-America-Final-1.pdf 

The Borgen Project. (2020). English learning in Latin America. https://borgenproject.org/english-

learning-in-latin-america/  

Education First. (2022). Índice EF de Dominio del Inglés 2022. Recuperado de 

https://www.ef.com/assetscdn/WIBIwq6RdJvcD9bc8RMd/cefcom-epi-site/reports/2022/ef-epi-

2022-spanish.pdf  

Guayanlema Chávez, I. G., Castillo Llamuca, D. F., Illicachi Rojas, G. K., & Quishpi Espinel, L. M. 

(2023). Metodologías activas para el aprendizaje del idioma inglés en la educación superior. 

Dominio De Las Ciencias, 9(3), 1706–1718. https://doi.org/10.23857/dc.v9i3.3607  

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From game design elements to gamefulness: 

Defining "gamification". Proceedings of the 15th International Academic MindTrek Conference: 

Envisioning Future Media Environments, 9–15. https://doi.org/10.1145/2181037.2181040  

Villafuerte Holguín, J. S., & Macías Mosquera, K. Y. (2020). Teaching English language in Ecuador: A 

review from the inclusive educational approach. Journal of Arts and Humanities, 9(2), 75–90. 

https://doi.org/10.18533/journal.v9i2.1854  

Newman, S. J., Gibson, S. T., Cajas, D., & Acosta, H. (Eds.). (2023). English language education in 

Ecuador: Assessing opportunities for teaching and learning in a developing nation. USFQ Press. 

Simbaña-Simbaña, E., Sarabia-Guevara, D., García-Vilema, F., & Pico-Poma, J. (2023). Gamification 

for improving oral communication skills in English as a Foreign Language learners. 

CIENCIAMATRIA, 9(2), 359–379. https://doi.org/10.35381/cm.v9i2.1176  



126 
 

Dicheva, D., Dichev, C., Agre, G., & Angelova, G. (2015). Gamification in education: A systematic 

mapping study. Educational Technology & Society, 18(3), 75–88. 

Lightbown, P. M., & Spada, N. (2021). How languages are learned (5th ed.). Oxford University Press. 

Ellis, N. C. (2022). Second language learning of morphology. Journal of the European Second Language 

Association, 6(1), 34–59. https://doi.org/10.22599/jesla.85  

Piaget, J. (1970). Piaget's theory. In P. H. Mussen (Ed.), Carmichael's Manual of Child Psychology (3rd 

ed., Vol. 1, pp. 703–732). Wiley. 

Vygotsky, L. S. (1978). Mind in society: The development of higher psychological processes. Harvard 

University Press.  

Siemens, G. (2005). Connectivism: A learning theory for the digital age. International Journal of 

Instructional Technology and Distance Learning, 2(1), 3–10. Recuperado de 

https://www.itdl.org/Journal/Jan_05/article01.htm  

Deci, E. L., & Ryan, R. M. (1985). Intrinsic motivation and self-determination in human behavior. 

Plenum Press.  

Deci, E. L., & Ryan, R. M. (1985). Intrinsic motivation and self-determination in human behavior. 

Plenum Press. 

Noels, K. A., Chaffee, K. E., Lou, N. M., & Dincer, A. (2019). Motivation and the support of significant 

others across language learning contexts. Journal for the Psychology of Language Learning, 1(1), 

106–141. Recuperado de https://selfdeterminationtheory.org/wp-

content/uploads/2022/08/2019_NoelsEtAl_MotivationandtheSupport.pdf  

Richards, J. C., & Rodgers, T. S. (2014). Approaches and methods in language teaching (3rd ed.). 

Cambridge University Press. 

Richards, J. C., & Rodgers, T. S. (2014). Approaches and methods in language teaching (3rd ed.). 

Cambridge University Press. 

Larsen-Freeman, D., & Anderson, M. (2011). Techniques and principles in language teaching (3rd ed.). 

Oxford University Press. 

Ellis, R. (2017). The study of second language acquisition (2nd ed.). Oxford University Press. 

Long, M. H. (2015). Second language acquisition and task-based language teaching. Wiley-Blackwell. 

Mehisto, P., Marsh, D., & Frigols, M. J. (2018). CLIL: Content and language integrated learning. 

Cambridge University Press. 

Hamari, J., Koivisto, J., & Sarsa, H. (2022). Does gamification work?—A literature review of empirical 

studies on gamification. International Journal of Information Management, 60, 102–113. 

https://doi.org/10.1016/j.ijinfomgt.2021.102113  

Chou, Y. K. (2019). Actionable gamification: Beyond points, badges, and leaderboards. Octalysis Media. 



127 
 

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From game design elements to gamefulness: 

defining" gamification". Proceedings of the 2011 Annual Conference on Human Factors in 

Computing Systems, 9–15. https://doi.org/10.1145/1978942.1978953  

Ryan, R. M., & Deci, E. L. (2000). Self-determination theory and the facilitation of intrinsic motivation, 

social development, and well-being. American Psychologist, 55(1), 68–78. 

https://doi.org/10.1037/0003-066X.55.1.68  

Su, C. H., & Cheng, C. K. (2019). The effect of gamification on students' learning performance in the 

educational environment: A meta-analysis. Computers & Education, 140, 103–113. 

https://doi.org/10.1016/j.compedu.2019.01.007  

Werbach, K., & Hunter, D. (2020). For the win: The power of gamification and game thinking in 

business, education, government, and social impact (Revised and updated ed.). Wharton School 

Press. 

Hamari, J., Koivisto, J., & Sarsa, H. (2014). Does gamification work?—A literature review of empirical 

studies on gamification. Proceedings of the 47th Hawaii International Conference on System 

Sciences, 3025–3034. https://doi.org/10.1109/HICSS.2014.377  

Legaki, N.-Z., Xi, N., Hamari, J., Karpouzis, K., & Assimakopoulos, V. (2020). The effect of challenge-

based gamification on learning: An experiment in the context of statistics education. International 

Journal of Human-Computer Studies, 144, 102496. https://doi.org/10.1016/j.ijhcs.2020.102496  

Sepehr, S., & Head, M. (2013). Competition as an element of gamification for learning: An exploratory 

longitudinal investigation. Proceedings of the First International Conference on Gameful Design, 

Research, and Applications, 2–9. 

Deci, E. L., & Ryan, R. M. (2000). The "what" and "why" of goal pursuits: Human needs and the self-

determination of behavior. Psychological Inquiry, 11(4), 227–268. 

https://doi.org/10.1207/S15327965PLI1104_01  

Hattie, J., & Timperley, H. (2007). The power of feedback. Review of Educational Research, 77(1), 81–

112. https://doi.org/10.3102/003465430298487  

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From game design elements to gamefulness: 

Defining "gamification". Proceedings of the 15th International Academic MindTrek Conference: 

Envisioning Future Media Environments, 9–15. https://doi.org/10.1145/2181037.2181040  

 

Kolb, D. A. (1984). Experiential learning: Experience as the source of learning and development. 

Prentice Hall. 

Hamari, J., Koivisto, J., & Sarsa, H. (2014). Does gamification work?—A literature review of empirical 

studies on gamification. Proceedings of the 47th Hawaii International Conference on System 

Sciences, 3025–3034. https://doi.org/10.1109/HICSS.2014.377  

Sailer, M., Hense, J. U., Mayr, S. K., & Mandl, H. (2017). How gamification motivates: An experimental 

study of the effects of specific game design elements on psychological need satisfaction. 

Computers in Human Behavior, 69, 371–380. https://doi.org/10.1016/j.chb.2016.12.033  



128 
 

Werbach, K., & Hunter, D. (2012). For the Win: How Game Thinking Can Revolutionize Your 

Business. Wharton Digital Press. 

Kapp, K. M. (2012). The Gamification of Learning and Instruction: Game-based Methods and Strategies 

for Training and Education. Pfeiffer. 

Kapp, K. M. (2012). The gamification of learning and instruction: Game-based methods and strategies 

for training and education. Pfeiffer. 

Zichermann, G., & Cunningham, C. (2011). Gamification by design: Implementing game mechanics in 

web and mobile apps. O'Reilly Media. 

Hamari, J., Koivisto, J., & Sarsa, H. (2014). Does gamification work?—A literature review of empirical 

studies on gamification. Proceedings of the 47th Hawaii International Conference on System 

Sciences, 3025–3034. https://doi.org/10.1109/HICSS.2014.377  

Hattie, J., & Timperley, H. (2007). The power of feedback. Review of Educational Research, 77(1), 81–

112. https://doi.org/10.3102/003465430298487  

Sailer, M., Hense, J. U., Mayr, S. K., & Mandl, H. (2017). How gamification motivates: An experimental 

study of the effects of specific game design elements on psychological need satisfaction. 

Computers in Human Behavior, 69, 371–380. https://doi.org/10.1016/j.chb.2016.12.033  

Werbach, K., & Hunter, D. (2012). For the Win: How Game Thinking Can Revolutionize Your 

Business. Wharton Digital Press. 

Zichermann, G., & Cunningham, C. (2011). Gamification by design: Implementing game mechanics in 

web and mobile apps. O'Reilly Media. 

Kapp, K. M. (2012). The gamification of learning and instruction: Game-based methods and strategies 

for training and education. Pfeiffer. 

Hamari, J., Koivisto, J., & Sarsa, H. (2014). Does gamification work?—A literature review of empirical 

studies on gamification. Proceedings of the 47th Hawaii International Conference on System 

Sciences, 3025–3034. https://doi.org/10.1109/HICSS.2014.377  

 

Deci, E. L., & Ryan, R. M. (2000). The "what" and "why" of goal pursuits: Human needs and the self-

determination of behavior. Psychological Inquiry, 11(4), 227–268. 

https://doi.org/10.1207/S15327965PLI1104_01   

Sailer, M., Hense, J. U., Mayr, S. K., & Mandl, H. (2017). How gamification motivates: An experimental 

study of the effects of specific game design elements on psychological need satisfaction. 

Computers in Human Behavior, 69, 371–380. https://doi.org/10.1016/j.chb.2016.12.033  

Kapp, K. M. (2012). The gamification of learning and instruction: Game-based methods and strategies 

for training and education. Pfeiffer. 

Vygotsky, L. S. (1978). Mind in society: The development of higher psychological processes. Harvard 

University Press. 



129 
 

Gee, J. P. (2003). What video games have to teach us about learning and literacy. Palgrave Macmillan. 

Zichermann, G., & Cunningham, C. (2011). Gamification by design: Implementing game mechanics in 

web and mobile apps. O'Reilly Media. 

Hamari, J., Koivisto, J., & Sarsa, H. (2014). Does gamification work?—A literature review of empirical 

studies on gamification. Proceedings of the 47th Hawaii International Conference on System 

Sciences, 3025–3034. https://doi.org/10.1109/HICSS.2014.377  

Csikszentmihalyi, M. (1990). Flow: The psychology of optimal experience. Harper & Row. 

Sailer, M., Hense, J. U., Mayr, S. K., & Mandl, H. (2017). How gamification motivates: An experimental 

study of the effects of specific game design elements on psychological need satisfaction. 

Computers in Human Behavior, 69, 371–380. https://doi.org/10.1016/j.chb.2016.12.033  

Sailer, M., Hense, J. U., Mayr, S. K., & Mandl, H. (2017). How gamification motivates: An experimental 

study of the effects of specific game design elements on psychological need satisfaction. 

Computers in Human Behavior, 69, 371–380. https://doi.org/10.1016/j.chb.2016.12.033  

Kapp, K. M. (2012). The gamification of learning and instruction: Game-based methods and strategies 

for training and education. Pfeiffer. 

Lave, J., & Wenger, E. (1991). Situated learning: Legitimate peripheral participation. Cambridge 

University Press. 

Gee, J. P. (2003). What video games have to teach us about learning and literacy. Palgrave Macmillan. 

Seaborn, K., & Fels, D. I. (2015). Gamification in theory and action: A survey. International Journal of 

Human-Computer Studies, 74, 14–31. https://doi.org/10.1016/j.ijhcs.2014.09.006  

Landers, R. N. (2019). Gamification misunderstood: How badly executed and rhetorical gamification 

obscures its transformative potential. Journal of Management Inquiry, 28(2), 137–140. 

https://doi.org/10.1177/1056492618790913  

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From game design elements to gamefulness: 

Defining gamification. Proceedings of the 15th International Academic MindTrek Conference: 

Envisioning Future Media Environments, 9–15. https://doi.org/10.1145/2181037.2181040  

Zainuddin, Z., Chu, S. K. W., Shujahat, M., & Perera, C. J. (2020). The impact of gamification on 

learning and instruction: A systematic review of empirical evidence. Educational Research 

Review, 30, 100326. https://doi.org/10.1016/j.edurev.2020.100326  

Sailer, M., Hense, J. U., Mayr, S. K., & Mandl, H. (2017). How gamification motivates: An experimental 

study of the effects of specific game design elements on psychological need satisfaction. 

Computers in Human Behavior, 69, 371–380. https://doi.org/10.1016/j.chb.2016.12.033  

Ryan, R. M., & Deci, E. L. (2000). Self-determination theory and the facilitation of intrinsic motivation, 

social development, and well-being. American Psychologist, 55(1), 68–78. 

https://doi.org/10.1037/0003-066X.55.1.68  



130 
 

Filsecker, M., & Hickey, D. T. (2014). A multilevel analysis of the effects of external rewards on 

elementary students' motivation, engagement, and learning in an educational game. Computers & 

Education, 75, 136–148. https://doi.org/10.1016/j.compedu.2014.02.008 

Sailer, M., Hense, J. U., Mayr, S. K., & Mandl, H. (2017). How gamification motivates: An experimental 

study of the effects of specific game design elements on psychological need satisfaction. 

Computers in Human Behavior, 69, 371–380. https://doi.org/10.1016/j.chb.2016.12.033  

Hamari, J., Koivisto, J., & Sarsa, H. (2014). Does gamification work?--a literature review of empirical 

studies on gamification. 2014 47th Hawaii International Conference on System Sciences, 3025–

3034. https://doi.org/10.1109/HICSS.2014.377  

Zainuddin, Z., Chu, S. K. W., Shujahat, M., & Perera, C. J. (2020). The impact of gamification on 

learning and instruction: A systematic review of empirical evidence. Educational Research 

Review, 30, 100326. https://doi.org/10.1016/j.edurev.2020.100326  

Caponetto, I., Earp, J., & Ott, M. (2014). Gamification and education: A literature review. Proceedings 

of the European Conference on Games Based Learning, 1, 50–57.  

Sailer, M., Hense, J. U., Mayr, S. K., & Mandl, H. (2017). How gamification motivates: An experimental 

study of the effects of specific game design elements on psychological need satisfaction. 

Computers in Human Behavior, 69, 371–380. https://doi.org/10.1016/j.chb.2016.12.033  

Baldwin, A., Ching, Y. H., & Friesen, N. (2020). Enhancing learning through gamification: The role of 

narrative and player engagement. Journal of Educational Technology & Society, 23(3), 117–127. 

Filsecker, M., & Hickey, D. T. (2014). A multilevel analysis of the effects of external rewards on 

elementary students' motivation, engagement, and learning in an educational game. Computers & 

Education, 75, 136–148. https://doi.org/10.1016/j.compedu.2014.02.008  

Hamari, J., Koivisto, J., & Sarsa, H. (2014). Does gamification work?—A literature review of empirical 

studies on gamification. Proceedings of the 47th Hawaii International Conference on System 

Sciences, 3025–3034. https://doi.org/10.1109/HICSS.2014.377  

Zainuddin, Z., Chu, S. K. W., Shujahat, M., & Perera, C. J. (2020). The impact of gamification on 

learning and instruction: A systematic review of empirical evidence. Educational Research 

Review, 30, 100326. https://doi.org/10.1016/j.edurev.2020.100326  

Hamari, J., Koivisto, J., & Sarsa, H. (2014). Does gamification work?—A literature review of empirical 

studies on gamification. Proceedings of the 47th Hawaii International Conference on System 

Sciences, 3025–3034. https://doi.org/10.1109/HICSS.2014.377  

Zainuddin, Z., Chu, S. K. W., Shujahat, M., & Perera, C. J. (2020). The impact of gamification on 

learning and instruction: A systematic review of empirical evidence. Educational Research 

Review, 30, 100326. https://doi.org/10.1016/j.edurev.2020.100326  

Filsecker, M., & Hickey, D. T. (2014). A multilevel analysis of the effects of external rewards on 

elementary students' motivation, engagement, and learning in an educational game. Computers & 

Education, 75, 136–148. https://doi.org/10.1016/j.compedu.2014.02.008  



131 
 

Caponetto, I., Earp, J., & Ott, M. (2014). Gamification and education: A literature review. Proceedings 

of the European Conference on Games Based Learning, 1, 50–57. 

Sailer, M., Hense, J. U., Mayr, S. K., & Mandl, H. (2017). How gamification motivates: An experimental 

study of the effects of specific game design elements on psychological need satisfaction. 

Computers in Human Behavior, 69, 371–380. https://doi.org/10.1016/j.chb.2016.12.033  

Canale, M., & Swain, M. (1980). Theoretical bases of communicative approaches to second language 

teaching and testing. Applied Linguistics, 1(1), 1–47. https://doi.org/10.1093/applin/I.1.1  

Savignon, S. J. (2002). Interpreting communicative language teaching: Contexts and concerns in teacher 

education. Yale University Press. 

Canale, M. (1983). From communicative competence to communicative language pedagogy. In J. C. 

Richards & R. W. Schmidt (Eds.), Language and communication (pp. 2–27). Longman. 

Bachman, L. F. (1990). Fundamental considerations in language testing. Oxford University Press. 

Dörnyei, Z. (2007). Creating a motivating classroom environment. Cambridge University Press. 

Savignon, S. J. (2002). Interpreting communicative language teaching: Contexts and concerns in teacher 

education. Yale University Press. 

Derwing, T. M., & Munro, M. J. (2015). Pronunciation fundamentals: Evidence-based perspectives for 

L2 teaching and research. John Benjamins Publishing. 

Burns, A. (2019). Concepts for teaching speaking in the English language classroom. ResearchGate. 

https://www.researchgate.net/publication/359025138_Concepts_for_Teaching_Speaking_in_the_

English_Language_Classroom_1  

Thornbury, S. (2019). How to teach speaking. Pearson Education. 

Yuan, F., & Ellis, R. (2003). The effects of pre-task planning and on-line planning on fluency, 

complexity, and accuracy in L2 monologic oral production. Applied Linguistics, 24(1), 1–27. 

https://doi.org/10.1093/applin/24.1.1  

Skehan, P. (1998). A cognitive approach to language learning. Oxford University Press. 

Celce-Murcia, M., Brinton, D. M., & Goodwin, J. M. (2010). Teaching pronunciation: A course book 

and reference guide (2nd ed.). Cambridge University Press. 

Richards, J. C., & Renandya, W. A. (Eds.). (2002). Methodology in language teaching: An anthology of 

current practice. Cambridge University Press. 

Nation, I. S. P. (2022). Learning vocabulary in another language (2nd ed.). Cambridge University Press. 

Burns, A. (2019). Concepts for teaching speaking in the English language classroom. LEARN Journal: 

Language Education and Acquisition Research Network, 12(1), 1-11. Retrieved from 

https://files.eric.ed.gov/fulltext/EJ1225673.pdf  

Chun, D., Smith, B., & Kern, R. (2016). Technology in language use, language teaching, and language 

learning. The Modern Language Journal, 100(S1), 64–80. 



132 
 

https://www.researchgate.net/publication/297586851_Technology_in_Language_Use_Language

_Teaching_and_Language_Learning  

Richards, J. C. (2008). Teaching listening and speaking: From theory to practice. Cambridge University 

Press. 

Ellis, R. (2003). Task-based language learning and teaching. Oxford University Press. 

Graham, C., Milanovic, M., & Hopkins, N. (2021). Technology-enhanced language learning: Advances 

and challenges. Routledge. 

Richards, J. C. (2006). Communicative language teaching today. Cambridge University Press. 

Brown, H. D. (2014). Principles of language learning and teaching (6th ed.). Pearson. 

Dörnyei, Z. (2005). The psychology of the language learner: Individual differences in second language 

acquisition. Lawrence Erlbaum Associates. 

Graham, C. (2021). Technology-enhanced language learning: Advances and challenges. Routledge. 

Richards, J. C. (2008). Teaching listening and speaking: From theory to practice. Cambridge University 

Press. 

Creswell, J. W., & Plano Clark, V. L. (2018). Designing and conducting mixed methods research (3rd 

ed.). SAGE Publications. 

Gay, L. R., Mills, G. E., & Airasian, P. (2012). Educational research: Competencies for analysis and 

applications (10th ed.). Pearson. 

Flick, U. (2018). An introduction to qualitative research (6th ed.). SAGE Publications. 

Creswell, J. W., & Creswell, J. D. (2018). Research design: Qualitative, quantitative, and mixed methods 

approaches (5th ed.). SAGE Publications. 

Fink, A. (2017). How to conduct surveys: A step-by-step guide (6th ed.). SAGE Publications. 

Kvale, S., & Brinkmann, S. (2015). InterViews: Learning the craft of qualitative research interviewing 

(3rd ed.). SAGE Publications. 

Nikolopoulou, K. (2022). What is non-probability sampling? | Types & examples. Scribbr. Retrieved 

from https://www.scribbr.com/methodology/non-probability-sampling/ 

Cochran, W. G. (1977). Sampling techniques (3rd ed.). John Wiley & Sons.  

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From game design elements to gamefulness: 

Defining gamification. Proceedings of the 15th International Academic MindTrek Conference, 9-

15. ACM. 

García, M., & Molina, R. (2021). Innovative methodologies in English language teaching: Gamification 

as a motivational strategy. Language Learning Journal, 49(3), 350-368. 

Kim, S., Song, K., Lockee, B., & Burton, J. (2018). Gamification in learning and education: Enjoy 

learning like gaming. Springer. 



133 
 

Li, X., & Chu, S. (2021). Enhancing speaking skills through game-based learning: A study on 

gamification and second language acquisition. Journal of Educational Technology, 38(2), 120-

135. 

Buljan, I. (2021). The effects of gamification on cognitive engagement and language learning. 

Educational Neuroscience Journal, 12(3), 210-225. 

Deci, E. L., & Ryan, R. M. (1985). Intrinsic motivation and self-determination in human behavior. 

Springer. 

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From game design elements to gamefulness: 

Defining gamification. Proceedings of the 15th International Academic MindTrek Conference, 9-

15. ACM. 

Kim, S., Song, K., Lockee, B., & Burton, J. (2018). Gamification in learning and education: Enjoy 

learning like gaming. Springer. 

Piaget, J. (1970). Science of education and the psychology of the child. Viking Press. 

Toda, A. M., Valle, P. H., & Isotani, S. (2019). The dark side of gamification: An overview of negative 

effects of gamification in education. Journal of Educational Technology, 36(2), 123-140. 

Vygotsky, L. S. (1978). Mind in society: The development of higher psychological processes. Harvard 

University Press. 

 

 

 

 

 

 

 

 

 

 

 

 



134 
 

 

ANNEXES  

ANEEX 1. Research Instruments Approval 

 



135 
 



136 
 



137 
 



138 
 



139 
 



140 
 



141 
 



142 
 



143 
 

 

 

 



144 
 

 

Annex 2. Instruments Application 

 

 

 

 

 

 

 

 

 

 

 



145 
 

 

Annex 3. Proposal Socialization 

 

 

 

 



146 
 

 



147 
 

Annex 4. Turnitin Analysis 

 



148 
 

 


